
UA Curriculum (Art & Design, Design Technology, Music) 

 

Art and Design Curriculum 
 

 

LO Phase 1  
(Year 1 and 2)  

Phase 2  
(Year 3 and 4)  

Phase 3  
(Year 5 and 6)  
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1. Respond to ideas and starting points creatively. 

2. Explore ideas and methods to collect 
visual information. 

3. Develop ideas and designs. 

4. Describe the work of notable artists, artisans 

and designers. 

1. Develop ideas from starting points throughout the 

curriculum. 
2. Collect information, sketches and resources. 

3. Adapt and refine ideas as they progress. 

4. Explore ideas in a variety of ways. 

5. Comment on artworks using visual language. 

1. To create sketch books to record observations 

and use them to review and revisit ideas. 

2. To work collaboratively on projects in 2 and 3 

dimensions and on different scales. 

3. Select the most appropriate materials linked 

to the purpose of the piece. 
4. Plan and design a piece of art to produce a 

particular reaction from the audience. 
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5. Mix primary colours to make secondary. 

6. Add white to colours to make tints and 

black to colours to make tones. 

6. Use a number of brush techniques using thick and 
thin brushes to produce shapes, textures, patterns 

and lines. 
7. Mix colours effectively. 

8. Use watercolour paint to produce washes for 

backgrounds then add detail. 
9. Experiment with creating mood with colour. 

5. Combine colours, tones and tints to enhance the 
mood of a piece. 

6. Use brush techniques and the qualities of paint 

to create texture. 

7. Develop a personal style of painting, drawing 

upon ideas from other artists. 
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 7. Sort and arrange materials. 

8. Mix materials to create texture. 

10. Select materials and mix textures (rough, smooth 

etc). 
11. Ensure work is precise. 

12. Use coiling, overlapping, tessellation, mosaic and 
montage. 

8. Accurately combine materials and textures for a 

particular effect. 
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9. Use weaving to create a pattern. 

10. Join materials using glue and/or a 

stitch. 

11. To change material by dyeing. 

13. Shape and stitch materials. 

14. Use basic cross stitch and back stitch. 
15. Colour fabric. 
16. Create weavings. 

17. Quilt, pad and gather fabric. 

9. Choose from and accurately use a range of 

stitching techniques to create a piece of art 

for a particular purpose. 
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 12. Use a combination of shapes to 

develop use of lines and texture. 

13. Use techniques such as rolling, cutting, 

moulding and carving 

18. Create and combine shapes to create recognisable 
forms (e.g. shapes made from nets or solid 
materials). 

19. Include texture that conveys feelings, expression 

or movement. 

20. Use clay and other mouldable materials. 
21. Add materials to provide interesting detail. 

10. Show life-like qualities and real-life proportions 
or, if more abstract, provoke different 
interpretations. 

11. Use tools to accurately carve and add shapes, 

texture and pattern. 
12. Use frameworks (such as wire or moulds) to 

provide stability and form. 
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14. Draw lines of different sizes and 

thickness. 

15. Colour (own work) neatly 
following the lines. 

16. Show pattern and texture by adding 

dots and lines. 

17. Show different tones by using coloured 

pencils. 

22. Develop sketching skills to show line, tone and 

texture. e.g light and shadow, hatching and cross. 

23. Annotate sketches to explain and elaborate ideas. 

13. Use a variety of techniques to add interesting 

effects (e.g. reflections, shadows, direction of 

sunlight). 

14. Use a choice of techniques to depict 

movement, perspective, shadows and 

reflection. 

15. Choose a style of drawing suitable for the 
work (e.g. realistic or impressionistic). 

16. Use lines to represent movement. 

P
ri

n
ti

n
g 

18. Press, roll, rub and stamp to make 

prints. 

24. Build up layers of two or more colours. 

25. Replicate patterns observed in natural or built 

environments. 

26. Make printing blocks (e.g. from coiled string glued to 

a block). 

27. Make precise repeating patterns. 

17. Create an accurate pattern, showing fine detail. 

18. Use a range of visual elements to reflect the 

purpose of the work. 
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19. Use a wide range of tools to create 
different textures, lines, tones, 

colours, sizes and shapes. 

28. Create images, video and sound recordings and 
explain why they were created. 

19. Enhance digital media by editing (including sound, 
video, animation, still images and installations). 
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20. Compare the works of an artist/ different 

artists. 

