Keep The Ball Rolling 5
Custom Level and walkthrough by GooRoo

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

About: Keep The Ball Rolling 5 … 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:

Keep: definition 2: preserve; maintain.
The: Definite article in the English language. 

Ball: A spherical object. 

Rolling: Moving by turning over on a central axis, usually in a straight line unless acted upon by an outside force (such as an Arrow, in the game of Gruntz).
5:  The fifth in a proposed series of 8.

Gruntz:
You begin the game with a Gauntletz 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.  The exception to this is in the large area with diagonal linez of Holez alternating with diagonal linez of Spikez … with diagonal linez of (mostly) safe Tilez between them.  The only Holez that need to be filled in and/or dug up have unusual Tilez surrounding them.  Let the rest be. 

Note: in this graphics set, the moving ‘rockz’ are artificial … 8 Ballz (as in the game of Pool).

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.  Major Hint:  Warp letterz should be picked up in order; “W” “A” “R” and “P”!
Where to start: 

· Gauntletz Grunt:  The Spikez to the west seem to be rather hazardous to your health.  Empty space is to the south, even more hazardous to your health!  You are not allowed to go north, because that is the boundary of the map.  East it is, then!  I forgot to mention that this Level runz on a timer, and when the timer reaches zero, it is “Game Over”.  So you don’t want to dawdle … get a move on!  (Besidez, the subject of this Level has a head start on you, being sent on its way as soon as you clicked the mouse button, or hit a key … it didn’t wait for you to take stock of your surroundings.)  You know how to break thingz, but there are some ‘bad guyz’ that don’t appreciate having their thingz broken, so you will have to fight them.  Continuing east, you eventually clear a path to a Blue Wormhole.  Even though you have no idea where it will take you, there really is no alternative … jump on in!  After a rough landing, you find yourself in a Brickyard.  Before you can make a move, some unkind GunHat Grunt dropz about a pound of lead on your poor, unsuspecting body.  Whatever you do, do it quickly, because another round will turn you into a quivering Puddle of Goo … once again, “Game Over”.  You need to clear away a Brick or two to give yourself a little room to dodge the lead being sent your way.  Fortunately, you only have three possible choicez: south, east, or southeast.  Since breaking a single Brick to the southeast will not provide you with another place to stand, that leavez only two good choicez: south, or east.  You recognize a Death Brick in the far southeast corner of the Brickyard, so you quickly draw the conclusion that someone has not properly identified the Brickz … they are all plain brown, save that one Death Brick.  Where there is one Death Brick, there are bound to be otherz.  And where there are Death Brickz, there are likely to be unbreakable Gold Brickz, and Gauntletz-breaker Red Brickz.  As soon as you can, SAVE.  You see two Blue Wormholez, so you know that you must clear a path to at least one of them.  If you succeed in clearing a path to one of them, try to clear a path to the other before you jump through … you may not have the correct Tool for what awaitz you in the destination.  Break; if survive, then SAVE, else re-load from last SAVE and make a different choice.  Repeat as often as required.  Then there is a Blue Toggle Switch with a Coin on it; you should both get the Coin and activate the Switch.  There are the implementz of a crapz game that you can see as well, so it may be beneficial to break them open and see what you get.  Going through one Wormhole depositz you right next to an angry GunHat Grunt, so you find yourself dodging lead right away.  Only this time you are in a position to fight back!  Not being a proficient Boxer, you give the old ‘One’, again and again, taking breatherz in between.  (You really need to learn the old “One, Two”.)  At any rate, you prevail, standing next to a quivering Puddle of Goo.  What next?  There is certainly plenty here for you to break!  So start breaking!  When the smoke clearz, you realize that you need a Shovel, in order to get out of here.  “Must have used the wrong Wormhole”, you mutter, and stab at the F8 key for a re-load.  The other Wormhole putz you (literally) between a Rock and a Hard Place (Spikez).  So break the Rock!  “Hey!  This Rock is loaded!  Step back!  Ouch!  These hurt!”  Well, better punctured feet than Grunt Goo spread so far and wide there is nothing to suck up.  By the way, that noise you hear is a Rolling Rock (8-Ball) heading your way.  Do you plan to do your imitation of a stalled car on a railroad track, when the express is coming through?  If not, you’d better get out of the way, boy!  Then think about the title of this Custom Level: Keep The Ball Rolling (5).  If the Rolling 8-Ball fallz in that Hole, it is yet another way for you to see “Game Over”.
