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MACHINE AND METHOD FOR TEACHING 
MUSIC AND PANO 

CROSS REFERENCE TO RELATED 
APPLICATION 

0001. This application is based on U.S. provisional appli 
cation Ser. No. 60/363,451, filed on Mar. 11, 2002. 

STATEMENT REGARDING FEDERALLY 
SPONSORED RESEARCH ORDEVELOPMENT 

0002. Not Applicable 

DESCRIPTION OF ATTACHED APPENDIX 

0003) Not Applicable 

BACKGROUND OF THE INVENTION 

0004. This invention relates generally to the field of music 
and more specifically to a machine and method for teaching 
music and piano. 
0005. The learning of music in a systematic approach has 
been the goal of music teachers for centuries. The typical 
method of teaching music involved hours of rote learning of 
notes and their proper location on the Bass and Trebles staffs 
accompanied by hours of repetition with the particular musi 
cal instrument. The piano has often been the instrument of 
choice as it is capable of playing a tremendous variety of 
music from the most simple melody to complex symphonic 
composition. Written methods for teaching the piano abound 
and largely rely on repeated playing of simple compositions 
to learn the bass and treble musical systems. Numerous prior 
art systems and methods have attempted to improve on the 
teaching of music but generally fail to provide an interactive 
system and method that effectively works with beginners, 
particularly children. Other systems have attempted to 
develop teaching aids and graphical devices to aid in learning 
the notes of a scale but still have failed to associate the 
teaching methodology with the Sounds of the musical notes 
and their proper location on a keyboard. Further, there has 
been no useful method for introducing and associating the 
proper musical intervals with their relationship to the treble 
and bass clefs and the keys of a keyboard instrument. Various 
prior art systems and methods described below have failed in 
creating the unique aspects of the present invention. 
0006 U.S. Pat. No. 1,741,769 issued Dec. 31, 1929 to A.Y. 
Hall shows a mechanical piano instruction device whereby 
notes are scrolled above the keys on a piano in the time and 
rhythm of the music but that does not have the interactive 
qualities of the present invention to provide real time correc 
tion and authentication of the user's selection of particular 
keys that correspond to the proper notes played. 
0007 U.S. Pat. No. 4,819,539 issued Apr. 11, 1989 to 
Searing shows a Music Teaching System and Apparatus using 
flash cards associated with notes on the treble and clef staffs 
but fails to show the inventive method of the present inven 
tion. 
0008 U.S. Pat. No. 1,758,043 issued May 13, 1930 to H. 
D. Hoffmeister shows a static device for correlating the staff 
with the keyboard of a piano but does not have the interactive 
qualities of the present invention. 
0009 U.S. Pat. No. 1,833,204 issued Nov. 24, 1931 to E. 
L. Buxton shows a static keyboard and staff reader that does 
not have the interactive qualities of the present invention. 
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0010 U.S. Pat. No. 3,577,890 issued May 11, 1971 to E. F. 
Walker et al. shows a musical teaching aid that corresponds 
the notes of the treble and bass clefs with the keys of the piano, 
but does not have the interactive quality of the present inven 
tion. 
O011 U.S. Pat. No. 4,056,999 issued Nov. 8, 1977 to W.J. 
Bennett shows a piano teaching aid that comprises an overlay 
that fits over the keys of the piano to show the association 
between the notes and the treble and clef staffs but does not 
have the interactive quality of the present invention. 
0012 U.S. Pat. No. 1,400.947 issued Dec. 20, 1921 to E. 
Fennell shows an indicator for musical instruction that asso 
ciates the notes on the staffs with the notes on the keyboard 
and provides an audible buZZer when the correct association 
is made but does not provide real time association with proper 
note and rhythm by audio and visual means to signify correct 
and incorrect choices while playing a piece of music. 
0013 U.S. Pat. No. 1,766,087 issued Jun. 24, 1930 to N. L. 
Sullivan to a music chart blackboard shows a depiction of a 
keyboard over the lines for the treble and bass staffs for 
instructing students on notes but does not show the interactive 
qualities of the present invention. 
O014 U.S. Pat. No. 1,768,706 issued Jul. 1, 1930 to E. 
Miller shows a static keyboard and staff reader that associates 
the notes of the staffs with the keys of the piano but lacks the 
interactive qualities of the present invention. 
0.015 U.S. Pat. No. 3,570,360 issued Mar. 16, 1971 to H. 