21. Take inspiration from other artists and 

designers and make links to their own work. 

 

29. Replicate some of the techniques used by notable 

artists, artisans and designers from different time 

periods. (i.e. Ancient to modern) 

30. Create original pieces that are influenced by studies 

of others. 

 

20. Give details (including own sketches) about the 

style of some notable artists, artisans and 

designers and discuss the effect they have on the 

audience (including architects). 

21. Show how the work of those studied was 

influential in both society and to other artists 

within different time periods. 
22. Create original pieces that show a range of 

influences and styles. i.e. for political and 

social purposes. 
 

 

 

 

 

 

Opportunities  

  

Key Stage 1  Key Stage 2  
 Use experiences and ideas as the inspiration for artwork. 
 Share ideas using drawing, painting and sculpture. 
 Explore a variety of techniques. 
 Learn about the work of a range of artists, artisans and designers. 

 Use experiences, other subjects across the curriculum and ideas as 
inspiration for artwork. 

 Develop and share ideas in a sketchbook and in finished products. 
 Improve mastery of techniques. 

 Learn about the great artists, architects and designers across history. 
 Create artwork with an increasing awareness of a range of purposes and 

audiences. 
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Design Technology Curriculum 
 

 

LO Phase 1  
(Year 1 and 2) 

Phase 2  
(Year 3 and 4)  

Phase 3  
(Year 5 and 6)  
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1. Design functional and appealing 

products that have a clear purpose 
and an intended user. 

2. Use software to design. 

3. Express ideas through talking and 

drawing. 

4. Explore and evaluate a range of existing 

products. 

5. Evaluate ideas and products against a 

design criteria. 

6. Explore objects and designs to identify 
likes and dislikes of the designs. 

7. Suggest improvements to own designs. 
8. Explore how products have been 

created. 

1. Use research to find out about and evaluate existing 

designs. 
2. Disassemble products to understand how they 

work. 
3. Generate ideas for designs by understanding how key 

events and designers have helped shape the world. 

4. Communicate ideas through discussion and 

annotated sketches. 

5. Design innovative, functional and appealing products 

that have a clear purpose for different users. 

6. Use software to design and represent product 
designs. 

7. Improve upon existing designs, giving reasons for 
choices. 

8. Select from and use equipment to perform practical 

tasks. 

9. Select from and use a range of materials according to 

the functional properties. 

10. Evaluate own products against design criteria, taking 
on board the views of others. 

1. Use research to find out about and evaluate existing designs to 

generate own design criteria. 
2. Design, with the user in mind, motivated by the service a product 

will offer (rather than simply for profit). 

3. Create innovative designs that improve upon existing products. 

4. Combine elements of design from a range of inspirational designers 

throughout history, giving reasons for choices. 

5. Communicate ideas through discussion, annotated sketches, 
exploded and cross-sectional diagrams, prototypes, pattern pieces 

and computer aided design. 

6. Make products through stages of prototypes. 

7. Select from and use equipment to perform practical tasks with 

accuracy. 

8. Select from and use a range of materials according to the functional 

properties and aesthetic qualities. 

9. Refine work and techniques as work progresses, continually 

evaluating the product design. 

10. Ensure products have a high quality finish, using art skills where 
appropriate. 

11. Evaluate the design of products so as to suggest improvements to the 

user experience, based on criteria. 
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9. Cut materials safely using tools provided. 

10. Measure and mark out materials to 

the nearest centimetre. 
11. Select and use simple tools and 

equipment for cutting, shaping, joining 

and finishing. 

12. Use a template to mark out and cut 

material. 

13. Join textiles using running stitch. 

14. Build simple structures and explore how 

they can be made stronger, stiffer and 

more stable. 

15. Decorate textiles for a product using a 

number of techniques (such as dyeing, 

adding sequins or printing) 

16. Use materials to practise techniques in 
drilling, screwing, gluing and nailing 
materials to make and strengthen 
products. 

17. Create mechanical products using levers, 
wheels and winding mechanism 

18. Know where food comes from. 

19. Use the basic principles of a varied 

and healthy diet to prepare dishes. 

11. Cut materials accurately and safely by selecting 
appropriate tools. 

12. Measure and mark out to the nearest mm. 

13. Apply appropriate cutting and shaping techniques 

including cuts within the perimeter of the material (such 

as slots or cut outs). 

