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AFTER SCHOOL GUITAR CLUBS WITH GITC

Guitars in the Classroom trains general classroom teachers as well as specialists and school staff to make and integrate music with guitars into the daily lessons and activities of children and students from birth through high school. This is our primary mission. 

However, many teachers who train with us wish to start after school guitar clubs and classes. We consider supporting teachers to accomplish this goal as a secondary mission. We hope to continue to develop resources from within the Music Products Industry to make these clubs easier to launch.

GITC received guidance, support, direction and funding from NAMM, The International Music Products Association to create the materials contained in this guide. 

We believe it can be beneficial for anyone interested in sharing the joys of making music with children. Once need only possess a few very fundamental guitar skills and some basic experience leading children in group activities to succeed in running a guitar club with this guide.

The approach is inclusive, non-competitive, light-hearted and fun. It starts with guitars tuned Hawaiian style in Open G tuning (D-G-D-G-B-D) because this allows children as young as three to strum over the open strings and sing right away. No fine motor skills are required to begin playing. Everyone succeeds from the beginning and no practice is necessary.

The activities and lessons in this guide are truly designed to stimulate children’s musical creativity. They are unlike activities you will find elsewhere because they do not teach traditional guitar lessons. 
Instead, they approach the instrument percussively and artistically, inviting experimentation, exploration, discovery, and improvisation. 
They do not ask students to produce right answers, but to find many ways to approach each invitation or challenge in order to create something unique and personal. From this point of departure, learning to make music can become something highly individualistic rather than prescribed. In today’s musical world this is definitely a plus.

READINESS BEFORE INSTRUCTION

Some people would call this guide more of an introduction to making music or guitar readiness than actual guitar lessons, and they would be correct to do so! These activities are intended to help ALL students participate in an after school guitar club, discover the ease and creativity of making music, and develop a hunger to learn much more.
For these reasons, the sessions are easy to run because everyone feels included and encouraged... each time, every child “wins.” But these sessions can also be challenging to run because they get kids excited, plugged in, and highly expressive. So having your tools and tricks for group management ready at the onset of each meeting will prove really helpful. 
MOVING AHEAD: STANDARD TUNING AND GUITAR INSTRUCTION   

Once students accomplish basic guitar skills such as holding a guitar, knowing the names of its parts, counting and strumming a rhythm, singing while strumming, setting a rhyme to a rhythm and music, and changing the sounds of the strings by varying volume and pitch, learning to play more chords and scales will come easily.
Then it will be time to include more traditional guitar education materials. These are widely available at your local music store, or online.

This after school guide provides you with the instructional tools to help students reach that point. 

The magic in getting kids trying and playing guitar is giving them a great, fun, easy start...and GITC hopes that these materials will help you do this for each and every child.

Sessions and the activities in them are meant to be used and organized in any way you wish. You can run sessions as a whole, select one or two parts of them, mix and match parts of different sessions, or just use our ideas as a springboard for your own. There is no “right” way, but many excellent ways to run an after school guitar club meeting. We trust you will find your own.

SUGGESTIONS FOR MANAGING YOUR GUITAR CLUB

TIPS FOR CREATING A HARMONIOUS GROUP 

· When you call on participants, ask for “quiet hands”.














· Invite your participants to identify and practice a cue to freeze such as a handclapping pattern or noticing the lights go off and on once. Use this cue to bring quiet whenever you need to.




· Only entrust guitars to participants who show they are quiet, focused and ready to receive them. 



· Ask participants to put instruments down when you are talking, or when they are listening for others for an extended period.








· Always help children understand how to show respect to the instruments, one another, and you. This looks like taking care of guitars, complimenting one another’s ideas, and helping you straighten up after the club meeting ends. 










· Take time to process what participants are thinking and feeling with frequent open-ended questions such as “what did that sound like to you?” or “how did that sound make you feel?”











· Record your sessions, write down the participants’ creative ideas on a large surface everyone can see, and create a music book representing the musical creations that come from your club.

RULES FOR SETTING UP YOUR CLUB

· The optimal group size ranges from 8-14 students.  If you want to include more than 14, please be sure to find an assistant.



· When you are deciding who may participate in your class, it’s important to include only students who truly want to be there and to learn guitar. Try not to let anyone treat your music club as free child care. It will detract from your participants’ experiences.







· Set ground rules with your participants so they are invested in keeping comments positive, encouraging and respectful. 








· Make sure everyone knows that anyone who is not able to participate in a constructive or appropriate manner may be asked to leave the club. Giving students a chance to “try again next week” works wonders.
WHAT YOU’LL NEED

· At least one guitar for every two participants. These should be an appropriate size for the children. 











· Children ages 6 and below need half-sized guitars. Those 7-11 need ¾ size guitars. Those 12 and older may be able to manage full sized guitars. Only tall teens with long arms will be comfortable on dreadnaught sized guitars.











· A capo for each guitar.











· 10 flatpicks for each student. These are easily lost or broken.







· Guitars straps are optional but fun because they allow students to play standing up. Easier for dancing, too!

PRACTICE MAKES PRESSURE

· Please do not allow the guitars to be taken home unless you have a double set. 












· Many students families cannot afford to buy their child a guitar, so eliminating practice levels the playing field.











· Make no expectations for practicing guitar outside of class. This club should be inspirational without requiring homework. 









· If students have their own instruments at home, they can practice optionally, but please do not call a lot of attention to this during your club meeting unless EVERY student has access to a guitar at home.











· Students with their own guitars who practice at home may ask to receive more advanced beginner instruction from you. This can be offered, if you are available, either before or after the students who do not own guitars are present. This will keep your group from splitting into haves and have-nots. The main activities should be inclusive.











· Students may wish to meet once or twice a week for 40 min to an hour each time.  The minutes fly by because the activities are very engaging. Great participation makes up for practice at this stage.






· If students do well, they may want to proceed to more formal guitar instruction and this will require that their families get an instrument for them. At that time, practice will be totally appropriate.

SHOWING MEANING INSTEAD OF SHOWING OFF
· At the end of each semester, students often enjoy having the opportunity to create a group performance or a participatory workshop for their parents/guardians.  








· If you involve them in planning this event, you’ll get the best results. 








· Please explain that the purpose is not to “show off” or be perfect, but to include their parents in what has been meaningful and exciting for them. This alleviates pressure. Discuss what was most fun, most creative, most pleasing, and share THAT rather than practicing a piece over and over.








· Please work in partnership with your school to provide the time and venue and the letter to parents in a timely manner. 









· If you get the chance to take pictures or shoot some video footage of your musical event, please send a copy to us at GITC! We want to hear all about it.
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Parts of an Acoustic Guitar

Body: The main portion of the instrument is called the body. Guitars feature rounded upper and lower “bouts” that remind us of two drums, joined in the middle.

Bridge: This narrow bar is normally placed perpendicular to the guitar neck, well below the sound hole. It holds the saddle of the

guitar and bottom ends of the guitar strings..

Bridge Pins: On some guitars, the guitar strings are held in place along the bridge with little pegs called bridge pins that secure the

ball ends of strings in small holes cut into the bridge.

Head: The head of the guitar holds the string “tuners.”

Nut: The nut of a stringed instrument guides the strings into their places at the head, and along the fingerboard. A typical guitar nut has six slots, one for each string.

Frets: Frets are made of thin metal wire. They sit in the wood along the fingerboard at intervals that divide the fingerboard into spaces that create musical half steps. To play notes on the guitar clearly, place your fingertips between the frets, not on them.

Fingerboard: This flat, smooth surface holds the frets. You press the strings under your fingertips against it to play new notes.

Sound Hole: Also referred to as the “mouth.” The sound hole allows the vibrating air that occurs when you pluck or strum strings to travel into the guitar and resonate throughout the wooden body. This produces a larger sound than would occur in an instrument without one or more sound holes.

Saddle: This guides the strings and lifts them above the fingerboard to create string tension. To play a note other than the open strings, one must depress a string against the fingerboard. The amount of string tension created by the height of the nut and bridge is called the guitar’s “action.” Action can be raised or lowered to improve the playability of your guitar.

Tuners: All stringed instruments have tuners around which are wound the top ends of their strings. Folk instruments have a primary set of tuners at the head. Some classical instruments also have very small, fine tuners at their bridges. There are six tuners on a guitar, one for each string. To raise the pitch of a string, turn its tuner away from yourself. To lower the pitch, turn its tuner toward yourself.

Guitar Accessories

Capo: A capo is a small clamp-like device that can be applied to a guitar just to the left of any fret to raise the pitch of the strings. Placing a capo over all the strings can make a song easier to sing if you need to sing and play it in a higher key.

Flat pick: A flat pick is usually made from a thin piece of plastic, shaped to fit comfortably between one’s thumb and index fingertip. 

Playing with a flat pick produces a clear, bright sound. To hold and strum with a flat pick, the player squeezes the flat edge of the pick between the Thumb of the strumming hand and the top joint of the index finger. Relaxing the muscles in the hand, the player brushes the tip of the pick across the strings while strumming.

Electronic Guitar Tuner: The fastest and most reliable way to tune a guitar is with an electronic tuner. It is housed in a small box with LEDs that allow the player to SEE when a string is in tune. There are many different models that work well.45
Holding Positions

Classical: To sit correctly with the guitar in the classical position the player sits up straight with his or her right foot flat on the floor and the left foot raised up several inches, resting on a low stool. Placing the guitar over the left thigh at about a 45 degree angle to the ground, with the lower bout between his or her thighs, the line of the guitar should appear to be almost diagonal to the floor. The player rests his or her right arm over and around the lower bout of the guitar and lets the strumming hand rest over the “mouth.

Folk: To play guitar in the folk position, the player sits up straight in a chair, and places both feet flat on the floor. The players thighs must be level to create a “shelf” that keeps the guitar on his or her lap. 
The player rests the guitar over his or her right thigh, perpendicular to the ground. And reaches his or her right arm over the lower bout of the guitar, elbow at the top, and lets his or her hand fall across the “mouth.” 

This position creates a snug, comfortable fit between the player’s body and the instrument. If the player wants to hold the guitar in “lefty,” folk position, he or she have the guitar professionally strung and set up for a “lefty” and sit in the same position, but with the guitar over the left thigh.

How to Change Your Acoustic Guitar Strings

For Ball End/Steel Strings:

Remove the old strings. Loosen each string until it is slack, then gently pull it free at each end. Or, once loosened until they are slack, you can simply cut them off. Remove the old pieces of string and throw them away.

When all the strings are off, clean the area under the strings (called the fingerboard) using a polishing cloth and some guitar polish.

String your guitar from the lowest string (6 or Low E) to the highest (1st or High E) keeping track of which string and tuner you will handle next.

One string at a time, remove the bridge pin and secure the correct string at the bridge of the guitar (lower end) by sliding each string’s ball end into its own hole approx. 2 inches and placing the bridge pin (pin slot facing string) back down on top of the ball end into hole, while gently tugging the string upward. 

You should feel the ball slip into place as you push the pin down. If, by pulling up on the string the bridge pin comes up with it, then the ball isn’t seated properly. If this is the case, repeat the above process till it catches. Try jiggling the string a bit while pulling it upward and simultaneously pushing the pin down. Thread the top end of each string through its correct hole in the correct tuner at the head of the guitar by bringing the string through that hole from the center of the head stock. Loop the spare tip of string around the tuner and feed the last inch of the tip under the part of the string that is partially wound around the peg.

Fold back the last tip over the partially wound string to make a little “lock,” then begin turning the tuner counter clockwise and secure the tip down under the string as you wind it tighter. This helps prevent the string from slipping out of tune.

Begin winding the string, turning gear buttons counter clockwise on left side of the guitar (strings 6, 5 and 4). Wind the strings clockwise for the right side (strings 3, 2 and 1.) Using a peg winder will help you speed this process up.

Wind each string slowly, being sure the top end is sitting in the correct groove on the nut of the guitar (at the base of the head.) Keep winding until each string is somewhere just under the correct pitch. You can guess at this by listening or use an electric tuner or another guitar that has already been tuned for comparison.

Once all six strings are on the guitar and you have wound each one tightly enough to play a pitch that sounds close to right, use an electronic tuner or your own ear to tune each string, tugging gently with your strumming hand on the strings to stretch them as you wind with your chording hand. 

When strings are new, they need to be retuned often. If you have followed the directions provided here, they should not slip much, but they may need fine tuning for several days before they’ll really hold pitch consistently. It all depends on how secure they are at each end and how much you have pre-stretched them while putting them on.

Note: Under normal conditions, you can expect your strings to last you a few months when you are first learning to play. But if you are playing a great deal or if your particular skin oils deaden the sound of strings after just a week or two, you may want to change strings more often. Professional guitarists change strings frequently. Those obsessed with tone may change their strings every few days if

they are playing or performing a lot.

For Wound/Classical Strings:

Remove the old strings. Loosen each string until it is slack, then gently pull it free at each end. One string at a time, push the bottom end of the string back out the way it was threaded through the hole in the bridge. Work the string to free it without harming the wood of the guitar. Remove the old pieces of string and throw them away.

When all the strings are off, clean the area under the strings (called the fingerboard) using a polishing cloth and some guitar polish.

String your guitar from the lowest string ( 6 or Low E) to the highest (1st or High E) keeping track of which string and tuner you will handle next. 

Thread the bottom end of each nylon string through its correct hole in at the bridge by bringing the string through down into that hole from the center of the guitar. The guide the spare tip of string up around the main part of the string and cross it behind the string and pull it back over, winding it around itself two or three times while heading back towards the bottom end of the guitar. 

When that is done, gently pull the string up tight from the center, locking the turns into place. To see a picture of what this should look like, search on the Internet using the keywords “changing classical guitar strings.

Now thread the top end of each string through its correct hole in the correct tuner at the head of the guitar by bringing the string through that hole from the center of the head stock. Loop the spare tip of string around the tuner and feed the last inch of the tip under the part of the string that is partially wound around the peg. 

Fold back the last tip over the partially wound string to make a little “lock,” then begin turning the tuner counter clockwise and secure the tip down under the string as you wind it tighter. This helps prevent the string from

slipping out of tune. 

Begin winding the string, turning gear away from your body on left side of the guitar (strings 6, 5 and 4). Wind the strings toward your body for the right side (strings 3, 2 and 1.)

Wind each string slowly, being sure the top end is sitting in the correct groove on the nut of the guitar (at the base of the head.) Keep winding until each string is somewhere just under the correct pitch. You can guess at this by listening or use an electric tuner or another guitar that has already been tuned for comparison.

Once all six strings are on the guitar and you have wound each one tightly enough to play a pitch that sounds close to right, use an electronic tuner or your own ear to tune each string, tugging gently with your strumming hand on the strings to stretch them as you wind with your chording hand. 

This works something like pre-washing jeans. It makes the strings stretch before you settle on the right pitch. Then, once you’ve tightened each string to its correct pitch, you can expect it to stay there, more or less.

When strings are new, they need to be retuned often. If you have followed the directions provided here, they should not slip much, but they may need fine tuning for several days before they’ll really hold pitch consistently. It all depends on how secure they are at each end and how much you have pre-stretched them while putting them on.

Note: Under normal conditions, you can expect your strings to last you a few months when you are first learning to play. But if you are playing a great deal or if your particular skin oils deaden the sound of strings after just a week or two, you may want to change strings more often. Professional guitarists change strings frequently. Those obsessed with tone may change their strings every few days if they are playing or performing a lot.

How To Tune A Guitar in Open G

The Notes:

When you play in” Open G” tuning, the notes from the 6th string to the 1st are D G D G B D. They harmonize perfectly to create a G major chord. You can strum and sing a “G” chord without pressing down a single guitar string. That’s why this method begins in “Open G.” You can sound good right away.

When you play in Standard Tuning, the notes from the 6th string to the 1st are E A D G B E. The sounds are dissonant. To play a harmonious chord, your fingers must stretch across frets and guitar strings and press down on an average of three strings at the same time. But once you have learned to play in “Open G,” your fingers will be prepared to play well in standard tuning.

The Tuning Technique:

Each string has both a numerical name and a note name. When we tune, we begin with string 6, progress down to string 5, then 4 and so on, moving downward until we’ve tuned them all.

We can learn to match each string to its correct pitch by turning the tuning peg of each string until the string we are tuning matches the pitch of a different guitar string, This requires us to LISTEN to the pitches and compare the sounds. This is called “tuning by ear.”

When you turn a tuning peg, you either tighten or loosen the string around the peg, and this raises or lowers its pitch accordingly.

