Saturday

ack in the early part of the century,

artist Rube Goldberg created news-

paper cartoons diagramming
machines of fantastic complexity. His
machines were typically “time-saving
devices” that accomplished their goals
through an outlandishly circuitous chain of
cevents, [t might start with an anvil drop-
ping on a seesaw which propelled a mouse
through the air onto a platform with some
cheese which released a balloon which trig-
gered a switch...all ending in the comple-
tion of a menial houschold rask. Rube
Goldberg's machines became parr of
American folklore, leading ro onc of the
stercorypes of the mad inventor—the father
in “Honey, | Shrunk the Kids,” for exam-
ple.

In Dynamix’ recent puzzle game, The
Incredible Machine, the goal was to create
incredible machines in the Goldbergien
vein and o solve mechanical puzzles. In the
_ puzzles, an irem or group
it of items was missing from
If|} @ machine, and it was the
h player’s rask ro figure out
4 which item was missing
from where. | showed this
game to an engineer friend
li who immediatcly became
i addicted. He bought a

copy and showed it ro all
-! his friends, leading to a
] L ": chain  reaction  that
}l' broughr producrive work
B! o a halt at a major naval
:yurd. I wouldn’t be a bit
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Morning

Fever!

Sid & Al's Incredible Toons
Will Drive You Looney Tunes

by Neil Harris

surprised i the next propulsion system for
battleships is just a wee bit more complex
than it might have been otherwise.

parts in The Incredible Machine, we are now
working with Sid Mouse and Al E. Car,
two animated creatures who look like
wished up rejects of a by-gone

Sid & Al's Incredible Toons is the scquel
to the Ineredible Machine—and boy what a
sequel! I'll be up front and admit my
unabashed love for this game, It’s exactly
what | wanted from a sequel to 7he
Incredible Machine, The puzzles are more
challenging, the animation and sound
effects are hysterically funny, and there are
a host of small improvements.

A Game With Character

Like The Incredible Machine, Sid ¢ Al is
a series of puzzles that begins with a goal
and with some of the parts needed to com-
plete the goal. The object is to choose from
the picces available and produce the desired
result. The difference is that the machine
“parts” are wonderfully drawn and
animared cartoon characters.
Whereas we were dealing with mostly
inanimare and mundane machine

i e

cartoon era, cach having the
stereotyped animosity for the
other’s species. In the puzzles,
perhaps Al will have to cacch Sid,
or Sid will have to destroy Al. By
placing the picces together just so
and pushing the “on” switch, a
series of animated steps play out
on the screen until the goal is
reached, in its action looking like
something Wile E. Coyote had
ordered from ACME, though

hopefully performing more effectively.

So where Sid & Al's Incredible Toons
bounds past the original game is in its char-
acter, or rather, its characrers. Along with
the ritular stars, Sid and Al is a supporting
cast of toons including Bik Dragon, Eunice
Elephant, and Hildegard Hen. Each char-
acrer has a ser of acrions him, her, or it will
take under different circumstances. IF Al
sees a dead fish, he'll lurch his overfed sell
over to it and scarf it down and spit out the
bones. Al will also eat bananas and bubble
gum. If he sees Sid, he'll chase him,
Dropping things on Al's head ger different
reactions. Something heavy will make a
small Aock of birds circle his head, nweeting
merrily. An egg will crack and he'll do a
slow burn, frying the egg. The variety of
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reactions and animations is a real treat. I'm
sure there are many animations still lurking
in this game that | haven't seen yer because
I haven’t put together the right combina-
tion of circumstances so far,

gravity. | mean really, an elephant is
not affected by gravity but a mouse is?
It’s only a quibble really, because you get
used to the rules in a hurry. If you care 1o

read the manual, ics all there, but most of

us will learn more from trial and error. It's
more fun thar way.

The supporting characters have a lot
simpler reactions than Sid and Al. Bik
Dragon spews fire when bumped, useful in
lighting bomb fuses, heating teapots, or
toasting one of the other characters. Eunice
the Elephant vacuums up peanurts and any-
thing else in the vicinity of her favorite
snack, and she also tosses objects and, of
course, runs away from Sid the Mouse in
terror. Hildegard Hen lays an egg if she's
bumped, and the cgg drops down onto
something or someone.

Most of the reactions are logical and
internally consistenr within the game, and
will be familiar to those of us reared on
Saturday morning cartoon shows. There are
a few that 1 have trouble with, mainly the
fact that some characters and objects are
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More Objects Than Carter
Has Liver Pills

One major improvement over
The Ineredible Machine is in the
variety of the objects you have
available. I counted 66 different
objects, nor counrting the charac-

arbirrarily immune ro the effects of

ters already discussed. Some of
them are only slight variations of
each other, like the five types of

saving thar for the next sequel. A nice touch
is thar Sid puts on a mining helmer before
going into the tunnel, and when he comes
out the first ching
thar becomes visible
is the beam of lighe
from the helmet.

