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A two-player musical notation board game.
Overview
The purpose of this game is for two players to compete in creating a complex musical phrase of four measures.  Creating harmonies and chords is the key to gaining higher points.  However, a player may rush towards the end of the game (by completing all four measures) in order to stop their opponent from finishing.  Knowledge about musical notation is recommended but not required.

Rules
Equipment
$ 
2 sheet music game boards

$ 
50 musical note cards

$ 
20 rest cards

$ 
20 attribute cards

$ 
1 dark bag

Setup
All card pieces are to be placed in the dark bag.  Mix the cards around to ensure that they are shuffled.  Each player will have his or her own game board containing four measures, each separated by vertical lines.  The time signature is 4/4, which simply means that each quarter note is one beat and there are four beats to the measure.  To fill one measure, a combination of notes and rests must add up to four beats.  All cards are labeled.  Refer to following information to determine how many beats each note is worth. 

Possibilities for one measure include:

$ 
1 whole note


(each is 4 beats)

$ 
2 half notes / rests

(each is 2 beats)

$ 
4 quarter notes / rests

(each is 1 beat)

$ 
8 eight notes / rests

(each is ½ beat)

$ 
1 half note, 1 quarter note, 1 eighth note, & 1 eighth rest (2, 1, ½, & ½ beats, respectively)

Starting
Each player draws eight cards to begin.  All cards drawn are to be visible to the opposing player.  Each player has their own game board that they will play their cards on.  The player with the lowest point sum of the eight initial cards goes first. (See Scoring.)  In the even of a tie, both players will draw an additional card from the bag.  The player with the lowest value after this will go first. (These additional cards are kept.)

Turn
At the start of each turn, the player must draw however many cards needed so that he or she has eight cards total.  After obtaining eight cards, the player will attempt to create a musical phrase in the first incomplete measure using any number of the eight cards they have and any they have previously laid down. 

The player may change the contents on the same measure for multiple turns before moving to the next measure.  The player may not move to successive measures until the current measure is complete.  The player may not return to previous measures after moving to successive measures.  There is no minimum amount of cards to lay, but it is important to keep in mind that the player who lays down more cards per turn will redraw cards faster and will have a better chance of scoring higher.

Each measure must follow the rules of music notation.  If the measure does not meet the requirements when moving on, the opposing player may challenge the player to remain on the previous measure. The measure must meet the following requirements:

1) All notes and rests are accounted for.  For instance, two quarter notes and one half rest would permit the player to proceed to the next measure.

2) Harmonies of notes may exist in two or three layers to obtain more points per measure.  These layers must each total four beats in order to continue.  In other words, each layer must follow the same requirements as if it were its own measure.  Two or three rests may be needed on one beat if a note is unable to take its place.  

3) When attempting three-layered harmonies, it must use one of the following major chords:



The turn is over when the player is finished arranging and laying down cards on the game board.  The player must announce whether the current measure is complete or not.  He or she also has the option of tossing any unused cards back into the bag before ending the turn.  This is useful when cards are drawn that are unnecessary for a particular strategy.

Scoring
The total number of cards and values are as followed:


4 whole note cards


20 points


8 half note cards


15 points


18 quarter note cards


10 points


20 eighth note cards


5 points


4 half-rest cards


no points


8 quarter-rest cards


no points


12 eighth-rest cards


no points


7 sharp cards



no points


7 flat cards



no points


4 accent cards



5 points


2 repeat bracket cards


Doubles points of one measure - both cards required

Points are counted by going through each measure left to right while counting the chord structures.  A two-note harmony doubles the value of the points for the notes used on the same beat, while a three-note chord triples the value.  The following measure would be scored as such:



The whole note creates a harmony with the first quarter note.  Since a quarter note is worth 10 points, and a whole note is 20 points and it creates harmony, the point value is now worth 60 points for beat one.  The point bonus for the harmony is only counted for the first beat that it is found.  Therefore, the remaining notes are worth 10 points (quarter), 5 points (eighth), and 5 points (eighth), giving a total of 80 points for the measure.  Although the whole note takes up an entire four beats, the quarter rest is necessary for the second layer before it can be considered a complete measure.

Sharp and flat cards are used to satisfy the chord requirements.  Accent cards are bonus points that can be used on any note.  The repeat brackets double the value of one measure when placed on the edges.  Both cards are required.

Ending the Game
The game is over when one of the players complete the fourth measure.  The winner is the one with the highest score, regardless of whether he or she completed all four measures.  If the opposing player’s current measure meets requirements, then that player receives points.  Incomplete measures receive no points.