You can tune the strings in “ Open G” tuning to one another once you know the lowest pitch is correct. Memorize fret pattern “5-7-5-4-3” and you’ll know, beginning at String 6, which fret number applies to String 6-1 for tuning.Music

· Press down on String 6 at the 5th fret. Tune string 5 to match that pitch on String 6.

· Press down on String 5 at the 7th fret. Tune string 4 to match that pitch on String 5.

· Press down on String 4 at the 5th fret. Tune string 3 to match that pitch on String 4.

· Press down on String 3 at the 4th fret. Tune string 2 to match that pitch on String 3.

· Press down on String 2 at the 3rd fret. Tune string 1 to match that pitch on String 2.

· The complete sequence of fret positions for tuning in “Open G” tuning is 5th, 7th, 5th, 4th, and 3rd frets.

Tuning with an Electronic Tuner

If you tune your guitar using a chromatic electronic tuner with a clearly marked system for seeing when a guitar string is flat (low), sharp (high), or in tune (usually marked with a green light), you can find the correct pitches without having to use your ears. This can be very helpful for most people.

First, know the names of the notes that you want your guitar strings to play. You can keep your tuning diagram handy in case you don’t have the note names memorized yet.

Tune one string at a time, from low to high. (Start on your 6th string, or “Low E.” )

Place the tuner near your guitar in a position you can see the signals and read the note names easily. (Make sure the tuner is turned on.)

Pluck the string you wish to tune and notice what note the tuner says your string is playing. If the pitch letter is too low, tighten the string and watch the pitch letters change until you reach the right one.
If the pitch is just a little bit too low, a red light near a “flat” sign (resembling a lower case b) will flash. If the pitch is just a little bit too high, a red light near a “sharp” sign (resembling the pound key on your telephone) will flash. When the guitar string is tuned to pitch, you’ll see a green light flash instead while the correct note name appears on the face of the tuner.

Finally, play all the strings together and listen. Strings you tuned earlier may have wandered off pitch and may need a little fine-tuning in the end to make the whole guitar chord sound good. Go through the strings one last time to make any minor adjustments and you will be ready to play!

“Open G” Tuning

Music

Introduction to “Open G” Guitar

GITC approaches learning to play guitar, first as a percussion instrument. Players learn to play “rhythm guitar” first. But guitar is also a melodic stringed instrument. Playing notes takes hand strength, hand-eye coordination, practice, and time. So we encourage players to build those skills gradually. 

The open tuning approach allows beginners to make music right away and make steady gains as they are able. Very quickly, they find they are able to strum and chord melodic rhythms and sing along.

Starting out in Open G with Music is very special. The “Hawaiian-style” tuning lets everyone sound musical right away. All the strings all harmonize so when we strum down without fingering any strings, we are already playing a beautiful major chord. This helps us sound good when we sing along.

When we are good at the basics- strumming, chording and singing in Open G, we learn to tune the guitar in standard tuning and play larger chords, notes and scales very easily. We change from playing in Open G into playing in standard tuning without pain and struggle, and when we do, we already sound and feel good.

If you are used to playing guitar in standard tuning, never fear. Open G is easy to learn and it will help you get all your students to play comfortably in standard tuning with total success after about 20 sessions.

What about learning to read music? Players learn to do that, too but they’ll take it slowly on an “as-needed” basis. Before that, they’ll learn to read and write chord charts in the first ten sessions. Why?

For many people, learning to read music is very daunting. For some, it interferes with developing a good musical ear and trusting one’s own musical instincts. People get tied up in trying to get it “right.” But learning new symbols is only easy for some people. So Music is careful to take learning to read music very slowly, preferring to help people learn to make music and trust their instincts. After getting in the groove with guitar, new guitarists will learn to play scales and melodies and will begin to read and write music in the form of guitar tablature and standard notation.
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Chords in Open G

Putting on the Capo

There are many kinds of capos. Please ask someone familiar with the kind of capo you are using in your program for instructions on how to put it on a guitar. Each one works differently and requires special tips to get the best sound.

Distributing Instruments

Below are some common ways to distribute instruments. Choose the method that works best for your group and objectives.

· Control Method Process 

· High Hand Out 

· Pass out instruments one at a time, usually with specific instructions.

High Control: Pre-set. Place instruments on or under chairs before players arrive.

Medium: Line. Have players form a line to choose an instrument.

Medium: Groups. Call certain groups to get instruments (birth month, gender, etc.)

Low: Center. Pile instruments in the center of the circle and let them choose all at once. Have players pick up instruments as they enter the room.

Which method should I use?

High: Use for young children and groups that need more structure.

Medium: Use for general applications and experienced children.

Low: Use for experienced and high-functioning groups that have demonstrated cooperation skills.

Guitars in the Classroom’s Strum and Sing Rhymes!

Rhymes have rhythms and rhymes are popular the whole world around. Children naturally make up new rhythmic rhymes and rhyming games such as hand clapping partner games and new ways to jump rope whenever they play together. So rhyming is one way kids naturally learn to feel and move to rhythms. They present perfect opportunities to move or play along with percussion instruments, and even with guitars.  MusicPlay! encourages you to include rhyming in your sessions, to use rhymes as a starting point for adding instruments, creating melodies, jamming together, editing and adding new lyrics, dancing and much more.

All Together Now
Rhyme Game: Chant this rhyme together (in unison) patting your legs on beats one and three and clapping your hands on beats two and four. When players hear their birthday month the first time, they can jump into the circle and clap twice. When they hear it the second time, they jump back out and clap twice. If you Swould rather play instruments, try shaker eggs!
All together now, never mind the weather now

when you hear your birthday jump right in!

Chorus: January, February (clap, clap)

March, April, May, June (clap, clap)

July, August, September (clap, clap)

November, December (clap, clap)

All together now, never mind the weather now

When you hear your birthday jump right out!

Chorus: January, February

March, April, May, June

July, August, September

November, December

Mama Don’t Allow
Mama don’t allow no music makin’ round here.

Mama don’t allow no music makin’ round here.

We don’t care what mama don’t allow

We’re gonna make music anyhow!

Mama don’t allow no music makin’ round here.

A Sailor Went to Sea

Rhyme Game: In one game, players can invent motions and body percussion to express this rhyme. For example, on “sea” they salute and look out from under their saluting hand and scan the horizon from left to right. On “knee” they pat their knees. On “ooh ah chee kah” they can invent a funny hand motion or pose, etc. In a different game, players can get together with a partner and invent a two person hand clapping pattern to match the rhyme. Lap, clap, partner clap, clap is a typical pattern.

A sailor went to sea, sea, sea.

To see what he could see, see, see.

But all that he could see, see, see.

Was the bottom of the

Deep blue sea, sea, sea

A sailor went to knee, knee, knee

To see what he could knee, knee, knee

But all that he could knee, knee, knee

Was the bottom of the deep blue knee, knee, knee

A sailor went to ooh ah chee kah.

To see what he could ooh ah chee kah

But all that he could ooh ah chee kah

Was the bottom of the deep blue ooh ah chee kah

A sailor went to China

To see what he could China

But all that he could China

Was the bottom of the deep blue China

A sailor went to sea, sea, sea.

To see what he could knee, knee, knee

But all that he could ooh ah chee kah

Was the bottom of the deep blue China

Down By The Banks

Recite this as a group, in partners after each pair creates a two-person hand clapping pattern and routine.

Down by the banks of the Hanky Panky

Where the bullfrogs jump from bank to banky

Where the eeps, ops, sodapops

Oops Mr. Lilypad I went kerplops!

Eenie Meenie Macaraca

Divide your group into four teams and assign each team one line to recite. Teams meet for five minutes to create body percussion for their line only (gestures, too) then rejoin the larger group. Challenge the group to recite the whole rhyme through, non-stop, one line/group at a time without missing a beat. When the group is good at this, try going faster! Finally, have the whole group do ALL the lines and ALL the body percussion they have learned from each other.

Eenie meenie macaraca

Rare raa dominaca

Knikerbocka lollypoppa

Om pom push!

Are you Sleeping

To sing this as a round, group one begins and group two comes in when group one finishes singing “Brother John, Brother John.” Both groups keep singing until they have both sung the whole song at least twice through.

Are you sleep- ing, are you sleep- ing,

Bro-ther John? Bro- ther John?

Morning bells are ring- ing! Morning bells are ring- ing!

Ding, dong, ding! Ding, dong, ding!

Variation: Try it with “Sister Jane” and “dong, dong, dang.”
Have You Ever, Ever, Ever?

Once your group knows the pattern to this rhyme, break down in partners or trios and invite each small team to invent a hand clapping pattern and some words to replace “long-legged”.

A sailor went to sea, sea, sea.

To see what he could see, see, see.

But all that he could see, see, see.

Was the bottom of the

Deep blue sea, sea, sea)

I went to a Chinese restaurant

to by a loaf of bread, bread, bread.

He wrapped it up in a five dollar bill,

and this is what he said, said, said...

Have you ever, ever, ever

In your long legged life

Met a long legged sailor

With a long legged wife?

No, I never, never, never

In my long legged life

Met a long legged sailor

With a long legged wife

Have you ever, ever, ever

In your short legged life

Met a l short legged sailor

With a short legged wife?

No, I never, never, never

In my short legged life

Met a short legged sailor

With a short legged wife

I left that Chinese restaurant

Confused as I could be, be, be

Was the man who made the bread, bread, bread

A sailor who went to sea, sea, sea?
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Head and Shoulders, Baby

This is a body percussion, hand clapping rhyme. Touch each part of the body mentioned in the rhyme using both hands together.

Head and shoulders, baby, 1-2-3

Head and shoulders, baby, 1-2-3

Head and shoulders, Head and shoulders, 

Head and shoulders, baby, 1-2-3

Shoulders, tummy, baby, 1-2-3

Shoulders, tummy, baby, 1-2-3

Shoulders, tummy, Shoulders, tummy, Shoulders, tummy, baby, 1-2-3

Tummy, knees, baby, 1-2-3

Tummy, knees, baby, 1-2-3

Tummy, knees, Tummy, knees, Tummy, knees, baby, 1-2-3

Knees and ankles, baby, 1-2-3

Knees and ankles, baby, 1-2-3

Knees and ankles, Knees and ankles, Knees and ankles, baby, 1-2-3

Ingo Ango

This is called a “selection” rhyme. When the rhyme ends, the chosen person gets to decide what motion the group will perform to the skipping beat- patting their heads one hand at a time, stretching, punching the air, wagging their heads… anything safe that fits the shuffle rhythm is worth a try. Pat your lap or skip to this rhyme (step, hop, step hop) on the uneven, divided beat. Try skipping in place in a circle.

Ingo ango bingo bango

Ingo ango oooooooh

Ingo ango, bingo bango

We choose you !

Kitty’s Hiding

Kitty’s hiding! Where can she be ?

Out in the garden or up in a tree?

Under the bed or sleeping in a chair?

I can’t find kitty anywhere!

Iko Iko

Invite players to get into partners or trios for this handclap game and try alternating steady beat and divided beat when you make up your hand clapping patterns. For example:

1. 
My Grand-ma and your Grand- ma

Sit-ting by the fire

My Grand-ma told your Grand- ma

Gonna catch your chair on fire, Talk about

Refrain (Chorus): (Divided beat)

Hey now, Hey now!

Hey now, Hey now!

Iko Iko Ah Nay

Jackamo Feeno Ahnanay Jackamo Feenahnay

2. 
My Flag Boy and your Flag Boy

Sit-ting by the fire

My Flag Boy told your Flag Boy

Gonna catch your flag on fire, Talk about…

(Chorus)

Music

Fives Rhymes, One Rhythm!

Little Miss Muffet sat on her tuffet

Eating her curds and whey

Along came a spider and

Sat down beside her and

Frightened Miss Muffet away!

Hey diddle diddle, the cat and the fiddle

The cow jumped over the moon.

The little dog laughed

To see such sport and

The dish ran away with the spoon, the spoon

The dish ran away with the spoon!

To market, to market, to buy a fat pig,

Home again, home again, jiggety jig.

To market, to market, to buy a fat hog,

Home again, home again, jiggety jog.

To market, to market, to buy a plum bun,

Home again, home again, market is done.

Humpty Dumpty sat on a wall.

Humpty Dumpty had a great fall.

All the king’s horses and all the king’s men

Couldn’t put Humpty together again!

Pussycat, pussycat, where have you been?

I’ve been to London to visit the Queen.

Pussycat, pussycat, what did you there?

I frightened a little mouse under her chair!

Miss Brown

This is a jump rope rhyme for a group to recite using a long jump rope. You can also turn it into a chance for players to recite solo lines and make up new rhyming lines in time to the steady beat on the drum.

I went downtown to see Miss Brown.

She gave me a nickel to buy a pickle.

The pickle was sour so she gave me a flower

The flower was smelly so she gave me some jelly

The jelly was messy so she gave me a dressy.

The dressy was small so she gave me a ball

The ball was flat so she gave me a cat

I liked that cat so that was that!

Miss Lucy Had a Baby

This rhyme is well-known and is perfect for creating dramatic gestures in time to the beat.

Miss Lucy had a baby

She named him Tiny Tim

She put him in the bathtub

To see if he could swim.

He drank up all the water

He ate up all the soap

He tried to swallow the bathtub

But it wouldn’t go down his throat!

Miss Lucy called the doctor

Miss Lucy called the nurse

Miss Lucy called the lady

With the alligator purse!

In came the doctor

In came the nurse

In came the lady

With the alligator purse

“Measles” said the doctor

“Mumps” said the nurse

“Nothing” said the lady

With the alligator purse

Out walked the doctor

Out walked the nurse

Out walked the lady

Out walked alligator purse!

Musi

Miss Mary Mack

Try reciting this rhyme while passing a rhythm ball or egg shakers around the circle to the beat. On all the words that are recited three time, stop the passing and ask any player holding one to toss and grab it with each repeating word. Then start the passing again on the next few words (only one player will have time to get it and pass it on) before there is a new repeating word.

Miss Mary Mack Mack Mack

all dressed in black black black

with silver buttons buttons buttons

all down her back back back

She asked her mother mother mother

for fifty cents cents cents

to see an elephant elephant elephant

jump the fence fence fence

He jumped so high high high

he reached the sky sky sky

and didn’t come back back back

til the fourth of July -ly -ly
Double Double Ice Cream!
This rhyme works well when partners face one another and clap each other’s hands. When you say the word “double,” partners clap each other’s opposite facing palms together. When you say the word “ice” or the word “cream,” clap the backs of your opposite facing hands together. On the final word “cream,” clap palms one last time.

Double double ice ice

Double double cream cream

Double ice

Double cream

Double double ice cream!
Teddy Bear

This is a traditional jump rope rhyme. Your players may enjoy inventing new

commands and motions for “Teddy Bear” (the person jumping in the long rope) to attempt.

Teddy Bear, Teddy Bear, turn around

Teddy Bear, Teddy Bear, touch the ground

Teddy Bear, Teddy Bear, shine your shoe

Teddy Bear, Teddy Bear, that will do!

Teddy Bear, Teddy Bear, go upstairs

Teddy Bear, Teddy Bear, say your prayers

Teddy Bear, Teddy Bear, turn out the light

Teddy Bear, Teddy Bear, say good night!
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Guitars in the Classroom’s Musical Games

Created by Jessica Anne Baron and Kalani
Bubble Dance

Level: Easy Ages: 5-12

Materials: Music CD and CD Player Time: 10 Minutes

Objective: Feeling and expressing mood & tempo. Bodily and spatial awareness

Life Skills: Active listening, Respect for personal space, Expressing creativity, Moving safely, being flexible

Warm Up

Invite participants to spread out around the room making sure they are at least arms length away from the nearest person.

Say: “Today we are going to find out what it feels like to be inside our own private bubbles. Each of you is standing in a bubble right now even though you haven’t discovered it yet.”

Hold your hands away from your body, palms together and out. Move your arms around you, palms facing out, reaching as far as you can on all sides and above you. Ask the children to do the same.

Say: “Let’s discover the inner surface of our bubbles.” Ask players to notice how big their bubbles are. Ask how far they can reach and ask them to run their outturned palms across the area that surrounds them.

Say: “How high can you reach? How far in front, to the sides and behind you can you reach? This is the space in your bubble. Reach low and down around you. There it is.”

Explain that their bubbles move with them when they move. They can go anywhere safe, but they cannot touch anyone else’s bubble! IF THEY DO, THEY’LL POP! Allow the children to move around for several seconds using giant steps, tiny steps, sliding, floating, robot movements, then stop.