· Shovel Grunt:  The only way out was to pick up that “super duper pooper scooper”, so you’d better make good use of it!  Fill in that Hole!  You are now one step closer to the center of the map, and you can see some more use for your Tool towardz the east.  Fill in, dig up … and repeat as often as necessary.  You meet with a bit of opposition, but quickly provide future material for the Goo Well.  Once again, you see that you have cleared the way to a Blue Wormhole.  You could go all the way back to where you entered this ring, but there wasn’t much back there that looked promising, so your best bet is to go through the Wormhole.  Gratefully, you notice that each time you pick up a Stopwatch, the time you have remaining to solve this Level goez up a bit.  When you complete your landing out of the Wormhole, you discover that you have (once again) satisfied a CheckPointSwitch.  The first time, lead was flying, and you may not have noticed that your time remaining went up a considerable amount.  This time you see the result.  “It payz to satisfy these CheckPointSwitchez!”  (Sometimez those reminderz of an opportunity to SAVE are more of a nuisance than a help, but you really should take that advice every so often.  Like right now!)  You recognize this place, but you are seeing it from a slightly different perspective.  Last time, you could break Rockz, but you could not fill in Holez to get out.  Now it appearz that you can fill in Holez, but you cannot break Rockz to get out!  Well, do whatever you can … perhaps something will turn up.  “Whoa!  Someone could get killed around here!”  At least when the fireworkz endz, you can see your way clear to beat some sense into that GunHat Grunt that has been lobbing lead at you.  Furthermore, by filling in a few Holez, you will be able to reach the exit Wormhole.  “What’s this?  More unfriendly Gruntz with cannons for helmetz!  A couple of wild and crazy guyz.  Look at them running around like headless chickenz!  Boy, are they ever unfriendly!  They’re even shooting at the guy in the area to the west!”  This is yet another way you might be able to achieve a “Game Over”; if that TimeBomber Grunt is turned into Goo, how will you clear away the Giant Rockz, and the smaller Rockz?  You should presume that since the areaz started in the east, and moved west, that your next destination may well be that area to the west of you.  And a shovel doesn’t even make a dent in a Giant Rock.  If that TimeBomber is Goo, you may as well re-load from your last SAVE, and hope that he farez better in your next attempt.  Of course, you may elect to go through your Wormhole anyway, just in order to see what happenz.  Maybe spend a little time digging up Holez in order to see what may be in them.  But without the TimeBomber Grunt, you will have to go back to a previous SAVE and re-play forward.  Exit Shovel, Wormhole southeast.  After your (possibly rough) landing, look around for a Green Wormhole.  Go through it!  You land on a Stopwatch, which adds one minute to your available solving time.  Use your Tool on whatever you can, then pick a Blue Wormhole to go through.  (If you need help in deciding which Blue Wormhole to go through, check out the Secretz section of this walkthrough.)  You will find that the TimeBomber Grunt is rather aggressive.  As soon as you fill in a Hole, he will come after you.  That Spotlight isn’t there to give you assistance, either.  Far from it!  You will need to avoid the Spotlight, step lively away from any TimeBombz planted at your feet, while avoiding flying lead from the crazies to the southeast.  Once everything breakable is removed from the area, courtesy of that aggressive TimeBomber Grunt, you may safely turn him into Goo.  (Yes, this is a Custom Level by GooRoo, so you are correct in suspecting that a GooberStraw will come into play at some time.  There should be more that enough (potential) Goo Puddlez for your needz, but try not to waste too many.  In other wordz, try to prevent TimeBomber from blowing himself up, wasting his Goo.)  Wormhole time again!