J. Siegel shows a music teaching device whereby a simulated 
keyboard is presented and a horizontal presentation of music 
is shown and the user uses a stylus to indicate the proper note 
shown on the musical representation and in so doing produces 
an audible Sound corresponding to the proper note, but does 
not show an interactive method or system like the present 
invention for teaching a musical composition and the proper 
timing orientation of the notes in a real time setting. 
0016 U.S. Pat. No. 3,728,930 issued Apr. 24, 1973 to W. 
Maron shows a Music Training Device that presents notes on 
the treble and bass staffs through a window showing one note 
from each in time but is not interactive or automatic and does 
not have the qualities of the present invention. 
0017 U.S. Pat. No. 3,822,630 issued Jul. 9, 1974 to V. M. 
Leonard shows a static music teaching aid based on the hands 
and scale degrees but does not have the interactive qualities of 
the present invention. 
0018 U.S. Pat. No. 3,903,781 issued Sep. 9, 1975 to V. M. 
Leonard shows a static keyboard progression teaching aid for 
associating notes to the keys of a key but fails to show the 
inventive interactive system of the present invention. 
0019 U.S. Pat. No. 4,295.407 issued Oct. 20, 1981 to V. 
M. Leonard shows a static keyboard simulation with vertical 
inversion indexes and insert cards but fails to show the inter 
active qualities of the present invention. 
0020 U.S. Pat. No. 5,524,522 issued Jun. 11, 1996 to J. 
Hesnan shows a sliding template with view windows that 
show musical notes and a version that displays the informa 
tion on a handheld calculator but fails to show the interactive 
qualities of the present invention. 
0021 U.S. Pat. No. 6,031,172 issued Feb. 29, 2000 to M. 
G. Papadapoulos shows a static set of reference rings that 
show musical notes and their relationship to scales and keys 
but fails to show the interactive qualities of the present inven 
tion. 
0022 U.S. Pat. No. 5,639,977 issued Jun. 17, 1997 to 
Hesnan shows a sliding template with view windows that 
show musical notes and a version that displays the informa 
tion on a handheld calculator but fails to show the interactive 
qualities of the present invention. 
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0023 U.S. Pat. No. 5,496,179 issued Mar. 5, 1996 to Hoff 
man shows a music teaching system using depictions that 
correspond with the alphabetic names of musical notes but 
fails to show the interactive qualities of the present invention 
or an association with the aural sound of the notes. 
0024 U.S. Pat. No. 5,886,273 issued Mar. 23, 1999 to 
Haruyama shows a performance instructing apparatus having 
a display and keyboard showing vertically oriented notes but 
fails to show proper location on a musical staff or have the 
interactive qualities of the present invention. 
0025 U.S. Pat. No. 6,388,181 issued May 14, 2002 to Moe 
shows a computer graphic animation of a keyboard and the 
proper location of the hands on the keys but fails to show 
proper location on a musical staff or the interactive qualities 
of the present invention. 
0026 U.S. Patent Application Publication No. US 2002/ 
01771 13 A1 published Nov. 28, 2002 to Sherlock shows a 
method and apparatus for learning to play musical instru 
ments but fails to show proper location of the notes on a 
vertical musical staffor the interactive qualities of the present 
invention. 
0027. The prior art does not show a fully automated and 
interactive teaching system that utilizes real time presentation 
of music on a display medium Such as a computer Screen and 
that provides ongoing correction and affirmation of a stu 
dent's choice of key depression that corresponds with the 
musical piece being learned. Further, none of the prior art 
shows a variety of games that stimulate musical learning by 
using the interactive qualities of a computer and its associa 
tion with responsive video and audio signals to represent 
proper and incorrect association of notes with the keys of an 
instrument interconnected to the computer system. No prior 
art system provides a teaching system that presents music in 
interactive shapes and colors, shows the music in a vertical 
orientation to the keyboard and associates they musical staffs 
with the keys of a piano. Nor does any prior art system make 
use of the aural association between the Sounds of the notes 
and their proper location on the keyboard or musical staffs. 
Further, no prior art system has used color coded graphics for 
the lines and spaces of the staffs and notes in a coordinated 
method for teaching beginners to recognize the proper notes 
and their location on the musical staff. 