While players practice moving in their bubbles, say: “Can you bend in your bubble? Can you stretch? Can you jump? Can you balance on one foot? Can you crawl or roll? Can you dance inside your bubble?”
Play Bubble Dance

Explain to players that they are going to hear many different kinds of music. They will begin traveling carefully through space in ways that show how they feel when they hear the different kinds of music.

Turn on the music (see suggestions below for ideas), beginning with a classical track, then changing between styles. 

Every so often, use a word that describes the pace of the new music.

From time to time, call the group’s attention to certain children whose movements are very expressive and say “Let’s all move like So-and-So.” This boosts awareness, incentive to be creative, and self-esteem.

Invite players to share about the music and their experiences.

Art Expansion
 Invite Music to draw quick interpretations of different

musical pieces using paints and construction paper. The CD Beethoven’s Wig is great for this activity. They can divide their paper into four squares and make a different visual representation for four musical pieces on the same paper. Compare and contrast their drawings, discussing the different moods and tempos of the music when they are done.

Suggested Music

Slow “Fur Elise” Beethoven’s Wig

Casual Pace “Barefootin’ A Child’s Celebration of Soul

“I Ain’t Got No Home” A Child’s Celebration of Dance Music

Fast Pace: “Get the Party Started” Top Pop

“Splish Splash” A Child’s Celebration of Rock ‘N Roll

“Can Can” Beethoven’s Wig

Bust-A-Move

Level: Easy Ages: 5-12

Materials: Music CD and CD Player Time: 10-15 Minutes

Objective: Feeling and expressing steady and divided beat through movement/dance.

Life Skills: Active listening, leadership, risk taking.

Warm Up

Invite participants to stand in a circle, shoulder width apart from one another.

Say: “Before we play this dancing game, let’s share and learn a few basic moves that fit with a steady beat. Then we’ll try some moves that match the divided beat.”

Lead participants in the steady beat using body percussion, clapping, patting, and stamping, along with music.

Going around the circle, ask each player to show the steady beat 4 times independently using clapping, stamping, patting, or other body percussion.
Say: “The divided beat allows us to move faster and more often.” Demonstrate a divided beat on the drum and ask everyone to try moving to that beat.

Now teach the group a dance move that emphasizes the divided beat (eighth note pulse) such as bouncing, head shaking or running in place

Say: “Now let’s do a short warm up for Bust-A-Move. I’ll put on the music and play the steady beat on the drum. You will hear me call out a part of the body and see what you can do to move that part of the body to the steady beat.

After a little while, I will call out a new part of the body to move. Remember, use all your space. “Here we go!”

Turn on the recommended music or an appropriate song of your choice from the Music CD and warm up. Call out these body parts: Arms, hands, shoulders, neck, head, torso, hips, legs, knees, feet, whole body!

Play Bust-A-Move

Circle everyone up and explain that when the music begins, you will be looking for volunteers with their hands up who want to show the group a move. You’ll call someone name, and say “Bust a move!”

Tell players that when it’s their turn to bust a move, they can dance from their place in the circle or move into the center.

Explain that everyone will have a chance to copy the leader and bust their move. Then that leader will choose the next volunteer with a hand up to take a turn.

Let players know that if they don’t volunteer to bust a move, they will be invited to do so near the end of the game. Please reinforce that they don’t have to be original. This alleviates some pressure to be creative on the spot.

Do allow especially shy children to pass but let them know you hope they’ll show the group a move some other time when they are ready.

Play this game until every child has had an opportunity to participate.

Appreciate everyone for participating as a dancer.

Art Expansion

Using aluminum foil or pipe cleaners, sculpt figures in different dance positions.

Dance Expansion

Incorporate moves participants invented at Music into original routines.

Drama Expansion

Invite players to pick a dramatic character or “job” and play this game as if they were acting out those parts.

Suggested Music

“Respect”: A Child’s Celebration of Soul

“Friendship Train” A Child’s Celebration of Soul

“Get the Party Started” Top Pop

“Who Stole the Cookie From The Cookie Jar” Hippity Hop

“Car Wash” Celebration of Disco

I am the Queen

Level: Basic Ages: 5-12

Materials: none 

Time: 5-10 minutes

Objectives: Explore and expand expressive capacity by making up and imitating a variety of gestures, movements, and vocal sounds in a group format.

Life Skills: Initiative, Creative thinking, Humor, Improvisation, Mutual Support.

Preparation

Explain that everyone will have an opportunity to lead the group. Everyone is to do their best to follow the leader by copying his/her actions.

Tip: If you like, you may decide to use the story at the end of the instructions to set the stage for this game.

Play I am the Queen

Move, dance, gesture in any way you wish and invite everyone to match your movements and actions. (Remain in that “character” without changing it until the next “character” replaces it.)

Invite others to take the lead by stating, out loud: “I am the Queen!” (Everybody wants to be like the queen!)

Act like the new queen until someone else states that in fact THEY are the Queen. Continue changing and following each new “Queen” until everyone has had a turn or time runs out.

Tip: Let everyone know that there is no right or wrong way to be the Queen and that they don’t have to be the Queen if they don’t want to. Also – When some changes to the Queen, stay with them until the group “settles” into that “mode” until changing.

Extension

Try this without talking – “Queens” make gestures to get everyone’s attention before leading the group.

If needed, ask the group to provide a list of “qualities” that a Queen could have. Examples, Loud/Soft, Tall/Short, Fast/Slow, Smooth/Jerky.

Story

Once upon a time there was a kingdom (actually it was a “Queendom” because there was no King, just a Queen.) Anyway - The Queen had a BIG personality and you never knew just what kind of mood she would be in from day to day. She could be silly, grumpy, funny, serious, straight, weird, quiet, sideways, or anything you could imagine. Everyone in the land loved the Queen and wanted to be like her very much. Whenever she would travel around the countryside, everyone would try his or her best to act just like her – no matter how she was acting at that time. Sometimes the people played a game to honor the Queen. Someone would volunteer to be the Queen (even the men and boys) and everyone else would act just like them.
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Change It Up!

Level: Easy to Medium Ages: 5-12

Materials: MM or Dance music CD (and player) or instruments Time: 10 minutes

Goals: Having fun, feeling the steady beat, feeling the divided beat (eighth notes), moving to both the steady and divided beats, inventing moves in synch with rhythms.

Life Skills: Listening, observing, imitating, inventing, leading the group and following the leader, taking a creative risk.

Note: This game can be played in many different musical ways but the concept remains the same. One person creates a musical phrase either by dancing, singing, or playing an instrument. The person to his or her left copies the movement and sounds as exactly as possible, then changes at least one feature to make it different. This process goes on around a circle of players until everyone has had a turn.

The Warm Up

Invite participants to stand or sit in a circle- shoulder width apart from one another.

Say “Before we play this dancing game, let’s share and practice a few basic moves that fit a steady beat. Then we’ll try some moves that match the divided beat. After that, we’ll be ready to begin. “

Lead participants in dancing or playing body percussion to the steady beat, patting, and stamping along with music. Ask each member in the circle to create and perform a dance move of their own as a warm up.

Say, “Now I’ll put on the music and play the steady beat on the drum. You will hear me call out a part of the body and see what you move that part of your body to the steady beat. After a little while, I will call out a new part of the body to move. Remember, you can use the space in front of you (reach and have them reach), above you (reach), behind you (reach) and to each side of you as

well as the floor. Ready? Here we go!”

Turn on the music of your choice and warm up. Every 30 seconds or so, call out one these body parts: Arms, hands, shoulders, neck, head, torso, hips, legs, knees, feet, whole body. P2P.

Play The Game

Say “Now we are ready to play Change It Up! When the music starts I will start a dance move for you to copy and the person on my left (say his or her name) will change my move a little or a lot and we can all copy her or him. Then the person on his left can go next. Each new person will do something a little different than the one before him or her. “

“Everyone will get a turn to Change It Up! Remember, we want to be safe so let’s stay in our own space to avoid bumping into other people who are dancing near us. If you wish, you may use the space in the center of the circle to show us your move.”

Play this game until every child has had a turn. If a member in your group is too shy, please allow that child to pass but let them know that when they are ready to show the group a move later or next time, you’ll be glad to help them do so. This allows them to practice at home and return to Music ready to take a move and change it up.

Extensions

In art, create a flip book with a comic or drawing of a person dancing. Change their body position a little bit with each subsequent page so we can watch them dance when you flip the pages.

Name Toss

Level: Mildly Challenging Ages: 5-12

Materials: Three balls or 3 pairs of clean socks Time: 15 minutes

Goals: Having fun, feeling an internal rhythm of tossing and catching, singing out loud independently, listening to the different sounds of people’s voices, learning to work and play as a cooperative team (building group musicianship.)

Life Skills: Listening, observing, cooperating, developing the ability to work well as a teammate.

Description: Players sing out each others names as they toss items across the circle.

The Warm Up

Invite players to stand shoulder to shoulder in a circle. Place two balls at your feet and hold one in your hands. Silently choose a player across the circle and boldly sing out his or her name in a loud voice three times. As soon as you have his or her attention, gently toss him or her the ball.

When he catches it say, “Good catch! Now you choose a person across the circle, sing their name out loud three times, and when you know you’ve got their attention, gently toss the sock ball their way.”

When the player accomplishes this, tell players, “Each of you can do the same thing when you get the ball. Try to remember whom you have thrown it to and who has thrown it to you. Each of us receives the sock ball just once. If we accidentally get it a second time, toss it back to the thrower so he or she can choose someone who hasn’t had a turn. Now let’s make a complete circuit with the ball and if anyone forgets to sing, he or she must take his turn over again! “
Supervise this round. When the last player catches the sock ball, they sing your name three times and send it back your way. When the circuit has been completed, ask the group if they think they can do it again in the same order without pausing. Posing this challenge usually encourages enthusiastic participation.

Play The Game

Say, “Now we’re ready to play This time, once we get our ball going around, I am going to add another ball to the same circuit. Let’s see if we can keep them both moving around the circuit without forgetting to sing!”

Once the group succeeds at singing and tossing two balls through the circuit, see if they can play again and add a third sock ball to the game during the next round. It’s best to wait to add a sock ball until the previous ball reaches the third player in the circuit. Stop the game when the group is good at keeping all the names being sung and the balls going to the right players and all of them come back to you as the leader.
Extensions

In art, use Styrofoam and push pins or wood and nails to create a circle at least 8” across and show children how to make a “God’s Eye” by stringing brightly colored yarn or thread across the circle and around each pin or nail in geometrical forms and star patters. When the piece is complete, tie the string end around the last “post” and hang the fiber art on the wall for all to enjoy.

Music

Kitty’s Hiding

Level: Easy Ages: 5-12

Materials: 1 small toy kitty ( or any other animal) Time: 10-20 minutes

Objectives: Having fun, learning and imitating a melody, memorizing music, singing in a group, learning to modulate vocal volume. This game can also be used to teach tempo.

Life Skills: Listening, keeping a secret, exercising your powers of observation, taking turns, teamwork.

Description: 2 players (seekers) try to find a small “kitty” that another player has hidden somewhere in the room. As the seekers get closer to the kitty, the group responds by singing louder and or faster. The game continues until the kitty has been found.

Preparation: Invite players to sit in a circle.

Say “In this game, two people will team up to try to find a missing kitty. But first, someone in our group will hide the kitty in this space. We will help the seekers find the kitty by singing (and or playing) louder when they get closer to it and softer when they move away from the kitty. Now let’s learn the rhyme/ysong.”

Teach the song using the echo technique one line at a time. Then lead the players in singing it for practice twice through:

Kitty’s hiding, where could she be?

Out in the garden or up in a tree?

Under the bed or sleepin’ in the chair?

I can’t find kitty cat anywhere!

Explain the rules of the game, next. Seekers should walk together with their arms linked. Let everyone practice walking with two other players, armed linked, around the room. Now you’re ready to play!

Play the Game

Ask “Who would like to be the first guard to make sure our seekers are not peekers?”

Choose a guard. Next choose two seekers. Send the guard and the seekers out of the room or space.

Choose a hider. Give her or him the kitty with instructions to hide it while the group counts slowly to 15. If the kitty is not hidden by the count of 15, choose a new hider.

Cue the singers to begin singing the song and notify the guard to allow the seekers back into the room to hunt for Kitty.

The guard inspects the seekers to make sure their arms are linked and reminds them to link arms if they are not.

The seekers walk together around the room towards the location of the hidden kitty, guided by the changing volume or tempo of the singing. When they arrive near the kitty, the song should be very loud or very fast!

When seekers find the kitty, everyone applauds their success and a new set of seekers, guard and hider are chosen for the next round.

Play this game until each child has had a turn to hide an item in his or her hands and sing the song.

Extensions

You can adapt the rules of this game to practice singing faster and slower (tempo.)

When seekers step closer to kitty the group can pick up the pace of the song and when seekers step away from kitty, the group can slow down.

In art, make kitties out of paper, clay, fabric or styrofoam so participants can teach and play the game at home.
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LET’S PLAY GUITAR!

Ten Sessions for Elementary School Students

Created by Jessica Anne Baron, Kalani with assistance from Eric Ebel

Edited by Mary McLaughlin

Beginners Session 1: Pass It On!

Please Pass the Strings!
Summary: Participants will take turns handling, holding and passing guitars safely and respectfully to each other while exploring what sounds they can create.

Objectives

· To learn different ways to handle a guitar safely and respectfully.

· To learn earn different ways to hold a guitar.

· To learn earn a verbal cue ("freeze!") for stopping playing the guitar and holding it still and quiet.

· To learn earn to share a guitar with a partner.

· Respect others' personal and sonic space.

Circulating Echo

Summary: Participants will circulate two guitars around. One player will play a sound or strum on his or her guitar and the person sitting opposite holding a guitar will echo that sound as exactly as possible. Then they will trade roles. After, both participants will pass their guitars to the people sitting to their left and the next pair of players will call and respond using guitars.

Objectives

· To experiment with different ways to play the guitar. 

· To listen to many possible sounds that can be made with a guitar.

·  To learn to play what someone else has invented by imitating them.

Please Pass the Strings!
Materials needed:

· A guitar to play for each pair of participants (for example, 20 participants means 10 open-tuned guitars).

· A flat pick for each player to strum with.

Directions:

1. Model safe moves for taking a guitar out of its case and sitting with it on the floor and in a chair. Problem solve with participants by asking questions about how to move with a guitar without bumping into chairs, people, tables, other guitars, etc. You can have the participants coach you about where to move, crossing the room with the guitar. Make it fun! Show them ways to sit safely with the guitar. This can include sitting on the floor or in a chair with the guitar flat in your lap or up against your chest in the regular way.

2. Inform players that in a minute, participants will be allowed to get a guitar but first everyone needs to know that when they see the “Freeze“ sign, they are to stop strumming and listen for directions. Let them know you will practice this when the guitars are out. When you say "pass!" they are to give the guitar to their partner for a turn.

3. Ask: 

· "What is one way we can we show respect to our partners when they are playing guitar?" Look for answers such as "no put downs, listen, make eye contact, give compliments."

4. Ask: 

· "What are some of the different ways we can get sounds safely from a guitar? 

· Say, “Today we will explore and share. Here are some things you might want to try.”

· Strumming the strings in different ways

· Plucking the strings in different ways

· Squeaking

· Scraping

· Knocking on the guitar in different places

· Pressing down on strings on the fingerboard and playing them

5. Ask participants to get guitars (1 per pair or group) and sit together, beginning to take turns. When the noise level in the room is above a moderate level, call "Freeze" and count the seconds it takes to get quiet. Tell the group how many seconds they took and challenge them to stop in fewer seconds next time. Try this several times until they can get quiet in under five seconds.

6. When everyone has had time to experiment making guitar sounds, ask groups to put all the guitars away. Keep one back.

7. Bring everyone back to the circle and explain that you are going to pass the guitar around the circle and that each person who wishes to share a guitar sound will have the chance to play that sound for the group for about 5 seconds before passing the guitar safely and respectfully to the next person in the circle.

Extension 1: How can we play our guitars softly / moderately / loudly?

How can we play our guitars quickly / slowly?

Extension 2: Teach players to hold and strum with a flat pick.
Circulating Echo

Materials needed: 

· 2 guitars tuned to Open G. 

