
Authors

Christi Brown
Marya Katz

Concept and Development
Miguel Kagan

lllustrations
Erin Kant

Publisher
Kagan Publishing

MusicM i

© H
aw

ke
r B

row
nlo

w E
du

ca
tio

n



Match Mine: Music 3

ContentsTable of

1

2

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26

27

28

29

30

How to Play ................................. 4
lntroduction ................................6
Playing Tips ................................8
Variations .................................. 10
Storage Tips .............................12

30 Match Mine Games!
Dandy Duration .........................13

Rhythm Rally .............................17

Form Fun ....................................25

l’ve Got an lnstrument ........... 29

Melody Magic ........................... 33

Tone Bar ldentification
(Orff Stars and Bars) ............................37

Dynamite Duration ....................41

Radical Rhythm ........................45

Compound Composer ...............57

Outstanding Ostinato ..............61

Melody Madness .......................73

Let’s Leap ................................. 77

Phrase Fun .................................81

Treble Triumph ........................ 85

Recorder Relay ....................... 89

lt’s lnstrumental ...................... 93

Daring Dynamics ..................... 99

Symbol Symphony .................. 103

Fabulous Form ......................... 107

Orff Stars and Bars ................111

Melody Type (Orff Stars and Bars) ........ 115

lntervals (Orff Stars and Bars) .......... 119

Pentatonic Setup
 (Orff Stars and Bars) ......................... 123

Scales (Orff Stars and Bars) .............. 127

Scale Savvy ..............................131

What’s My Key? ...................... 137

Chord Composer .................... 143

Challenging Clefs ................... 149

lnterval lmpetus .................... 155

Rhythm Rumble ....................... 161

Game

© H
aw

ke
r B

row
nlo

w E
du

ca
tio

n



Match Mine: Music4 Match Mine: Music4

Match Mine
Partners, on opposite sides of a barrier, 

must communicate with precision in order for 
the Receiver to match the Sender’s arrangement of 

game pieces on a game board.

How to Play

Sender Receiver

Students pair up. Partners sit on 
opposite sides of a barrier so they 
can’t see each other’s game board. 
They each have an identical game 
board and identical game pieces. 
One student is the “Sender” and the 
other is the “Receiver.” To start, the 
Sender fi rst lays out all of his or her 
game pieces on the game board in 
any arrangement without talking to the 
Receiver. The Sender cannot move the 
game pieces once they are all set in 

place. The object of the game is for the 
Sender and Receiver to communicate 
clearly so the Receiver can perfectly 
match the Sender’s arrangement. To 
make a match, the Sender describes 
his or her arrangement by explaining 
the location of each game piece. The 
Receiver listens carefully and follows 
the Sender’s directions. On the following 
pages, you will fi nd detailed instructions  
and game variations.

© H
aw

ke
r B

row
nlo

w E
du

ca
tio

n



Match Mine: Music 5Match Mine: Music 5

1. Sender 
Creates Arrangement
The Sender arranges his or her game 
pieces on his or her game board while 
the Receiver waits quietly. For the 
Daring Dynamics game (Game 17 on 
page 99), the Sender places his or her 
dynamic symbol game pieces in the 
leaves on the game board.

2. Sender Directs Receiver 
The Sender gives the Receiver directions 
to match the Sender’s arrangement 
of game pieces on the game board. 
Instructions may sound like: “Put the 
mezzo-forte in the bottom left leaf with 
a decrescendo above it to the right and 
piano on the left of the decrescendo.”

3. Partners Check
When fi nished, partners carefully set 
their game boards side by side to check 
for accuracy. “OK, it sounds like we 
have a match, let’s check.”

4. Praise and Plan
The Receiver praises the Sender for his 
or her instructions and they develop 
improvement strategies. “Great job 
describing your layout. Next time, 
instead of saying the name of each 
game piece, let’s tell the meaning.”