· Gravity Bootz Grunt:  Through the Green wormhole again, to land on the same Mound.  One Blue Wormhole is gone, revealing a set of Springz.  Do you exchange your brand new Bootz for those Springz and hope there is a better use for Springz than there is for Bootz?  Or do you keep the Bootz, and try out a Blue Wormhole?  If you look closely, you see one Blue Wormhole is on a Spikez Tile, the Springz are in plain view, there are two Trap Doorz, and four breakable objectz.  Is that enough of a hint as to which Blue Wormhole you should choose?  Upon landing, you discover that you have just satisfied another CheckPointSwitch.  That’s encouraging!  And the time available for solving the rest of the Level has been increased again.  Also good.  Then there is that annoying requestor: “Do you want to SAVE now?” that is blocking most of your view of what awaitz you.  The game activity stops, while you are making your decision, and (if SAVEing) choose your slot.  But the action startz immediately after you click ‘Yes’, and (if your reactionz are as slow as mine are at timez) you may find yourself struck by a missile before you can take evasive action.  If your health is in the green, you may be able to get out on two Gruntzy feet if you are struck once; if your health is yellow (or worse, red) you must avoid being anywhere that the missile reaches, when the missile arrivez.  It is highly doubtful that a Grunt whose health becomes in the red will survive.  So if your health is in the red when you enter this puzzle, expect to be going back a wayz in SAVEz to find a way to improve your health status.  Assignmentz: survive; neutralize enemy Gruntz (especially to remove them from Blue Hold Switchez); survive; activate Blue Toggle Switchez (once!); survive; pick up any valuablez you may find; and did I mention survive?!?  Exit Blue Wormhole, stage southeast.  (Have you noticed that all of your exitz have been in the southeast corner of these puzzlez?  And your next assignment has always been west of your current assignment?  That is about to change!)
· SpyGlass Grunt:  Go through the Green Wormhole.  Two Blue Wormholez are gone.  Identify the contentz of the breakable objectz around you.  (The proper Tool will be available later, to break thingz.)  Your optionz are: pick up the Springz; step on the Spikez to get the Stopwatch (ouch!); go through the only unobstructed Blue Wormhole.  (Two out of three is bad, in this case.)  You land on a Black One-Time Switch, collecting a Coin at the same time.  So far, so good!  There are three CheckPointPyramidz in front of you (thankfully, lowered), and lotz of Red and Green Pyramidz all around you.  “Up, Down … this’ll be tough!”.  Not really, for someone as fast on his feet as you are.  First, go up and get that can of Zap Cola, activating a Blue Toggle Switch while you’re at it.  Next, go get that Megaphone and use it while you activate the Black One-Time Switch.  Get onto (lowered) Green Pyramidz quickly, and make your way down to the Rolling Rock that is Toggling Red Pyramidz via a Red Switch, a Two-Way Arrow via a Yellow Switch, and Green Pyramidz via a Green Switch.  You have noticed that when the Rock rollz eastward over the YTS, the Two-Way Arrow changez to point toward the west, and vice-versa.  What would happen if you stepped on that YTS?  Wouldn’t that upset the rhythm just a tad?  As, cause the TWA to point east after the Rock rollz over it, instead of pointing west?  Wouldn’t that send the Rock into the Water?  Do it!  (But don’t get squished by either the Rock or the Red Pyramidz rising up underneath you!  Ooops!  Too late.)  If you survived, go up and neutralize the enemy Grunt barring your way to the exit Wormhole.  Then grab another can of Zap Cola.  Then head for the breakable object, to see if there may be anything hidden in it.  When you arrive, take a Tool from the GruntzMachine, and use it to do what it does best.  Then go satisfy a CheckPointSwitch.