· 1 flat pick for each player

Directions: 

1. Give two participants sitting across from one another in your music circle a guitar to hold quietly.

2. Explain that this echo game gives everyone a chance to hear many different guitar sounds as each person gets a turn to invent one. 

3. Say” Player 1 makes a sound, any sound, with his or her guitar. Then Player 2 copies that sound exactly. After that, the players trade roles. Player 2 will lead and Player 1 will follow. Let’s try it!”

4. When these players have successfully taken their turns, ask them to pass their guitars to the participants sitting to their left and begin the echo game again. Play until everyone who wishes to take a turn has done so.

5. Lead a short discussion about which sounds participants feel were surprising and pleasing to play and hear.

Note to Leader: Please allow shy players to pass. Pressure never helps a shy child feel ready to make music.

Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

1. What did we do?

2. How did we do it?

3. Why did we do it that way?

4. What are some other ways we could try it?

· Sing a favorite song or chant.

Skill Sidebar:

Guitar technique:

· Holding, strumming and picking with a flat pick:

· We can protect our strumming hand fingers and make guitar strums sound crisp and louder than usual when we learn to play with a flat pick. It gives us more sound choices.

To hold the pick:

· Clasp the pick between your thumb and the tip of your pointer finger.

· Relax your hand and just squeeze the flat edge of the pick with your thumb and index finger so it doesn’t fall.

To strum:

· Place the point of the pick above the guitar strings and bring it down across the strings over the sound hole in a smooth stroke. This is a strum.

To pluck: 

· Place the pointy tip of the pick either above or under any string you want to pluck and pull the string gently up, down and away from the guitar.

General Concepts / Skills:

Life Skill: RESPECT

· Working together with partners to share our musical instruments while honoring personal space.

· Passing the guitar to one another carefully and safely.

· Moving with a guitar carefully and safely.

Musical Concepts / Skills:

· Knowing that listening is an important part of playing music.

· Dynamics (playing at different volumes).

· Timbre (different musical tones).

· Texture (layers of sound).

· Tempo (playing at different speeds).

· We can feel a pulse in music.

· It is possible to move and play music as part of a team.

Beginners Session 2: Musical Weather Report

Introductory Activity: “I Am the Queen”

Summary: Participants will follow and match their leaders in a warm up using movement and voices. Participants will work together to create and explore various forms of movement and vocalization. Some participants will volunteer to lead the group.

Objectives:

· Learn and create a variety of gestures, movements, and vocal sounds in a group format.

· Demonstrate careful and creative movements.

· Share creative ideas with each other.

· Support each other’s ideas.
Main Activity: “What’s the Weather?”

Summary: Participants will learn to handle, hold, strum and pass a guitar around the circle and between partners. They will voluntarily take turns to play the strings and body of the guitar in unstructured ways (with and without picks), in response to imagery prompts based on sound effects for weather.

Objectives:

· Practice handling and holding a guitar safely and respectfully.

· Respond to a verbal cue (“freeze!”) for stopping playing the guitar and holding it still and quiet.

· Develop listening skills to hear other participants’ musical ideas.

· Make sounds on the guitar that reflect images of weather, moods or animals.

Final Activity: Circulating Echo

Summary: Leader will choose from one of a number of options to bring the participants musical experiences of the session to a culmination or a close.

Materials needed:

· None

Directions:

1. Imagine yourself as a king or queen and become that character, stating out loud: “I am the queen!” (or king).

2. Move, dance, gesture in a royal manner in any way you wish and ask everyone to match your movements and actions as you continue to declare yourself king or queen.

3. Remain in that “character” without changing it until someone else becomes the next king, queen or character.

4. Explain that anyone can take a turn to be the queen or king and encourage players to take the lead by stating, out loud: “I am the queen!” (or king).

5. Act like the new Queen until someone else states that in fact THEY are the Queen. Continue changing and following the “Queens” until everyone has had a turn or time runs out.

Tip 1: Let everyone know that there is no right or wrong way to be a royal character and that no one will be forced to lead. 

Tip 2: When someone becomes the Queen, stay with her until the group “settles” into that “mode.”

Extension 1: Try this game without talking. Queens make gestures to get everyone’s attention before leading the group.

Extension 2: To expand participants’ ideas about how to be a royal character, ask the group to provide a list of qualities that a queen or king could have. Examples: Big / Little, Loud / Soft, Tall / Short, Fast / Slow, Smooth / Jerky, Jovial / Grumpy, etc.

Extension 3: Turn this into a cartoon character game and let players be a favorite personality like Sponge Bob.

Main Activity: “What’s the Weather?”

Materials needed:

· A guitar to play for each pair of participants (for example, 20 participants means 10 open-tuned guitars).

· Pictures or photos of weather (optional).

· A flat pick for each player to strum with.

Directions:

1. Ask:

· “When you imagine some kind of weather, what or how does that weather feel and sound to you?”

· “Can you make your guitar sound like that weather, first with a partner and later for the group?”

2. Say:

· “Doing this without knowing exactly how it will sound takes creativity, a sense of adventure, and courage. How can our friends show us they appreciate our creativity?” Ask for suggestions.

· Before passing out guitars, demonstrate with a single guitar safe handling, holding and playing guitar respectfully. Ask for a volunteer player to show three ways to move and sit safely with a guitar. Remind players about the “Freeze!” cue - meaning it’s time to stop playing. Practice this a couple of times after they take out the guitars.

3. Ask

· “How can we express our creativity and imaginations using a guitar?” Look for answers such as “do what you feel,” “experiment,” and “try something new.” (Life Skills Question).

4. Ask your participants to suggest different kinds of sounds they can make with the guitar. Demonstrate the following for them:

· Strumming the strings in different ways

· Plucking the strings in different ways

· Squeaking

· Scraping

· Knocking on the guitar in different places

· Pressing down on strings on the fingerboard and playing them

5. Show players how to press down on the guitar strings with their chording hand to get different sounds…muted tones, clear tones, buzzy tones. Explain that these are not notes, just sounds. Encourage them to try these techniques when it’s their turn to play guitar with a partner.

6. Explain that when they hear you state a weather condition, whoever has the guitar will use sounds to represent that kind of weather. Try it with two volunteers in the circle. Welcome comments.

7. Now help players get into pairs or small groups and instruct them to take a guitar into the room together and sit quietly until you call the first kind of weather condition.

8. Call out a weather condition and give players a chance to hear it, consider it and respond. Here are some suggestions:

· Sunny

· Breezy

· Windy

· Rainy

· Stormy

· Cold

· Boiling hot

· Snowy

· Thunder storming

· Foggy

· Hail storming

· Sun showers

9. After each kind of weather, pause for about 30 seconds so the guitar player in each group has a chance to interpret the weather in his or her own way.

10. Say “Pass” and give the guitar player a moment to safely pass the guitar to the next guitar player.

11. Suggest a different kind of weather condition and repeat this waiting and passing process through several different kinds of weather (for about 10 minutes) until everyone has played the guitar many different ways. You can add other images as well such as animals or moods. Use your imagination!

12. Now, invite everyone back to the circle and explain that you are going to pass one guitar around the circle. Each person who wishes to share will have the chance to show a sound they discovered which represents a kind of weather. Encourage respectful listening and commentary.

Extension 1: What’s Your Animal? 

Name different animals so participants can represent these with sounds on the guitar.

Extension 2: How are You Feeling?
Name different moods and emotions so participants can represent these with sounds on the guitar.

Final Activity: “Circulating Echo”

Choose from one of the following:

1. Close the session by sharing a short rhyme of your choice. For suggestions, see the Songs and Rhymes chapter.

2. End Music time today with a round or two of “Gimme Five!” Ask "What is something your partner did today that helped you enjoy playing guitar?"

3. Sing a good-bye song naming each player as he or she exits from the circle after putting his or her instrument away.

Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

· What did we do?

· How did we do it?

· Why did we do it that way?

· What are some other ways we could try it?

· Sing a favorite song or chant.

Skill Sidebar:

Strumming Fast and Slow:

To play fast, use a flat pick: Move your pick across the strings in short rapid movements by bending your arm at the elbow. Do not flop your wrist because after a while that might hurt! 

To play slowly, use your fingers or the pick. Relax your shoulder and let your hand fall slowly and naturally across the strings as if it were falling asleep! For lots of fun, practice changing from slow to fast with a game of “conductor”.

General Concepts / Skills:

Life Skill:  RESPECT for INDIVIDUALITY

· Using our imaginations, our bodies, our voices and our hands to make “sound pictures” that show our individuality.

· Showing each other that we respect each other’s individuality.

Musical Concepts / Skills:

· Dynamics (playing at different volumes)

· Timbre (different musical tones)

· Texture (layers of sound)

· Tempo (playing at different speeds)
Beginners Session 3: Fast, Slow, and Away We Go!

Introductory Activity: “Snail, Puppy, Pony, Plane!”

Summary: Participants will develop more awareness of tempo (fast and slow), by tuning into the pace of music and seeing how changing the pace changes their feeling and energy level. They will play a musical movement game that lets them practice changing pace on a command.

Objectives: 

· Move bodies and play musical instruments at different tempos (speeds).

· Notice a change in mood when tempo of music speeds up or slows down.

· Respond to verbal and visual cues that relate to tempo.

· Control physical movements to reflect tempo changes individually and as part of a team.

· To learn to create a variety large motor (full body) movement in a group format while crossing a room at different speeds.
· Participants will demonstrate careful and creative movements.

· To take turns leading the group by calling out verbal cues that set the pace of action.
Main Activity:  “Conducting the Pace”

Summary: Leaders will use the same game to help participants learn and vary the tempo on guitar. Participants will take turns controlling the tempo through playing a game of “Conductor”, and participants will learn to chant a rhyme and strum along to it on the guitar.

Objectives: 

· Apply tempo to strumming guitars.

· Develop skill strumming a guitar with a flat pick.

· Learn to exercise self-control while conducting the group.

· Explore how rhymes and strumming can work together.

Final Activity:

The leader may choose from a variety of activities that bring today’s session to a conclusion with a rhyme, song, or discussion.

Introductory Activity:  “Snail, Puppy, Pony, Plane”

Materials needed:

· One large drum such as a gathering drum or conga. If none is available, a medium sized hand drum will suffice.

Directions:

1. Establish a “Freeze” signal and practice it.








2. Players move across a space together at a variety of paces. When the leader calls “Snail!” everyone moves in slow motion. When the leader calls “Puppy!” everyone moves at a walking pace. When the leader calls “Pony!” everyone jogs or gallops. When the leader calls “Plane!” everyone takes off like a jet. The leader can call any pace at any time. Each leader gets to call four changes before another leader takes his or her place.

3. Ask participants to gather along one wall or edge of a large play space. This game is great outdoors or in a large open room. If you are confined to a smaller room, remove the furniture from the middle so players can move.

4. Remind participants of “Freeze” signal. Ask for a volunteer to demonstrate for the group how a snail moves. A puppy? A pony? A plane? Say, “The purpose of this game is to learn how different speeds make us move and feel. We’ll learn to slow our bodies down, speed them up, and do it all without touching other people! Then we’ll be able to apply this to playing guitar.”

5. Show participants how to hold and play the drum at all four speeds. Then do this again and tell them that when they hear a slow beat you will call “Snail!” They are to move as slowly as they feel a snail would move across the space. Encourage them to be very creative and expressive in their movements. 

Note to Leader: Moving AT ALL is an accomplishment for some rather shy children. Pause to praise all efforts. 

6. Prompt the participants through all four speeds and images. When they get to the far edge of the space, tell them to turn around and head back in the other direction without waiting for other participants. This creates a bi-directional flow of movement so players will weave between one another. Compliment safe, responsible movements. When everyone knows what to do, choose a leader to take the drum and guide the group. Trade leaders after every four speed changes. Here are some alternate images leaders can call to suggest different paces or make up your own!

· Slow: tortoise, lava, super sleuth, Jabba the Hut

· Walking Pace: cat, baby, Queen Amidala

· Quick: monkey, jogger, Hans Solo

· Fast: car, bicycle, cheetah, rollerblades, Anakin’s pod racer

Main Activity: “Conducting the Tempo”

Materials needed:

· guitars tuned to Open G 

· 3 flat picks for each player

Directions:

Part One: Snail, Puppy, Pony, Plane for Guitar 

1. Gather players in a circle and pass guitars out so the there is at least one person without a guitar in between every guitar player.

2. Place the guitars at even intervals so that everyone in the circle will have a turn to play within one or two turns. 

3. Give all players some flat picks and give instruction on how to hold them and strum down with the pointy end brushing across the strings. Those who do not have a guitar yet can practice by playing air guitar!




4. Use the same cues as before to signal how fast players will strum their instruments in this game. Practice snail, puppy, pony and plane once, signaling the speed changes by raising or lowering your arms. On “Plane” raise your arms high to signal fast. On “Snail” lower your arms, palm down toward the ground. 
5. Explain that this game is called conductor and you will let participants take turns conducting the group with guitars until each player has had a turn with a guitar. (If there are three people for each guitar, you’ll need 3 conductors and so forth.)

Part Two: Add a Rhyme!
1. Now that your players can strum down across the strings at speeds ranging from slow to fast, they are ready to learn a rhyme that lets them speed up and slow down. Use call and response and repetition to teach players to say this short rhyme one line at a time. 
















2. When players have recited two lines, one at a time, practice saying them one after the other a couple of times together. Add the second two lines until your group can recite the entire rhyme by heart. This should only take about four attempts. 

3. Now players are ready to strum down on each beat in the rhyme’s pulse. Every word that contains a strum is marked with a strumming arrow and has been underlined to make the strumming rhythm as easy to play as possible. 
Michael Finnegan

Open G
There once was a man named Michael Finnegan (repeat)




He grew whiskers on his chinnegan (repeat)



The wind came up and blew  them  in again (repeat)




Poor  old  Michael Finnegan, be-gin again!
(repeat)



Now other players who have not yet had a turn to be the conductor can take the conducting seat and use their arms to guide how quickly or slowly the group strums and recites “Michael Finnegan.” Encourage players to use the whole range of speeds when playing this game. 

Final Activity:

Choose from one of the following:

· Close the session by sharing a short rhyme of your choice. For suggestions, see the Songs and Rhymes chapter.

· End Music time today with a round or two of “Gimme Five!” Ask "What is something your partner did today that helped you enjoy playing guitar?"

· Sing a good-bye song naming each player as he or she exits from the circle after putting his or her instrument away.
Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

1. What did we do?

2. How did we do it?

3. Why did we do it that way?

4. What are some other ways we could try it?

· Sing a favorite song or chant.

	Skill Sidebar:  Strumming in Two Directions

It’s easy to double your strumming fun when you strum up after each time you strum down. Make one fluid movement by relaxing your strumming wrist just a little bit. Release your arm at the elbow when you strum up and drag the tip of your flatpick lightly across the first three strings it touches to get a quick up stroke. Even though you can keep the very same pace as before, twice the number of strums makes music busier and more energetic. Try strumming this pattern for practice:

Down,   Down,      Down,      Down,


Down- Up,          Down-    Up,    Down-      Up,     Down-    Up,



Down,   Down,      Down,      Down,


Down- Up,          Down-    Up,    Down-      Up,     Down-    Up,




General  Concepts / Skills:

Life Skill: RESPONSIBILITY

· Exercising self control

· Judging what is safe and what is risky

· Choosing to do what is safe and respectful

· Keeping focused when we are having fun

Life Skills Question: Say, “When we are moving in a group of people and we speed up or slow down, our actions affect the people around us.” Ask “What might happen if you are walking slowly and someone hurries past you?” Listen for answers like “they could knock into you” or “You might get shoved.” Ask “How would that feel and how can we exercise responsibility when we speed up or slow down? Let’s find out today.”
Musical Concepts / Skills:

· Tempo, increasing speed

· Playing and moving to a pulse (steady beat)

· Playing on the down beat of a rhyme or chant

· Introduction to conducting

Beginners Session 4: Send It Around, Up and Down!

Main Activity Part One:  “Please Pass the Strum!”

Summary: Replayer the game Leapfrog? One player jumps over the player next in line, only to be jumped over next. This guitar passing game works in a similar way.

Objectives: 

· Improve musical cooperation

· Develop Listening Skills

· Practice Safe Handling of Guitars

· Practice Strumming
Main Activity Part Two: Please Pass the Line!

Summary: This singing and guitar game helps participants gain mastery of a new song by singing a line, then listening for a line while feeling the pulse. When they can feel and move to the pulse, they can also learn to strum the guitar on the pulse while they sing!

