
Welcome to , a great music board game. It contains thrills and
challenges like the classic American real estate trading game, but none of
the competitiveness. The name is pronounced !mu (as in mu-sic) zop-o-lee,"
and means !many musicians having fun together." In this day and age of
electronic gadgets and busy lifestyles, enjoying the company of friends, family and/or students with a board
game that combines productive learning and good cheer is a fun and worthwhile experience.

During
the game, players win and by naming notes on the grand staff, finding those notes on
the piano (or their instrument), defining musical symbols and tempos, clapping rhythms, performing solos,
taking melodic dictation, and answering questions about music and their instrument.

Rather than trying to win the most money, players work together, helping each other when necessary and
combining their at the end of the game to add up measures of a chosen time signature. Since
play is cooperative, players work for the same goal and everyone is a winner.

When my students play for the first time, they have learned all the information to
answer the cards, read the rhythms, take dictation and perform with confidence. We enjoy preparing for this
milestone (usually for years) and then everyone has a fun time zipping around the .

Musopoly

gold coins

Musopoly

Designed to teach and reinforce basic music-reading skills, comes complete with answers.

Teachers and parents should introduce at the right time in a child's musical education so the game is
viewed as fun, and exciting.

With so many skills involved in reading music and understanding the basics of music
theory, playing on a regular basis in class and at home is a joyful and productive use of time. The
variety of subjects reinforced in one short time period is beneficial and dynamic.

Musopoly

Musopoly

Musopoly

rhythm money

rhythm money

1. TO LEARN:

2. TO PLAY:

3. TO KEEP IN SHAPE:

There are three basic ways to play

Experience the game and learn the answers during play, gradually becoming more
independent. Use only a few cards at first and add more when those are learned. Use the cards to
play other games such as !Fix the Order", !Chance Match" and !Five Hiding". Videos of
these games are at www.musicmindgames.com. More ideas are on page 6 under .

board  When
students roll the dice, draw cards and answer the questions with confidence, their self-esteem flourishes. On
the other hand, I#ve found that if the game points out too many uncertainties, it won't be as much fun.

Musopoly:

Musopoly
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NEW POTATOES

www.musicmindgames.com

Musopoly rules
by Michiko Yurko

MUSOPOLY MATERIALS:

rhythm money

1.
2.
3.
4.
5.
6.
7.
8.

orange music symbol cards

game board
6 markers
10 gold coins

2 dice
rules

and
cards:

yellow

Musopoly

staff slate magic notes

tempo cards
grand cards

blue jello cards
real rhythm cards

staff

pink fermata cards

OBJECTIVE: To teach and/or reinforce these concepts:

A piano and/or student#s instrument is needed.

1.
2.
3.
4.
5.
6.
7.
8.
9.

grand staff note names
grand staff relationship to instruments
reading rhythms
rhythm math
musical symbols
dictation
tempos
intervals
performance
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Parents: Thank you for purchasing this game for your children. While many of these
directions and photos represent a teaching situation, everything can be adapted to
home use. Enjoy many fun hours playing together.Musopoly



HOW TO PREPARE TO PLAY MUSOPOLY

There are many successful ways to learn the basics of music theory and it#s best for students to have the
guidance of a music teacher. If you#re interested in the method, I recommend getting your
own which comes with game ideas and guide cards to help to prepare for .

is made up of more than 300 games described in the book using the
and materials. Teachers and parents will find many ideas to help make music learning thorough as
well as fun. Cards from the are interchangeable with cards.

Learn the bass clef note names from low B to F above middle C
Learn the treble clef note names from G below middle C to high D

The ability to locate notes on the staff on one#s instrument is essential for reading music.

Translating the vocabulary of notes and rests
into sound with a steady pulse is important.
In , students learn a
language of friendly words and blue jello
hand signs. This system

It is helpful to learn how to use blue
jello to read music with the
from the

give a good over-
view of blue jello. This Guide for Blue Jello
Words contains all the rhythms found on the

The vertical red lines show the beats.
Use a steady, even pulse and make the words match with the notes.
Since rests are silence, the word !rest" is whispered. There is a video
showing how to read the and this chart
at www.musicmindgames.com.

