Tom Turkey Walkthrough
Author: GooRoo <GooRoo@marinersmvp.com>.

About: Tom Turkey … 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:
Tom: Diminutive of Thomas; the male of various animals.
Turkey:  Either of two large American gallinaceous birds (popular at Thanksgiving in the United States).

Gruntz:
You begin the game with a Barehanded Grunt.  Toolz and Toyz will be found under Rockz, and in Holez, and sometimes in plain sight!  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, Coinz, Letterz and (of course) the Warpstone.

Where to start: 

· Bare-handed Grunt:  You begin on an axe, near the axe head.  You can see a Beach Ball ‘way down near end of the handle of the axe, and a Blue Toggle Switch near it.  You are standing next to a CheckPoint Switch; does it have any special requirements?  No?  Then step on it!  What can you find lying around loose?  Pick it up!  Is there anything else you can do?  Do it!  It lookz like you have to go back to that Silver Timer Switch, and see what stepping on it will accomplish.  You’ll have to ‘step lively’ to get through the path, and to the Toobz you can see at the other side!
· Toobz Grunt:  Now that you made it through the Silver Pyramid maze you can relax with your Toob.  But wait!  A disgruntled Toobz Grunt yellz “I’m gonna get ya!”, so you better think fast!  Fight, swim, or … give him that Beach Ball!  While he is occupied with that Toy you slipped to him, what do you do now?  There’s a Warp Letter ‘W’ on that little island … go get it!  Whoops!  You must have come too close to that other disgruntled Toobz Grunt … now he’s coming after you.  Run! (er, paddle) for your life … but to where?  There are four ‘Landing Areaz’ you can reach … one of them has Toob Spikez on it, so make that three choicez.  Well, two, since one of them would force you to the one that has the Toob Spikez.  Since you can see a Blue Wormhole and Spikez next to one of the remaining two Landing Areaz (and you don’t know where that Wormhole will take you), that only leavez one other choice.  Head for it, and exchange the Toob for the Shovel, and  make a choice: fight the enemy Toob Grunt(z), or duck through the Wormhole.
· Shovel Grunt:  Whoa!  Is that out of the frying pan and into the fire, or what!  No sooner do you hit solid ground, but another enemy Grunt is beating on you with his fistz!  Better move out of that corner so you have some fighting room.  What’s this?  You take a couple stepz away, and he losez interest in you!  That helps.  Hmmm?  A Hole!  Wonder what’s in there?  (Momma always told me I’d be digging ditches!)  Look at that!  Some refreshing Zap Cola will restore the health you lose by battling those enemy Gruntz.  Do you feel the need for refreshment, or can you wait a while?  (If your health is in the green, let the Zap Cola wait until later … when you might really need it.)  There’s a CheckPoint Switch not too far away … and it lookz like it has your name (er, Tool) on it.  Why don’t you just mosey on over there are see what stepping on the Switch does for you?  Great!  Another enemy Grunt with ‘attitude’; whack him and see if he goes away.  Still has ‘attitude’, eh?  Whack that attitude (and Goo) out of ‘im!  Now may be the time to hit that Zap Cola.  Back to the CheckPoint Switch.  Boy!  Don’t these disgruntled Gruntz have any sense?  Time to whack some more Goo out of the enemy.  Finally!  You can satisfy that CheckPoint.  Look at all of those Coinz!  Fill your pocketz, Grunt!  Blub.  What happened to that bridge Tile you were standing on?  It crumbled away on you, did it?  Better move a little faster then!  All the way to the other side of the Pool, up the Turkey leg, and to the ‘white meat’ part of the bird.  There are a couple of Holez blocking your way: which one do you fill in first?  (You know, each time you have a decision like this to make, it would be a good idea to SAVE your game.)  Whichever Hole you fill in, one of those disgruntled Gruntz now has a clear shot at attacking you … and he won’t waste any time in balling up his fists to take you on (or out).  Hey!  Before he gets very far, the other Grunt takes out after him!  And the third disgruntled decides to mix it up with the other two, forgetting about you.  (Thank you, game designer!)  Use that Shovel and get as much done as you can.  If you find anything of value, decide whether now is the time to pick it up, or can it wait until later.  Eventually, one belligerent Grunt will have to be dealt with, so make sure your health is up to it.  Once the last enemy Grunt is a quivering puddle of Goo, you can take your time and put that Shovel to good use.  Make sure every Hole you can reach is properly investigated before you exchange that Shovel for any other Tool.
· Toob Grunt:  Waddle on down to the only Landing Area on the main body of the Turkey, and decide where you want to go from here.  There’s a Megaphone on that little island, but you see some Toob Spikez on its Landing Area, as well as the Secret Switch.  Do you go for the Megaphone, or is there something else you can do (first) while you have the Toob, and can safely cross over water?  (Go for the Megaphone … and be prepared for anything … maybe SAVE before you hit the Landing area?)  If your reflexez are good enough, you reach safety, and know that there is a Tool on its way into your Tool Chest.  Do you see an immediate need for that Tool?  Then go get it!
· Gauntletz Grunt:  You can satisfy the Checkpoint Switch with your name (er, Tool) on it, but before you go across that Crumbling Bridge (you’ve learned to recognize those, after your experience as a Shovel Grunt, right?), is there anything else you can do on this side of the Water?  Start breaking Rockz!  (Keep on your toez, though ;^).  Whatever is revealed, the rule is, “if it’s a Coin, take it; if it’s a Tool, only take it if you need it now … otherwise let it be until you really need it.  Is there anything else that you can break?  Well, then get to it!  Decisions, decision!  Do you go through the Wormhole, batter your way through the enmy Toob Grunt(z) to the Zap Cola and Coin on the island, or go back to that CheckPoint Switch and cross the Bridge back to the Turkey’s body?  (I guess now would be another good time to SAVE your game. ;^)
1. Wormhole … get the Warp Letter ‘R’ and go through the Wormhole on the other side of the Spikez.
2. Battle enemy Toobz Grunt(z) to get the Zap Cola and the Coin on the island.
3. Cross the Crumbling Bridge, picking up Coinz along the way.
4. Break all of the Rockz you can reach, taking Coinz, Zap Cola, whatever as you find/need them.
5. Go through Red Pyramidz to stand next to the Secret Switch … but don’t step on it … yet.
6. Step on the Black One-Time Switch, and go get the Coinz and Warp letter ‘P’.
7. Return to the safe place next to the Secret Switch.  (SAVE ;^)
8. Step on the Secret Switch, and take advantage of what happenz … quickly!
· Warpstone Grunt:  It is nothing but a ‘horse race’ from here!  Follow the path as it openz up as quickly as possible … one misstep will be fatal.  Get that Warpstone into the vicinity of the King’s Fortress safely … then catch your breath.  Look around!  Is there anything left to do before you give the Warpstone to the King?  Well, go get ‘em!
Making the King happy:  Why, give the Warpstone to the King, of course!

Secretz:

· Secret Switch #1:  This Secret Switch is on a small island under the main body of the Turkey, between the two drumsticks-to-be.
· Secret Switch #2:  In the Turkey’s head is the Secret Switch.  A bridge opens near the ‘beak’ and leads into the ‘comb’, where the Warpstone may be seen.  Another bridge opens from the back of the Turkey’s head and lead to the back of the main body area.  A final bridge opens near the ‘tail feathers’ and leads to the middle of the coastline north of the King’s Fortress.  (Beware of the Rolling Rock.)
Acknowledgementz:

· Paul: “A World of Sweetz”; Covered Powerupz (multiple layerz).  This Gruntz Page!!!
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· Mad lady:  Distribution via her Address Book.
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