Objectives: 

· Learn a Whole Song by Heart, One Line at a Time

· Develop Listening and Moving Skills

Closing Activity:  “Tidy Up”

Summary: Participants will safely return guitars to their cases while chanting a good-bye song.

Objectives:
· To understand that musicians must care for their instruments. 

· Learn to make music while doing a chore. 

Main Activity:  “Please Pass the Strum!”

Materials Needed:

· Four guitars tuned to Open G

· 3 flat picks for every player

Directions:

1. Ask participants to sit in a circle and choose two volunteers to play guitar facing one another. Each one will hold a guitar in his or her lap, ready to play. 

2. Player One makes up a strum focusing on a tempo (fast, medium, slow) or a volume (loud , medium, soft). He or she plays it for Player Two. 

3. Then Player Two copies that strum as closely as possible. When the copying is done, Player One walks her guitar to Player Three and places it carefully in her lap. 

4. Player Two now faces Player Three who makes up a new strum using the same concepts and plays it for Player Three.

5. Player Three copies it, then turns to face Player Four, and so the game continues. 

6. When the copying is done, Player Two walks her guitar to Player Four and places it carefully in her lap. 

7. Player Three makes up a strum and Player Four copies it, and so on and so forth.

Note to Leader: If you have a big group (more than 10 players), circulate two sets of two guitars around the circle starting on opposite sides. Have Group One play first and as they switch players quietly, the participants can hear Group Two’s strums. 

Main Activity Part Two: Please Pass the Line!

Directions:

Play Michael Finnegan” from Rhyme to Song with Please Pass the Line!

1. Review the rhyme “Michael Finnegan” from last session. If any of the players today attended that session, ask them to teach the rhyme to the group along with you using the call and response technique. Encourage the use of body percussion (clapping and patting) when you teach the rhyme!

2. Divide your group into two teams and practice the rhyme by trading lines as follows:

Team 1:
There once was a man named Michael Finnegan

Team 2:
He grew whiskers on his chinnegan 

Team 1:
The wind came up and blew  them  in again

Team 2:
Poor  old  Michael Finnegan, be-gin again!

3. Now reverse the lines, trading lines as follows:

Team 2:
There once was a man named Michael Finnegan

Team 1:
He grew whiskers on his chinnegan 

Team 2:
The wind came up and blew  them  in again

Team 1:
Poor  old  Michael Finnegan, be-gin again!


4. As the group gains confidence, add the component of speed and have them get faster and faster, then slower and slower as they recite the rhyme two more times.

The Song: 

1. Now, leading with a guitar, play and sing the song “Michael Finnegan” for your group. Teach the group to sing the melody one line at a time.

2. If you wish to sing/play along with the  recording, make sure you have it cued up and ready to play before you start your session today. 

3. Once your group can sing the song a little bit, put the recording on repeat and ask everyone to join hands in a circle and walk to the pulse while they sing it. 

4. When they can sing the rhyme independently, turn the recording off and practice singing the rhyme together two times, speeding up a little each time, then slowing it down. 

Add Guitars: 

1. Practice the “Freeze” signal for today before you hand out the guitars. If there aren’t enough guitars for everyone, stagger them around the circle to be passed throughout this activity. 








2. Review how to strum on the steady beat of the rhyme. Ask all participants without guitars to clap on the beat to help the strummers hear when to strum. This is fun!

3. Count the guitarists “in” with a drum beat and a verbal cue of “One, two, three, four, One, two, ready? Strum!.” 

4. Count the singers in with “One, two, three, four, One, two, ready? Sing!” 

5. This helps all players start together. Indicate that it’s time for the song to end by creating a special hand movement such as closing your fingers into your palm or signaling “cut!” with your pointer across your throat! Have fun.

Extension 1: Just Add Volume!
Teams will enjoy changing the level of their volume when they trade lines. If one team yells a line, the other can yell back. If a team whispers the line, the responders whisper it, too. 

Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

1. What did we do?

2. How did we do it?

3. Why did we do it that way?

4. What are some other ways we could try it?

· Sing a favorite song or chant.

	Skill Sidebar:  Warming Up Our Voices

Before everyone begins to sing, you may wish to explain that singers learn special ways to warm up their voices before they sing a song. Warming up gives our vocal chords, which are muscles, a nice stretch. If we warm them up gradually and systematically before we make them do acrobatics reaching high or low notes, they’ll work better and we’ll sound better. Teach Stretching Sirens as a warm up!

The Stretching Sirens

We’ve all heard what emergency sirens sound like. We can imitate this sound when we warm our voices.  Moving from low pitches to high ones in a connected fashion, then singing them in a descending order sounds funny but it gets the whole voice into action. 

1. Stand up. Relax your neck, your face, your upper body, and flop over forward allowing your arms to dangle Raggedy Anne style in front of you. Make a soft, low sound, the lowest one you can mutter. This is your low note.

2. Take a slow breath and begin your siren sound at the bottom, making the pitch of your voice rise higher and higher without pausing. As your voice (not your volume) gets higher lift your body to an upright position. As you hit your uppermost squeak, raise your face to the ceiling.

3. Now take a new breath and let your voice descend from that high sound back to the lowest one you can make, relaxing and flopping forward again into the Raggedy Anne position. Repeat these sirens 3 times.




General Concepts / Skills:

Life Skill: BELONGING AND INDIVIDUAL EXPRESSION

· Including everyone is a game creates a sense of belonging. 

· Taking risks to express one’s self builds courage and character. Note to Leader: As staff we can set up an atmosphere in which kids feel safe taking risks. By modeling silly. Outrageous and inventive sounds, we show participants that it is safe for them to experiment and not attempt to be “cool.” 

· Owning individual expression and respecting others.

Musical Concepts / Skills:
· Beat

· Tempo

· Dynamics

· Cooperation is a part of musicianship

· Starting together, strumming together, singing together, staying together, stopping together.

· Following verbal and visual cues for timing.
Beginners Session 5: Three Jazzy Bears

Introductory Activity:  “The Goldilocks Rhyme”

Summary: Players will learn the jazzy, syncopated rhyme “Goldilocks and The Three Bears,” then they’ll snap their fingers on every other beat (the second and fourth) of the pulse. 
Objective:

· To hold the steady beat with fingers while reciting a syncopated rhythm.

Main Activity Part One: “Explore Sound Effects for “The Three Bears”

Summary:  Players will first explore sound effect making, then will follow sound cues throughout the telling of the story of The Three Bears. In Part One, they will experiment to invent their own sounds. In Part Two, they will learn specific sounds from you to illustrate the story. They can alter these sounds or replace them with sounds of their own choosing if the group agrees.

Objective:

· To explore the range of sounds we can make with a guitar and percussion 

· See how they can be useful in telling a story
· To recognize that music often tells a story. 

· To see how we can use instruments to show thoughts and emotions and to paint pictures with sound.

· To see how playing low, medium and high pitches can signify different characters.

· To improvise on an instrument
Main Activity Part Two: Model and Choose Sound Effects

During this activity, participants deepen their understanding of how to make and place sound effects in the context of a story.
Final Activity: Practice “Goldilocks and the Three Bears”

Summary: Participants will tell the story of “The Three Bears” (as much as time will allow) from the beginning by reading their scripts and adding sound effects to signify characters and environmental elements.
Objectives:

To perform a role as a soloist and in a group

To play sound effects in response to elements of a story in order to create a sonic terrain for that story and increase the participants’ and audience’s levels of interest in it.
Introductory Activity:  “The Goldilocks Rhyme”

Materials needed:

· none

Directions:

1. Establish and practice a “Freeze” sign for today.






2. Before you teach this rhyme, lead your group in snapping on Every Other Beat in a sequence of 4 beats. Do not snap on the 1st beat, though! Instead, snap over the 2nd and 4th beats in this sequence of four beats. Then do it again. Keep a steady “two-four” rhythm going in the group. 

Note to Leader: It may help to add a little bounce in the knees (keep feet stationary) on beats 1 and 4 to hold those spaces open (no snaps there) in the minds of your participants.

3. Please coach anyone who cannot snap yet to try snapping. To feel the rhythm of the rhyme, just follow along below and say it out loud. Snap once wherever you see the word “snap.” Also snap on any underlined syllable. If participants know a different version, invite them to share it or teach it instead of this one…the important component for Music-making is the bouncing, skipping rhythm.

Note to Leader: If a player cannot snap, please suggest they clap their hands lightly on the snapping 2nd and 4th beats instead.

One  snap  Two snap  Three snap Four snap

Once upon a time in a wee little house lived the 

Three bears snap cha snap cha snap cha snap
One was the daddie-o and One was the mommie-o and 

One was the crew cut snap cha snap cha 

One day they went a walkin' snap

And thru the woods a stalkin' snap

(high squeaky voice) 

came a little girl with  gold-en curls 

And her name was Goldilocks cha snap cha snap

And up upon the door she knocked cha snap cha snap

But no one was there- so she went right in snap

Made herself at home for she didn't care snap
Home, home, home came the three bears snap yeah! Snap

Someone's been eating my pizza said the daddie-o

Someone's been eating my pizza said the mommie-o

Rebopberebop snap said the little crew cut, snap 

(Instead of snapping on these lines, pat your lap with alternating hands!)

some one has broken my cha-air  yeah…

some one has broken my cha-air  yeah…
So Goldilocks she woke up and broke up , snap the party

And she beat it outta there , snap cha snap cha snap
Good bye, snap goodbye, snap goodbye said the daddie –O

goodbye, snap goodbye, snap goodbye said the mommie –O

Hey-boperebop snap said the little crew cut snap

And that is the story snap of the three bears snap !

Main Activity Part One:  “Explore Sound Effects for “The Three Bears”

Materials needed:

· One guitar tuned to Open G

· Flat picks

· A variety of small percussion instruments
Directions:

1. Ask participants to form a circle.











2. Review and practice the established “Freeze” sign, then explain today’s activity.













3. On one side of the circle, give a player a drum. On the opposite side, give a player a guitar. Give the player to the guitarist’s right a bell and a striker. On the opposite side of the circle, give a player a shaker.





4. Next, call out the name of a sound effect from the script that follows these instructions, and these musicians will play their interpretation of it any way they choose. 












5. After each turn, please ask your players to pass the instrument they just played to the player sitting on the right. Give new players a moment to get familiar with the instruments they just received.


6. Call out a sound effect and the new players will demonstrate it with their various instruments together, then one at a time. This allows the group to hear many possibilities!

Main Activity Part Two: Model and Choose Sound Effects

Directions:

1. 
Demonstrate these sound effects and while players try them, you can model good instrumental techniques for everyone!

· Baby Bear (pluck or strum just high strings, play percussion quietly)

· Mama Bear (pluck (pluck or strum just middle strings, play percussion moderately)

· Papa or Great Big Bear (pluck or strum just low strings, play percussion forcefully)

· A buzzing bee (scrape strings with flat pick)

· A bee sting (one sharp pluck)

· Walking (hitting a rhythm instrument to a walking pace)

· Running (hitting a rhythm instrument to a running pace)

3. Now invite participants to volunteer to show the group their own ideas for sound effects for these characters and actions.








4. As a group, choose which sound effects will signify each character in 
the upcoming story. 











5. Assign players and parts.

Final Activity: Practice “Goldilocks and the Three Bears”

Materials needed:

· One guitar for every two players (or as many as you have available)

· Flat picks

· A variety of small percussion instruments

· Scripts for everyone
Directions:

1. Explain that you are going to tell the story of “Goldilocks and the Three Bears” and everyone by playing an instrument. 







2. Offer a script to anyone who would like to read along.






3. Explain and demonstrate how the high strings of a guitar (1 & 2), medium strings (3 & 4), and low strings (5 & 6) can be played as parts for the baby, mama and papa bears. 

4. Show players a visual cue for when it’s time for a sound effect. For example, hold a finger in the air, the point when it’s time.

5. As the leader, tell the story following the narration below. Let players know you will tell it again later if there is time or on another day so people can change roles.

Goldilocks and the Three Bears

Little Goldilocks was a girl who lived once upon a time in a far-off country. (magical sound..chimes or rattles)

One day she was playing with her two kittens (bouncy sound-woodblocks) and you would have thought she was as happy as a queen, but it happened that she was rather mischievous, and could not resist teasing her pets, so one of them scratched her, and then she would play with them no longer. 

She got up and trotted away into the wood behind her mother's house, and it was such a warm, pleasant day that she wandered (lazy walking sound) on and on until she came into a part of the wood where she had never been before.

Now, in this wood there lived a family of three Bears. The first was a GREAT BIG BEAR, (low sound) the second was a MIDDLE SIZED BEAR (medium sound)  and the third was a little TEENY TINY BEAR (high sound), and they all lived together in a funny little house, and very happy they were. (All three sounds skipping.)
Goldilocks stopped when she came to the Bear's house, and began to wonder who lived there.

"I'll just go in and see," she said, (suspenseful sound) and so she did (suspenseful sound); but there was no one there, for the Bears had all gone out for a morning walk, whilst the soup they were going to have for dinner cooled upon the table.

Goldilocks was rather hungry after her walk, and the soup smelled so good that she began to wish the people of the house would come home and invite her to have some. 

Although she looked everywhere, under the table and into the cupboards, she could find no one, and at last she could resist no longer, but made up her mind to take just a little sip to see how the soup tasted. 

The soup had been put into three bowls - A GREAT BIG BOWL for the PAPA BEAR, (low sound), a MIDDLING-SIZED BOWL for the MAMA BEAR (medium sound), and a TEENY TINY (high sound),  bowl for the BABY BEAR; beside each bowl lay a spoon, and Goldilocks took one and helped herself to a spoonful of soup from the GREAT BIG BOWL, (low sound).

Ugh! How it burnt her mouth; it was so hot with pepper that she did not like it at all; still, she was very hungry, so she thought she would try again.

This time she took a sip of the MAMA BEAR'S soup (medium sound), but she liked that no better, for it was too salty. 

But when she tasted the BABY BEAR’s (high sound), soup, it was (Leader, pause and cue the group to join you in saying…) “Ju-u-ust right!” 

So she ate it all up, every drop, without thinking twice about it.

When she had finished her dinner, she noticed three chairs standing by the wall. One was a GREAT BIG CHAIR, (low sound), and she climbed upon that and sat down. Oh dear! How hard it was! She was sure she could not sit there for long, so she climbed up on the next, which was a MIDDLING-SIZED CHAIR, (medium sound) but that was too soft for her taste; so she went on to the last, which was a TEENY TINY ROCKING CHAIR (high sound), which was (Leader, pause and cue the group to join you in saying…) “Ju-u-ust right!” 

It was so comfortable that she rocked on and on until, if you'll believe it, she actually wore the bottom right out. Then, of course, she was comfortable no longer, so she got up and began to wonder what she should do next.

There was a staircase in the Bears' house, and Goldilocks thought she would go up it and see where it led. So up she went, and when she reached the top she laughed, for the Bears' bedroom was the funniest she had ever seen!

In the middle of the room stood a GREAT BIG BED, (low sound), on one side of it there was a MIDDLING-SIZED BED (medium sound), and on the other side there was a TEENY TINY BED (high sound),.

Goldilocks began feeling very sleepy, so she thought she would lie down and have a little nap. First she got upon the GREAT BIG BED, (low sound), but it was just as hard as the GREAT BIG CHAIR had been.

So she jumped off and tried the MIDDLING-SIZED BED (medium sound), but it was so soft that she sank right down into the feather cushions and was nearly smothered.

"I will try the TEENY TINY BED (high sound),, she said, and (Leader, pause and cue the group to join you in saying…) “Ju-u-ust right!” 

So Goldilocks closed her eyes and soon fell fast asleep.

While she lay there, dreaming of all sorts of pleasant things, the three Bears came home from their walk very hungry and quite ready for their dinners.

But oh! dear me! how cross the PAPA BEAR, (low sound)  looked when he saw his spoon had been used and thrown under the table

"WHO HAS BEEN TASTING MY SOUP?" he cried in a GREAT BIG VOICE. (low sound)

"AND WHO HAS BEEN TASTING MINE?" cried the MAMA BEAR (medium sound), in a MIDDLING-SIZED VOICE.
"BUT WHO HAS BEEN TASTING MINE AND TASTED IT ALL UP?" (high sound),  cried the poor little TEENY TINY BEAR in a TEENY TINY VOICE, with tears running down his TEENY TINY FACE. (high sound),
When the PAPA BEAR, (low sound) went to sit down in his GREAT BIG CHAIR, (low sound)  he cried out in his GREAT BIG VOICE :
"WHO HAS BEEN SITTING ON MY CHAIR?" (low sound);

And the MAMA BEAR cried, in a MIDDLING-SIZED VOICE:
"WHO HAS BEEN SITTING ON MY CHAIR?" (medium sound)

But the BABY BEAR cried out in a TEENY TINY VOICE of anger:

"WHO HAS BEEN SITTING ON MY CHAIR AND SAT THE BOTTOM OUT?" (high sound)

But this time the Bears were sure that someone had been in their house!