· Gauntletz Grunt:  Through the Blue Wormhole, and immediately through the Green Wormhole.  Three Blue Wormholez are gone.  See!  When you had the Spy Gear, I told you it would be helpful to identify the contentz of those breakable objectz.  Now that you have the Gauntletz, you know that there is something in the Die, one Brick is death to break, one Brick is safe to break, and one Brick is a Gauntletz breaker.  Have you SAVEd recently?  Break the Brick you know is safe.  That doesn’t increase your optionz any, in where to go next, does it?  If you break the Gauntletz breaker Brick next, you cannot break anything else later.  You certainly do not want to break the Death Brick!  That leavez the Die as your obvious choice.  “Booby-trapped!  Step back! Aiiiieeeeee. (Game Over)”.  If your timing had been better, the Trap Door would have been closed when you stepped back away from the TimeBomb.  And you would have been able to step back onto the Mound when the fireworkz ended (and before the Trap Door opened).  Aren’t you glad that this is a game, and there is such a thing as a recent SAVE allowing you to restore thingz to before you made the mistake, and try again?  Try doing that ‘real time’!  Now you have two Blue Wormholez to choose from, and still may choose to break the Gauntletz breaker Brick.  If you break the Gauntletz breaker Brick, you will have all five remaining Blue Wormholez to choose from … but no Gauntletz.  If you SAVE now, you can see what awaitz you on the other side of those two Blue Wormholez.  If neither one is a good choice, you can come back and Break the Brick and then try the other three Blue Wormholez.  One other possibility exists: choosing one of the two Blue Wormholez available to you now will work … even after you break the Gauntletz breaker Brick.  The designer of the Level can certainly be that devious at timez.  Is this one of those timez?  Suppose you broke that last Brick, and now found yourself Bare-handed.  Is there one of those Blue Wormholez that will take you someplace where a Bare-handed Grunt can survive?  Or perhaps find a suitable Tool?  Is there a Tool in sight that you could pick up?  (That’s the way I would go.)
·  Springz Grunt:  You immediately see the wisdom in having those Springz on your feet.  Spikez!  And Holez!  And Arrowz leading to Spikez!  “Ooh!  Death Tilez!”  Before you do anything rash, take a good look at the state of the Two-Way Arrowz.  Switching on the magnificent computer between your earz, you quickly come to the conclusion that no Grunt is meant to activate the Black One-Time Switch you see in the center.  Therefore, a Rolling Rock must enter this area and do most of the work.  “It enterz from there, turnz right to there, where it turnz up, then turnz left, then turnz down … my brain is hurting!”  You decide that one of the Two-Way Arrowz is pointing in the correct direction, while the other one is pointing the wrong way.  You can see two Yellow Toggle Switchez, both of which have a Stopwatch.      “Stopwatch = 1 minute more solving time = Good Thing = Get Stopwatchez!”                          So you do!  You get the first Stopwatch, and the incorrect Two-Way Arrow is now correct.  You get the second Stopwatch, and the TWA that was correct is now wrong!  “What do I do?”  Jump off the YTS, and back on it again, silly!  “Right!  Never thought of that.”  (Listen to Charlie Drake doing “My Boomerang Won’t Come Back” for the intended humor of the previous quote.)  Then go on and neutralize one Thief Grunt blocking your way.
· GooberStraw Grunt:  “This place is beginning to look rather familiar!”  It ought to … you’ve been here often enough while playing this Level.  There is a slight difference for you now, though.  You have a GooberStraw, and your health level has been better.  You know where you left a bottle of Zap Cola behind, because you also know that there is a Puddle of Goo right next to it … what is left of a certain SpongeGun Grunt.  You may now “kill two birdz with one stone”; make the trip to suck up a little bit of Goo, and drink a refreshing bottle of Zap Cola as a bonus.  Since there are no more Goo Puddlez that you may walk to from here, without doing severe damage to your health (not to mention your feet!), it is time to go back to the Green Wormhole once again.  Suck up the Goo Puddle on the Spikez (still containing the Stopwatch!), and check out your optionz.  Perhapz you are an experienced (and wise!) Gruntzer, and you have checked out the destinationz for all of the Blue Wormholez at your earliest opportunity to do so, and know where each one will lead you.  Great!  Go through the Blue Wormhole that depositz you in the Brickyard.  