BRIEF SUMMARY OF THE INVENTION 

0028. The primary object of the invention is to provide a 
simple method for teaching music to children. 
0029. Another object of the invention is to provide an 
automated teaching method using a computer. 
0030. Another object of the invention is to provide an 
automated teaching method that incrementally introducestra 
ditional piano music. 
0031. A further object of the invention is to provide a 
teaching system that presents music in interactive shapes and 
colors. 
0032. Yet another object of the invention is to provide a 
teaching method that presents music in a vertical orientation. 
0033 Still yet another object of the invention is to provide 
a teaching system that presents piano music in a vertical 
orientation in line with the piano keys. 
0034. Other objects and advantages of the present inven 
tion will become apparent from the following descriptions, 
taken in connection with the accompanying drawings, 
wherein, by way of illustration and example, an embodiment 
of the present invention is disclosed. 
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0035. In accordance with a preferred embodiment of the 
invention, there is shown a system for teaching music having 
a visual display of at least one vertically oriented music staff 
having at least one staff line where the staff is oriented with 
higher pitched notes positioned to the right, representation of 
notes of music on the visual display in positions on the staff 
and visual feedback information on the visual display that 
correctly describes staff position of music tones correspond 
ing to a plurality of depressed keys on a keyboard. 
0036. In accordance with another preferred embodiment 
of the invention, there is shown a system for teaching music 
having a representation of at least one music staff through a 
visual display having at least one staff line, Scrolled musical 
representations through a visual display means whereby 
images of notes along the staff lines move with relatively 
constant speed, a visual representation of a position point 
along the staff that designates a time bar, and presentation of 
selected musical representations along the time bar corre 
sponding to the notes that are to be played. 
0037. In accordance with another preferred embodiment 
of the invention, there is shown a method for teaching music 
having the steps of presenting a plurality of pictures to a user 
through a visual display interconnected to a computing 
device, designating for each of the pictures a pre-determined 
word, whereby each word is phonetically associated with a 
sol-fa note name, and associating the pictures with the note 
aC. 

0038. In accordance with another preferred embodiment 
of the invention, there is shown a process for teaching music 
having the steps of presenting a user a graphical representa 
tion of lines and spaces from a musical staff on a visual 
display, visually presenting the lines and spaces in generally 
equal width, thereby associating the lines and spaces with the 
proper musical intervals of a musical scale through an inter 
connection between a computing device and the display, and 
presenting musical representations along the lines and spaces 
and selectively providing visual output in response to user 
input corresponding to choices made by the user. 
0039. In accordance with another preferred embodiment 
of the invention, there is shown a process of teaching music 
having the steps of presenting two musical staffs, having lines 
and spaces, on a visual display through a computing device, 
designating for each musical staff a different visual presen 
tation for the lines of that particular staff, and providing a 
graphical association on a keyboard to the lines using the 
same visual presentation for each respective staff, wherein the 
keyboard is interconnected to the visual display through a 
computing device. 
0040. In accordance with another preferred embodiment 
of the invention, there is shown a process of teaching music 
having the steps of presenting a musical staff, having lines 
and spaces, on a visual display, designating a different visual 
presentation for the notes that fall on the lines from the visual 
presentation for the notes that fall on the spaces of the staff. 
0041. In accordance with another preferred embodiment 
of the invention, there is shown a method for teaching music 
having the steps of presenting a user through a visual display 
a pre-determined series of musical representations, permit 
ting user input corresponding to the playing of a sequence of 
musical notes in response to the representations, presenting 
the user on a visual display with the representations on a 
Vertically oriented Staff, and changing the display to a hori 
Zontal musical staff showing the same musical representa 
tions. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