Punch out the and use them with the
to learn the relationship of single notes and rests. Use them to make
the Guide for Notes and Rests until it#s easy to make from memory.

Use the to learn symbols and their meanings.

Melodic dictation is writing down a melody you hear. Use the

Music Mind Games
Puppy Packet Musopoly  Music Mind

Games Music Mind Games Puppy Packet
Panda Pack

Puppy Packet Musopoly

Music Mind Games

Puppy Packet.

Musopoly

cards.

Musopoly

staff
slate magic notesand . Ask someone to sing or play simple patterns of
5 to 8 stepwise notes. For the treble clef, begin on the G-line. See
page 6 for more tips.

1. GRAND STAFF NOTE NAMES

2. GRAND STAFF RELATIONSHIP TO INSTRUMENTS

3. READING RHYTHMS

4. RHYTHM MATH

5. MUSIC SYMBOLS

6. DICTATION

makes it easier to
learn rhythmic patterns that by traditional
means may seem difficult. These fun words,
modified slightly when spoken in order to
match their corresponding rhythms, help
the eye and ear to group notes into beats.
They are endlessly useful in reading all
levels of music and writing musical composi-
tions.

blue jello cards

blue jello cards

blue jello cards

real rhythm cards rhythm money

music symbol cards
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7. TEMPOS

8. INTERVALS

9. PERFORMANCE

1. Set-up

2. Go

3. Learn as You Go

4. Around the Board

5. Players Only

Tempo indicates the different speeds music is played. Tempos are easier to remember if
you learn them symmetrically from the middle out. Use the order shown with the numbers,
learning Moderato first. More ideas are included with the in the Puppy Packet.

An interval is the distance between two notes. The alphabet letters on the game board
help players learn the difference between normal counting of spaces and how musical
intervals are spelled. On a regular move of three, a player moves, !one, two, three". This
involves four spaces. If you move a third in music, that#s different. It involves three
spaces, or pitches, since you include the pitch you begin on. See page 5: Fermata.

Putting all this music theory knowledge to use to make beautiful music is delightful.

More than six players? Make teams

move

Once the rules are understood

tempo cards

TIPS FOR TEACHERS

Continue around the board with players taking turns
rolling the dice and learning how to play the game together. Most likely this
could take an entire class session but they will remember well and be able to
play more independently the next time.

I have always found easy for students to understand, but some teachers have told me it#s a little
tricky for them to understand. The following steps will help teachers prepare and explain the game smoothly.

of two or
three who will help each other during the game. It#s good to have three or four small teams so everyone is
more engaged and there is less time to wait between turns.

without too much teacher participation. The players can relax, relate better to
each other, respond to each other's answers, and have more fun. You can be
nearby and from time to time answer a question or give some guidance.
Students may need reminders to stay on task and be ready when their turn
comes around. Or they may have forgotten something and need a little help
figuring out the answer again.

Musopoly

Play a sample game with yourself beforehand, reading through the rules as you play. Roll the dice, use the
cards and collect your . Even move around the board pretending to be several players.

Once you understand the game, introduce it to your students.

Let the students help you set up the game board and cards, following
the instructions: !To Set Up the Game," !Before Playing" and !Who Rolls First."

Give the to the first player and ask her to roll the dice.
Ask everyone to find the arrow to see the direction to around the board.

As players land on spaces, teach them what to do and
how to answer. Students tell each other if their answers are correct. This keeps
everyone involved throughout the game. After the player collects the

1.

2.
rhythm money

rhythm money

rhythm
money she won, she passes the stack to the next player for his turn.

, the game is best played

© 2009 Michiko Yurko

Music Mind Games Musopolyand are published by Alfred Publishing Co., Inc.
www.musicmindgames.com

MMG.MR.1-3.1

page 3

Allegro

LargoAdagio

LargoLargo

Moderato

Lento

LargoPrestoLargoPresto
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A team of three teens writes a dictation pattern.