· Bricklayer Grunt:  You may have a GooberStraw right now, but you will soon come to realize that it is of no earthly use to you.  All you see are 8-Ballz, rolling every which way, crossing and re-crossing the area, right to left, left to right, top to bottom and bottom to top.  “How am I going to get through this?” you cry.  That’s where the Bricklaying Toolz come in, Grunt!  You see that Foundation Tile a couple of rowz up?  All you have to do is lay a Brick on that Foundation, and 8-Ballz are going to be smashing themselves to piecez.  Then you may move up and repeat the process with the Foundation Tile just a few more rowz up.  Here’s a little old adage for you to remember: “patience is a virtue”.  Wait for a larger than normal opening, then dash in and do your thing … then dash out again.  Time to remind you once again about your assignmentz: survive; neutralize enemy Gruntz (especially to remove them from Blue Hold Switchez); survive; activate Blue Toggle Switchez (once!); survive; pick up any valuablez you may find; and did I mention survive?!?  Once all of the 8-Ballz are smashed, and the enemy Gruntz (that you can reach) are now quivering Goo Puddlez, it is time to pick up that GooberStraw and start sucking!
· GooberStraw Grunt:  Back through the Green Wormhole.  Three Blue Wormholez left, and a Stopwatch.  Your early errorz, and the lessonz you have learned from those mistakez now stand you in good stead.  You know where all of the Wormholez take you.  You know that you do not have a Shovel.  You can see no reason to go right back where your only choice is to go through the Green Wormhole again, to end up right back here.  So it must be Toobz time!  You go through the Blue Wormhole at the 4:30 position on a clock face.  “Whoa!  That was a trip!”  Walk over and don that inner Toob with the big duck head.
· Bare-handed Gruntz:  May be placed into the game at any time, and moved to a ‘safe’ place other than the GruntCreationPad.  When there are three of you, you may enter ‘Boot Camp’ and practice your hand-to-hand combat.
· Toobz Grunt:  You could paddle just a little way, and climb up onto a Landing Area and get a new pair of Gauntletz, as good as the onez you just broke.  But that seemz a waste of a brand new, perfectly useable Toob.  Why not just pass by that Landing Area and see what else you may find?  Remember your assignmentz: survive; neutralize enemy Gruntz (especially to remove them from Blue Hold Switchez); survive; activate Blue Toggle Switchez (once!); survive; pick up any valuablez you may find; and did I mention survive?!?  Are there any enemy Gruntz you can neutralize?  (Yes.  And one of them is even standing on a Blue Hold Switch!)  Set your prioritiez; Grunt on BHS, first; other Gruntz (if necessary) later.  Are you a curious sort?  Do you wonder why there are so many drainz in the ‘neck’ of the pool shaped like a Simpsonz’ character?  You could paddle on over there to see what happenz.  One thing that you hope will happen is that the GunHat Grunt takez a shot at you (and misses) and then setz his target on one of the Purple Defender Gruntz between the ‘neck’ and the ‘chin’.  You can see that there is a Stopwatch (more solving time) and … a Warp letter “W”!  One of the Gruntz is also standing on a Blue Hold Switch (primary assignment), and there is a Blue Toggle Switch in that area (also a primary assignment), so you know that someone (there is only you at the moment!) will be going in there to do the job.  If you can get one enemy Grunt to turn another enemy Grunt into Goo, your health will be the beneficiary!  “Whoa!  I didn’t see that before.”  You head for the Red Warp, hoping you can get there before it goez away.  Diving through the Red Warp, you find yourself in the area between the chin and the neck.  So this is not a task to be done later, and/or by another Grunt.  It is another part of your assignment, so has it been made a little easier for you (either Grunt wounded, or (even better) both Gruntz turned into Goo Puddlez), or do you have two healthy Gruntz to neutralize?  That duck head is only marginally more powerful than bare handz, and Bare-handed Gruntz recover their strength more quickly that Toobz Gruntz do, so just slugging it out with them is not an option for you.  Strike, then retreat and recover; then repeat as often as necessary to neutralize the enemy.  Look around for some refreshing Zap Cola, then repeat the process with the second enemy Grunt.  You then collect the Stopwatch, satisfy your CheckPointSwitch, activate the Blue Toggle Switch, and claim your reward … a bottle of Zap Cola!  Return through the Red Warp to collect another Stopwatch.  Now to paddle over and neutralize the Grunt standing on the Blue Hold Switch.  Try to steer clear of the enemy Toobz Gruntz … somehow they always get off the first punch.  Should you be forced to battle either of them, you will need to get to one of the canz of Zap Cola you can see on two of the islandz in the pool.  After there is only a Puddle of Goo on the Blue Hold Switch, you remember that there are a pair of Gauntletz you may reach.  There is one more enemy Grunt standing on a Blu Hold Switch, but there are no Landing Areaz where you can climb out of the water in order to neutralize him.  Perhapz that is a later assignment.