They began looking about to see if someone were not there still.

There was certainly no one downstairs, so they went up the staircase to their bedroom.

As soon as the PAPA BEAR looked at his bed, he cried out in his GREAT BIG VOICE, (low sound, very loud):

"WHO HAS BEEN LYING ON MY BED?"

And the MAMA BEAR cried out in a MIDDLING-SIZED VOICE:

"WHO HAS BEEN LAYING ON MY BED?" (medium sound, very loud):

But the BABY BEAR cried out in a TEENY TINY VOICE of anger:

"WHO HAS BEEN LAYING ON MY BED AND IS SLEEPING THERE NOW!?" (high sound, very loud) :

Now, when the PAPA BEAR began to speak, Goldilocks dreamt that there was a bee buzzing in the room, (scrape and scratch guitar strings), and when the MAMA BEAR began to speak(medium sound), she dreamt that it was flying out of the window; but when the BABY BEAR (high sound)  began to speak, she dreamt that the bee had come back and stung her on the ear (scrape a string then pluck it once hard!), and up she jumped. 

Oh! how frightened she was when she saw the three Bears standing beside her!

She hopped out of bed and in a second was out through the open window. (hopping and running away sounds) Never stopping to wonder if the fall had hurt her, she got up and ran and ran and ran until she could go no farther, always thinking that the Bears were close behind her. And when at length she fell down in a heap on the ground, because she was too tired to run any more, it was her own mother who picked her up, because in her fright she had run straight home without knowing it. (happy ending sounds)

Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

· What did we do?

· How did we do it?

· Why did we do it that way?

· What are some other ways we could try it?

· Sing a favorite song or chant.

	Skill Sidebar:  “Poised to Play”

Musicians help tell musical stories in plays and Broadway musicals, movies,  comedy shows, puppet shows…and this takes more than just playing an instrument. It takes following the story line and being “poised to play” on cue.

Practice being ready to respond to a line and a cue. The leader can say the line. When you hear it begin, place your hands in the correct position to play your sound effect. At exactly the right moment, begin making the sound. Only play it as long and as loudly as it should be played, then stop and wait for the next cue! Make Sure it Matches!

If Goldilocks is walking at a leisurely pace through the woods, how loudly and quickly should you imitate her steps? How would it sound if you hit your instrument too hard? She might seem more like a monster or an angry person instead of a happy little girl.

Match you playing to the scene and play right on time to be a good musical storyteller.




General Concepts / Skills:

Life Skill: USEFULNESS

· Learning to play musical instruments gives us new ways to be useful. When we tell a story, if we play instruments, we can make it better by adding sound effects and music!

Life Skills Questions: 

“How can your listening, imagination, and musical skills be useful in today’s activity?” Listen for practical answers like, “when I knock on my guitar a certain way it sounds like someone’s at the door.”

Musical Concepts / Skills:

Sound effects 

Timing 

Duration 

Volume

Variety

Texture

Session 6: Bears Tell All!
Introductory Activity:  “Follow the Story, Play on Cue”

Summary: As an introductory activity today, participants will re-tell the story of the “The Three Bears” using guitars and percussion instruments. Participants who missed that session will have a chance to join the fun creating sounds track music. 

Objectives:

· To connect sound effects with story telling

· To see how differently musical tones and textures create different moods and characters.

Main Activity:  “Songwriting in Character”

Summary:  Participants will talk about Baby Bear and how he feels when all of his special things are messed up by Goldilocks! This is easy for most kids to appreciate since their brothers and sisters probably play with their things without permission. Together, the group will make up a song they can sing as part of telling the story or as a stand-alone activity. They will sing the song together and play it on guitar before the session ends today. Before leaving, everyone will record a rough version of it to keep until next time.

Objectives:

· To recognize that music often tells a story. 

· To see how we can use instruments to show thoughts and emotions and to paint pictures with sound.

· To know that part of being a good musician is being a good listener who recognizes when to “come in.”

· To show respect for one another is by listening to their ideas and supporting their performance.

· To improvise on an instrument

· To perform a role as a soloist and in a group

Final Activity: Gimme Five

Summary: Participants will discuss times they felt like Baby Bear in the story and they will have a chance to share what they like about the group’s new song.

Introductory Activity:  “Follow the Story, Play on Cue!”

Materials needed:

· One guitar tuned to Open G for every two players (or as many as you have available)

· Flat picks
· A variety of small percussion instruments.

· Recording equipment including a tape or CD ready to record.

Directions:

1. Please follow the instructions for of “Goldilocks and The Three Bears” with designated sound effects from the last session. Read the tips for distributing the instruments and coaching players. Participants who attended last time should be encouraged to help those who missed the experience catch on. This will reinforce their mastery of the process!

Main Activity: “Compose Baby Bear’s Song”

Directions:

1. Explain that many people who play guitar also like to make up songs they can sing and play. 

2. Say, “Today we are going to be singer-songwriters.” 

3. Ask for participants to name a few popular singer-songwriters as examples (John Maher, Jack Johnson, Dave Matthews.) 

4. Explain that songs can start many ways. One is to know what you want to sing about. Since we can all relate to Baby Bear, we will write a song from his point of view or experiences. We’ll start with a brief discussion. 

5. Follow rules of respect.

6. Get Your Ideas on Paper
7. Ask:

· “What happens to Baby Bear in this story?” Jot down the answers on big paper. 







· “How does Baby Bear feel when these things happen?” Jot down the answers on the same big paper.

· “What would Baby Bear tell Goldilocks if he could make her stop running away and listen to him?” Jot down the answers on big paper.

· “If you could make a happy ending for Baby Bear in this story, what would happen?” Jot down the answers on big paper.

8. Start Writing the Song! Write down complete sentences when they are volunteered. One good sentence can be repeated two or more times in a chorus.












· Explain that many songs have lines that repeat. Let’s start the song with…“Once upon a time, my mom gave me some porridge

But it was too hot, too hot, too hot!

So….”

· Now add onto the words from there using the participants’ ideas.

· When we get to the chorus of the song, it must have a simple message that repeats such as “Don’t mess with my stuff, Goldilocks!” Help your participants write the words that express Baby Bear’s feeling in the chorus.

· Come out of the chorus into a new verse about what happened when Baby Bear came home and found Goldilocks.

· Now chant or sing the chorus again.

· Finally write a third verse about what Baby Bear wishes would happen between himself and Goldilocks. This is your resolution. 

· Now end by chanting or singing the chorus twice through.

9.  Put the Song to Music!

· Find the pulse of the song and strum it over the Open G chord, chanting the words together. 

· Ask for volunteers to sing a line the way they hear it in their minds.

· Copy them as closely as you can and lead the group in copying them too until you have invented a melody. 

· Keep this volunteering and singing process going throughout the lyric until your song starts sounding done. 

· Record it so you can replayer it next time! 

Note to Leader: Even though this is a very unstructured way to create a song, it works well for first attempts with elementary aged kids. Follow their process and replayer:

*
songs do not need to rhyme

*
songs do not need to make sense

*
songs do not have to be neat and perfect sounding

*
songs should be a pleasure to sing!

10. Place the Song!










· Help the group decide where in the telling of the story the song fits. 

· Decide which characters sing it or if it is a group vocal piece.

11. With those decisions made, invite players to sing their original words and melody and strumming down together over the Open G chord as part of the telling of the story.  














12. Tell Participants that next time they will practice the song and prepare to perform it as part of telling other participants of the Music-making group their version of the story of The Three Bears. 











13. Before today’s session ends, please record the song to CD or cassette and write out a final copy of the words. Note which strum and how fast it should be played as well. Prepare song sheets for next session based on this work.

________________________________________________________________

	Skill Sidebar:  Tune Up Your Ears!

Singing together sounds best when we are in tune. This takes some concentration and effort. We need to have good aim…the same kind you use with a bow and arrow but its all in our minds. We have to learn to hear in our minds the sound we want to sing. Then we have to aim our vocal chords to reach that sound right in its center- like making a musical bulls-eye. Here’s a way to help us improve our aim to sing in tune.

Pluck the third string on a guitar. In Open G, this note is called an G. Try to match your voice to that note singing the sound “DO” (doe). Now pluck the second string of your guitar. This note is called B. Try to match your voice to that sound singing “MI” (me). Now pluck the first string (the highest one). This note is called an “D”. Try to match your voice to that sound singing “SOL” (so). 

Now put all three together with plucking and singing like this:

        3rd                  2nd                       1st
        G              B                D

        DO             MI               SOL

Now pluck and sing those three pitches in reverse order:

        3rd                  2nd                       1st
        D              B                G

        SOL            MI               DO 

This is called “Ear Training” with “Solfege.” Practice the D0-MI-SOL, SOL-MI-DO sequence three times while paying very close attention to the sounds to see how tunefully you can sing!

Once you can hear the pitches, you can make up fun words for the notes. Try, “I like cheese!” “Cheese like I!”



Closing Activity: Gimme Five

Ask, “What is your favorite part of the song your group composed today?” and

“Did you ever feel like Baby Bear? When?”

Ending Your Session (Start with 5 minutes left)
1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

1. What did we do?

2. How did we do it?

3. Why did we do it that way?

4. What are some other ways we could try it?

· Sing a favorite song or chant.

General Concepts / Skills:

Life Skill: RESPECT

· Showing consideration and respect for each other aids creativity.
· We find it easier to be creative if we feel safe and respected.
Life Skills Question: Ask “When people are discussing ideas together, how can they show each other respect?”










Life Skills Question: Ask “What is something someone did in the last half hour that showed respect to someone else?”

Musical Concepts / Skills:

· There is no “right” or “wrong” in an original composition.

· Songs can tell stories

· Songs can help us understand different points of view 

· Music helps create a dramatic effect

· Music helps to make a greater impression than a story alone.

· Practicing singing helps us be better singers.

· Listening to the pitches on the guitar helps us pitch our voices.

Session 7: Three Bears, Strut Your Stuff (ing)!

Introductory Activity: “Mystery Bear”

Summary: Participants will play a game that helps them get into character to tell the musical story of “Goldilocks and the Three Bears” using movement, dramatic characterization and recorded music.
Objectives:  

· Participants will learn and create a variety of gestures, movements, and vocal sounds in a group format.

· Participants will demonstrate careful and creative movements that give hints about their character’s identity.

· Participants will share creative ideas with each other.

· Participants will support each other’s ideas.

Main Activity:  “Baby Bear’s Song, Continued…”

Summary: Participants will review, sing and play Baby Bear’s (original) song together, strumming guitars and singing. If anyone has created a new verse, they can share it. Then everyone will participate in telling the musical story. Adding the rhyme at the end will be optional. Players work together to create and explore various forms of movement and actions by volunteering to lead the group as one of three “Mystery Bears.”


Objectives:

· To make music and drama together as part of an integrated team or ensemble.

· To play an original song on guitar as part of a group.

· To perform for others using instruments and voices.
Final Activity:  “Reviewing the Performance”

Summary: Participants will have an opportunity to debrief about their experiences performing for their friends.











Objectives:

· To allow participants to decompress by sharing their feelings and impressions.
· To help participants see that performance is “in the moment” and review helps our performance skills improve.
Introductory Activity:  “Mystery Bear”

Materials needed:

· Boom Box

· CD of moderately paced instrumental music, any style.

Directions:

1. Imagine yourself as either Goldilocks, Baby Bear, Mama Bear or Papa Bear. How does each one move? What voice do they use? How would each one eat a piece of pizza? Enter a room?








2. Cue up an instrumental recording of any kind. Ask your players to spread out in the space. Explain you will call character names and that when they hear each name, they can move to the music as if they were that character. This first exercise is a practice for the second part. Encourage players to move, dance and gesture in each “character” without changing it until the next “character” replaces it.





3. Call out the characters, giving players about 30 seconds to be each one before you change it: Goldilocks, Baby Bear, Mama Bear, Papa Bear.

4. Explain that anyone can take a turn to lead a turn in this game. Ask each leader to decide silently which character he or she is, then act the part along with the music. The group will copy his or her movements and gestures until someone correctly guesses which character s/he is! Then someone else gets to lead. 

5. Continue changing and following the “Bears” until everyone has had a turn or time runs out.

Main Activity: “Baby Bear’s Song, Continued…”

Materials needed:

· Guitars and picks

· Small percussion instruments and a couple of drums

· Song sheets with the words or else the words written in large format Recording of the original song from last time if available

· Script for “Goldilocks and The Three Bears” (several copies)

· Costume pieces

Directions:

1. Pass out song sheets. Listen to the recording from last session to replay the song. Review words to the pulse, chanting them together once. Go back and sing it once with the recording. Choose guitarists using a fair method or based on good behavior. Get out guitars and strum and sing it once through. Now you are ready to put on the show!

2. Set Up First…

· Create a guitar section with chairs and instruments ready for players.

· Create percussion section with small instruments for special effects.

· Keep a stage area clear for actors to pantomime the story.

· Ask for strong readers to volunteer to read the narration, and seat them next to the stage area, facing the “audience.” If you do not have enough narrators, take the additional role yourself.

· Invite well-behaved participants to be guitarists if they wish. Seat them in their section, guitars down.

· Choose actors to play the four key roles. Give costume pieces (hair ribbons, a hat, a stuffed animal, a shawl for example). Choose two casts if there is too much competition for roles and trade parts half way through.

3. Review the sound effects and cues in the story:

· Baby Bear (pluck or strum just high strings, play percussion quietly)

· Mama Bear (pluck (pluck or strum just middle strings, play percussion moderately)

· Papa or Great Big Bear (pluck or strum just low strings, play percussion forcefully)

· A buzzing bee (scrape strings with flat pick)

· Walking (hitting a rhythm instrument to a walking pace)

· Running (hitting a rhythm instrument to a running pace)

4. If your players wish to invite group participants to be part of the audience for your Musical performance today, let them in and spend a moment with them discussing how to be a good audience player. Backstage, lead your performers through “hook-ups.” (see skill sidebar below.)

5. Ask the audience:

· “What can someone in the audience do to help actors and musicians concentrate and perform to the best of their abilities?”

6. Now you are ready to start your show…repeat that this is an informal experience and mistakes are just part of the learning process. 



	Skill Sidebar:  Relax with a “Hook-Up” for Centering

Before participants tell the story, interpret it with instruments, and sing the song they’ve composed, help them center and relax using this easy technique from “Brain Gym” called a “hook-up.” This works well for calming nerves. Any situation which will cause nervousness calls for a few "hook ups" to calm the mind and improve concentration…

· Standing up, cross one ankle over in front of the other, stretch your arms forward with the backs of your hands facing one another, thumbs down.

· Lift one hand over the other (now palms face one another) and interlock the fingers roll the locked hands straight down and in toward the body so they eventually come to rest on the chest.

· Rest your tongue on the roof of your mouth behind the teeth (the hard palette). 

· Stand in this position for a minute and concentrate on breathing in through the nose and out through the mouth very slowly and gently at least three times before releasing your hands and arms and standing normally. You’ll feel very calm and centered now.


Final Activity:  “Reviewing the Performance”

Directions:

Praise and congratulate everyone for their participation. If you can take time for parting comments, ask players what they thought went well and what they might do differently next time.
Ending Your Session (Start with 5 minutes left)

1. Have everyone help put away the instruments.

2. Form a closing circle and choose from some of the following:

· Gimme Five.

· Four Questions:

· What did we do?

· How did we do it?

· Why did we do it that way?

· What are some other ways we could try it?

· Sing a favorite song or chant.

Life Skill: BELONGING

· To put on a show, everyone must work as part of a team.

· Everybody’s part is important.

· There are many aspects to putting on a show. It takes many people to play many different roles.

·  Whether we are actors, singers, strummers, percussionists, readers, or technical assistants. As the saying goes, “There are no small parts, only small players,” meaning that no matter what we do, we can do it in a big way. Every part affects the whole.

Life Skill Question: “How can we, together, create this sense of belonging when we tell our story and sing our song today?”