This class has three games going simultaneously.Musopoly
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3 spaces in the game                    the interval of a 3rd in music



TO SET UP THE GAME

BEFORE PLAYING:

GENERAL RULES:

and , , and
are placed on their corresponding color squares in the middle of the game
board. Players are able to see which cards are next and be ready with the answers in
case they draw one of the cards. This helps the game be less stressful.

, the and , and are set out near the game
board. may be placed in a stack in the center of the game board. The is passed from
player to player during turns so everyone can practice note and rest values.

Each player selects a marker and places it on any corner. This way there isn#t a !race" around
the board.

As a group, players choose a time signature. At the end of the game, players
pool their to add the notes and rests according to this time signature to determine their group
score. This can become a record to improve with each game.

Without looking, each player (or team) draws one Whoever draws the
smallest value note or rest will take the first turn. Whoever has the next smallest value will go second and so
on. This means the shorter the note value, the shorter the players wait for their turns. Players should rearrange
themselves around the board in the order of play and return the to the pile.

Tempo cards staff slate magic notes
Gold coins

.

face up
Blue grand cards

blue jello cards real rhythm cards

rhythm money

WHO ROLLS FIRST:

RHYTHM MONEY:

GOLD COINS:

CARDS:

EARNING EXTRA MONEY:

green staff orange music symbol cards pink fermata cards

rhythm money

rhythm money

rhythm money

ANY CORNER:

CHOOSE A TIME SIGNATURE:

Players move in
the direction of the arrow found on the bass clef corner.

The pile of is passed from player to player during turns. Equivalent notes
and rests are interchangeable. Players should trade in for equivalent higher values, trying to
keep as few bills as possible. For example: once a player has two sixteenth notes or rests, they should be
traded in for an eighth note     or eighth rest    . Trading up continues throughout the game.

It's easier to use the if the pile is kept in order throughout
the game. Put the sixteenth notes and rests on top, then the other notes
and rests in order, ending with the whole notes and rests on the bottom.

Students earn as they earn with

A correct answer to any card wins one sixteenth note      or one
sixteenth-rest     unless the card states otherwise. If a card is not
answered correctly or something is not done correctly, no money is
given up. Players may be lenient and let a player earn the money even
if an answer comes with a little assistance from the teacher, parent,
other players or other cards.

Students can sing or play dictation patterns
for each other. Half the value of the turn also goes to the helper. It#s fine to create other opportunities for this.

gold coins

rhythm money
rhythm money

rhythm money

rhythm money
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to help them learn note and rest values. If there are not
enough during a game, other items can be used.gold coins

one gold coin equaling one quarter note in . Besides
being fun, gold coins emphasize the importance of the quarter
note. Players must keep and continue trading up their

rhythm money

rhythm
money

Make this
chart with
your cards
and

.
gold

coins
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KEEP CARDS SHOWING SO THE LEARNING CONTINUES:

ROLLS:

ALPHABET SQUARES:

GAME FLOW:

TURNS:

END OF PLAY:

CLEAN-UP:

blue treble clef card

Once cards are drawn, players should keep
them face up in front of themselves during the game, rather than putting them back at the bottom of the pile.

Each player has one roll of the dice on each turn unless doubles are rolled, certain
are drawn, or after a polished performance when landing on PLAY.

The alphabet letters are useful when landing on certain
pink spaces and for reference for the musical alphabet.

To be fair, all players should have the same number of turns. When it's time to finish, players can
announce that "this is the last round." The player who went last on the first round will go last on the last round.

When a player is performing, everyone should be polite and listen,
stopping the game for a little while. During other turns, for example when some-
one is looking for something in a musical score, it is okay for the next player(s) to
continue playing very quietly.

The game lasts as long you#d like. Save a few minutes to put all the to see how
many beats were earned. This is fun and helps reduce competition and promote the group goal. If time allows,
divide the notes and rests into measures to see how many measures there are. Can you clap the rhythm? If
necessary, exchange notes for equivalent values to make it easier to clap. Idea: It#s fun to put your cards and

in a baggie, note the space you are on, and continue playing another time.

