>0 WAYS TO USE
QUARTER MATCH AS

A BAND TEACHER

The Quarter Match Game is a highly versatile, interactive card game designed for music
educators to teach rhythms, note values, and theory through matching. It is particularly
useful in a band setting for warming up, building camaraderie, and reinforcing reading skills.

Here are 50 ways to use the Quarter Match Game as a band teacher, categorized for easy
implementation:

< Daily Warm-ups & Quick Reviews

1. Rhythm of the Day: Pull one card, display it on the smartboard, and have the full band
play it on a concert F.

2. Echo Matching: The teacher claps a rhythm from a card, and students find it in their

hand.

Note Name Drill: Use cards to rapidly identify treble or bass clef notes.

Tempo Shuffle: Play a card rhythm, but change the tempo (slow, fast, presto).

5. Dynamics Challenge: Match a card, but apply the dynamic written on a separate "Action
Card".

6. Articulation Station: Play the rhythm, but add staccato, legato, or accent, regardless of
what's on the card.

7. Key Signature Match: Match the rhythm card to a corresponding key signature on the
board.

8. Internalize & Play: Show a card for 5 seconds, hide it, and have them play it from memory.

9. Rest Checker: A quick quiz focusing solely on recognizing different rest values.

10. Time Signature Shift: Play a card rhythm, but switch it from 4/4 to 3/4 or 2/4.

W

€ Games & Group Activities (Large & Small Group)

11. Musical Chairs/Cards: Students place cards under their chairs. When music stops, they
must play/explain their card to stay in.

12. Musical Chase: Similar to tag; if caught, the student must trade cards.

13. Rhythm Memory Match: Turn cards face down; students take turns finding pairs (rhythm
to rhythm).

14. Four Corners (Rhythm Edition): Label corners 1-4. Students run to a corner. Teacher plays
a rhythm; if in that corner, they are out.

15. Team Rhythm Relay: Divide the band; teams race to build a 4-measure phrase from
cards.

16. "I Have, Who Has": Use cards to pass rhythms around the room in a chain.
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17. Poison Rhythm: One card is the "poison." If they play it, they lose points.

18. Rhythm Bingo: Students use cards to fill their bingo board.

19. Musical Tic-Tac-Toe: Two teams compete by identifying rhythm cards.

20. Band Jeopardy: Use cards as answers in different categories (rhythm, pitch, etc.).

Composition & Theory

21. Compose a Measure: Students pull 4 cards to create a 4/4 measure.

22. Melody Maker: Combine cards with a pre-set pitch set (e.g., concert B-flat major).

23. Rhythm Dictation: Teacher plays a card, students write it on a white board.

24. Treasure Deck Challenge: Players work to complete a specific set of musical goals.

25."Gold Share" Composition: Students share "Gold Share" cards to complete a group piece.

26. Syncopation Creation: Specifically select cards with syncopated rhythms to create a
measure.

27. Measure Mix-Up: Hand out 4 cards, ask students to arrange them in the order they hear
them.

28. Arrangement Challenge: Groups take a simple melody and re-rhythmize it using their
cards.

29. Time Signature Composition: Students arrange cards to fit in 6/8 time.

30. Dynamic Mapping: Students arrange cards and assign dynamic markings to create a
"story".

M Small Group & Sectional Ideas

31. Section Rhythm Battle: Percussion vs. Brass vs. Woodwinds.

32. Pair-Share Rhythms: Students clap cards to a partner.

33. Rhythm Envelope Game: Small groups receive an envelope of cards and must find the
one played by the teacher.

34. Lead the Section: A student draws a card and acts as conductor/leader.

35. Mentor/Mentee Match: Advanced students guide beginners in reading their cards.

36. Sight-Reading Small Group: Give a group a set of 8 cards to sight-read instantly.

37. Rhythm Telephone: First student taps a card rhythm to the next, last student plays it on
their instrument.

38. Interval Identification: Use cards that show intervals rather than just rhythms.

39. Scale/Rhythm Combo: Students play a scale rhythmically matched to a card.

40. Percussion Pattern Creation: Use cards for drummers to create rudimental patterns.

Creative & End-of-Day/Year Activities

41. Name Rhythm Match: Students write their name, convert it to rhythms, and match it to a
card.

42. Musical Gift Exchange: At the end of the year, use cards to "give" musical gifts to each
other.

43. Music Appreciation Draw: Play a song, and students must select a card that matches the
mood or rhythm.

44."Thank You" Notes: If a student wins the game, they must write a "thank you" note to a
band supporter.



45. Musical Scavenger Hunt: Hide cards in the music room for students to find and play.

46. "Get to Know You" Rhythm: Students choose a card that represents their "musical
personality".

47. Band Reunion Activity: Use the game for a fun, low-stress activity at a band party.

48. Substitute Teacher Lesson Plan: A self-explanatory game that allows for high-quality
instruction when the main teacher is away.

49. "Joy Cards" Encouragement: Use the "Joy Cards" (part of the Quarter Match deck) to
promote positive reinforcement among students.

50. Final Exam Review: Use the entire deck for a comprehensive, fast-paced review of all
rhythm/theory concepts taught during the year.

The game is designed to be highly customizable, allowing for endless variations to suit the
specific needs of your band!.
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