Musical Concepts / Skills:

· Songs can tell stories

· Songs can help us understand different points of view 

· Music helps create a dramatic effect

· Music helps make a greater impression telling a story alone.

Session 8: Now You’re Rockin’
Introductory Activity:  “Walk This Way”

Summary: Today your participants are going to learn to perform music with guitars while standing up. “Walk This Way” is similar to “I Am The Queen.” Player will strike rock poses or move like rockers they’ve seen on TV. Each player will get a chance to invent a move and lead the group, accompanied by a rock recording. 

Objectives:

· To study how rock musicians move.

· To emulate rock singers and rock guitar players stage moves.

· To “try on” what it feels like to be a performer.

Main Activity:  “Strum and Sing and Stand and Dance!”

Summary:  Participants will learn to sing and strum on the song “Hound Dog.”

They will wear guitars with straps today, stand in front of the group, and take short turns pretending to be a rock star. Players who are not having their turns will sing, play egg shakers, and get ready for their turns. The whole activity is fast paced!

Objectives:

· To learn to stand up with a guitar and use a strap

· To find ways to move with a guitar

· To strum a guitar and sing and dance 

· To make eye contact with the audience

· To perform both as a soloist and in a group

Final Activity:  “Reflection”

Participants discuss what is cool. When they see a rock star stand, walk, dance, speak, play guitar or sing a certain way, it communicates that this person is “cool.” What is something you did or someone do today that looked or felt “cool?”
Introductory Activity:  “Walk This Way “

Materials needed:

· Boom Box

· Favorite pop, soul or dance CDs

· Recording of “Hound Dog” from “Blue Suede Shoes” 

· Rock video footage and a video or DVD player to show it.

· a TOY mic and mic stand (optional) (Do not use a real mic- too risky at first!)

Directions:

1. Count off participants into groups of three to five depending on attendance.

2. Now seat your participants in front of the T.V./DVD or VCR and show them 5-10 minutes of classic rock video footage. Allow one group at a time to stand next to the television and play air guitar and pose, imitating the musicians on screen. Before you begin, make sure the players know that anyone who jumps up out of turn will lose their turn.

3. When the video is over, get ready to play the game “Walk this Way!” Prepare to play a recording of some favorite rock music during this game. If you are hunting for a pop song, “Walk Like an Egyptian” works well.

4. Ask everyone to stand in a circle. 

5. Instruct participants to pretend they are holding guitars (with straps so they can move around freely.) 

6. Ask for a volunteer to lead, playing air guitar and striking poses or walking into and out of the circle experimenting with rock star moves. 

7. Once the leader tries it, invite participants to copy his style. 

8. Go around the circle inviting participants to lead or call on random volunteers until everyone who wants a turn gets one.
Main Activity: “Strum and Sing and Stand and Dance!”

Materials needed:

· One guitar for every two players (or as many as you have available)

· Straps attached to the guitars and fitted for kids

· Flat picks

· A large enough space to clear a “stage”
Directions:

1. When the video is over, using your own guitar for accompaniment, teach the group to sing “Hound Dog” before you start the main activity. Use call and response technique to help kids learn to sing the words. Have them sing along with the recording. Explain that this is a song about being disappointed in or mad at a friend for acting like a “hound dog.” 

2. Ask”

· “What does that mean to you?” 

You ain’t nothin’ but a hound dog

Cryin’ all the time

You ain’t nothin’ but a hound dog

Cryin’ all the time

You ain’t never caught a rabbit

And you ain’t no friend of mine

They said you was high class

That was just a lie

They said you was high class

That was just a lie

You ain’t never caught a rabbit

And you ain’t no friend of mine

3. Now pass out the group’s guitars and show everyone how to put them on using the straps. 















4. Have partners help each other get on their guitars and into the straps correctly. Each partner will take a turn walking and strumming.

5. If possible set up a mic and mic stand in front, too. Give instructions on how to use the microphone.

6. Next, turn on a recording of “Hound Dog” and invite new groups of 3-5 participants at a time up to the front of the room to strum and strut their stuff along with the CD (with guitars using the straps.) Each group can pose, walk, dance, pretend to sing into the mic and strum their guitars along with the recording for a verse and a chorus.

7. Pause the recording between verses. 

8. Use your established “Freeze” or “Quiet” signal to focus your group. Invite a new group of 3-5 new guitar players up to the front of the room and press play!

9. When participants have taken their turns up front, give them egg shakers to play along in the audience, or allow them to dance at the back of the space. 

Note to Leader: This keeps them busy and stops them from upstaging the new group of five guitarists.
10. End your Music-making session today without the recording. Make sure that some people are strumming the song “Hound Dog” over the Open G chord, and some are concentrating only on singing the song. If there is time, trade musical roles and instruments. You might also wish to add dancing and percussion!

Final Activity:  “Reflection”

Ask participants to share about and discuss what is considered to be “cool.” When they see a rock star stand, walk, dance, speak, play guitar or sing a certain way, it communicates that this person is “cool.” What exactly makes those moves so cool?

Ask: “What is something you did or something you noticed someone do today that looked or felt “cool?”

Ending Your Session (Start with 5 minutes left)

Have everyone help put away the instruments.

Form a closing circle and ask questions about the day’s experiences.

	Skill Sidebar: Rock n’ Roll Power Singing
Singing is produced when we breath in, fill our lungs with air, then expel air by pushing it out with our diaphragm, a muscle that functions like a trampoline inside us, just above our belly button. We release the air right through our vocal chords and when there is enough power behind the air, the volume gets loud!  So before you sing “Hound Dog” today, practice breathing in, filling your belly with air, and pushing it out by saying at a loud volume (but NOT yelling):

“A-One! A-Two! A-One-Two-Three Go!”

as well as some fun rock slogans including

“Hello Cleveland!” and 

“Thank you, New York!” and

“L.A., We Love You!”

Have fun with volume. But make sure you’ve got enough air behind your voice to protect you from straining your vocal chords and getting a sore throat!


General Concepts / Skills:

Life Skill: COURAGE

· Sharing creativity take courage.


· Believing in your own composition and creative ability will help you share.




Life Skills Questions: Ask “What’s something somebody here did today that took courage?”

Life Skills Questions: Ask “What would make you want to get up in front of people and perform? If you didn’t want to, what would help you try?”

Musical Concepts / Skills:

· Singing with Breath Support

· Playing Guitar (Strumming in Open G) Standing Up

· Integrating Strumming and Singing

· Integrating Movement and Guitar Playing

· Creating a Musical Character for Performance
Session 9 : Gonna Play Music Anyhow!

Introductory Activity:  “Instant Replay…Fast or Slow?”

Summary: Today participants will experiment with playing fast and slow tempos on guitars and drums in a “Follow-the-Leader” style game.

Objectives:

· To learn to be musically and rhythmically observant.

· To become a more accurate rhythmic guitar player by copying others

· To hear (audiate) a rhythmic pace (tempo) within oneself, then play what one hears inside for others. 

· To learn to distinguish between slow and rapid rhythmic paces (tempos)

Main Activity: “Mama Don’t Allow” Hand Clapping & Guitars!

Summary:  Participants will learn a rhyme and a game based on the song, “Mama Don’t Allow,” Participants will have a turn in both a hand-clapping section (where they will clap the rhythm at different tempos) and a guitar section (where they will learn to strum the rhythm.) Guitarists will also be introduced to a C note on the 2nd string. 

Objectives:

· To learn to recite the lyric of a song to a steady pulse, then transfer that pulse to strumming a guitar and singing the lyric as a melody.

· To learn to apply body percussion ideas to hand-clapping patterns with a partner.

· To learn to play the C note.

· To learn to change from Open G to the C note and back to Open G.

· To learn to integrate that note into the context of a song.

· To learn what a solo is.

· To learn to take a short instrumental solo.
Create a Song with Easy D!

Using Open G and the Easy D chord, create four measures (16 beats) of music using your favorite strums. 
Introductory Activity:  “Instant Replay…Calm or Quick?”
Materials needed: 

· One guitar for every two players 

· One hand drum for every two players

· Flatpicks for all

· A variety of frame and other drums

Directions:
1. Play this game together strumming or drumming a calm, slow pulse and a fast pulse. Players take out a guitar or hold a drum and sit around the circle.













2. Each player demonstrates a pulse with his or her instrument for a few moments. If you have a guitar, use your flat pick to strum down and up across all six strings slowly for a slow pulse, or rapidly for a fast pulse. If you are playing percussion, use one hand for calm and two hands to play the fast pulse! See if you can make each of your strums or drum hits last the same amount of time as one another. 

3. This is a follow-the-leader style game. When a player leads, he or she may choose to play a slow or fast pulse. Without verbally describing his choice, he simply plays it. When he stops, everyone else echoes it back and guesses which one it was, slow or fast. 

Note to Leader: This game turns people into more accurate rhythmic players and more observant listeners.

4. Guitar players and percussionists should play the pulse for just the count of eight. Everyone in the room will echo the leader for the count of eight. 

5. Tell players who are leading, “You lead and we will echo. If you like our echo, please tell us. If not, say “Instant Replay!” and play us your pulse again; we’ll try again to copy you more accurately.” 

6. Play the game until everyone has had a chance to lead.

Note to Leader: If there are not enough guitars to go around, switch instruments after half the circle has been a leader. Make sure everyone tries to play Instant Replay on a guitar! Limiting each turn to the count of eight beats keeps turns happening quickly.
Materials Needed: 
· One guitar for every two players 

· One hand drum for every two players

· Flat picks for all

· A variety of frame and other drums

· Lyrics to “Mama Don’t Allow” posted on large paper or a large writing surface

Directions:
1. Teach the rhyme, “Mama Don’t Allow” with a slow pulse, first. 




2. Invite players to pat their own knees for the first count and clap their hands together for the second count; for the third clap they can clap hands straight across with their partner; for the fourth clap, they can clap their own hands again. The pattern looks like this: (pat knees, clap self, clap other, clap self, repeat); Each beat or word to receive a pat or clap is marked below with arrows. 

Mama don’t al-low no  music   making ‘round  here!    -        -       -



Mama don’t al-low no  music   making ‘round  here!    -        -       -


We don’t  care what Mama don’t allow



Gonna  make  music any-  how



Mama don’t al-low no  music making ‘round here!    -        -        -



3. Now, lead your players in doubling the speed and frequency of their body       percussion with a fast pulse. Pat and clap again on these arrows:

Mama  don’t a-llow no mu - sic making ‘round    here! - - - - - 


Mama  don’t a-llow no mu - sic making ‘round    here! - - - - - 



We don’t care  what Mama  don’t allow   - 





Gonna make mu-sic any-   how   


Mama  don’t a-llow no mu - sic making ‘round    here! - - - - - 



4. Invite participants to spread out in the room and use body percussion to invent their own hand clapping patterns together in any combination they like! Encourage participants to include slapping their own shoulders, chests, knees, etc. as part of the handclapping pattern they invent. Get creative!










5. Call participants back to the circle and sit in pairs opposite each other. Ask one person in each pair to strum a guitar to the rhyme in time to a fast pulse, strumming down and up while the other half of the players show off their hand clapping patterns, one pair at a time! 

6. Now teach the singing melody to the song while players strum and clappers clap. Sing a line and ask the players to repeat it back to you. This song is so easy to sing. It has very few different pitches!

7. When everyone has sung the song twice, ask guitarists and clappers to trade places and see the rest of the group’s invented hand clapping patterns while the rest of your participants strum and rhyme. Follow the music below for the guitar part.
















8. Now explain that songs sound better when we add new notes that harmonize (sound good) with the melody. “Mama Don’t allow needs a C note to sound right.










9. Model the C Note and explain that learning to press down with the pointer finger and play a C note (pointer finger on the 2nd string in the 1st fret) is an important first step in learning how to play a guitar chord. 











10. Now show players how to play the C note now. Demonstrate a good arched finger position, a vertical thumb position, and a relaxed wrist and shoulder.















11. Take time to help all guitarists find the right hand and finger position. First one partner in a pair tries it, then the other with help from the first. 









12. Carefully check players finger, wrist and body positions and listen to each one strum a clear tone. Correct any buzzing or muffling by coaching players to arch fingers, work on their fingertips, and place fingers in the center of the fret spaces, never on the wire frets. 

Note to Leader: It’s important to take the time to do this. You are setting up a hand position that will last them their lifetimes.

13. Give the group time to press down on the string, strum down across all six 
strings, and release the chord, strumming down again. Compare the sounds.

14. Now play “Mama Don’t Allow” in Open G. But this time, add the C Note at the end 
of the second line, just on the word “here” and in the fourth line, just on the 
words “Gonna play music anyhow.” All the rest of the song can be played with the 
Open G chord.

Mama Don’t Allow

Capo: 5th fret
   Strum: Down Up    Tempo: Fast Pulse        First Singing Note: 3rd string, open

Open G

Mama  don’t allow   no  mu - sic makin’ round here.





                                                                         C Note
Mama  don’t allow   no  mu - sic makin’  round here.





Open G

We don’t  care what Mama  don’t allow!


C Note
Gonna   make   mu-  sic  a-  ny- how! 







Open G 

          C Note
                Open G

Mama   don’t allow  no  mu - sic makin’ round here.




Final Activity: Compose a Song!

Directions:

1. On a large writing surface, write four empty measures by placing measure bars along a line as follows: 

I                    I                  I                 I                 I

2. Write 4 slash marks between each set of bars representing beats:

I   /   /   /    /  I   /   /   /    / I  /   /   /   /  I  /   /   /    /  I  

3. Explain that each set of 4 slash marks is called a measure, and slash mark 
represents a beat. Next count them out loud in groups of four:

I   /   /   /  /  I   /  /  /  /  I  /   /   /   /  I  /  /   /  /  I  

                     1  2  3  4      1  2  3  4      1  2  3  4     1  2  3  4
4. Count again with the group joining in this time and clapping hands on the beats.













  








5. Ask someone in the group to suggest a kind of strum (Down or Down-Up) and add arrowheads to each slash according to the direction of the strumming.
















6. Ask someone in the group to add a chord name such as G or C note over each measure. Write that in.












 Open G         C Note                           Open G         

I   /   /   /  /  I   /  /  /  /  I  /   /   /   /  I  /  /   /  /  I  

                     1  2  3  4      1  2  3  4      1  2  3  4     1  2  3  4

7. If your group is sharing guitars, pass out guitars and percussion instruments. Ask percussion players to start the rhythm for four measures, then bring in the guitar players! Now you have a new song and the beginning of a band arrangement.








8. Invite someone from the group to create variations for the percussion part. Ask someone else to vary the guitar part by adding beats or changing the strum. Practice and play.

















9. If you wish to add simple lyrics, invite suggestions from the group based on the mood participants feel when they play this music. You an also suggest a topic for lyrics such as “What we ate for lunch” or “Favorite things to do.”

Note to Leader: Call out “Easy C” two beats before your group must change hand positions. This prepares them to change on time. Call out “Open G” two beats before your group must lift their pointer fingers off the C note.

Ending Your Session (Start with 5 minutes left)
Have everyone help put away the instruments.

Form a closing circle and choose from some of the following:

· Gimme Five

· Four Questions

· Sing a favorite song or chant.

______________________________________

	Skill Sidebar: Take a Solo!
Taking a solo means playing something on your own. Other musicians can accompany your solo, but your instrument gets the spotlight…you can play louder than everyone else, or play a part that stands out because it’s faster or slower or sillier or fancier or more unpredictable in some way.

“Mama Don’t Allow” gives everyone a chance to play a solo on guitar or percussion. To get ready for next session’s solo opportunity, ask each guitar player to pair up with a percussionist, then spread out in the room and find something unusual or pleasing to do with each instrument (first one, then the other) in the space in the song after we sing the words “Mama don’t allow no music making ‘round here.” There is a three-count rest in the words after that point and this is a perfect place for players to do something special for the count of three! When each partner has had several turns to experiment with a solo, they can come back to the group. 

When soloists are ready, go around the circle and as the group plays the song, after each line ending with “round here”, cue the next soloist to play his or her invention.

There is room in the song to play three solos for every verse! You can change the words to each new verse to say exactly what kind of music Mama won’t allow us to make (ex: country music, rock music, jazz music, etc.)




General Concepts / Skills:

Life Skill: BELONGING

· Blending leads to making a unified sound. Blending requires us to listen and create at the same time.


Life Skills Question: Ask “When you listened to your neighbor and tried to blend with them, what did you notice?”

