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Quiz 1 – Pitch and Tempo 

What are the Elements of Music? 

Music is made up of many different things called elements.  They are the building bricks of music.  

When you compose a piece of music, you use the elements of music to build it, just like a builder 

uses bricks to build a house.  If the piece of music is to sound right, then you have to use the 

elements of music correctly.  

PITCH means the highness or lowness of the sound.  Some pieces need high sounds and some need 

low, deep sounds.  Some have sounds that are in the middle.  Most pieces use a mixture of pitches.  

TEMPO means the fastness or slowness of the music.  Sometimes this is called the speed or pace of 

the music.  A piece might be at a moderate tempo, or even change its tempo part-way through.  

DYNAMICS means the loudness or softness of the music.  Sometimes this is called the volume.  

Music often changes volume gradually, and goes from loud to soft or soft to loud.  

DURATION means the length of each sound.  Some sounds or notes are long, some are short.  

Sometimes composers combine long sounds with short sounds to get a good effect. 

 

PITCH - Does your cat ever talk to you? Some people believe that they can understand the sounds 

their pets make, whether they hear the low-pitched purring of a well-fed cat, or a high-pitched angry 

“Meow!”  The fact that one sound is pitched low and the other high, helps us distinguish one from 

another.  Although we do not usually stop to think about it, many everyday sounds that we hear can 

also be described as being high or low – with, of course, many that fall somewhere in between.  

In order to understand why we hear some sounds as low pitch and others as high pitch, we must 

understand that sound travels in waves.  When an object vibrates, it causes the air next to it to be 

put under pressure and this in turn puts pressure on the air next to that.  So, the change in pressure 

moves through the air like a “Mexican Wave”, until it meets our ears and we experience it as sound.  

We call these chains of pressure-changes sound waves.  Sound waves radiate outwards from a 

vibrating object in all directions – invisibly and very fast.    

Whether the vibrations are slow or fast has an important effect of the sounds we hear: slow 

vibrations are heard as low pitch sounds and fast vibrations are heard as high pitch sounds.  The rate 

of vibration is called the frequency.  Frequency is measured in “vibrations per second” – low pitch 

sounds have fewer vibrations per second than high pitch sounds.    

The word pitch is used to describe the way we experience the frequency of a sound.  We hear low 

frequencies as low-pitched sounds and high frequencies as high pitch sounds.  

When writing music down, we often use the treble clef symbol to show notes that are to be played 

at higher pitches and the bass clef symbol to show notes that are to be played at lower pitches.   

Pitched and Unpitched Sounds Any object that vibrates with a regular frequency will produce a 

sound of definite pitch – a musical note.  If an object vibrates with mixed or irregular frequencies, 

then the sound it produces will be without a definite pitch.  Musical instruments that play notes of 

definite pitch are called pitched instruments e.g. piano, violins, flutes.  Musical instruments that do 

not have definite pitch are said to be unpitched and most of them are played by being hit or shaken 

e.g. drums and percussion instruments. 



TEMPO means the fastness or slowness of the music.  Sometimes this is called the speed or pace of 

the music.  A piece might be at a moderate tempo, or even change its tempo part-way through.  

Composers often use Italian terms to indicate the speed or TEMPO of their music.  Some common 

Italian terms connected with TEMPO include: Lento, Largo, Adagio, Andante, Allegro, Vivace and 

Presto.  

Sometimes, as well as (or instead of) a tempo marking expressed in Italian words, composers give a 

metronome marking.  A metronome, invented by a friend of Beethoven’s called Maelze ticks away 

the number of beats to a minute at any given speed.  For example: Crotchet (symbol) = 120 means 

there will be 120 crotchet beats per minute (or 2 per second).  

 

 

 

 



Quiz 2 – Dynamics and Duration 

What are the Elements of Music? 

Music is made up of many different things called elements.  They are the building bricks of music.  When 

you compose a piece of music, you use the elements of music to build it, just like a builder uses bricks to 

build a house.  If the piece of music is to sound right, then you have to use the elements of music 

correctly.  

PITCH means the highness or lowness of the sound.  Some pieces need high sounds and some need low, 

deep sounds.  Some have sounds that are in the middle.  Most pieces use a mixture of pitches.  

TEMPO means the fastness or slowness of the music.  Sometimes this is called the speed or pace of the 

music.  A piece might be at a moderate tempo, or even change its tempo part-way through.  

DYNAMICS means the loudness or softness of the music.  Sometimes this is called the volume.  Music 

often changes volume gradually, and goes from loud to soft or soft to loud.  

DURATION means the length of each sound.  Some sounds or notes are long, some are short.  

Sometimes composers combine long sounds with short sounds to get a good effect. 

 

DURATION means the length of each sound.  Some sounds or notes are long, some are short.  

Sometimes composers combine long sounds with short sounds to get a good effect.  The particular 

shape and design of a musical note symbol indicates its DURATION – the length of time it lasts in 

relation to other notes.   

Some of the most common notes are given below in descending order of DURATION – the longest note 

is given at the top.    

• Semibreve 4 beats  

•  Minim   2 beats 

•  Crotchet 1 beat  

• Quaver   ½ beat  

• Semiquaver ¼ beat  

DYNAMICS - If you pluck a string on a violin or guitar, first gently and then more firmly, the two notes 

you’ll hear are the same pitch, but the second is louder than the first.  Pitch depends upon the 

frequency of the vibrations; but volume or loudness depends upon the strength of the vibrations – 

amplitude.  The more force or energy applied in starting the vibrations, the greater the amplitude and so 

the louder the sound.    

You will sometimes hear the word DECIBELS mentioned in connection with the loudness of sounds in 

relation to each other.  According to the scale of decibels, a sound measuring just 1 dB (a single decibel) 

is extremely soft – just loud enough to cross our ‘threshold of hearing’.  A violin played quietly rates 

about 25 dB; a large orchestra playing at its loudest, around 100 DB.  Sounds above 120 DB approach 

out ‘threshold of pain’ – for example, a low-flying aircraft.    



Music can be loud or soft, or somewhere in between.  It can change gradually or suddenly from one to 

the other.  This is most important to all musicians and we call this aspect of “volume” – DYNAMICS.    

Dynamic markings - In the sixteenth and seventeenth centuries, when music printing became 

established, Italian composers were generally regarded as the leaders of European music.  For that 

reason, it became natural for composers to use Italian when writing down directions to performers and 

this practice still continues.  This is why you meet the Italian words forte (f) (loud) and piano (p) (soft), 

letting you know what dynamics to use when playing a particular piece.  Contrasts in dynamics are most 

often used to add to the expressive qualities of a piece of music and help set the mood of the piece.    