14. Select appropriate joining techniques. 

15. Understand the need for a seam allowance. 

16. Join textiles with appropriate stitching. 

17. Use the qualities of materials to create visual and tactile 

effects in decoration of textiles. 

18. Control and monitor models using software designed for 
this purpose. 

19. Choose suitable techniques to construct products. 

20. Strengthen materials using suitable techniques. 

21. Choose appropriate mechanisms for a product 
(such as levers, winding mechanisms, pulleys and 

gears). 

22. Understand and apply the principles of a healthy 

and varied diet. 

23. Prepare and cook a variety of savoury dishes using a 

range of cooking techniques. 

24. Understand seasonality, know where and how a variety of 

ingredients are grown, reared, caught and processed. 

12. Cut materials with precision and refine the finish with appropriate 
tools (sanding wood after cutting). 

13. Use an understanding of the qualities of materials to choose 

appropriate tools to cut and shape. 

14. Create objects (such as a cushion) that employ a seam allowance. 

15. Join textiles with a combination of stitching techniques (such as back 
stitch for seams and running stitch to attach decoration). 

16. Use the qualities of materials to create suitable visual and tactile 

effects in the decoration of textiles to suit a range of purposes and 
audiences. 

17. Understand and use electrical systems in their products. 

18. Write code to control and monitor models or products. 

19. Develop a range of practical skills to create products (such as 
cutting, drilling and screwing, nailing, gluing, filling and sanding). 

20. Apply understanding of how to strengthen, stiffen and reinforce 

more complex structures. 

21. Understand and use mechanical systems in products (gears, pullies, 

cams, levers and linkages). 

22. Apply understanding of computing to program, monitor and 

control their products. 

23. Understand and apply the principles of a healthy and varied diet. 

24. Prepare and cook a variety of predominantly savoury dishes using a 

range of cooking techniques. 
25. Understand seasonality, and know where and how a variety of 

ingredients are grown, reared, caught and processed. 

Opportunities: 

 

Key Stage 1 Key Stage 2 
 Demonstrate a range of cutting and shaping techniques (such as tearing, cutting, folding 

and curling).  

 Joining: gluing, hinges, running stitch 
 Food: cutting, peeling, grating 
 Measuring using non-standard and standard units, e.g. cups. 

 See maths, science and geography curriculum for further guidance and progression. 

 Demonstrate skills in cutting, shaping, sawing, joining, nailing, gluing, sewing (range of 

stitches – running, back stitch) construction materials, textiles and ingredients. 

 Create series and parallel circuits using electronics kits that employ a number of components 

(such as bulbs, switches, motors, buzzers, LEDs, resistors, transistors and chips). 
 Cooking – follow recipes. Measuring accurately using correct equipment. 
 See maths, science and geography curriculum for further guidance and progression. 
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Music Curriculum 

 

LO Phase 1  
(Year 1 and 2)  

Phase 2  
(Year 3 and 4) 

Phase 3  
(Year 5 and 6) 
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1. Listen with concentration and 

understanding to a range of 

live and recorded music. 

2. Begin to understand that 

there are different types of 

music. 

3. Express an opinion about 

what I have heard, 

including how it affected 

me emotionally. 

4. Identify the beat of a 

tune. 

1. Listen with attention to detail and recall 

sounds from a range of recorded and live 

music. 

2. Know about different genres of 

music and instruments used. 

3. Use the terms duration; timbre; 

pitch; beat; tempo; texture; use 
of silence to describe music. 

1. Listen with attention to detail 

and recall sounds with 

increasing aural memory. 

2. Know about different types of 

music linked to different genres 

from ancient to modern. 

3. Understand and evaluate how 

music is used for different 

purposes i.e. mood, social, 

political and historical. 

4. Appreciate and understand a 

wide range of live and recorded 
music drawn from different 

traditions and great composers 

and musicians. 

5. Describe how lyrics often reflect the 

cultural context of music and have 

social meaning. 
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5. Use voices expressively and 
creatively to sing songs, 
chants and rhymes. 

6. Make and control long and 

short sounds, using voice 
and instrument. 

7. Imitate changes in pitch. 

4. Show control of voice when singing. 

5. Maintain a simple part within a 

group when singing or playing an 
instrument. 

6. Pronounce words within a song 

clearly. 
7. Show pride when performing. 

6. Perform solos or as a part of an 

ensemble when singing or playing an 

instrument for a range of 

performance types. 