· Gauntletz Grunt:  Break the 5, 6, 3, 1 and 6 Dice, picking up everything you find in them.  Such as a Coin, a Stopwatch, a Warp letter (“A”) and … a GooberStraw.  “Drat.  I like Gauntletz!”
· GooberStraw Grunt:  going through the Wormhole landz you on the island with the Blue Toggle Switch, and the (previously unreachable) Grunt standing on the Blue Hold Switch.  You pick up the Stopwatch.  “Hey!  Watch it with those lead ballz, you bully!”  That was close!  Good thing you were moving along smartly, as they taught you in Boot Camp.  Here we go again.  You with that wimpy GooberStraw against a Bare-handed Grunt.  No contest!  (Providing your health is reasonably good.)  He recoverz faster than you do, so strike; retreat and recover; repeat until the enemy is neutralized.  You were only supposed to activate that Blue Toggle Switch once; how many timez did you step on it during your battle with the enemy Grunt?  If it was more than once, it better have been an odd number of timez!  If not, (danger: Star Trek, The Next Generation groaner ahead) … “make it so!”  Then through the Wormhole.  
You find yourself back in the Brickyard.  This time there is no flying lead heading your way.  The coast is clear!  There is a Goo Puddle for you to suck up, and a Stopwatch you can reach.  Exit through the Blue wormhole that you saw when you first had a pair of Gauntletz.  Suck up any Goo, and satisfy the GooberStraw CheckPointSwitch in order to clear the way to the exit Wormhole, and earn 2 minutez and forty-five secondz of solving time.  Next is the TimeBomber Grunt’s former area.  Suck up his Goo, and earn another 2 minutez and forty-five secondz of solving time by satisfying the CPS.  Next is the Boomerang Grunt’s former area.  Suck up his Goo and the Goo Puddle that was there when you battled him, and earn another 2 minutez and forty-five secondz of solving time by satisfying the CPS.  Go through the Green Wormhole.  One Blue Wormhole leadz you to a place where only a Shovel will do, and taking the shortcut (aka, Blue Wormhole) leadz you into the last place you would want to be.  A place where just about every other Tile is either a Hole, or Spikez, and many ‘unfriendliez’ with SpongeGunz are roaming about.  There is also a crazy in there who keepz mumbling thingz like “Yeah, I’m really going to light this thing”.  There is also a bit player from “The Highlander” TV seriez dressed in Purple, standing guard over (tada!) a Blue Hold Switch.  The final Blue Wormhole seemz to do nothing at all useful for you.  It just depositz you right back where you were a few stepz ago!  Believe me, it will prove useful to you to be able to do that … once.  “Okay, I’m stumped!  There is still that Stopwatch on the bed of Spikez, and two Blue Wormholez.  One of the Wormholez doez nothing at all useful (that I can tell), and the other requirez a Shovel.  I’m stuck carrying this stupid GooberStraw!  Where do I go from here?”  Look in the GruntzMachine!  “Oh!  Never thought of that.”  It appearz that it is time to go into the melee!