Here are some of the dynamic directions you will meet most often and their abbreviations:   

There are signs to show a CRESCENDO and a DIMINUENDO  

 

pianissimo       pp       very soft 

 piano               p         soft 

 mezzo piano   mp     moderately soft 

 mezzo forte    mf       moderately loud 

forte                  f          loud  

fortissimo         ff         very loud  
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Quiz 3 – Texture and Timbre or Sonority 

What are the Elements of Music? 

Music is made up of many different things called elements.  They are the building bricks of music.  

When you compose a piece of music, you use the elements of music to build it, just like a builder 

uses bricks to build a house.  If the piece TEXTURE – if all the instruments are playing at once, the 

texture is thick.  If only one instrument is playing, the texture is thin.  You can build up the texture 

from thin to thick, or reduce it from thick to thin.  

TEXTURE – if all the instruments are playing at once, the texture is thick.  If only one instrument is 

playing, the texture is thin.  You can build up the texture from thin to thick, or reduce it from thick to 

thin. 

TIMBRE or SONORITY – every instrument has its own tone colour.  For example, a metal instrument 

sounds different from a wooden one, and hitting the skin of a drum sounds different from blowing a 

recorder.  

ARTICULATION describes how individual sounds or notes are played.  Some sounds and notes may 

be played smoothly together, others may be played spikily, crisply or detached or some may be 

emphasised more than others.  

SILENCE is as important as sound in music.  It gives time to think and for echoes to die away.  It can 

also be dramatic and in music is shown by “rests”.  of music is to sound right, then you have to use 

the elements of music correctly.  

 

TEXTURE - Some pieces of music have a rather thin, sparse sound, perhaps producing an effect 

which is angular or jagged.  Other pieces of music have a rather dense sound – rich, smoothly 

flowing, perhaps rather complicated.  To describe this aspect of music we use the word TEXTURE, 

likening the way the sounds are “woven together” in a musical composition to the way in which the 

threads are woven in a piece of fabric.  Just as you run your finger over wool, and then silk, the feel 

of the two materials is very different, so in two pieces of music, the “feel” of the sounds can differ.  

The number of parts or “layers of sound” can vary – music with a single melody line, even though 

there may be more than one performer or musician performing it can be described as THIN 

TEXTURE, music where there are lots of melody lines, parts or layers, often interweaving with each 

other and producing a complex sound can be described as THICK TEXTURE.  

Describing Musical Textures - The simplest kind of musical texture consists of a single melody line 

called a MONOPHONIC TEXTURE or MONOPHONY.  The single melody may be performed by one 

musician, or several musicians in UNISON (played together).    

A HOMOPHONIC TEXTURE or HOMOPHONY is created when a single melody line is heard against an 

accompaniment with basically the same rhythm moving in all the parts at the same time.  The 

melody is usually, though not always, at the ‘top’ of the texture and is the most ‘important part’.  

In a POLYPHONIC TEXTURE or POLYPHONY - two or more equally important melody lines weave 

along at the same time.  Quite different melodies can be combined together, or the texture may be 

woven from just one musical idea.  If you’ve ever sung a “Round” e.g. London’s Burning, where you 

begin at different times, then you’ve created a POLYPHONIC TEXTURE.  



A HETEROPHONIC TEXTURE or HETEROPHONY is a kind of musical texture where everyone performs 

at the same time – different versions of the same melody.  For instance, one voice or instrument 

performs a simple melody while another presents a more intricate, decorated version of it.  Others 

may join in, presenting even more intricate versions of the melody, or perhaps a simplified version.  

If you’ve listened to young children singing “playground songs”, it’s likely that they’ll be singing 

slightly different versions of the same melody – some children will be singing slightly different notes 

creating a HETEROPHONIC TEXTURE. 

TIMBRE and SONORITY - At the fashion show, the first two models glide smoothly down the cat-

walk.  He is wearing a green suit with a yellow tie, while she has on a long swirling evening dress in 

matching colours.  Minutes later they are back, but this time you would hardly recognise them.  He is 

wearing the padded jersey of an American football player and she has cycling shorts and a T-shirt.  

It’s the same two people but they make an entirely different impression as they bounce along to 

some lively music.    

Just as a person may look changed in new clothes, the same note played first on a violin and then on 

a piano will sound very different.  What makes this difference?  It is because each instrument or 

voice has a distinct and recognisable quality of sound – known as the tone-colour, TIMBRE or 

SONORITY.  The characteristic TIMBRE or SONORITY of a trumpet makes it possible for us to tell the 

difference between a trumpet and a violin.    

Several factors account for the distinctive TIMBRE or SONORITY of an instrument including the 

materials from which it is made, the way it produces its sounds and the way in which these sounds 

are made to resonate (e.g. the hollow wooden body of a violin).  The distinctive TIMBRE or 

SONORITY of each instrument can change according to the way it is played.  Composers love to use 

these different kinds of sounds, in order to make their music as interesting and expressive as 

possible.   

The Orchestra - One way that composers’ control and vary the TIMBRE or SONORITY of their music 

is by using combinations of different instruments – which can then be used separately, all together, 

or in different combinations.  Depending on what instruments are used, and the style of music 

played, such a collection of instruments may be called a band or ensemble – or, if it is large enough, 

an orchestra.  Voices also have different TIMBRES or SONORITIES – women’s voices sound different 

to men’s voices – they have a different TIMBRE.     

Describing TIMBRE and SONORITY - There are lots of different words which can be used to describe 

a particular TIMBRE or SONORITY.  Here are a range of descriptive words which are frequently used 

when describing an instrument or a sound’s TIMBRE or SONORITY: blustery, flat, grating, hoarse, 

muted, thin, whiny, brassy, dull, full, hollow, nasal, sharp, smooth, sweet, tinkly, clinky, gruff, husky, 

pure, rich, shrill, squeaky, tinny, wooden, metallic, scratchy – there are many more! 

 

 



Quiz 4 – Articulation and Silence 

What are the Elements of Music? 

Music is made up of many different things called elements.  They are the building bricks of music.  

When you compose a piece of music, you use the elements of music to build it, just like a builder 

uses bricks to build a house.  If the piece TEXTURE – if all the instruments are playing at once, the 

texture is thick.  If only one instrument is playing, the texture is thin.  You can build up the texture 

from thin to thick, or reduce it from thick to thin.  

TEXTURE – if all the instruments are playing at once, the texture is thick.  If only one instrument is 

playing, the texture is thin.  You can build up the texture from thin to thick, or reduce it from thick to 

thin. 

TIMBRE or SONORITY – every instrument has its own tone colour.  For example, a metal instrument 

sounds different from a wooden one, and hitting the skin of a drum sounds different from blowing a 

recorder.  

ARTICULATION describes how individual sounds or notes are played.  Some sounds and notes may 

be played smoothly together, others may be played spikily, crisply or detached or some may be 

emphasised more than others.  