7. Playing instruments with 

increasing accuracy, control 

and fluency. 

8. Use voice with control of pitch, 

expression and accuracy. 

9. Show professionalism during a 

performance. 
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8. Play and experiment with 

tuned and un-tuned 

instruments. 

9. Create a sequence of long 
and short sounds. 

10. Clap rhythms. 

11. Create a mixture of 

different sounds (long and 

short, loud and quiet, high 

and low). 

12. Choose and put sounds 
together to create an 

effect. 

13. Create short, musical 
patterns and rhythms. 

8. Explore, improvise and compose 

simple pieces of music using voices, 

tuned and un-tuned instruments. 

9. Create repeating patterns and 
rhythms with a range of instruments. 

10. Use drones as 
accompaniments. 

11. Choose, order, combine and control 

sounds in order to create an effect. 

12. Use digital technology to compose pieces 
of music. 

10. Improvise and compose music for 
a range of purposes using voices 
and instruments. 

11. Create rhythmic patterns 
with an awareness of 
timbre and duration. 

12. Combine a variety of musical 

devices including melody, 
rhythm and chords. 

13. Thoughtfully select tuned and 
un-tuned instruments to gain a 
desired effect. 

14. Use drones and melodic ostinati. 

15. Use digital technology to compose, 

edit and refine pieces of music. 
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14. Use non-standard symbols to 

represent a composition and 

use them to help with a 
performance. 

13. Devise non-standard symbols to indicate 

when to play and rest. 

14. Recognise the notes EGBDF and FACE 
on the musical stave. 

15. Recognise the symbols for a minim, 
crotchet and semibreve and say how 
many beats they represent. 

16. Evaluate music using musical 

vocabulary to identify areas of likes 

and dislikes. 

17. Understand layers of sounds and discuss 

their effect on mood and feelings. 

16. Use the standard musical notation 

of crotchet, minim and semibreve 

to indicate how many beats to play. 
17. Read and create notes on 

the musical stave. 
18. Understand the purpose of the 

treble and bass clefs and use 

them in transcribing 

compositions. 

19. Understand and use the # 

(sharp) and ♭ (flat) symbols. 

20. Use and understand simple 

time signatures. 

21. Choose from a wide range of 

musical vocabulary to accurately 
describe and appraise music 

including: pitch, dynamics, tempo, 

timbre, texture, lyrics and 

melody, sense of occasion, 

expressive, solo, rounds, 

harmonies, accompaniments, 

drones, cyclic patterns, 

combination of musical elements, 

cultural context. 

 
 

 

Opportunities: 
 

Key Stage 1  Key Stage 2  
 Visit the theatre/performance to experience live music.  

 Sing songs and known rhymes. 

 Take part in External Music festival performances. (LMS Royal Festival 

Hall shows) 

 Take part in year group performances. 

 Take part in External Music festival performances. 

 Friday Clubs  
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Art and Design Glossary 

 

 
 
 
 

LINE 

Lines are used to: 
 Delineate shapes 
 Indicate volume 
 Describe 
 Make Patterns 
 Express emotions 

They can be: 
 Bold or sensitive 
 Angled or curved 
 Soft or hard 

SHAPE 
Shapes can be easily recognised and immediately understood. They can form 
symbols. They can be 2 or 3 dimensional. 

 

FORM 
Shapes ‘form’ an object whether this is done in modelling work or illusionary 
through drawing or painting. It is possible to create form in 2D work but it is 
easier in 3D work. 

 
COLOUR 

Colour can be used to convey feelings, emotions, atmosphere, moods and ideas. 
Children’s ability to select, mix and apply colour helps them to communicate. A 
range of media can be used for this purpose such as paints (mixed and 
watercolour), pastels and coloured pencils. 

TONE 
Tone tells us how much light and dark can be seen. It can also help to suggest 
volume and depth. 

PATTERN 
This can be seen in the natural and built world. It is related to maths, decoration, 
symbolism and cultural styles throughout history. 

TEXTURE 
Texture can be seen and felt. The illusion of texture can be created in 2D work, 
but is easiest to achieve in 3D work. 