Nobody Said
This Would
Be Easy

ar -

While the previ-
ous game was a chal-
lenge, with a licde
perseverance (and
maybe a few friends
kibitzing over a few
shoulders) it could
I'll' S“I\'l‘d Cnl‘l‘ll\lt‘l‘ﬁi}h

I find this game

to be much

tougher.

It's divided into levels. The
first is called Cake Walk, and it's
very simple, designed ro demon-
strate the basics of the different
parts and get you used to the
game. The next section, called
All Brawn, No Brains, are about
at the level of the puzzles in the
prior game, requiring a lot of
trial and error along with a good

inclines and six types of walls, which vary
in appearance and in how slick they are
when something is sliding along them,
Some items are unique. And some, like the
gears, pulleys, conveyor belts, rope, clectric
switch and outlet, and teeter-totter are pret-
ty much identical to the parts available in
The Ineredible Machine.

Some of the objects have interesting
properties that can be adjusted. The
Ratapult can be ser to fire off one or multi-

immediarely or to delay unril a later time.
Generally you have to adjust these just right
in order to bring off the desired result. One
of my favorite new objects is the Chow-
Man Motor. If some food drops into his
tray, the Chow-Man scarfs it up, his chest
puffs our, and he jogs along his treadmill.

exercise,

The tunnel is another handy item. It
comes in two identical pares, and a charac-
ter going in one part will come our the

s Other before long. | keep expecting a

train to come our of one of them.
Maybe T haven’t hic a high enough
level yer, or maybe the designers are

ple boulders. The timer can be set to go off

Sid oughr to consider getting this kind of

dose of inspirarion,

From then on, it's time ro swear. The
third level is called Really, Really Hard, and
it's not named thar way to make you feel
good. On the earlier levels I had the stami-
na to solve many puzzles in each sitring.
On this level, it's all I can do ro ger through
one, after which it's time for a hot toddy
and a good night's rest.

That's not all. There is an even tougher
level—Looney Bin!,
which might justz..3
send me there. After a
while I ger the feeling
thar this level was cre-
ated just so Dynamix
can sell hint books.
Ten of the puzzles in
this level can't even
be attempred undil all
90 of the other puz-
zles in all the levels
have been solved. At
the end of all 100
puzzles there is some
kind of spectacular
show, or so the docu-
mentation says. | may
never see it mysell,
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Toon It Yourself Kit

The designers would have been severely
remiss if they didn’t let players design their
own puzzles using all these wonderful char-
acters and gizmos. Of course they knew
better. The HomeToons section gives you a
blank slate and a full selection of
all the picces to play with. You

came automatically saves your progress and
eliminates the strange set of codes that
saved your score in the older game. A score
system with points based on speed of solv-
ing the puzzles was apparently judged
superfluous—solving the puzzles is certain-
ly reward enough for me.

can even save your puzzles to
disk and wade them with your
friecnds or, as the manual sug-
gests, upload them ro your
favorite on-line service for the
rest of us to try—especially those
of us still stuck on rhe Looney
Bin! level.

The only shortcoming in the
HomeToons section is that the
game can’t be programmed to
understand when the puzzle has been com-
pleted successfully. That's a shame. Perhaps
the designers can take this on as their own
puzzle for the inevitable next generarion

game.

More Improvements

[ mentioned carlier thae there are many
small improvements to Sid & Al’s Incredible
Toons compared to its predecessor. This

Hage 150

The other improvement I'm very fond
of is the screen dump feature. The game
creates a disk file containing a screen dump
when you hit the ALT-S key combination:
a handy fearure if’ you want to analyze a
screen away [rom the computer. This
would be very handy from inside a padded
cell, although the psychiatrist mighr frown
on it. On the other hand, solving the puzzle
that sent me there mighe be therapeutic.

Finally, a special mention should go o
the folks who put together the manual,
Michael Waire and Richard Tunnell. The
manual is well organized, fun w read and,
with its cover parody of TV Guide and fre-
netic layout, in the spirit of the game.

Kudos Deserved

Jeff Tunnell and his co-designers, Chris
Cole and Brian Hahn, have pulled off a
winner here. Sid & Al's Incredible Toons
dCSCI'V('..‘: a pl{!(:i‘ on '\’ﬂllr C“n'.ll'.ll]ri_‘l' :1!1([ \Vi"
cerrainly show up on best game of the year
lists. It's challenging o solve, fun to play,
and great to just watch the animations and
listen to the sounds. cew
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