SILENCE is as important as sound in music.  It gives time to think and for echoes to die away.  It can 

also be dramatic and in music is shown by “rests”.   

 

ARTICULATION - When you listen to music, you hear changes in tempo, rhythm and in the character 

of the sound.  For instance, does the musician hit a series of notes loudly and then back off or begin 

softly and build up to a large sound?  Musicians know where and when to make such changes 

because of ARTICULATION.  

ARTICULATION in music refers to how specific notes or passages are played or sung – how smoothly 

or ‘spikily’ something is played.    

Composers and arrangers provide articulation directions in the form of written notation, symbols 

placed above or below notes.  Some articulation, like ARCO - bowing (using the bow of a stringed 

instrument to play a note) or PIZZICATO – plucking the strings with the fingers instead of using the 

bow are exclusive to specific instruments – here stringed instruments – brass and woodwind players 

would never see these ARTICULATION markings on their music!   

The word LEGATO (Italian for ‘linked together’), means played smoothly.  Notes are joined by 

curving lines.  The word STACCATO (Italian for ‘detached’), means played short and sharp, and is 

indicated by dots above or below the note.  Notice the LEGATO and STACCATO ARTICULATION 



markings in the music below. 

 

 

  

Sometimes a composer wants certain notes to “stand out” or be emphasised more than others.  

Here, they would use an ACCENT (>) placed above the note to indicate to the performer to place 

more emphasis on this particular note.  Another way of doing this is using a dynamic marking – 

SFORZANDO (sfz) or (sf) on certain notes.  

If you rapidly run your finger from the very lowest note up to the highest note of a piano or 

keyboard as fast as possible and making sure each note sounds, you’re performing a GLISSANDO – 

which gives a continuous slide upwards (or downwards) between notes and is another form of 

ARTICULATION.     

ARTICULATION also features in popular music.  Guitarists often use DISTORTION to give a rough, 

fuzzy or harsh sound.  Drummers often use a RIM SHOT playing on the metal rim and the skin of a 

drum at the same time, making a smacking sound and even a DRUM ROLL is a form of 

ARTICULATION. 

SILENCE - is as important as sound in music.  It gives time to think and for echoes to die away.  It can 

also be dramatic and in music is shown by “rests”.   

When a composer wants SILENCE in his music, he will show this by writing RESTS. Every musical note 

value has its equivalent REST. 

These are represented below. 
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Quiz 5 – Form and Structure 

When a composer is writing a piece of music, they must plan their work every bit as carefully as an 

architect designing a building.  In each case, the finished work must have continuity, balance and 

shape – or form.  But whereas architecture is concerned with a balance in space, music is a balance 

in time.  In music, we use the form to describe the way in which a composer achieves this balance by 

arranging and setting in order their musical ideas – the way in which they design and build up the 

music.  

We can think of the form of a piece of music as being the overall structure of the piece.  But the 

composer must add to their basic structure with interesting detail and to do this, they use a variety 

of musical materials.    

Even in a fairly short piece of music, a composer rarely finds that one musical idea is enough.  But 

too many ideas, following each other in a haphazard fashion, would make the music appear 

disorganised and without purpose – to lack form and structure.  So, they must aim at a careful 

balance between the two basic ingredients of all musical forms and structures: repetition and 

contrast. 

REPETITION and CONTRAST - Some repetition and contrast of musical ideas is necessary in order to 

bind the music together – to bring unity to the piece.  Some melodies may be heard twice, or even 

more, during a piece.  Think of these as ‘musical landmarks’ to help you find your way around the 

music.  

It is also very important, however, for the composer to introduce new and contrasting ideas, so that 

the music has variety and interest and doesn’t become boring!  Composers can do this in several 

ways.  The most likely is that they will bring in a new tune or melody.  But there are other ways of 

making musical contrasts including a change of key (major to minor or minor to major), rhythm, 

tempo, dynamics, mood, texture, timbre/sonority and duration.  A composer may only use one of 

these at a time, of they may use several, depending upon how striking a contrast they wish it to be.   

Music which is structured in BINARY FORM is divided into two sections and often described by the 

letters AB.  However, AB is slightly misleading because it suggests that the form is built on contrast 

(A versus B), but there is usually a lot of similarity and repetition of elements between the first and 

section sections.  BINARY FORM is a flexible way of arranging musical material – it is the most 

common pattern for movements based on dance rhythms in the Baroque period (roughly 1600-

1750) and is found in other types and styles of music too.  

BINARY FORM - Music in Binary Form has a clear division into two parts, usually marked with a 

double bar line and each part is usually repeated shown by repeat markings/symbols. 

 



 

There is a continuity rather than contrast in the musical material throughout the piece – a similar 

rhythm is found throughout, musical motifs are often repeated and varied through the whole piece 

and overall there is a single ‘mood’ or ‘tone’ that defines the piece.    

The harmony usually outlines a progression from chord I to chord V and back to chord I across the 

whole piece.    BINARY FORM outlines a kind of ‘journey’, from the opening chord I to the middle of 

the piece (double bar), and then back again to the chord I at the end.  Because the second half has 

this ‘journeying back’ function, is it sometimes longer than the first half.  The combination of 

simplicity with powerful effect in this ‘journey and return’ metaphor may go some way to explaining 

why Binary Form became so popular over a long period.  

  

A piece of music in TERNARY FORM divides into three sections ABA – making a kind of ‘musical 

sandwich’.  

 

The A sections use the same music.  B presents a contrast in some way – the filling in the sandwich!  

When the A section returns at the end again, it may be exactly the same as when it was first heard, 

or the composer may decide to change it in some way to add more interest.  But it will always be 

recognizable as a return of section A after contrast of music in section B.    

If the final A section is an exact repeat of the music heard in section A at the beginning of the piece, 

then there is really no need for the composer to write out the music of A all over again.  So, you may 

find at the end of section B the Italian words DA CAPO.  This means ‘repeat again from the 

beginning’ and you must then look for the word FINE, meaning ‘end here when the music is 

repeated’.  What the composer is simply saying is ‘after B, play A again’. 

Points to remember about TERNARY FORM:   

• The music divides into three sections ABA  

• The A sections are recognizably the same music.  B is a contrast.  

• The final A section may be an exact repetition of the first A section, or it may be varied in some 

way.  

• The final A section may be followed by a CODA or ‘rounding-off’. (CODA - the concluding passage 
of a piece, typically forming an addition to the basic structure) 
 
• The music may be printed in abbreviated DA CAPO layout. 

 



In RONDO FORM, the main theme or melody A keeps ‘coming round’, with contrasting sections (B, 

C, D and so on) in between – like a ‘double decker’ musical sandwich.  