 
PRIMARY COLOURS 

RED YELLOW BLUE 

SECONDARY COLOURS 

ORANGE 
(RED + YELLOW) 

GREEN 
(BLUE + YELLOW) 

PURPLE 
(RED + BLUE) 

TERTIARY COLOURS 

BROWN 
(RED + BLUE + YELLOW) 

TURQUOISE 
(BLUE + YELLOW + WHITE) 

MAUVE 
(BLUE + RED + WHITE) 

SKIN TONES: these need a combination of yellow or brown along with red and white 

COLOUR SPECTRUM: Red, orange, yellow, green, blue, indigo, violet 

HARMONIOUS COLOURS: Colours that are next to each other in the spectrum go together well. 

COMPLIMENTARY COLOURS: Colours that are opposite each other in the spectrum. 

BLACK + WHITE: Are not true colours, use white to lighten the colour and black to darken the colour. 
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DT guidelines for use of tools 
 

Tools; processes and safety 
Using tools properly is a skilled activity and requires practice. Children shouldn’t expect to be able to use them properly straight 

away, and will need individual help to begin with. If they aren’t given sufficient help they may become discouraged, or pick up 

ideas which could give trouble or even be dangerous at a later stage. 

1. Children should be taught to respect tools and learn to use the right tool for the right job. 

2. They should be encouraged to learn the names of the tools they are using. Tools should be replaced when they have been 

used and not allowed to build up on the table. 

3. Children should begin to identify and predict possible risks and develop a sense of responsibility for the safety of themselves 

and others. 

4. Children should always be closely supervised when using any sort of tool. The interpretation of this will vary with the age, 

previous experience and skill of the individual child, and must rest with the teacher in charge. It will at all times involve the 

teacher being in fairly close proximity to the children working. 

5. Teachers in charge of children using tools should be fully conversant with the potential risks, and should plan so that those 

risks are eliminated as far as possible. 

6. Teachers should themselves demonstrate good working practice and a high standard of safety by example, e.g. by wearing an 

overall, clamping work while sawing etc. 

 
These general safety notes are a guideline for children’s use and should be discussed with the children prior to them using tools. 

 

Using Tools 
The use of tools falls broadly into 6 categories: 

1. Marking 

2. Sawing 

3. Drilling 

4. Shaping 

5. Joining 

6. Finishing 

 

Marking 
It is important to mark out carefully to save time, materials and disappointment. Children should get used to checking this 

important part of the process before making a cut. 

Marking may involve rulers, T-squares or templates. T-squares are used to make 90 degrees to a straight edge. 

 
Sawing 
Sawing is a relatively quick way of cutting through materials. There are many different kinds of saw. All saws have teeth that tear 

away the material. The shape and size of the teeth are chosen to suit the material. Most saws cut on the push stroke. Children 

often have difficulty when cutting wood initially. 

1. Always support the work properly with a vice, cramp or a bench hook 

2. Always try to make straight cuts vertically. 

3. Stand with your hand and arm in line with the saw cut. 

4. It is best to use saws with small teeth for hard materials and short cuts, and large teeth for soft materials and long cuts. 

5. Use your thumb at the side of the blade as a guide when you start the cut, but TAKE CARE. Start by pulling the saw back at an 

angle. Then flatten, push, and pull. 

6. Always use the full length of the blade. 

7. When sawing along a line, saw slightly on the waste side of the line. 

8. When coming to the end of the cut, support the work underneath to stop the material cracking or splintering. 

9. Junior hacksaws are used for straight cuts through plastic or thin wood. 

10. If replacing blades on a junior hacksaw remember that with the handle pointing upwards the blades will look like a Christmas 

Tree. 

11. A more specialised saw is the Shaper saw, a mains powered saw for cutting thin sheet wood. It needs a little bit of getting 

used to but should be fairly safe for children to use. 
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Drilling 
Drilling is a way of making holes in pieces of material. You need a hand drill and a suitable sized drill bit. 

1. Mark the point where you want to drill. 

2. Make sure the work and/or the drill is held firmly using a drill stand. 

3. Make sure the drill won’t damage the bench when it has gone through the work. 

4. Keep the drill straight in the hole all the time. 

5. Turn the handle the correct way to operate the drill, and continue turning the same way when you want to bring the drill out 

again. 

6. Take the drill bit out of the drill when you have finished with it, and return it to the proper place. 

 

Shaping 
Small amounts of material can be removed in several ways: 

1. Files remove small particles of wood, metal or plastic. 

2. There is a range of shapes. Hold the file at each end and push the file across the work. Files only cut on the forward stroke. 