5. Switch Roles
The Receiver now becomes the Sender 
and the Sender becomes the Receiver. 
The pair plays again.

Getting Ready
Partners, one the Sender, the other the Receiver, sit on opposite sides of a barrier 
with identical game boards and game pieces.

STEPS

Match
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Why Play Match Mine?
The games in this book are specifi cally 
designed to build knowledge, skills, 
and vocabulary for identifying rhythm 
patterns, instruments, form structures, 
melodies, letter names of pitches on a 
staff, symbols, and concepts. They are 
ideal for developing thinking skills and 
communication skills in a fun, game-
like format. In addition, Match Mine 
yields many important learning benefi ts 
for students:
• Develops music vocabulary
• Improves verbal communication
• Enhances ability to give directions
• Promotes active listening
• Nurtures cooperative skills
• Promotes role-taking ability
• Develops visual analysis
•  Increases spatial vocabulary 

(right, left, top, etc.)

Ways to Play
• Whole Class Activity
The whole class can play Match Mine 
at the same time. Each pair receives 
a Match Mine game set. 

• Learning Center
Match Mine can be done at a center. 
At a center, you may have two of the 
same games set up to accommodate 
four students. At another center, 
there may be different games. 

• Sponge Activity
Match Mine is a great activity 
students can play when they’ve 
fi nished their work. 

lntroduction
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What’s in this Book?

lntro Page
For each of the 30 games in this book, 
you will fi nd an introduction page that 
shows the game board and game 
pieces, and lists related vocabulary. 
The vocabulary is either vocabulary the 
game develops or related vocabulary 
you may teach students before they 
play, so they practice using the music 
vocabulary as they play. 

Game Board
Each of the 30 games has a unique 
game board. The game board is a 
reproducible page. Make one copy 
of the game board for each student 
playing (2 game boards per pair). 

Game Pieces
There is an identical set 
of game pieces for Partner A and 
Partner B. If they fi t, the game pieces for 
both partners are on the same page. 
Otherwise, the game pieces are on two 
pages, one set per page. Make a copy 
of the game pieces so each student 
receives an identical set. Students cut 
out each game piece.

100

Game

17 Daring Dynamics

Game
Game Pieces — Partner A

Cut out each piece.

17
Cut out each piece.

Game Pieces — Partner A

Dynamics

Game

Match Mine: Music
Kagan Publishing • 1 (800) 933-2667 • www.KaganOnline.com

Vocabulary

99

Game Daring Dynamics

Game Board

Game Pieces

17
Partner A places dynamic symbol game pieces on the daring game board. Partner B cooperates with Partner A to make a match.

• Accent
• Crescendo
• Decrescendo
• Diminuendo
• Dynamics
• Forte
• Fortissimo
• Loud
• Medium
• Mezzo-forte
• Mezzo-piano
• Pianissimo
• Piano
• Sforzando
• Soft


The Sender arranges the dynamics symbol game pieces on his or her side of the barrier, then 
tells the Receiver how to match on the other side. For example, the Sender may say “Put the 
mezzo-forte in the bottom left leaf, with a decrescendo above it to the right, and pianissimo to 
the left of decrescendo.” The teacher may choose to limit the number of game pieces per turn.

Variation: Instead of saying the name of each game piece, the Sender tells the meaning. 
In the example above, the Sender would say “put the symbol that means medium loud in the 
lower-right corner, with the symbol for getting softer above it, and the symbol that means very 
soft above the symbol for getting softer.”

Daring Dynamics

3–53–5
Grades

Match Mine: Music
Kagan Publishing • 1 (800) 933-2667 • www.KaganOnline.com

100

Game
17 Daring Dynamics

Match Mine: Music
Kagan Publishing • 1 (800) 933-2667 • www.KaganOnline.com

101

Game

Game Pieces — Partner A Cut out each piece.

Daring Dynamics 17

Cut out each piece.

Cut out each piece.