These contrasting sections – the fillings in the sandwich – are called episodes.  The main theme or 

melody A begins and ends in the tonic key each time; each episode can be in a different but related 

key.  A plan for a simple rondo with two episodes looks like this:

 

Notice that in writing a rondo, the composer is using the two basic ingredients of music form and 

structure: REPETITION and CONTRAST.  The repetitions of the main theme bind the music together 

and bring unity to the piece; the episodes present contrasts to hold the interest of the listener.  

Some RONDOS have three, or even more, episodes.  But there is a problem here – not that the 

composer will be unable to think up enough contrasting music for the episodes, but that by bringing 

round the main theme too many times they will risk boring the listener!  There is a RONDO by the 

17th century French composer, Couperin, in which the main theme comes around nine times!  So, to 

keep the music interesting, the main theme A may be shortened or varied in some way when it 

returns.  In 17th century rondos, contrast between the sections may be slight, relying more upon 

changes of key than on introducing completely different tunes.  Composers after the 17th century 

use bolder musical contrasts between the sections.  Sometimes a CODA may follow the final 

appearance of the main theme at the end A to ‘round the piece off’.    

Points to remember about Rondo Form:  

• The plan for RONDO FORM is A B A C A D A…..etc.  

• A begins and ends in the tonic key each time.  

• Each episode (B, C, D and so on) is a contrast in a related key.  

• When the main theme A reappears, it may be shortened or varied.  

• The final appearance of A may be followed by a CODA. 

 

 



Quiz 6 – Repeated Musical Patterns 

REPETITION is important in music where sounds or sequences are often repeated.  While repetition plays a 

role in all music, it is especially prominent in specific styles.  

“Repetition is part and parcel of symmetry.  You may find a short melody or a short rhythm that you like and 

you repeat it through the course of a melody or song.  This sort of repetition helps to unify your melody and 

serves as an identifying factor for listeners.  However, too much of a good thing can get annoying.  If you 

repeat a melody or rhythm too often, it will start to bore the listener”.  (Miller, 2005)  

“Music is based on repetition...Music works because we remember the sounds we have just heard and relate 

them to ones that are just now being played.  Repetition, when done skilfully by a master composer, is 

emotionally satisfying to our brains, and makes the listening experience as pleasurable as it is”. (Levitin, 2007)  

REPEAT SIGNS and SYMBOLS - Repeated musical patterns are often written down using a musical signs called 

a REPEAT SIGN, shown by two dots and a double-bar line.  A repeat sign is a symbol that indicates a section of 

music should be repeated.  If the piece has one repeat sign alone, then that means repeat from the beginning 

and then continue as shown in this illustration: 

 

A corresponding sign facing the other way, as shown on the illustration below, indicates where the repeat is to 

begin. 

 

See if you can follow the music correctly with your finger, taking note of the REPEAT SIGNS. 

Another good way of laying a foundation for a piece of music is to use an OSTINATO.  Like a drone, this is 

something that goes on and on – but instead of one or two held notes, an OSTINATO consists of a short 

rhythm or melody, repeated over and over again.  

An OSTINATO can be very short, or it can be a longer, more complicated pattern of notes – but still easily 

recognisable.    

OSTINATO is the Italian word meaning ‘obstinate’.  You can see why its musical meaning is appropriate – an 

OSTINATO refuses to give up!  The plural of OSTINATO can be OSTINATOS (English spelling) or OSTINATI 

(Italian spelling).  

Computers are a very good at playing OSTINATOS because they are able to repeat things exactly, without 

making a mistake.   

OSTINATO in World Music - Many other types of music from around the world use OSTINATOS: African 

Drumming is often based on many repeated rhythmic OSTINATOS, Latin American music such as Samba and 

Salsa also features repeated rhythmic and melodic OSTINATOS and Indian Music also features a type of 

repeated rhythm pattern played by the Tabla player (drummer). 
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RIFFS - The word RIFF means a repeated musical pattern – usually short – sometimes two or four bars long.  

The word RIFF entered ‘musical slang’ in the 1920’s.  A RIFF may change its shape slightly, or move up or down 

to a different pitch level, to fit with the accompanying harmonies.  A RIFF is often a short melody or tune, 

often played by the rhythm section or solo instruments and RIFFS often form the basis or accompaniment of a 

musical composition, piece or song. As well as being a short series of notes (a melody or tune), a RIFF can also 

be a chord pattern, a bass line or musical phrase.    

RIFFS in Music - RIFFS are used a lot in rock music, heavy metal, Latin-American music, funk and also in 

popular music.  “Classical” musicians use the word OSTINATO when talking about repeated musical patterns, 

but the words OSTINATO and RIFF mean much the same thing.  RIFFS are often used by jazz musicians as a 

repeated phrase that a soloist improvises over.    

RIFFS in Rock ‘n’ Roll - Several musicians transformed Rock ‘n’ Roll in the late 1950’s with fast tempos and 

complex rhythm and blues.  Some of the musical pioneers who created the very first guitar RIFFS include 

Chuck Berry, Link Wray and Dave Davies.    

RIFF-DRIVEN Popular Songs - Some popular songs can be described as RIFF-DRIVEN.  This describes a piece of 

music that relies on a repeated instrumental RIFF as the basis of the most important part of the song and is 

often the main melody that remains in the listener’s ear – the part of the song which people remember it by.  

Often, a RIFF is used as an introduction to a song, such as a guitar RIFF.    

HOOKS - A HOOK is a musical idea, often short, that is used in popular music to make a song appealing and 

“catch the ear of the listener”.  One definition of a HOOK is: “A musical or lyrical phrase that stands out and is 

easily remembered”.  A HOOK is repetitive, attention-grabbing, memorable, easy to dance to and has 

commercial potential – the HOOK is what song-writers hope will ‘sell their song!”  A HOOK has also been 

described as “part of a song, sometimes the title or key lyric line, which keeps recurring”.    

HOOKS in Music - The term HOOK generally applies to popular music, especially Rock, R&B, HipHop, Dance 

and pop.  In these forms of popular music, the HOOK is often found in, or consists of the CHORUS.  In Vanilla 

Ice’s “Ice, Ice Baby”, the lyrics even contain the word HOOK: “Check out the HOOK, while my DJ revolves it”, 

leading straight into the chorus itself.   

Different types of HOOKS - A HOOK can either be MELODIC, RHYTHMIC or VERBAL.  

MELODIC HOOK – a HOOK based on the instruments and the singers  

RHYTHMIC HOOK – a HOOK based on the patterns in the drums and bass parts  

VERBAL HOOK – a HOOK based on the rhyming and/or repeated words of the chorus   

Musical HOOKS are used in songs to help the listener remember the piece.  HOOKS need to be ‘catchy’ and 

‘stick in our heads’.  The HOOK in the piece is what the performer is hoping will sell their song.  If they create 

and effective and memorable HOOK, people will remember it and buy the song either in shops or online. 

