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Make up your own ghost tune

First, put the right pedal down—it’s called the sustain pedal.
If you can't reach, you may have to sit on the very edge of the piano stool, or stand up.

Then put your left hand over these five keys—choose a set low down at the end of the piano
so that they will sound very deep and mysterious.

Play them in a clump all together as quietly as you can.

Put your right hand over these keys.

(9]
Play the notes in any order—very slowly and very quietly. 123
It must sound like a ghost creeping through the shadows.
Try adding some extra notes. Keep the pedal pressed down all the time! @O \) /” ' \a‘\
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Postman
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post-card sent by Un - cle Jack.
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At the market

This is a game to play with someone else—perhaps your teacher.
At the market there are lots of baskets of fruit, but all the labels have fallen off. Can you help?

Take it in turns to clap a rhythm, then write the number on the label below each fruit.
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Strawberry

Plum Pineapple Cherries
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Footballer & B
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The top scorer

Beside every goal is the letter name of a note. If you can draw it on its own line or in its own space, you score!

The first one is done for you to show you how.
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Snooker player
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See the fa-mous snook-er play-er
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lin-ing up his shi-ny cue.

Pot-ting balls of ev-'ry col-our:

red and black and pink and blue!
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A snooker puzzle

In snooker: Draw a circle around a musical note that counts:

A red ball counts as one 0 as one J J o

A yellow ball counts as two O astwo o f r

A green ball counts as three as three J o J
A brown ball counts as four as four f J o

What's your score?

There are four snooker balls in each box. Can you write their notes in the next box and then add up the score?
The first one has been done for you.
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