Game Pieces — Partner B

Game Pieces — Partner A
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Creating a Barrier 
A barrier is set up between each pair. 
The preferred barrier is a fi le folder 
barrier. To make a fi le folder barrier, you 
will need two fi le folders and a paper 
clip. Place the fi le folders back to back, 
and paper clip the top of the fi le folders 
together as illustrated. Next, open the 
fi le folders and spread out the bases so 
the barrier is self-standing. Instead of a 
paper clip, you can use staples or tape 
to keep the fi le folders together, but the 
paper clip doubles for a storage closure 
as described on page 12. 

Alternative Barriers
Any barrier will work as long as 
students can hear each other, but 
can’t see each other’s game board 
or game pieces. Alternate barrier 
options include the following:
• Large book
• Binder
• Students sit back to back

Playing Tips
Sponge Activity
Pairs will fi nish at different rates. When 
they’re done, let them play a different 
Match Mine game or play the same 
game using a variation described on 
the following pages. 

Color Cardstock Paper
Copy the game board and game 
pieces on different colored paper. 
Cardstock is preferable if available 
because it makes the game more 
durable for re-use. Having a different 
colored game board and game pieces 
makes the game pieces easier to see. 

Laminate Games
For extra durability, laminate the game 
board and game pieces. Laminate the 
game pieces before they are cut out.

Model lt
To introduce Match Mine to the class, 
model it using either an overhead 
projector or role-play it.

Overhead Method: Provide each 
student with a game board and game 
pieces. Copy the game board onto a 
sheet of transparency fi lm and copy 
the game pieces onto another sheet 
(preferably colored fi lm). 

With the projector turned off, fi rst 
arrange your game pieces on your 
game board and then give directions 
to the class. Each student builds his or 
her own game board. When it is time 

Playing TipsPlaying TipsPlaying TipsPlaying Tips
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to check how well the students have 
matched your arrangement, turn on the 
overhead projector. 

Role-Play Method: You role-play 
with another student. The student 
is the Sender and you are the 
Receiver. Purposely misinterpret 
vague directions. An example: 
If the student says, “Place the 
circle on top of the square,” 
you place the circle directly 
over the square, covering 
it up! The student meant 
above the square. If there 
is any ambiguity in the 
student’s instructions, 
intentionally “go wrong” 
to demonstrate the 
importance of precise 
directions.  

Playing to Learn
Students can come up with strategies 
to successfully make a match without 
developing their music and vocabulary 
skills. For example, they may say, “I 
organized the pieces from biggest to 
smallest.” Although this is quite clever, 
the real intent of the game is to use the 
target vocabulary. Tell students that the 
true goal is to build music skills and 
vocabulary, so they should try to be as 
descriptive and accurate as possible.  

Do the Walkabout
As students play in pairs, walk around 
and eavesdrop on them. This is a great 
time to make corrections. If you notice 
similar problems, stop the class and 
make an adjustment.

Checking for Accuracy
When students think they made a 

match, they check for accuracy. 
The best way to check is for the 
Receiver to carefully move his 
or her game board side by side 
with the Sender’s game board. 
Then, they check each game 

piece and pat each other on the 
back or do some celebration for 
each correct piece. If they are not 
side by side and do not check 
each piece, they may think they 
have made a match when in 

actuality they haven’t.   

Processing Errors
If students fi nd a error, they discuss why 
they made an error. Was the wrong 
vocabulary used? Was a direction 
not followed or interpreted correctly? 
Students fi nd where they made a 
mistake and discuss how they can 
communicate more clearly next time.