 

 



Quiz 7 – Orchestra 

Strings and Woodwind 

 

Instruments of the orchestra are divided into four ‘families’: Strings, Woodwind, Brass and 

Percussion. 

STRINGS - The strings form the ‘backbone’ of the orchestra – more than half the members of an 

orchestra play string instruments.    

                                                          

The string section of a large orchestra may include:               

 • 16 first violins                                                                                                                                          

 • 14 second violins                                                                  

 • 12 violas  

• 10 cellos  

• 8 double basses  

• 2 harps  

Notice that the violins are divided into two groups: first violins and second violins.  The difference is 

not in the instruments themselves (which are exactly the same of course), but in the music which 

they play – the first violins usually playing higher notes than the seconds.  

Violins, violas, cellos and double bases all produce their sounds in exactly the same way.  Four strings 

– of gut, metal or nylon – are stretched across a hollow wooden body.  They are fixed to the tailpiece 

at one end, then taken across the bridge to the tuning-pegs.  Sometimes, the player uses his 

fingertips to pluck the strings: this is called playing PIZZICATO, but the more usual way of causing 

them to vibrate is by drawing a bow across them: this is called playing ARCO (‘with the bow’).  The 

bow is a wooden stick with more than 200 strands of horsehair stretched tightly across it.  Playing 

ARCO and PIZZICATO gives two different TIMBRES and SONORITIES.  

The Harp Although the harp is counted as a string instrument, its construction and the way in which 

it is played is set apart from the other members of the string section.  The harp is always plucked.  It 

has 47 strings and seven pedals, one for each note of the scale.  Two typical harp ‘effects’ are 

ARPEGGIOS – spreading out the notes of a chord; and the GLISSANDO – sweeping the fingers across 

the string s, again both producing different TIMBRES and SONORITIES. 

 



WOODWIND - Although instruments of the woodwind section were originally made of wood, 

nowadays, other materials may be used.  The sounds are made by causing a column of air to vibrate 

inside a hollow tube.  Along the length of each instrument there is a series of holes, controlled by a 

system of keys, springs and levers.  By opening and closing these holes, the player alters the length 

of the vibration column of air: the shorter the air column, the higher the note, the longer the air 

column the lower the note.  

 

 

The woodwind section of a modern orchestra often includes:  

 • 2 flutes and piccolo 

 • 2 oboes and cor anglaise 

 • 2 clarinets and bass clarinet  

• 2 bassoons and double bassoon  

Except for the flute and piccolo, each of these instruments has either a singer or double reed.  The 

flute and piccolo – which are held horizontally rather than straight in front of the player – produce 

their sounds by blowing air across and oval-shaped hole.  

  

The clarinet and saxophone (which belongs to the woodwind family although often gets confused 

with the brass section and isn’t normally found in a traditional orchestra), have single reeds – a flat 

piece of cane shaved to delicate thinness at the end.  Sometimes the bass clarinet is used – it looks 

similar to the saxophone and produces the same sounds as a lower pitch clarinet. The oboe, cor 

anglais (meaning ‘English horn’ – a kind or larger oboe with a slightly different TIMBRE and 

SONORITY), bassoon and double bassoon each have a double reed – two strips of thin cane bound 

together.   Whereas the TIMBRES and SONORITIES of the strings section blend together, those of the 

woodwind are more distinctive and individual, tending to contrast rather than to blend.  The 

woodwinds are frequently given solos to play, and so this section is placed in the centre of the 

orchestra directly in front of the conductor. 

 

 

 

 

 



Quiz 8 – The Orchestra 

Brass and Percussion 

 

Instruments of the orchestra are divided into four ‘families’: Strings, Woodwind, Brass and 

Percussion. 

BRASS - Each instrument in the brass section is a length of hollow tubing with a mouthpiece at one 

end and a flaring ‘bell’ at the other.  Although ‘brass’ is a convenient name for these instruments, 

they are more likely to be made out of mixed metals nowadays than pure brass.    

The brass section of a modern orchestra often includes:   

  

• 4 French Horns (often just called ‘Horns’)                       

• 3 Trumpets 

 • 3 Trombones 

 • 1 Tuba  

The pitch range of each of the brass instruments depends upon its length of tube.  For instance, the 

tube of the French Horn is longer than that of the trumpet enabling it to sound lower notes.   To 

sound a note, a brass-player applies his lips to the cup-shaped mouthpiece and, as he blows, makes 

them vibrate.  This causes the air column inside the tube to vibrate also, and so produce a note.  A 

player can sound several notes merely by altering the tension of his lips, or slackening them – the 

tighter the lips, the higher the note.  We call these ‘natural sounds’ the HARMONIC SERIES.  Early 

trumpets could only play a limited range of notes, the harmonic series, but this was solved in 1815 

by the invention of valves.  The Trumpet, French Horn and Tuba all have three valves which are 

selected by the touch of a finger.  Each of the three valves brings in an extra length of tubing.  When 

a valve is pressed down, the air is then diverted along the extra loop.  Valves may be used singly or in 

combinations.  

The TIMBRE and SONORITY of brass instruments depends upon the type of mouthpiece used, the 

width of tubing and the flare of the bell.  The Trumpet has a brilliant and majestic timbre and 

sonority.  The French Horn has a rounder, more mellow timbre and sonority.  The Trombone is the 

only brass instrument which doesn’t have valves and the length of tubing is adjusted by a ‘slide’.  The 

tuba was not invented until the 1820’s and is the largest and lowest pitch member of the brass 

section. 

 



PERCUSSION - The percussion section includes those instruments which are struck or shaken, 

crashed or banged.  These instruments can be divided into two groups.  The first group is called 

PITCHED or TUNED percussion.  These are instruments which can play one or more notes of definite 

pitch, and so possibly could play a melody or tune.  

Examples of pitched or tuned percussion instruments include:  

 

• Timpani (or Kettle Drums)  

• Glockenspiel (metal bars)                                                           

 • Xylophone (wooden bars) 

 • Tubular Bells  

• Celesta   

The second group is larger and includes all UNPITCHED or UNTUNED percussion instruments – those 

which make sounds of indefinite pitch, and so can only play rhythms, not melodies or tunes or 

different notes.   

Examples of unpitched or untuned percussion instruments include: 

 

• Bass Drum 

 • Snare Drum (or side drum)  

• Cymbals  

• Triangle 

 • Tambourine  

• Castanets 

 • Woodblock 
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 • Whip (slapstick) 

 • Tamtam (or gong)  

Only on rare occasions will all these percussion instruments be heard in the same piece.  Music 

written in the 1600’s and 1700’s for orchestra often only used the kettle drums as the only 

percussion instrument.  During the 19th and 20th century, composers began to explore the colourful 

and exciting TIMBRES and SONORITIES of the percussion section much more and often used a large 

and varied selectin of percussion instruments in their pieces to give exciting and unusual effects.     

