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Description
 The idea of the game is to create a performance for a drum line.  You do this by taking turns at creating a beat for an instrument.  You start by creating a beat for the bass drums, then the tenor drums, then the snare drums and finally the symbols.  You can redo the beat you just made or just continue to the next instrument.  Once you are finished your performance will be complete and the computer will rate you on your performance.
The Theme

When I thought of the theme of “turn-based” I wanted to experiment and do a turn-based game that involved one player controlling multiple characters that do different things because it was a situation where taking turns would fit in well.  I came up with trying to create a performance for a drum line.  It would be hard to make the beats for all the instruments in real-time so I broke it up into turns.
The Good

· The game gives the player creative freedom to make any beat that they want to.  You are not limited to copying a beat that the computer gives you.
· Adding more beats and actions makes the game more interesting as you play it.
The Bad

· It is hard to make a beat that sounds good unless you are musically gifted
· The rating system isn’t the greatest due to time constraints.

Overall
The game takes an interesting approach to a music game.  The player has the freedom to create any type of beat that they want.  It is not easy to make a good performance or judge a good performance though.  This game could be better if it had pre-recorded drum loops.  It could be more similar to the program Acid Pro.  The loops would be pre-recorded which would seem to take some of the creativity away from this game but it would still be creative because the players would be placing the loops wherever they want them to go.  The game didn’t turn out as good as I wanted it to be but it was a worthwhile experiment.