Match Mine

is the Sender and you are the is the Sender and you are the is the Sender and you are the is the Sender and you are the 
Receiver. Purposely misinterpret 
vague directions. An example: vague directions. An example: vague directions. An example: vague directions. An example: 
If the student says, “Place the 
circle on top of the square,” circle on top of the square,” circle on top of the square,” circle on top of the square,” 
you place the circle directly 
over the square, covering 

above the square. If there 

Checking for AccuracyChecking for AccuracyChecking for AccuracyChecking for Accuracy
When students think they made a 

match, they check for accuracy. 
The best way to check is for the The best way to check is for the The best way to check is for the The best way to check is for the 
Receiver to carefully move his 
or her game board side by side or her game board side by side or her game board side by side 
with the Sender’s game board. 
Then, they check each game 

piece and pat each other on the 
back or do some celebration for 
each correct piece. If they are not each correct piece. If they are not each correct piece. If they are not each correct piece. If they are not 
side by side and do not check 
each piece, they may think they each piece, they may think they each piece, they may think they 
have made a match when in 

actuality they haven’t.   
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Pass-A-Note
Students write directions, passing 
notes back and forth, communicating 
only in writing. 

Arrange-What-l-Write
Every student gets an extra game 
board, so they each have two game 
boards and one set of game pieces. 
They each arrange their game 
pieces on one game board. On the 
second game board, they make a 
note of the location of each game 
piece. Then, they each describe their 
arrangement as fully as possible in 
writing on the back of the game board 
(no drawing allowed). Students then 
switch instructions. Tell them they are 

not allowed to peek at the answers 
on the back. Students use the written 
description to try to make a match. 
When they think they have it correct, 
they fl ip over the instructions and 
compare their arrangement with 
the answer. 

Single Sender
Match Mine can be played as a 
whole class with a single Sender. 
The Sender can be the teacher or one 
student. The rest of the class are the 
Receivers. The Sender (at the overhead) 
builds an arrangement, and describes 
it to the whole class. The Receivers 
follow the Sender’s instructions. 
Because the whole-class format cuts 
down on active participation, it is 
suggested only for younger students 
or for initial demonstrations. 

Teams of Four
Match Mine may also be played in 
teams. Each team is provided two 
sets of game pieces, two game 
boards, and one barrier. Pairs are 
seated on each side of the barrier with 
their game board and game pieces. 
One pair is designated as Senders, 
the other as Receivers. For equal 
participation, the two Senders alternate 
giving instructions. Receivers discuss 
placing the game pieces and 
alternate placing them.

Variations
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Silent Partner
To add a degree of diffi culty, introduce 
a fun variation called “Silent Partner.” 
In this variation, only the Sender is 
allowed to speak. The Receiver cannot 
ask for clarifi cation during the game. 
This requires precise instructions and 
active listening. 

Taking Turns
Instead of the Sender building a design 
and the Receiver matching the design, 
partners take turns placing each piece. 
They alternate roles of Sender and 
Receiver after placing each 
game piece. 

Yes or No
Yes or No borrows from the game 
20 Questions. The Sender builds an 
arrangement. When done, the Receiver 
tries to match the layout. As in the 
game 20 Questions, the Reciever 
may only ask the Sender “Yes” or “No” 
questions.

Is the viola above the 
snare drum?

Is the harp next to 
the clarinet?

Is the harp next to 

Is the viola above the 

Is the clarinet on 
the right side? 

Is the baritone in 
the center? 

Is the snare drum on the 
left side of the harp? 
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Storage Tips
We recommend using fi le folders as barriers because they fold fl at, ideal for 
storage. When students are done playing, have them place their game pieces 
in separate envelopes or resealable sandwich bags. Then, they fold the barriers 
closed with the game board and game piece bags inside and use the paper clip to 
hold it all together. Store the class set together. If you store your Match Mine games 
this way, it makes it quick and easy to pass out the games and set them up again 
for the next use. 

Match Mine Shapes

Store Games Together
Keep all the same games together 
and label the class set so they are 
ready for next time!

Put Away Each Game Separately 
• Place game pieces in 2 separate 
   resealable, plastic sandwich bags 
   or envelopes
• Fold game boards into fi le folders
• Paper clip the set together
• Insert the entire set into a large 
   resealable, plastic bag or catalog envelope
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