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ACT I: NOVICE

Turn on the video game system.
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A beam of light radia

Turn to investigate.

from the game systeml

Move about in surprise
at the new surroundings.
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You notice a metal bowl on the ground.
Walk over to it, investigate it, then
place it on your head as if it were a helmet.
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Strut around confidently, like an armored knight,
bopping in time to the video game theme.
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...then slowly
lift the bowl Rotate and study the object in your Q improvise with bowl
Freeze... off your head. You realize it is no ordinary bowl t liarize yourself withifhe object.
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Imita rprising metallic
Set the bowl down. sound b ing the bowl.
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You notice a woodblock.
Study it inquisitively.

w

[ 1 | L Lo L L
| 1 |
=
I Vi R R R
"
& - ? ﬁ? e0c0o00o0o0o0o0
o T 00000 0000000000000 000000
— . _ .
n . o e Py e Py . Py £ Py £ . e L Py . b, ———
1" T - /A o
— > ] 7 —
@ = 3 i o i = 3 gor
! é 4 o ————T o —— ———
— ©- o
P

il
N
e
hid
hid

P e B y— ¥
= ——== ; £ =
L g y Y Y x
Touch the woodblock with
your finger. Marvel at the Strike the woodblock,
sounds that eminate from it. @ echoing the electronics.
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Scrape t e of the
clayb a metal malle
You notice a clay bowl. l
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“Air play” the rhythms with mallets

4 in sync with the electronics.
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ACT II: TRAINING
ok around in confusion, Try again, assuming the
dering why the sounds stopped. || sounds will return when you play.
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Strike the woodblock in frustration.
Even though the sounds do not return, To your surprise, the electronics return.
try again, harder than before. l [1 1 ] [1 2]
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* Strike the note after triggering cue 10. The mic will detect the attack and trigger cue 11.
Wait for the sound to completely die away before striking the note at cue 12 and 13 (which are also triggered by attack detection).
The volume for cue 13 gradually ramps up after a brief pause. Wait for the sound to establish a steady rhythmic pattern before triggering cue 14.
Make sure to trigger cue 14 precisely on the beat as notated so that the electronics will be in sync with the rhythmic pattern.
Cue 14 initiates a sound file which repeats each phrase the number of times indicated.