3. Surforms are like files and rasps but have blades with holes in, to allow the shavings to pass through. They remove wood 

quickly but leave a rough surface. They appear in different shapes including round. 

 

Joining 
Unless the work only consists of a single piece, it may be necessary to fix a number of parts together. 

This can be done with nails, screws, nuts and bolts or adhesives. 

In most situations one method will be more suitable than the others will. Here are some broad guidelines. 

1. SCREWS are best for strong joints in pieces of wood. They take longer and are more complicated because a correctly sized 

hole has to be drilled. 

2. NUTS AND BOLTS are used to make joints that can be undone later. 

3. ADHESIVES are used either on their own or with another fixing, such as nails. Glued joints can be very strong, if a suitable 

adhesive is used in the correct way. For most work normal PVA glue is sufficient, but for some materials or joints that will be 

subject to a lot of stress or immersed in water, other glues may be better. Many glues need to be clamped until the glue is dry to 

attain their full strength. Vices, G cramps, rubber bands, clothes pegs and bulldog clips all have their uses at this stage. 

 

Types of adhesive 
Possibilities are: 

1. Wood glue for strong joints in wood 

2. Copydex (to be used by adults only) or equivalent for fabrics etc. 

3. Contact adhesive or outdoor wood glue for waterproof joints 

4. Cool Melt Glue Gun for quick assembly and versatility 

5. Superglue should not be used. 

 

Finishing 
Finishing is a very important part of the process and often affects greatly the way the article will finally look. 

Materials can be made smooth using glass papers. Start with a coarse one and finish with a fine one. 

Wrap the glass paper around a cork block to help keep the shape of the article. Use the paper in the same direction, working 

along the grain of the wood. The work can then be painted or varnished to protect and enhance it. 
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Term Definition 

A cappella - One or more vocalists performing without an accompaniment. 

Accelerando - A symbol used in musical notation indicating to gradually quicken tempo. 

Accessible - Music that is easy to listen to and understand. 

Accompaniment - A part in a composition designed to serve as background and support for more important parts.  

Adagio - A tempo having slow movement; restful at ease. 

Allegro - A direction to play lively and fast. 

Baroque - 
Time in music history ranging from the middle of the 16th to the middle of the 17th centuries. Characterized by emotional, 

flowery music; written in strict form. 

Beat - The unit of musical rhythm. 

Canon - 
A musical form where the melody or tune is imitated by individual parts at regular intervals. The individual parts may enter at 

different measures and pitches. The tune may also be played at different speeds, backwards, or inverted. 

Carol - A song or hymn celebrating Christmas. 

Chant - Singing in unison, texts in a free rhythm. Similar to the rhythm of speech. 

Choir - Group of singers in a chorus. 

Chord - 3 or 4 notes played simultaneously in harmony. 

Chorus - A group singing in unison. 

Classical - 
The period of music history which dates from the mid 1700’s to mid-1800’s. The music was spare and emotionally reserved, 

especially when compared to Romantic and Baroque music. 

Classicism - 
The period of music history which dates from the mid 1800’s and lasted about sixty years. There was a strong regard for order 

and balance. 

Clavier - The keyboard of a stringed instrument. 

Clef - In sheet music, a symbol at the beginning of the staff defining the pitch of the notes. 

Compose - To write music 

Conductor - 
One who directs a group of performers. The conductor indicates the tempo, phrasing, dynamics, and style by gestures and 

facial expressions. 

Consonance - Groups of tones that are harmonious when sounded together as in a chord. 

Crotchet - A quarter note 

Drone - Dull, monotonous tone such as a humming or buzzing sound. Also a bass note held under a melody.  

Duet - A piece of music written for two vocalists or instrumentalists. 

Duration - The length of time something continues or exists 

Dynamics - Pertaining to the loudness or softness of a musical composition. Also the symbols in sheet music indicating volume.  

Encore - 
A piece of music played at the end of a recital responding to the audiences enthusiastic reaction to the performance, shown 

by continuous applause. 

Ensemble - The performance of either all instruments of an orchestra or voices in a chorus. 

Flat - A symbol indicating that the note is to be diminished by one semitone. 

Form - The structure of a piece of music. 

Forte - A symbol indicating to play loud. 

Glee - Vocal composition written for three or more solo parts, usually without instrumental accompaniment.  

Harmony - 
Pleasing combination of two or three tones played together in the background while a melody is being played. Harmony also 

refers to the study of chord progressions. 