0042. The drawings constitute a part of this specification 
and include exemplary embodiments to the invention, which 
may be embodied in various forms. It is to be understood that 
in Some instances various aspects of the invention may be 
shown exaggerated or enlarged to facilitate an understanding 
of the invention. 
0043 FIG. 1 is a depiction of the phonetically based 
graphics used in the invention. 
0044 FIG. 2 is a schematic diagram of a bass clef fill-in 
identification game. 
0045 FIG. 3 is a schematic diagram of equal width lines 
and spaces turned vertically in an identification game. 
0046 FIG. 4 is a schematic diagram of the lines and spaces 
for a note identification game. 
0047 FIG. 5 is a schematic of graphical notes falling out 
of a tree for an identification game. 
0048 FIG. 6 is a schematic of graphical notes and a fill in 
game for note and location identification. 
0049 FIG. 7 is a schematic diagram of a note duration 
game. 
0050 FIG. 8 is a schematic diagram of a bass clef verti 
cally represented for note identification. 
0051 FIG. 9 is a schematic diagram of the treble clef 
vertically represented for note identification. 
0052 FIG. 10 is a schematic diagram of the treble clef in 
a horizontal representation for a note identification fill in 
game. 
0053 FIG. 11 is a piano game with full treble and bass 
clefs in a vertical orientation with a timing bar. 
0054 FIGS. 12A through 12D is a series of progressive 
piano playing methods that increase from a simplified repre 
sentation to a traditional representation. 
0055 FIG. 13 is a schematic depiction of a keyboard with 
color coding and stickers on certain keys. 
0056 FIG. 14 is a schematic depiction of a portion of a 
keyboard with color and Stickers and on certain keys. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0057 Detailed descriptions of the preferred embodiment 
are provided herein. It is to be understood, however, that the 
present invention may be embodied in various forms. There 
fore, specific details disclosed herein are not to be interpreted 
as limiting, but rather as a basis for the claims and as a 
representative basis for teaching one skilled in the art to 
employ the present invention in virtually any appropriately 
detailed system, structure or manner. 
0058. The innovative part of this invention lies in the 
modified representation of music staff and notes adapted for 
beginners and children, and visual association of music staff 
with the piano keyboard. The system helps train the skills that 
have often been overlooked by other music-teaching meth 
ods. 
0059) Other methods have neglected the simple fact that 

