Coding the Elements
of Music

If you have a Laptop or a device please go to https://scratch.mit.edu
You can choose to create an account ‘Join Scratch’ or just select ‘create’ to work without

an account.
If you haven’t pre downloaded Scratch 3.0 onto your laptop/macbook please do not
download now.
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piteh and rhythm
patterns using
volice, movement
and body percussion
(ACAMUMODBD)

recoonising elements
of music inclndivg
dynamics, piteh and
rhythm patterns
(ACAMUMDDA)

identify and
perform riaythm
ond piteh patterns
(ACAMUMDDA)

nsing aural skills
(ACAMUMDAR )
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Descriptions |Descriptions |Descriptions |Descriptions |Descriptions
F-2 3-4 5-6 7-8 9-10
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General Capabilities

Develop musical
ideas, such as mood,
by Improvising,
combiving and
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elements of music
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Manipulate
combinations of
the elements of
music v a ravge of
styles, using
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and wotation
(ACAMUWMA00
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http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=aural%20skills
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=pitch
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=rhythm
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACAMUM080
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=aural%20skills
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=elements%20of%20music
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=dynamics
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=pitch
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=rhythm
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACAMUM084
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=dynamics
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=aural%20skills
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=rhythm
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=pitch
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACAMUM088
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=timbre
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=aural%20skills
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACAMUM092
http://www.scootle.edu.au/ec/search?accContentId=ACAMUM099
http://www.australiancurriculum.edu.au/Glossary?a=TheArts&t=elements%20of%20music
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACAMUM093
http://www.scootle.edu.au/ec/search?accContentId=ACAMUM100
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Beat:

The basic unit of
measurement
used in music, it is
described as a
pulse.

http://www.clker.com/clipart-metronome.html
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Tempo:

How fast or slow
the beat is played
using the
measurement of
time —bpm

The number of
Beats Per Minute

Set tempo to
* 60

* 90

e 120

http://www.clker.com/clipart-metronome.html
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Rhythm:
Combinations of
long and short
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@ 00 o090 OO0 High note = 65 (F) High note = 66 (G)

O O o0 @ Lownote=62(D) Low note = 63 (E)

Rain, rain, go a - way, come a - gain a - no - ther day

Pitch:

the highness or lowness of a sound
Numbers are higher and lower so
pitch in music on a computer is
represented by how high (large) or
low (small) the number is.

Transposition: Change the numbers to
be higher by 1 number — this
increases it by a semitone.

FYl: Mathematical numbers refer to
midi notes in computer language.
Middle C is the 60t note on the piano,
it’s midi number is 60.
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