The piano (although often wrongly thought of as being in the strings section) belongs to the 

percussion family as it uses hammers which hit/strike the strings, although a piano is not a 

permanent member of an orchestra. 

 

 



Quiz 9 – Rhythm and Pulse 

 

PULSE - Have you ever been driven crazy by someone hammering just outside your room – someone 

fixing some shelves or workmen digging up the road? Did you put your headphones or earphones on 

and sigh with relief as some of your music replaced the unwanted noise? Why was one set of sounds 

so much more pleasant than the other?  An important part of the answer lies in the effect of what 

musicians call pulse. Many annoying sounds, like hammering or roadworks are not regular.  There 

may be a bang when you’re not expecting it, then silence, then more sudden noises.  Music is 

different.  Once it has started you can sense when the next sound is going to happen.  And with most 

types of music you can move or tap your foot in time to a clear and regular pulse.  

A natural pulse It is not surprising that we find a regular pulse satisfying.  Even before we are born, 

we become aware of the beating of our mother’s heart so it is something that is natural to all of us 

from a very early age.   

The heart circulates blood around our bodies with a regular pumping action.  The speed with which 

these pumping movements follow each other is called our pulse-rate.  For example, the natural 

pulse-rate for a new born baby is around 155 pumping actions, or beats per minute.  By the time we 

grow up, this pulse-rate has slowed to about 72 beats per minute.    

Man-made pulses - A musical pulse can be generated and measured by a metronome, a device with 

an adjustable ticking pulse and a scale showing the number of beats per minute.    

Beats - The underlying pulse of a piece of music consists of a series of beats, just as the human pulse 

consists of a number of heartbeats.  These beats follow each other regularly and can be heard, or 

simply sensed, as the brain ‘ticks off’ the passing of time.    

Pulse - is the very heartbeat of music.  But it is not usually enough to interest us for very long on its 

own and listening to just a regular pulse over and over again would quickly become very boring! 

 

Pulse Patterns  

Click-tracks - When making a pop song, it may be necessary for the musicians to keep to exactly the 

same pulse for a long time – perhaps spread out over several different recording sessions.  To help 

them, they may use a click-track, a series of steady electronic beeps or clicks, fed to them through 

headphones.  This ensures that everything will fit together – even though the click-track itself is not 

usually included in the final recording.   

Patterns - If we listened to a regular pulse, at any speed or beats per minute, on its own like the 

sound of a click-track over and over again, it would become boring and even irritating.  We need the 

sounds to make a pattern – something with an element of interest which a regular pulse on its own 

does not possess.  One way to create a pulse pattern is to make some beats stand out more than 

others.    

Labelling pulse patterns - In written or printed music, the pulse pattern can be shown by a number 

at the start.  In the example, the number 3 at the top means a pulse pattern of one accented beat 

followed by two weaker beats.  



 

                                                                                 

 

The importance of pulse - Pulse is important – a central element in almost all music from the 

simplest song to the most complicated piece for orchestra.  We may not always be aware of it, but 

without it, we would find it very hard to make any sense of music at all.  Just as music contains pulse 

patterns, so does much poetry and verse and when some poetry is read aloud, you can hear a 

pattern of accents within the words – a regular pulse.  Rapping is another style of music where pulse 

is important.  Here, the performer speaks or recites the words to a very rhythmical accompaniment 

although here, much more freedom is allowed in the way in which the words fit with the accents.     

Work songs - Pulse is not only useful to musicians.  Many types of physical work can benefit from 

our ability to sense and keep to a regular pulse, and music has often been used to help workers ‘pull 

together’.  The slaves of Africa often sang songs with a regular pulse when working in the fields to 

help them work together.   

 

RHYTHM - Over the course of several centuries, musicians found that they needed more than one 

sign to represent the DURATION or length of a note and gradually these note symbols became the 

accepted ones.  The most common notes are shown in the table below.  The particular design and 

shape of the note indicates its DURATION – the length of time it lasts in relation to other notes.   

 

  

A note has three parts (shown in the image above – NOTE HEAD, STEM and TAIL).  There are 3 things 

you must notice:  
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1. Is the note head open or closed (white or black)?  

2. Does it have a ‘stem’?  

3. Does it have a ‘tail’ and if so, how many?   

 

As you can see from the table above, longer notes are white.  The longest whole note (the semibreve 

worth four beats) is the simplest – only a white oval.  The minim (worth two beats) adds a STEM to a 

semibreve.  The crotchet (worth one beat) also has a STEM but is a closed note head using black.  

Shorter notes, like the quaver (worth half a beat) also has a STEM but adds a TAIL, a semiquaver has 

two TAILS, a demisemiquaver has three TAILS.  The more tails a note has, the shorter the note value.  

Shorter notes are often grouped or BEAMED together, usually lasting for one or two beats.  This 

makes them easier to read and makes more sense when playing the music.   

 

 



 Quiz 10 – Soundtracks  

 

Composers who work for film and television communicate with potentially the largest audience that any 

composer has ever commanded, not just thousands, but millions of people.  The impact of a film score, 

together with the financial rewards it can bring, means that film music has become a very important option for 

composers in the twentieth and twenty-first century music market.    

Since the earliest days of the cinema, music has played an important role in the overall effect of ‘moving 

pictures’.  The use of music in film is now so much a part of everyday experience that we often forget to think 

about it, let alone analyse it, ignoring the considerable impact it has on audiences, to say nothing of the 

immense music industry it supports.  There are many theories about why music is deemed necessary to the 

presentation of films.  Because the cranking machinery of early projectors was so noisy, some have regarded 

the use of music as being merely to drown out the distracting sound, in much the same way that music in 

opera or ballet has often been used to cover a noisy scene change.    

Music aids (and is sometimes essential to effect) the suspension of our disbelief: film attempts to convince us 

that what we are seeing is really happening, and music can help to break down any resistance we might have.  

It can also comment directly on the film, telling us how to respond to the action.  Music can also enhance 

dramatic effect: the appearance of a monster in a horror movie, for example, rarely occurs without a 

thunderous chord!  Also, the use of pastiche (an eighteenth-century minuet or ‘oriental’ music, for example) 

can help “place” a film in a particular location, period or rather more self-reliantly, within a specific film genre 

which carries with it its own musical idiom. 

The cinema officially began in Paris in 1895 with the first public screening of Louis Lumière’s film The Arrival of 

a Train at La Ciotat Station.  Even in those early days the cinema was never really “silent”, even in the days 

before the invention of sound recording.  Live musical accompaniments were always a part of film 

presentation from the very beginning.  Lumière himself, for example, advertised that a saxophone quartet 

would accompany a film presentation at his theatre in Paris in 1897, so it wasn’t just a “cottage piano” that 

would provide the music.    