· Bare-handed Gruntz:  A single Bare-handed Grunt can ‘neutralize’ that enemy SpongeGun Grunt standing on the Blue Hold Switch, without getting hit with a single Sponge.  Three of your Gruntz together can do it faster, but controlling them is another matter.  They might get in each other’s way, and someone may take a Sponge or two.  It will take at least three Bare-handed Gruntz working together to take out the enemy Gauntletz Grunt.  And Gauntletz won’t miss what he swingz at, like SpongeGun did.  Even among the new Gruntz, the watchword is survive.  One of them pickz up the GooberStraw, and suckz up the two Goo Puddlez that the team has created in the area.  One Grunt activatez the Blue Toggle Switch.  All of the Gruntz find safe placez to await further orderz.  Four of  the five Purple Multi-Grunt Switchez are ‘safe’ placez for your new Gruntz.  The fifth one, just south of the GruntCreationPad is deadly.  You don’t have a single Grunt who can carry a tune in a bucket, and the jokez they tell bomb even among themselves.  So don’t place them where the Spotlight might fall on them!
· Shovel Grunt:  Believe it or not, the hard part is next!  “Wait a minute!  If the hard part is next, just what have I been doing for the last half hour or so?”  Nothing but preparing the environment, and toughening yourself up for the hand-to-hand combat ahead of you.  Strap that helmet down tight, Grunt, because if you don’t, you may look in the mirror to find yourself bald in the next ten minutez!  Watch your language!  There may be minorz within earshot.  It is time to SAVE and take inventory.  How much time is left on the timer?  How many Gruntz are baked in the oven?  Have you placed any of them on the GruntCreationPad to get them into the game?  Have you used them to do their part in neutralizing a couple of enemy Gruntz?  If you haven’t done all of these thingz before, do it now!  Time to go through the Blue Wormhole that will take you to a Hole near another Blue Wormhole.  Fill it in and dig it up again to reveal … a Two-way Arrow!  The lightning-fast computer between your earz tellz you that the Arrow is pointing the wrong way!  You know what that meanz!  You have to find a Yellow Switch (Toggle, or maybe even Hold type) that will switch the direction of that TWA.  A new assignment for you!  You re-read your original orderz … and realize that while your orderz are not explicit about this new task, it is implied that you are to do whatever it takez to Keep The Ball Rolling.  You recall that there are a few Moundz near the Green Wormhole that you haven’t dug up yet.  Note to self: “Self, see what is in those Moundz near the Green Wormhole.”  Designer’s note: In placez, there are pairz of Moundz.  In them are Arrowz of some kind.  They are arranged so that the solver may choose to give the Rolling 8-Ball that is the primary subject of this Level a long path, or to allow it to take a ‘shortcut’.  The long path will give you more time to solve the final sub-puzzlez, while the shortcut will allow you to get the Warpstone to the King much faster.  Your proficiency in ‘neutralizing’ the remaining enemy Gruntz makez all the difference!  If you are very good in the type of battlez ahead of you, by all meanz, arrange for the Rolling 8-Ball to take the shortcut.  Otherwise, direct it to roll through each ring of the map.  (Warning: the longer route may cause “Game Over’ due to running out of time … you have done everything necessary, but the Rock simply has not completed its journey to the final destination in time.)  Okay.  So what you have to do is merely fill in and dig up again every single one of the specially marked Holez in the area.  Simple, eh?  Except there are the seven crazies carrying SpongeGunz, a particularly crazy one carrying a Bomb, and a reject from “The Highlander” with a great big ‘butter knife’.  For some reason, none of them like you!  The Holez of interest to you may contain Coinz, Zap Cola (canz and bottlez, only … no kegz), a couple of Switchez, and (tada!) a GooberStraw!  You know that once you pick up that GooberStraw, you will no longer have a Shovel, so make sure you have done everything necessary with that Shovel before you pick up the GooberStraw.  One of the thingz you will need to do with the Shovel involvez picking up the Warp letter “P” and a Coin, and switching the direction of a certain Two-Way Arrow.  If you step on that Yellow Toggle Switch before the Two-Way Arrow it controlz is revealed … Game Over … you cannot win!  So make sure you have dug up all of the proper Moundz before turning that Shovel in for something else.  And you have to trigger a Red Warp before you can reach that “P”.  I forgot to mention the Giant Rock, didn’t I?  You probably need to find a way to eliminate that Giant Rock, as well.  No, there is no set of Gauntletz, and no TimeBombz are hidden somewhere that you may dig up and use on the Giant Rock.  You will just have to improvise.  (If you are really efficient at all of your assignmentz, you may not need the contentz of the Giant Rock.)  So get in there and start digging!  Bust as many headz as you need to, but get that Sword Grunt off of that Blue Hold Switch!  And make sure that a certain Two-Way Arrow is pointing the right way when the Rolling 8-Ball reaches it!  After you acquire the Warp letter “P” and the Rolling 8-Ball enterz the first inner ring, you need to run down into the Spikey/Holey area and pick up the GooberStraw.
