The Rock

By Gunter

One grunt grabs the gauntlets and breaks the rocks, revealing your first coin.  Now you have to move the rolling rock out of the starting area along with your two grunts, so do NOT step on the black switch and do NOT lose the rolling rock.

The gauntlets grunt breaks the rocks and eliminates the gun hat.  After the rolling rock passes the second switching arrow and starts across the water, the barehanded grunt is free to move.  Place the gauntlets grunt on the blue switch and send the barehanded grunt to retrieve the spongegun.  If all of this is done quickly enough, you can shoot the green enemy into the path of the rolling rock as it rolls east along the top of the screen.

Break the remaining rocks and retrieve the coin and the beach ball.  Then send the gauntlets across the water to step on the blue switch that will let the spongegun grunt join him.  Break the coins to the east and have the sponegun grunt knock the 3 enemy spongegun grunts onto the yellow switches.  Move both grunts south through the rolling rocks.  Now send the both grunts through the upper red pyramids.  Use the spongegun grunt to eliminate the boxing gloves grunt without knocking him into the hole.  You will need the goo to create another grunt.  Break all the rocks and fill all the holes in the current area up to the yellow switch that is west of the 3 enemy sword grunts.  One grunt will have to control this switch to keep the rolling rock from being destroyed.  

Now it’s time to release the rolling rock.  Send one grunt back through the lower set of red pyramids and step on the yellow switch.  Using the red switch, move the rolling rock through the red pyramids so it will eliminate the 3 enemy sword grunts.  Be sure to reverse the arrow so the rolling rock will not continue north and break.  

Drop the grunt in the oven onto the creation pad and have him go and retrieve the go-kart.  After one of the grunts releases the rolling rock by stepping on the lower yellow switch, move all your grunts to the first checkpoint.

Place 2 grunts on the purple switches and move the third grunt south of the purple pyramids.   It is time to release the rolling rock again.  This section can get a little hectic.  You must keep the rock rolling through this section while eliminating four of the five enemy sword grunts.  You can reverse the direction of the 2-way arrows on the right side of this section by using the yellow switches, but you will have to contend with the other rolling rock working against you.  You will also have to play with the timing on releasing the rolling rock in order to get it to go where you need it to go.  Do this by using the yellow switch near the purple switches.

Once you have eliminated the 4 sword grunts in the path of the rolling rock, it’s time to send in the barehanded grunt with the go-kart and give it to the last remaining enemy.  Send the gauntlets grunt to break the rocks and collect the coins.  Pick up any needed Zap cola.  There is one more rock that you need to break, and it is in the area to the left of the first checkpoint.  Send the gauntlets grunt to break it and collect the W.  Send the gauntlets grunt to stand on the yellow switch at the bottom of the arrows.

It’s time for one more journey (hopefully) of the rolling rock through this section.  Release the rock again and get it all the way through the maze.  Then bring your other 2 grunts down to join the gauntlets grunt.

Place the straw grunt on the green switch that lowers the green pyramids at the entrance to the next section.  Break the rock and have the barehanded grunt retrieve the springs.  Send the spring grunt through the red pyramids and across the water to collect the megaphone.  Swap places with the gauntlets and straw grunts and give the shovel (from the megaphone) to the straw grunt.  Have him fill the holes to create a path through the red pyramids and spikes so that he AND the toob grunt (the spring grunt will get the toob later) can get to the bottom of this area.  Send the shovel grunt past the arrow and green switch and make his way to the green switch near the toob power-up.  Now the springs grunt can retrieve the toob and make his way to the vicinity of the black and yellow switches across the water.  Move the gauntlets grunt to just above the rolling rock to the west.

It’s time to release the rolling rock again.  Once it is released, several things happen in quick succession:

· The toob grunt has to get to the green switch to lower the green pyramid that is in the rolling rock’s path.

· The gauntlets grunt has to pass the rolling rock along the bottom of the area and step on the black switch.

· After the rolling rock has moved past the green pyramid at the bottom, the toob grunt has to move to the next green switch.

· The shovel grunt steps on the first black switch and starts filling the hole.

· The gauntlets grunt steps on the next green switch.

· The shovel grunt steps on the next black switch

· The toob grunt steps on the next green switch

· The shovel grunt fills the hole near the arrow

· All the grunts move to the purple switches before the rolling rock gets to the purple pyramids.

· You can breathe a little easier for a while.

Send the shovel grunt through the lower entrance to the arrow maze.  Once he stops, send the gauntlets grunt through the upper entrance.  When he stops, send the toobs grunt through the upper entrance.  After he stops, send the shovel grunt north and fill the hole when he stops.  Send the toobs grunt across the water and then south to the next yellow switch.  The gauntlets and shovel grunts can now exit this area, followed by the toobs grunt.  Then it’s on to checkpoint #2.