As time went on, cinema orchestras large and small provided considerable enjoyment for musicians, so much 

so that this was one of the reasons for the rise of the cinema organ in the 1920’s by means of which 

“orchestral” sounds could be produced by just one performer!   

The typical method of providing a musical accompaniment was to compile a score from existing concert, 

operatic and ballet music.  The reasons for this weren’t simply those of cost.  True, it was much easier to use 

existing music, but the main advantage of such an approach was that repertoire works already carried with 

them a host of extra-musical connotations, particularly in the repertoire of “programmatic” works from the 

nineteenth century.  

Various libraries of “mood music” were compiled and included dramatic music by composers such as Grieg and 

Wagner e.g. the horse ride of the Ku Klux Klan taking place to the accompaniment of Wagner’s “Ride of the 

Valkyries”.  This approach is still used today with libraries of “mood music” recordings which are often used in 

advertising and television.     

Composers for film work under considerable pressure of time: both with regard to the time available for the 

composition process itself, and the precise timing of the music. Ideas must be summoned very rapidly and the 

technical aspects of the particular film genre demand particular skills. A composer must not only have musical 

ability, but also an understanding of and sympathy for film drama.  

An increasingly important aspect of film composition, but one that has been present since the first sound film, 

is the independent commercial ‘afterlife’ of the score. Sometimes a producer will require a ‘hit’ song to help 

sell the picture and increase its overall profit – this is often called a THEME SONG. The popular success of a 

score may not always have been planned by the composer; this was the case with David Raksin’s “Laura”, 



which was transformed into a hugely successful ‘hit’ song; but there are many examples of deliberate attempts 

at building a score around a ‘hit’ song. Such an approach was very much the case in all the James Bond films 

and big Hollywood films have often exploited theme music to help advertise the film. For example, the 

composer John Williams scored a disco version of his theme for “Close Encounters of the Third Kind” (director 

Steven Spielberg, 1977) to coincide with the release of the film. 

Some composers specialise in film music; others work in film but come from popular music backgrounds. A film 

score then is very much a cross-over point. It is a highly eclectic art form, bringing together many different 

traditions and is uniquely situated between the cultural divide of popular and what is now termed ‘classical’ 

music. Composers of art music reach audiences through film which they would never dream of reaching in 

their concert works. The same could be said for composers from the popular music world. The fact that film 

music is designed for only one performance and one rehearsal raises some interesting questions about 

performance practice in general. 

Music in a film must be composed with a strict regard as to how long it will take to play, but performances of a 

Beethoven symphony will vary considerably in speed and length. 

Music aids (and is sometimes essential to effect) the suspension of our disbelief: film attempts to convince us 

that what we are seeing is really happening and music can help break down any resistance we might have. It 

can also comment directly on the film, telling us how to respond to the action. Music can also enhance a 

dramatic effect: the appearance of a monster in a horror film, for example, rarely occurs without a thunderous 

chord! Sound effects (like explosions and gunfire) can be incorporated into film soundtrack to create a feeling 

of action and emotion, particularly in war films. 

It’s also often the composer’s job to create a feeling of something being there that’s not on screen. Horror or 

Science Fiction films are often set in strange places – maybe even another planet! Film music composers need 

to ‘transport the audience’ to a weird reality, where nothing is quite what you’d expect. 

Sometimes filmmakers want to include music within the story for the characters (as well as the audience) to 

hear this is DIEGETIC MUSIC. 

DIEGETIC MUSIC originates from something on screen e.g. a car radio, a band in a nightclub or sound effects 

such as guns in the distance or screeching car breaks. Diegetic Music is also known as SOURCE MUSIC or IN-

VISION MUSIC. 

In most films, the music is NON-DIEGETIC – it’s not actually part of the story and is put “over the top” of the 

action to increase the effect of the film and for the audience’s benefit and which the characters within the film 

can’t hear e.g. music to accompany a car chase or to highlight the emotions of a conversation between two 

characters. NON – DIEGETIC MUSIC is also known as UNDERSCORE or INCIDENTAL MUSIC.  

DIEGETIC and NON-DIEGETIC MUSIC can be used together within a film e.g. a particular theme or song can be 

used as NON-DIEGETIC MUSIC being heard ‘by the audience’ through a particular scene and then a character 

within the film could switch on a radio and the same theme can be heard. Now being listened to by the actual 

characters in the film, the music becomes DIEGETIC MUSIC. 

 

 

 



Quiz 11 – Video and Game Music 

 

Once an afterthought in terms of game design and overall pop-culture consciousness, video game 

music is now a legitimate industry of its own. Today, internationally renowned orchestras perform 

entire concerts of music composed specifically for video games, and game soundtracks regularly 

feature top-drawer techno, hip-hop, rock, and punk bands. Video game soundtracks have their own 

real estate now in retail outlets both online and off. There's even a small but growing movement of 

video game music cover bands, which incorporate 1980s console hardware into live performances of 

classic arcade themes.     

Music is, of course, only one element of the overall sound design of video games, and in this larger 

arena too, expanding leaps have been made in a relatively short period of time. With the advent of 

directional and simulated surround sound, game audio became integral to the action itself. (Hear 

that crunching, gnawing sound to the left? That's why we're taking this here passage to the right...) 

First-person "sneakers," like the popular Thief series, turned the art of listening and eavesdropping 

into a survival skill in itself.   

 

And for some games, sound and music are the point in and of themselves. Consider the genre of 

rhythm games like Dance Dance Revolution and Frequency.  

  

With these titles, interacting with the soundtrack is the very focus of the gameplay. DDR and similar 

games have made an even broader impact on the video game form by introducing full-body tracking 

and dance pads (or drum kits or guitars) as the central control interface.   

In fact, historians will likely look back on these last few and current years as the golden age of video 

game music. As a media form, video games are emerging from the "ghetto" of teenage fanatics and 

hardcore techies into the sunlight of respectability and mainstream acceptance. This is a cyclical 

process in mass media, as new technology creates new forms--from hip-hop to animation to graphic 

novels to even cinema itself. 

 



EARLY COMPUTER GAME MUSIC  

The Silent Era – From 1958 The very first video games, alas, had no sound component whatsoever. 

In 1958, William Higinbotham, an engineer at Brookhaven National Laboratory, a US nuclear 

research facility, fashioned a crude tennis-type game on an oscilloscope. Five years later, Spacewar--

MIT student Steve Russell's protogame-featured two duelling spaceships controlled by toggle 

switches. It was created on the hulking PDP-1 computer, a $120,000 mainframe of colossal size.   

Both games, however, were silent.  

1972 - Magnavox Odyssey released the first home video console, the Magnavox Odyssey, is 

released in the US The fully analog system is fully silent as well.  