GooberStraw Grunt:  Start sucking!  Find those Goo Puddlez that are on your way to the Blue Wormholez.  Going through the Blue Wormholez is only required if you see that you will still be short on Gruntz after sucking up all of the Goo you can reach in the Spikey/Holey area and the pathz which may be reached that are nearby.  Or if you are going for a “Perfect!” score … there are Coinz in the areaz on the other side of those Wormholez.  There are also a couple Stopwatchez to give back part of the time you will have to spend in those two areaz.  You have to have at least five Gruntz baked and available in the area near the King’s Fortress, while six would be safer.  If you are error-prone, try for seven or eight Gruntz standing around the area.  You see, it requirez five Gruntz to be standing on those five Purple Multi-Grunt Switchez.  Yes, even on the ‘deadly’ one … for a while.  The three Purple Pyramidz need to be lowered in order for GooberStraw to reach the (not so) Secret Switch.  Stepping on that Switch will allow GooberStraw to enter the area near the King’s Fortress.  (If I had been really nasty, I would have put the Warpstone on that Secret Switch, and changed the timing around so that the Grunt stepping on that Switch had to survive the Silver Pyramidz mini-maze created by the Secret Switch.  But I felt the Level was difficult, and frustrating enough, without adding that challenge to it.  That’s why I said six … or seven, or even eight.)  The Grunt that stood on the ‘deadly’ PMGS should have stepped to the GruntCreationPad as soon as possible.  If he didn’t, it is time to send in a substitute!  Because a Grunt will have to stand on that ‘deadly’ PMGS in order for the Grunt who pickz up the Warpstone to be able to enter the King’s Fortress.  Without the Purple Pyramidz lowered, he will not be able to reach the Warpstone CheckPointSwitch, in order to lower the CheckPoint Pyramidz.  Now you know why there was so much (potential) Goo available in this Level.  ;^)
Secretz:

· Secret Switch:  The Secret Switch is buried in a Hole surrounded by three Purple Pyramidz, in the Spikey/Holey area (with all of those SpongeGun Gruntz).
· Red Warp #1:  The Trigger is the large drain in the pool of Water (Simpson’s type head), at the bottom of the ‘neck’.  The RW openz on the island at ‘the base of the lower jaw’, preventing immediate access to the Stopwatch that is there.  You pick up the Stopwatch when you return.  The RW takez you to the area with the Warp letter “W”.
· Red Warp #2:  The Trigger is the Yellow Toggle Switch on the western edge near the top, with a Spike Tile above it, and several Spike Tilez below it.  To be safe, you should have your Grunt walk past the Switch onto the Spikez below, then reverse direction, stepping on the Switch again.  The Red Warp openz one Tile east of the Arrow in the upper left-hand corner.  The Red Warp will take you to the area with the Warp Letter “P”.
· BlueWormhole sequence:  Imagine an analog clock face in a square setting.  The handz are mounted in the center, and when both handz are pointing straight up, is 12:00 AM or PM.  Hour hand straight down and minute hand straight up is 6:00.  When it is half past the hour, the minute hand is pointing straight down, and the hour hand points midway between two numbers.  Got it?  Go through the Blue Wormholez in this sequence:                                     10:30, 12:00, 9:00, 7:30, 6:00, 4:30, 1:30, 3:00.
Acknowledgementz:
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