All players should pitch in to sort the cards and put everything
away neatly in the box so will be all ready to go again.

, each step below wins a sixteenth note or sixteenth rest.

Take the top and either answer the question or follow the instructions and win a

each step below wins a sixteenth note or sixteenth rest.

Musopoly

Musopoly

Take the top

Take the top ,

pink fermata cards

pink fermata card

rhythm money

rhythm money

ABOUT THE SPACES ON THE GAME BOARD

Roll the dice and, following the direction of the arrow, move that number of
spaces.

Take the top , each step below wins a sixteenth note or sixteenth rest.

Here#s what you win if you land on:

TREBLE CLEF:

BASS CLEF:

SHARP:

FERMATA:

green bass clef card

orange music symbol card
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sixteenth note or sixteenth rest

sixteenth note or rest

. If the card says to move ahead or back an interval, refer to the letters
above the spaces (A - C is a third, A - D is a fourth) and move correctly. Once you have moved, perform
the task on the new space. You win a for moving the correct interval plus

is appropriate for the new space.whatever

qU
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!Our team knows where this B natural is!"

Teachers workshop in Aalborg, Denmark

1. name the note
2. find that note on the piano or your own instrument
3. match the pitch with your voice (unless it is out of your range). If it is out of your voice range, you can

state this (or ask someone with that voice range to sing it for you) and still win.
4. find that note in a music book. This turn is worth as much as a quarter note or quarter rest.

1. name the note
2. find that note on the piano or your own instrument
3. match the pitch with your voice (unless it is out of your range). If it is out of your voice range, you can

state this (or ask someone with that voice range to sing it for you) and still win.
4. find that note in a music book. This turn is worth as much as a quarter note or quarter rest.

1. identify the symbol or sign
2. define the symbol or sign
3. demonstrate the symbol or sign by singing or using your instrument
4. find the symbol or sign in a music book. Possible to win a quarter note or rest.

MMG.MR.1-5.1
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DICTATION:

TIP:

EIGHTH NOTES:

TEMPO:

PLAY:

FREE CHOICE:

CORNER TREBLE/BASS CLEF:

CORNER SHARP:

ANSWER TOP CARDS:

try not to watch, so that your ears become !sharper". Ask to hear the
pattern again if you need it. Longer pattens containing a skip or a third are fun
when stepwise patterns become easy. The melody should have a pattern
and be possible to write after 2-3 !hearings".

You win a sixteenth note or a sixteenth rest for
every or in the pile that you can identify. This turn
does not include finding notes on your instrument and winning the extra money.
You will go through the pile in order, one card at a time. If you miss, your turn
is over. When you finish the pile, cards that other players are holding may also be
named. With 19 cards, this is worth a lot of money! Your teammates help you
figure out how much you earned. Return all cards to the pile.

Win an eighth note or an eighth rest when the correct pattern is

the piano,

Select a and clap and/or hand sign it to win an

With your eyes closed, draw four tempo cards from the pile. Put them in order

Play a solo on your instrument and win a quarter note or a quarter rest. Announce
the name and composer of your piece and take a bow before and after playing. If you feel
your performance was polished (congratulations!), you win the money an extra turn.
Notice that the requirement for winning is !polished" not perfect. Listen for musicality,
beautiful tone, accuracy of notes and rhythm and sensitivity.

You may choose to do whatever space on the board you would like except the corners or

You win a sixteenth note or a sixteenth rest for every
in the pile that you can identify (not necessary to define them), for up to 16 cards. You must
go through the pile in order, one card at a time. If you miss, your turn is over. If there are less
than 16 cards in the pile, you can identify those cards that other players have in front of them.
Cards are returned to the pile.