Musical Concepts / Skills:

· Playing together on the beat creates a sense of belonging

· Beats last a particular amount of time

· Pulses can be slow or quick

· Notes harmonize with melodies

· Working together means supporting each other and giving genuine, kind feedback.

Session 10: Put It On & Pull It Off!”

Introductory Activity:  “On and Off C Note with Kookaburra!”

Summary: Today participants will sing and practice placing a finger onto the C note and taking it off again. The song we will sing and play is “Kookabura.” Even if they’ve never been to a Music-making session, participants will find it easy to sit with the guitar, hold it, and will learn to put a fingertip on and take it off the C note. 
Objectives:

· To practice changing from Open G to the C note and back again smoothly.

· To practice integrating that change into a song.

· To understand that changing from Open G to the C note applies to many different songs.

Main Activity:
Summary: Half of the players (including anyone who didn’t learn “Mama Don’t Allow” last session) will play percussion instruments while the other half of the players strum the song on guitars. The primary musical goal will be for the whole group to strum and drum the pulse together. Everyone will be encouraged to sing the song. In the end, the whole group will learn to jam on the song once they’ve made up new verses.
Objectives:

· To play percussion and guitars as a group in time to the pulse (tempo).

· To blend percussion and guitars to make an arrangement.

· To take turns playing solos at the end of each line.

· To become more familiar with the sound of each kind of percussion instrument.

· To invent new words.

· To sing together.

· To strum and sing at the same time.

· To change from Open G to the C Note fluently.

Final Activity: Leader's Choice

Leader chooses an activity that helps participants bring closure to their musical experiences today.

Introductory Activity:  “On and Off C Note with Kookaburra!”

Materials needed:

· One guitar tuned to Open G for every two players 

· Flat picks for all

· One hand drum for every two players

· A diagram of the guitar neck with the fingering for the C note on it (optional)

Directions:

1. Model the C Note for new players and explain that learning to press down with the pointer finger and play a C note (pointer finger on the 2nd string in the 1st fret) is an important first step in learning to play a guitar chord. 

2. Sing the song “Kookaburra.” Strum once over the Open G, and once over the C Note, and keep that going throughout the song! Ask players to help you count the song in, and ask everyone to strum along or sing along or both. Trade places so everyone can try the song on guitar just before verse two!

Kookaburra

Open G

Off                On             Off           On

1.
Kookaburra  sits in the  old gum  tree






Off                 On                Off        On

Merry merry  king of the   bush if  he-e





Off          On                   Off       On

Laugh,   Kookaburra,   laugh,  Kookaburra




Off          On          Off       On

Gay your life must be!         -




Off                 On            Off           On

2.
Kookaburra  sits in the  old gum  tree






Off                    On                Off           On

Eating all the  gumdrops     he can   see-e






Off     On                    Off     On

Stop,  Kookaburra!   Stop,  Kookaburra!





Off                On         Off    Off 
Save some  gum for  me!     -








· A variety of frame and other drums

· Lyrics to “Mama Don’t Allow” posted on large paper or a large writing surface.
3. Review “Mama Don’t Allow” and the C Note.
 






4. Now invite players to form small groups of no more than four people. These groups can spread out in the space and talk together about ideas for composing new verses. 










5. Invite each team to rewrite a verse to include someone different than “Mama,” and the team can choose a style or music or a type of musical instrument to be substituted for “music making.” For example, “Brother don’t allow no violin playin’ round here” could be a new verse sung by two guys who pretend to be sawing away on violins.Lead a group jam session that includes each group’s new lyrics. 











6. Explain that “jamming” means everyone plays instruments cooperatively together and listens to the group to work as part of it to shape the music. Explain that the goal of a jam is to play well together and to be inventive, too. 














7. Say that today’s jam should include guitars, singing, and percussion instruments. 















8. Soloists can choose to explore their musical ideas very briefly (for the count of three) at the end of any vocal line that finishes with the words “around here.” 


















9. Remind players that the solo can be anything they want it to be, even silence or a single big strum!

Note to Leader: You can choose soloists from among volunteering “quiet hands,” or you can simply go around the circle and invite each new player to take a solo if he or she wishes.

JAM SESSION TIPS:

· Start a group jam on a slow pulse for “Mama Don’t Allow.” Bring in a few players on drums first to set the pace. Then bring in guitars. Then add small percussion. When everyone is keeping time and enjoying playing in a groove, begin the singing! 














· It’s best to keep most of the rhythm instruments fairly quiet so as not to drown out singing. 















· After each solo, give a word of praise and move to the next person. 






· End the jam with everyone back together on the steady beat, singing the original verse.














· As a group, everyone can fade out gradually, repeating the last line quieter and quieter until it’s gone! This takes real concentration! Allow the silence and accomplishment to sink in, then “Pause to Praise.”

General Concepts / Skills:

Life Skill: SAFETY

· Learning to play guitar takes practice. Knowing how much to practice and when to stop is a life skill. If your fingers hurt, it’s time to rest. Keep your body safe by staying within safe limits.


Life Skills Questions: Ask “How can you tell when it’s time to rest your hands? Change sitting positions? Take a break?”

Musical Concepts / Skills:
· Playing together on the beat creates a sense of belonging.

· Reducing volume by “fading out” gives musicians practice playing together.

· Solos sound best when the soloist is supported by other non-competing musicians. 

· Solos that we play when no one is singing are called “instrumental breaks.”

ADDITIONAL SONGS

Are You Sleeping?

Capo: 3rd fret



Strum: Basic Down-Up Strum, divided beat

Tempo: Walking Pace


First Singing Note: 3rd string,open 

To sing this as a round, group one begins and group two comes in when group one finishes singing “Brother John, Brother John.” Both groups keep singing until they have both sung the whole song twice through.

     
     Open G (8)

Are  you sleeping, are you sleeping,



Open G (8)

Bro -ther John? -  Bro -ther  John?   


Open G (8)

Morning bells  are  ring - ing! Morning bells are ringing!


Open G (8)

Ding,   dong,   ding!     -  Ding,   dong,   ding!    -


Row, Row, Row Your Boat (round)

Capo: 5th fret

          

Strum: Basic Down


Tempo: Slow Motion 



First Singing Note: 3rd string,open 




To sing this as a round, group one begins and group two comes in when group one finishes singing “Gently down the stream.” Both groups keep singing until they have both sung the whole song three times through.

Open G

1. Row,      row,       row   your   boat






Gently   down the    stream         - 








Merrily,   merrily,      merrily, merrily





C note                 Open G

Life  is    but a dream!      -













Open G

2. Row,      row,      row   your   boat







Gently    on  the   lake      - 




Merrily, merrily, merrily, merrily





C note                      Open G

Life’s  a  piece of cake!    -






B-I-N-G-O! (And Bingo Was His Name-Oh)

Capo:  3rd fret

Strum: Down Strum   

Tempo: Walking Pace



First singing note: 4th string open

Guitar Hint:
 This makes a fun game for learning to play a C note. Just remember that in this song, you either add the C note or take it away every time you sing the letters “N-G-O.”  Remember to finish the song by playing the G chord on the final “name-oh!”  Also, you can knock on your guitar for every beat that people usually clap their hands when you sing the verses that remove a letter in Bingo’s name from the song. Have fun!

       Open G

1.
 -     -    -   There was a far-mer had  a  dog and


Bingo    was  his   name -  oh!




                C note

B-      I-   N- G- O!



               Open G        

B-      I-   N- G- O!



               C note

B-      I-   N- G- O! and



                          Open G

Bingo was  his  name- oh!





This Little Light of Mine   

Strum: Down Up         Capo:  5th Fret             First Singing Note: 4th string

       Open G(8)

1. This   little   light  of mine, 





Open G(8)

I’m   gonna  let it   shine!




Easy C(6)   


                            

This   little   light  of mine, 






Open G(8)

I’m   gonna  let it   shine!




Open G(8)


                                      

This   little   light  of mine, 





Easy C (4)             Open G(8)

I’m   gonna  let it   shine!          Let    it



         

Open G(4)
   Easy D(4)          



Shine,      let it    shine,     let it 




G(8)


shine!




2. Hide it under a bushel? No! I’m gonna let it shine!

Hide it under a bushel? No! I’m gonna let it shine!

Hide it under a bushel? No! I’m gonna let it shine!

        Let it shine, let it shine, let it shine!

La bamba/The Bamba
Time Signature: 4/4

Capo: 3rd fret

Strum: Down-Up 

First singing note: 2nd string 1st fret                   


CHORUS:

Open G(8)           C Note(8)
          


Bam-       ba,       Bamba!                       

(   (   (  (    (  ( (  (  (        (   (   (   (   (  (  (    

Open G(8)          CNote(8)


Bam-    ba,         Bamba!

(  (  (  ( (  (   (  (   (         (   (   (   (   (  (   (       


Open G(8)           C Note(8)
          


Bam-       ba,       Bamba!                       

(   (   (  (    (  ( (  (  (        (   (   (   (   (  (  (    

Open G(8)        CNote(8)


Bam-    ba,        Bamba!  Para bailar     la

(  (  (  ( (  (   (  (   (           (    (   (    (     (    (   (       
VERSE 1 :

Open G(8)                       C Note(8)


                                                                              
                                        Para    bailar       la 

(    (    (     (    (     (   (     (    (     (    (     (    (     (     (     (                                                   

Open G(8)                         C Note(8)





Bam- ba se       ne- ce-         si- ta  u- na po-ca     de 

(            (    (     (    (       (   (    (    (     (   (     (   (       (    (     ( 

Open G(8)                      C Note(8)

gra-   cia                         -    -    Una po-ca    de

(     (    (     (  (     (    (     (   (     (    (     ( (     (    (     (                                                           
Open G(8)                          C Note(8)

Gra-ci- a    y ot- ra  co-     si-ta    y   ar-ri-   ba,   y   ar-

(         (    (     (  (     (    (     (     (     (    (     (   (     (         (     (                                                           
Open G(8)                        C Note(8)                  

ri- ba,                                  -    -    y  ar-  ri- ba   y  ar-   

(     (   (     (    (     (     (     (    (     (    (     (     (     (    (     (     (     (                                                                                                                  

Open G(8)                         C Note
ri-  ba por    ti-         ser e   por     ti-       ser-       

(     (    (     (    (     (     (     (    (     (    (     (     (     (       

Open G(8)                       C Note(8)

re       por    ti-        ser-     re                                     CHORUS: Bamba...

(     (   (     (    (     (    (    (     (     (    (     (    (     (    (     (     

VERSE 2

C Note(8)


      Open G(8)                         
 -   -    Yo no soy    mar-i-  ne-ro  

(    (    (     (    (     (   (         (    (     (    (     (    (     (     (     (                                                   

C Note(8)


      Open G(8)                         
 -   -    Yo no soy    mar-i-  ne-ro  soy     capi-  

(    (    (     (    (     (   (         (    (     (    (     (    (     (     (     (                                                   

C Note(8)


   Open G(8)                         
 Tan   soy     capi-          tan     soy     capi-          

(    (    (     (    (     (   (    (    (     (    (     (    (     (     (     (                                                   

C Note  (8)                                     Open G(8)                         
Tan                                 CHORUS: Bamba...

(    (    (     (    (     (    (     (     

Make New Friends (a round)

Capo: 5th fret     

Strum: Marching        

First Singing Note: 3rd string, open 

G(8)








Make   new friends    / but   kee-eep the     o-  old


G(8)

One   is   silver and the  o-  ther’s gold.   /


G(8)








Love’s  a   cir- cle that/ ha- as   no –o   e-  end


G(8)

That’s   how  long I’m  going to  be your  friend    !


This Old Man

Capo: none

Strum: Down Strum



First Singing Note: 1st string, open


Open G 

    This   old   man,  -      he   played  one   -














                                                 



                                  C note

He  played  knick-knack  on my   thumb with a



                              


                      Open G








                                   Refrain:
Knick-knack    paddywhack,    give your dog a   bone   -




          






C note                                      Open G              



This  old   man came  roll- ing   home  -







· This old man, he played two! He played knick-knack on my shoe…
 

· This old man, he played three! He played knick-knack on my knee

· This old man, he played four! He played knick-knack on my door

· This old man, he played five! He played knick-knack on my hive.

· This old man, he played six! He played knick-knack on my sticks  

· This old man, he played seven! He played knick-knack up in heaven

· This old man, he played eight! He played knick-knack on my gate

· This old man, he played nine! He played knick-knack on my spine
· This old man, he played ten! He played knick-knack all over again!
The Lion Sleeps Tonight

capo: 2     strum:  down or  shuffle first singing note: 3rd string Open



G                                               C note           

Chorus:     
Wee ma way/a-  wee ma way/   a- wee ma way/a-wee ma way







G                                              C note           



Wee ma way/a-  wee ma way/   a- wee ma way/a-wee ma way




         G(4)                       C note (4)            G(4)                 C note (4)              

1.
In the jungle, the   mighty   jungle the li-  on sleeps to-night   




          G(4)                   C note (4)           G(4)                 C note (4)              

In the jungle, the qui- et  jungle the li-  on sleeps to-night     chorus
 



Chorus

         G(4)                              C note (4)                   G(4)               C note (4)              

2.
Near the village, the     peaceful village   the lion sleeps to-night




         G(4)                            C note (4)                  G(4)              C note (4)              


Near the village, the peaceful village   the li-  on sleeps to-night chorus


         G(4)                                 C note (4)                 G(4)                C note 

3.
Hush my  darling,    don't  fear my dar- ling,   the  li-on sleeps   tonight         


G(4)                             C note (4)              G(4)               C note 


Hush my  darling, don't fear   my darling,the lion sleeps   to-night chorus        


This Land is Your Land

By Woody Guthrie

Strum: Down Strum
    

Capo Position: 3rd fret    

First Singing Note: 3rd string open

Chorus       G (4)                        C note (4)                     G(4)
             


             -    -    - This land is your land,  This land is my land






         C note (4)

                 G(4)
                             From Cali- for-nia,    to the New York Is-land  from the



     
          



       C note (4)                            G(4)
                                             redwood  for-est, to the gulf stream wa a- ters
       



     


C note (4)

                           G(4)





This land   was made for you and  me.......     (As  I..)

 

      
             
         



1.
G           C note                      G






As I was walking a ribbon of highway


G
     C note

          G





I saw a- bove me an endless skyway


G            C note              G






I saw be-low me a golden valley



C note

                        G





This land was made for you and me. 
Chorus
Miss Lucy Had a Baby

Capo: 5th fret

Strum: Down Strum   

Tempo: Lively


First Note: 4th string open

Guitar Hint: Always change chords at the end of the second and fourth lines of each verse.

     Open G

1. Miss  Luc-  y      had   a       bab- y     -









         C note

She  named   him    Tin - y    Tim    -      -



She   put   him    in     the    bath- tub  -





                                     Open G

To     see   if    he    could   swim. -      -




2.
He drank up all the water

He ate up all the soap


He tried to swallow the bathtub



But it wouldn’t go down his throat!



3.
Miss Lucy called the doctor

Miss Lucy called the nurse

Miss Lucy called the lady 

With the alligator purse!


4.
In came the doctor

In came the nurse

In came the lady 

With the alligator purse

5.
“Measles” said the doctor

“Mumps” said the nurse

“Nothing” said the lady

With the alligator purse


6.
Out walked the doctor

Out walked the nurse

Out walked the lady 

Out walked alligator purse!
Twinkle, Twinkle Little Star

Capo: 3rd fret


Strum: Down-up Strum


First Singing Note: 3rd string, open 

Guitar Hint: This song has a chord pattern that starts after the first line of the song. We strum down two times before changing chords. Every chord gets two strums except during the line 

“Twinkle, twinkle little star when the first Open G gets four strums. Learn this pattern to play the song by ear.

Open G                         C note       Open G

1. Twin- kle,     twinkle,      lit-   tle       star   -






C note       Open G           C note    Open G
How     I      won -  der       what  you  are     -





         C note        Open G      C note    
Up       a-     bove    the   world  so     high  -





Open G        C note        Open G  C note      

Like     a       dia- mond    in    the   sky.   -






Open G                        C note     Open G

Twin-   kle,   twin- kle,   lit-   tle     star   -






C note      Open G    C note    Open G
How   I      won -der   what you  are     -





2.
When the blazing sun is gone,
 



When he nothing shines upon

Then you show your little light

       
 
Twinkle, twinkle, all the night.


3.


Then the traveler in the dark




Thanks you for your tiny spark;




He could not see which way to go,



If you did not twinkle so.

PAGE  
126