all notes on the music staff are basically represented as space 
or line notes. The present invention contains various methods 
and systems that drill the student to quickly recognize the 
difference between space and line notes. 
0060 A common difficulty for beginners during site read 
ing is determining note line number. The present invention 
offers training for a quick identification of all staff lines and 
Spaces. 
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0061. Other methods do not address the important fact 
that, while playing music, a musician reads notes both for 
ward and back. In contrast, the inventive system presented 
herein provides several exercises to help students develop this 
crucial skill. With this invention, students learn to expertly 
and effortlessly read the music notes in any order. 
0062. The inventive system preferably uses Do, Re, Mi, 
Fa, Sol, La and Ti note names instead of A, B, C, D, E, F and 
G, especially for Small children and beginners. Physiologists 
proved that not only our ears, but our throat, too, participate in 
the process of music perception. Whenever we hear or play a 
melody we also sing along with it inside of our mind. The 
Solfeggio (Do, Re, Mi . . . ) note name system is accepted 
worldwide for vocalization. The use of the less convenient 
method of singing alphabet syllables (A, B, C . . . ) cuts the 
link between the sound of music and our perception of it. 
However, the system of the present invention will allow all 
exercises and games to be switched to the A-B-C notation, if 
the student so desires. The representation of notes that pho 
netically associate with note names helps not only to distin 
guish notes, but to also memorize their names and sing them 
while playing. 
0063. The method introduces revolutionary representation 
of the music score that allows any beginner, a child or an 
adult, to read and play Songs from the very first session and, 
thus, to avoid months of abstract memorizing. 
0064. The method is built upon the notion that the art of 
piano performance as a set of essential simple skills united by 
practice. The method helps students to develop and master 
these skills using an entertaining and relaxed way. 
0065. In order to provide a student with effective music 
practicing preferred embodiments are implemented in the 
form of interactive video games appealing to adults and tod 
dlers as well. That provides an opportunity for productive 
training in music classes or at home. 
0066. This method operates on a “no boring lecture' 
approach and needs no theoretical introduction. Software 
applications use very simple intuitive user interface and 
demand no reading skills from the player. Each of the follow 
ing methods and systems may be implemented in Software 
and hardware well know the those of skill in the art and may 
take many forms including desktop computers and attached 
electronic keyboards, musical teaching toys, dedicated key 
boards with an onboard computer and the like. Some of the 
methods and systems may be implemented in a variety of 
mechanical or electrical configurations well known in the art. 
0067 Turning now to FIG. 1, there is shown a pictorial 
representations of the Solfeggio (Do, Re, Mi...) note name 
system 8 utilizing pictures for each note that correspond in 
some fashion with the phonetic verbalization of the note. The 
graphical representations of the notes could be any of a vari 
ety of objects or concepts but preferably they are designed for 
easy understanding by children and Such that a basic pronun 
ciation of the graphic in the home language of the student 
corresponds with the aural sound of the particular note for 
which it is associated. For example, Do is represented by a 
picture of a door 10, Re as a picture of a rain cloud 12, Mias 
a picture of a mirror 14, Fa as a picture of a farm 16. So as a 
picture of salt shaker 18, Laas a picture of a ladder 20 and Ti 
as a picture of a cup of tea 22. These simple representations 
are used in the method to associate the basic tones of the scale 
with pictures easily understood, read and pronounced by 
beginners and particularly by children. The initial learning of 
the notes and their proper position on the treble and bass staffs 
is done by associating the pictures with the notes through a 
series of interactive games and real time musical representa 
tions. The graphics or pictograms of FIG. 1 are used to rep 
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resent the notes on the staff and provide an easy notation 
understandable by beginners that are first learning how to 
read music. These pictures may also be used to create Stickers 
on a keyboard for identification of the proper keys on the 
keyboard. This helps a student to easily associate notes and 
their proper corresponding key. 
0068. The graphics depicting the different objects may 
also be color coded to orient the student to the proper location 
on a keyboard and make the proper association with the bass 
or treble clef staff that a particular note is associated with. 
Further, the notes that fall on lines may be color coded the 
same and notes that fall in spaces may be color coded differ 
ently to further reinforce the proper location of notes on a 
scale with the keys of a keyboard. 
0069 FIG. 2 depicts bass clef puzzle game 30. Treble clef 
puzzle game is depicted in FIG.10 and is described more fully 
below. Notes are scrolled or streamed from the left hand side 
of the screen in one of a variety of depictions using for 
example the graphical representation shown in FIG. 1. Note 
32 is depicted as a ladder to represent the note corresponding 
to the “La” of the Solfeggio system which would be the note 
'A' on the bass clef In this embodiment which could be 
implemented in a desktop computer system with visual dis 
play device Such as a monitor or CRT, the user is required to 
move the note up or down, through computer input devices 
Such as a mouse or game controller or keyboard, to position it 
in its proper location on the bass clef and thereby fill in space 
42 which in turn adds another segment to bird picture 34. The 
method allows for changing the depiction from a pictorial 
representation such as ladder 32 to a letter representation “A.” 
It also could simply be a traditional note designation with the 
student having to identify the note by a sound emitted from 
the system. As each picture such as bird picture 34 is filled in, 
a piece of Mozart picture 36 is filled in and the student 
receives coins or points 38 into treasure chest 40. Time 44 
may be kept to produce differing count totals for faster per 
formance and identification of the notes. As is readily appar 
ent, other scoring and feedback mechanisms may be 
employed so long as the student sees and/or hears responses 
that reflect proper and improper choices. 
0070. When incorrect choices are made a pictorial repre 
sentation of a cartoon type character appears and an aural 
signal is generated indicating the error. As the game 
progresses, a student who successfully identifies the notes 
with the corresponding position on the staff will be presented 
with a changing configuration where the notes appear and 
move faster across the screen. If the student repeatedly com 
mits errors in identification, the system will slow down the 
speed of the note's movement until more Success is achieved. 
The picture to be filled in can be presented with the open 
spaces 42 with a helper picture of the note's graphical repre 
sentation but will be removed after the student places suc 
cessfully several notes in its proper position. 
0071. The picture allows for placement of two notes dur 
ing a particular sequence for a picture but the picture can be 
moved about the staff to present different combinations of 
notes to be learned. The pictures can have one, two or more 
openings to be filled depending on the desires of the teaching 
method. As the student progresses through pictures 34, the 
speed and difficulty of identification may be increased. 
0072 FIG. 10 is a depiction of treble clef puzzle game 210 
on screen 212 which is very similar to bass clef puzzle game 
shown and described with FIG. 2. Notes 216 are presented 
with the pictorial Solfeggio representation and the user is 
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required to move the note into its proper position to fill in the 
drawing. A proper selection results in a piece of the picture 
218 being properly filled in. An improper selection results in 
the elf 214 appearing and indicating an improper choice by an 
audible sound. As with the other fill in games, the picture is 
competed when the user selects enough proper notes to fill the 
spaces. As each picture is finished, a piece of the large puzzle 
to the right is revealed and points are scored as before. 
(0073 FIG.3 depicts “boys and girls' game 50 where the 
user is required to input through a mouse, keyboard, game 
controller or other device identification of a note as falling on 
space 52 or a line 54. Lines and spaces may be depicted in 
equal width which helps a beginner to recognize the proper 
interval between the notes that would fall either on a line or in 
a space of the musical staff. This game associates the concept 
of lines and spaces and is presented in a vertical orientation 
much the same way as the keys of a piano keyboard are lined 
up vertically. As ball 58 drops down from the top of the screen 
64, the user hits the appropriate input device for either a space 
or a line. As the line or space is correctly identified, the proper 
note is presented audibly by the system and the Solfeggio 
pictorial representation 62 is displayed. If a proper line is 
identified a girl 60 is presented along with an audible noise to 
indicate that the correct choice was made. If a space is prop 
erly identified a boy picture not shown is presented along with 
a audible noise to indicate the correct choice. An improper 
selection of a line when the note is on a space results in 
another character being presented in the form of a little elf, not 
shown here and a noise indicating an improper choice was 
made. The game progresses with more notes streaming down 
from the top of the screen in a faster time sequence. The notes 
that fall onlines may be depicted with one color, for example 
red, and for notes that fall on spaces, blue. An association is 
made with the blue note and the space of a staff, and red with 
the lines of the staff. 