 

1972 - Pong Heard Around the World Nolan Bushnell test-markets his protovideo game, Pong, at 

Andy Capp's Tavern in Sunnyvale, California. The arcade video game as we know it is born. The 

sonar-blip sound that's generated as a digital ball is batted back and forth is the first true video game 

sound effect. It proves to be oddly compelling and kind of hypnotic.  

 

 

 

1974 - Simon Says Milton Bradley releases Simon, one of the most popular handheld games ever. 

Simon plays patterns using four separate tones and four different-coloured lights. You repeat the 

patterns, and then a new note is added every go-around. In that sense, Simon was the first game to 



incorporate music as a game element-in a very Zen, free-jazz kind of way. 

 

1977 - Atari Comes Home The Atari Video Computer System (VCS) hits shelves in time for the 

Christmas holiday season. Nine game cartridges are available upon the system's release, and the 

sounds of a generation are born. Scratchy and primitive sound effects on the VCS (later known as the 

2600) are still unlike anything to ever come out of a TV set. Highlights: the rumbling tanks of 

Combat, the bleep-bloop-bleep rhythm of Breakout, and the ominous silence of Adventure.   

 

 

 



Quiz 12 – World Music 

 

World music (also called global music or international music) is a Western musical category 

encompassing many different styles of music from other parts of the globe. It includes many forms 

of music that Westerners consider ethnic, indigenous music, folk music, neotraditional music, and 

music where more than one cultural tradition, such as non-Western music and Western popular 

music, intermingle. 

AFRICAN - African instruments are often made from plants and animal products such as hide and 

bone.  African musicians are very fond of PERCUSSION instruments and use a wide variety of drums 

(called MEMBRANOPHONES) Drums are traditionally used as an accompaniment to singing, dancing, 

working and communicating between villages.  Drummers are typically the most respected members 

of their community. In West Africa, drum ensembles have 3-5 players each with a distinctive method 

of striking their drum and playing interlocking rhythms.  This creates a THICK and complex 

POLYPHONIC texture.   

 

 

 

BHANGRA - Bhangra is a type of FUSION MUSIC – blending together and combining elements of 

WESTERN POPULAR MUSIC, CLUB DANCE MUSIC, HINDI FILM MUSIC and FOLK MUSIC FROM THE 

PUNJABI REGION.  Traditional Punjabi drums and string instruments are FUSED (combined/used 

alongside) Western instruments.  Modern Bhangra developed in the UK in the 1970’s and 1980’s and 

fused CHAAL rhythms with Western popular genres such as HIP-HOP, DISCO and DRUM ‘N’ BASS.  

 

 

https://www.google.co.uk/imgres?imgurl=https%3A%2F%2Fstatic.vecteezy.com%2Fsystem%2Fresources%2Fpreviews%2F000%2F161%2F928%2Foriginal%2Fvector-exotic-woman-and-man-playing-djembe-or-african-music.jpg&imgrefurl=https%3A%2F%2Fwww.vecteezy.com%2Fvector-art%2F161928-exotic-woman-and-man-playing-djembe-or-african-music&tbnid=qq58VVu7IXGtMM&vet=12ahUKEwikgaXB3vTpAhXY4YUKHYm7AXgQMyhgegUIARDKAQ..i&docid=0A6tr4budhuMVM&w=1400&h=980&q=african%20music&hl=en&ved=2ahUKEwikgaXB3vTpAhXY4YUKHYm7AXgQMyhgegUIARDKAQ


CALYPSO - Calypso is the national dance of Trinidad and Tobago.  Steel Bands also originated from 

these islands.  Caribbean music combines elements of AFRICAN MUSICAL INFLUENCES – 

SYNCOPATION, CROSS-RHYTHMS, PERCUSSION, CALL AND RESPONSE and EUROPEAN MUSICAL 

INFLUENCES – TONAL HARMONIES AND MELODIES and instruments.  CALYPSO is originally the 

national dance of Trinidad and Tobago and is particularly associated with social gatherings such as 

CARNIVAL.  Calypso is normally in 4/4 METRE and uses SYNCOPATION combining story telling with 

memorable melodies.  Calypso often uses three-beat rhythms with two long beats followed by a 

short beat.  An example of a Calypso rhythm is as follows: SYNCOPATION is also used in Steel Pan 

music, both in the melody line and in the chords which are often performed OFFBEAT.   

  

GAMELAN - Gamelan Music is from INDONESIA, especially the two islands of Java and Bali.  Gamelan 

is played at celebrations, religious events and entertainments such as shadow puppet plays and 

dance performances.  Gamelan performances are very important in village life for bringing people 

together and expressing their feelings in a culture which is not always possible to do so publicly.  The 

Gamelan is thought to be magical and spiritual – players treat their instruments with total respect 

and would never step over them as they believe they are tied to heaven and stepping over the 

instruments could break these ties.  Gamelan music is handed down from generation to generation 

with children learning, watching and copying from their father’s and elders.  This is called the ORAL 

TRADITION where music isn’t written down.   

 

  

 

RAGA - A RAGA performance is not worked out beforehand and relies on a RAGA (scale) and TALA 

(rhythm) to which considerable IMPROVISATON and ORNAMENTATION are added by the 

performers.  Some performances are very long and can last all night! Indian Classical musicians must 

work together in order to interpret the music and perform effectively as one including starting and 

https://www.google.co.uk/imgres?imgurl=https%3A%2F%2Fwww.wesa.fm%2Fsites%2Fwesa%2Ffiles%2Fstyles%2Fmedium%2Fpublic%2F201804%2Fwhp20150411prn-upittgamelan-338h.jpeg&imgrefurl=https%3A%2F%2Fwww.wesa.fm%2Fpost%2Fpitts-university-gamelan-marks-20-years-playing-music-indonesia&tbnid=NqgY5_v6acW9cM&vet=12ahUKEwjUxsq33_TpAhVLgRoKHZcUB98QMyggegUIARCOAg..i&docid=8JnuaeXNcTCLDM&w=600&h=338&q=gamelan%20music&hl=en&ved=2ahUKEwjUxsq33_TpAhVLgRoKHZcUB98QMyggegUIARCOAg


stopping together, agreeing tempo and dynamic changes, similar interpretation of expression and 

articulation (accents, staccato) as well as balance between parts.  

 

 

SAMBA - Music in Latin America is widely influenced by colourful and exotic carnivals and a range of 

dance styles. Carnivals may include FANFARRAS, featuring brass instruments associated with 

fanfare, and almost always a SAMBA BAND. Samba is a musical genre and dance style with its roots 

in Africa via the West African slave trade and African religious traditions.  Samba is an expression of 

Brazilian cultural expression and is a symbol of carnival.  Samba schools formed and compete 

bringing people together.   
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