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This piano game reinforces recognition of early
note values including quarter notes, half notes,
and whole notes.
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WUNDERKEYS MUSIC BOOKS

THE NEW PRIMER 1

We've taken everything you loved about the
original book and made it even better! Here’s

what’s new in the 2nd Edition:

Almost twice as much music: Yep, 1.74 times more

measures to keep students progressing!

Fresh pre-reading notation and illustrations: Units

1-4 have a polished, updated look.

Page numbers and unit numbers: No more

hunting for pages.

Updated illustrations and visuals.
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PRIMER PIANO BOOK ONE

BUY NOW
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VERY USEFUL PIANO LIBRARY

2nd Edition
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https://www.amazon.com/dp/1738096181
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Players:

2 players

Materials:

one laminated game board, 18 playing cards, two game markers, two dice

Game Objective:

Musical Objective: To reinforce recognition of note values (quarter, half, whole)
Game Objective: To avoid landing on “player bases”
Setting It Up:

Players should sit beside one another with the game board placed in front and the deck of cards placed
to the side. Each player should have a die. Player 1 should place his marker on any empty base and
Player 2 should place her marker on any empty base.

Playing The Game:
1) On the count of three, either player flips over the top card of the deck to reveal a note value.

2) At this point the game becomes a race. Step 3 is described for Player 1 only but will be performed by
both players simultaneously.

3) Player 1 determines the number of beats received in 4/4 time by the note value revealed in Step 1 and
then attempts to roll a number on his die that matches the number of beats (ie. half note = 2).

4) The first player to roll the correct number wins the round.

5) The player losing the round rolls his die again and moves his game marker clockwise around the
game board according to the number rolled. If his game marker comes to rest on an empty base, he is
safe and players repeat Steps 1 to 5. If his game marker comes to rest on a base occupied by a
baseball player (Sheldon), Game 1 is over and he loses.

6) Play four more games. The player who wins the most games is the winner.
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