You win a sixteenth note or a sixteenth rest for each of the top cards
from the four piles in the center of the board that you answer correctly.

and

blue jello card

treble clef card bass clef card

music symbol card

from slowest to fastest, leaving spaces for the cards you didn't draw. When correct,
you win an eighth note or an eighth rest. To win a quarter note or a quarter rest,
put all 11 cards in order.

even make up a turn, but your marker will remain on the FREE CHOICE space. You win whatever is
appropriate for your choice. Each time you land on FREE CHOICE, choose a different space.
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written. Your teacher, parent, or another player (who earns a sixteenth note
or rest for helping this way) plays or sings a short

If the pattern is played on

melodic dictation pattern
for you to write on the using . To begin with, use
short, step-wise patterns of 5-8 notes. For the treble clef, begin on the G-
line. For the bass clef, begin on the C-space. Listen to the pattern once,
then sing it together before you try to write it. As you listen, notice how the
pattern moves up and down or repeats notes.

eighth note or eighth rest.

staff slate magic notes

Several tries are fine if this is a learning game.
Since it's important to use a steady tempo, let someone snap an even
pulse while you clap the rhythm. If these cards become too easy, you
may write out new ones or clap a short phrase from a music book.
You can win double money, a if you choose
to do both sides of the card.

quarter note or quarter rest

tempo

free
choice

e.and

!For corners, I like to show the cards one at a time.
It increases the drama and if the player hesitates a
bit (not these teachers, of course,) I can help a little."

Aalborg, Denmark

Î

q

Î

e

ä

All the players watch and learn while the teacher
signs and sings a pattern for one student.

Honolulu, Hawaii

page 6
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ADAPTATIONS: The rules for may be adapted or changed to fit the abilities of the players.

Study a few each of the and
before playing and only use these cards during the game. Add more cards as the players become
more familiar with the game.

These can be included even if players have not studied tempi. To create an awareness of
different tempi, the player who lands on the tempo space sings or plays a piece of music. After that, the
teacher or parent can define three tempo cards and help the student choose which tempo he or she used.

Begin by using just the five basic values of notes and save the rests and dotted notes for later. Use
the to compare notes and rests so players can learn relative values.

To begin play: Players can draw 2-3 rhythm money cards and add their beats up to determine the order of play.

1) Name a key signature using the note on the card as the tonic
2) Play a scale beginning on the note (major or choice of minor). Win a sixteenth note or sixteenth rest for each

sharp or flat in the key signature
3) Spell a seventh chord (e.g. dominant, minor, major, etc.) then play it on the piano and resolve it. As an

option, the can be one type of chord and the another.

Make additional cards.

More cards can be made and added to the pile. Questions related to music history
could add a whole new dimension to the game.

Players draw one card and play a short piece or part of a piece in the given tempo.

Instead of drawing a card, players clap or sight-read several lines of new music.

Musopoly

,
Musopoly

GROUP PLAY:

!NEW POTATO" PLAYERS:

ADVANCED PLAYERS:

grand cards

real rhythm cards

If there are more than six players, a team of two or three will share a marker and take a roll of
the dice together. They will draw cards and perform the requested activities as a group. When landing on
PLAY, one team member volunteers to play. Depending on the players, teams can be made up of one younger
player and one older player or one younger player and a parent.

It's most important to remember that the game should be encouraging, exciting,
and full of stimulating information to help players grow in their understanding of musical facts as well as
reassure them of what they already know.

How can be more challenging?Musopoly

1. Use a few cards

3. Money:

: staff

bass clef cards

2. Tempo cards:

2. Music symbol cards:

3. Pink fermata cards:

4. Tempo cards:

5. Rhythm:

1. Grand staff cards:

orange music symbol pink fermata cards

treble clef cards
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Musopoly

Musopoly

was first published (1970#s) as colored shapes
teachers cut apart and pasted on a square of posterboard.

board game was sold in 1984 and
was only 10 inches square. The cards were 1.5 inches.
Between 1992 and 2005 there was a giant
(pictured on page 1) which was nearly 3 feet square.
It was made with four enormous puzzle pieces.

Did you know?
l

l

l

The first Musopoly

Musopoly can be adapted to fit your
own situation. Have fun coming up
with creative ideas on your own!
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