Hymn - A song of praise and glorification. Most often to honour God. 

Improvise - To compose and perform or deliver without previous preparation 

Instrumentation - Arrangement of music for a combined number of instruments. 

Introduction - The opening section of a piece of music or movement. 
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Key - System of notes or tones based on and named after the key note. 

Key signature - The flats and sharps at the beginning of each staff line indicating the key of music the piece is to be played.  

Ligature - Curved line connecting notes to be sung or played as a phrase. 

Lyrics - The words to a song. 

Major - One of the two modes of the tonal system. Music written in major keys have a positive affirming character.  

March - A form of music written for marching in two-step time. Originally the march was used for military processions. 

Medley - A composition that uses passages from other movements of the composition in its entirety.  

Melody - Musical sounds in agreeable succession or arrangement. 

Minim - A note, formerly the shortest in use, but now equivalent in time value to one half of a semibreve; half note. 

Minor - One of the two modes of the tonal system. The minor mode can be identified by the dark, melancholic mood.  

Minuet - Slow and stately dance music written in triple time. 

Motif - Primary theme or subject that is developed. 

Musicology - The study of forms, history, science, and methods of music. 

Nocturne - A musical composition that has a romantic or dreamy character with nocturnal associations.  

Octave - Eight full tones above the key note where the scale begins and ends. 

Opera - A drama where the words are sung instead of spoken. 

Operetta - A short light musical drama. 

Orchestra - A large group of instrumentalists playing together. 

Orchestration - Arranging a piece of music for an orchestra. Also, the study of music. 

Ostinato - A repeated phrase. 

Overture - Introduction to an opera or other large musical work. 

Pentatonic Scale - A musical scale having five notes. For example: the five black keys of a keyboard make up a pentatonic scale. 

Pitch - The frequency of a note determining how high or low it sounds. 

Prelude - 
A short piece originally preceded by a more substantial work, also an orchestral introduction to opera, however not lengthy 

enough to be considered an overture. 

Quartet - A set of four musicians who perform a composition written for four parts. 

Quintet - A set of five musicians who perform a composition written for five parts. 

Recital - A solo concert with or without accompaniment. 

Refrain - A repeating phrase that is played at the end of each verse in the song. 

Renaissance - A period in history dating from the 14th to 16th centuries. This period signified the rebirth of music, art, and literature.  

Reprise - To repeat a previous part of a composition generally after other music has been played.  

Rhythm - The element of music pertaining to time, played as a grouping of notes into accented and unaccented beats.  

Romantic - 
A period in history during the 18th and early 19th centuries where the focus shifted from the neoclassical style to an 

emotional, expressive, and imaginative style. 

Round - 
A canon where the melody is sung in two or more voices. After the first voice begins, the next voice  starts singing after a 

couple of measures are played in the preceding voice. All parts repeat continuously.  

Scale - Successive notes of a key or mode either ascending or descending. 

Semibreve - A note half the length of a breve. 

Sharp - A symbol indicating the note is to be raised by one semitone. 

Sonata - 
Music of a particular form consisting of four movements. Each of the movements differ in tempo, rhythm, and melody; but 

are held together by subject and style. 

Staccato - Short detached notes, as opposed to legato. 

String Quartet - A group of 4 instruments, two violins, a viola, and cello. 

Symphony - Three to four movement orchestral piece, generally in sonata form. 

Tempo - Indicating speed. 
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Theme - A melodic or, sometimes a harmonic idea presented in a musical form. 

Timbre - 
Tone colour, quality of sound that distinguishes one verse or instrument to another. It is determined by the harmonies of 

sound. 

Time Signature - A numeric symbol in sheet music determining the number of beats to a measure. 

Tone - The intonation, pitch, and modulation of a composition expressing the meaning, feeling, or attitude of the music.  

Tone less - Unmusical, without tone. 

Trio - A composition written for three voices and instruments performed by three persons. 

Triple time - Time signature with three beats to the measure. 

Triplet - Three notes played in the same amount of time as one or two beats. 

Tune - A rhythmic succession of musical tones, a melody for instruments and voices. 

Unison - Two or more voices or instruments playing the same note simultaneously. 

Voice - One of two or more parts in polyphonic music. Voice refers to instrumental parts as well as the singing voice. 

Waltz - A dance written in triple time, where the accent falls on the first beat of each measure.  

 