Step on the red switch and then break the rock.  Have the toob grunt retrieve the gravity boots.  Step on the yellow switch to release the rolling rock.  Using the shovel and gauntlets grunt, proceed through the red pyramid maze.  You may have to use the red switch at the beginning of this section to give your working grunts more time to do their tasks.  Once you have your gauntlets grunt to the green pyramid and your shovel grunt to the space off the last row of red pyramids, it’s time to bring the gravity boots grunt through the maze.  Before you do though, make sure the long row of red pyramids goes down while the rolling rock is on it’s longest leg of it’s back-and-forth journey.  

Have the gravity boots grunt step on the first green switch and send the shovel and gauntlets grunts to the south side of this maze.  After they have done everything they can do, bring down the gravity boots grunt.  Send him to the next green switch and have the other 2 do their jobs on the rocks and the holes.  Soon everyone can exit this area to the south.

Break the rocks and get the coin.  Place the shovel grunt on the green switch and send the other 2 grunts to the right section that opened up.  While one grunt controls the green switches, have the other one navigate through the green and red pyramids and step on the black switch.  Then both grunts can exit this area.

Send the gauntlets grunt into the center section and onto the arrows.  When he stops, you may want to SAVE.  You have to start the gravity boots grunt toward the gauntlets grunt and move the gauntlets grunt off the yellow switch to the east so that the gravity boots grunt will step on the yellow switch before the gauntlets grunt gets to the 2-way arrow and hit the rock.  Break the rock and send the gravity boots to join the gauntlets grunt.  Now send the gravity boots grunt along the arrows heading west, then along the spikes to the black switch. 

Swap places with the shovel and gravity boots grunts.  Have the shovel grunt fill the holes to the south and step on the green switch.  Now send the gauntlets grunt meet up with the shovel grunt and both grunts exit this area to the north.  Place the gauntlets grunt on the green switch and move the shovel and gravity boots grunts back through the arrows.  Fill the hole at the bottom entrance.  The gravity boots grunt walks over the spikes to the yellow switch and the shovel grunt steps on the black switch and gets the megaphone.  After walking back across the spikes, give the wings to the gravity boots grunt.  Have him fly and walk to and from the black switch across the mud pit using the shortest possible route.   Now have the wings grunt eliminate the enemy swords grunt and then fill the holes on the north side of the large mud hole.

Using the shortest possible route, you must fly to the west side of the mud hole to pick up the next set of wings and then make your way to the landing on the east end of the hole.  You will have just enough wing power to make it to the landing on the east side, so plan your route carefully.  Once there, walk your barehanded grunt north and step on the black switch, creating a way for the gauntlets grunt to get to the south side of the level.  Break the rocks and give the boxing gloves to the barehanded grunt.  Then proceed to the east side of the mud hole using the blue switch.  Break the bricks and rocks there and you’ll find another blue switch that will enable the shovel grunt to join the others and proceed to the checkpoint.

Once the checkpoint is tripped, send one of the grunts (not the gauntlets grunt) to step on the ? switch due east of the checkpoint.  Then have the gauntlets grunt enter the area made available by the switch, break the rock and collect the R.  Have the shovel and gauntlets grunts eliminate the enemy clubs grunt.  Then fill the holes and break the rocks.  Now have someone eliminate the 3 enemy rock throwers one at a time and break the rocks.

With the shovel and gauntlets grunts at full health, send them both to within one space of the rock directly below the 2 enemy sword grunts.  Place one grunt directly below the rock and send the other one to the right of the first grunt.  After taking one step forward, you will attract the enemy sword grunts.  Quickly take a step back, select both grunts and eliminate one of the sword grunts.  Now move both grunts back so that the other sword grunt will not attack.  Repeat this process on the other side of the center rock and you will be able to eliminate the second sword grunt.  That leaves 2 more sword grunts, which your boxing gloves grunt can take care of by knocking them into the holes.

Fill the holes and, using your boxing gloves grunt as bait, eliminate the 2 thief grunts one at a time.  Send one grunt to step on the black switch.  This will trigger a red wormhole.  Send one of the grunts through the wormhole to collect the P.

Now it is time for the final conflict.  Have the lone grunt collect the gauntlets and break the rock.  Don’t take the Zap cola unless you really need it.  Notice that you are about to face 1 lone purple rock thrower, 3 green rock throwers, 3 purple swords and 3 green clubs.  Like colored grunts will not attack each other, so your best bet is to let the 3 green rock throwers take out the other purple grunts.  Your only task is to get further away from the purple grunts than at least one of the green rock throwers.  OH.. and don’t step on the black switch that will release the sword or club grunts.  In fact, the club grunts do not have to be released at all.  

Once the purple sword grunts are eliminated, you can easily eliminate the 3 green rock throwers.  Then break step on the black one switch and break the rocks next to where the sword grunts were standing.  Head south and break some more rocks.  Then release the rolling rock and head to the green pyramids.  Do not get the warpstone at this time.  As soon as the first row of green pyramids is down, head to the black one switch.  Then when the second row of green pyramids lowers break the rocks and get the coins.

Pick up the warpstone and deliver it to the king.

Toolz:  12

Toyz:  2

Power-upz:  0

Coinz:  9

Secretz:  2