(0074 FIG. 4 depicts a basket game 70 on screen 72 where 
notes 86 fall from the tree in spaces 84 or lines 80 representing 
the various lines and spaces on a musical staff. In the first 
sequence, the notes are presented with their Solfeggio picto 
rial diagrams such as “Mi’ or mirror in apple 86. Each of the 
baskets also hold pictorial representations of notes, one for 
each basket. The user moves the three baskets 74, 76 and 78 
left or right to line them up to catch the note in the proper 
basket with the same picture. As the game progresses, the 
picture of the note such as the mirror in this figure is removed 
and only the fruit or other pictorial representation falls from 
the tree in the space or line associated with that note. The note 
is sounded as the note first falls from the tree to associate the 
sound of the note with its proper location on the staff. The 
staff can be disguised as tree trunks such as line 80. If a correct 
choice is made the elf, not shown here, appears; if an incorrect 
choice is made, a spider crawls across the bottom of the screen 
and picks up the fruit. Increased difficulty comes with each 
level of the game with “Level 1' 92 shown here. As the 
student makes appropriate choices, coins 90 are built up and 
ultimately deposited in chest 88 at the end of a particular 
level. Time keeper 94 tracks the amount of time it takes to 
complete a particular sequence. A student can speed up the 
downward movement of a particular note by depressing the 
space bar on the keyboard once the baskets are moved into 
proper position. Other mechanisms for feedback and reward 
may be devised to increase difficulty and the amount of points 
obtained. Help key 96 is available by depressing the F1 key on 
the keyboard as is common in many software applications. 
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0075 FIG.5 depicts tree note identification game 100 on 
screen 102. The input comes from any of a variety of devices 
but in one preferred embodiment is an electronic keyboard 
connected through a computer to the display unit in Such a 
way so that when the proper key is depressed on the piano 
keyboard, the proper note is sounded and the computer rec 
ognizes that a particular note was played. The keyboard can 
be any of a variety of electronic keyboards that are interactive 
with a computer system such as a MIDI keyboard well known 
in the art. In this game, notes fall from tree 106 such as “Fa' 
or farm 104. The student is required to play any key corre 
sponding to the proper note on the keyboard that corresponds 
with the note picture as shown in FIG.1. Also the sound of the 
note is produced to associate the graphic with its proper 
Sound. In one embodiment, the student may depress any key 
having the same tone, without regard to which octave the note 
is in, to provide the proper input. As proper notes are played 
the note falls more quickly and into a basket, not shown, an elf 
appears next to the basket. Improper note playing allows the 
note to fall to the ground to be picked up by a spider, not 
shown. As with the other games, proper identification and 
playing of the notes results in coins 108 being earned for 
deposit into chest 110. Although the notes fall from the tree in 
their proper orientation relative to each other on the musical 
scale, they do not necessarily always appear in the same 
location from the tree. It is not important that the notes appear 
in relative order since the purpose of the game is to identify 
notes by Sound and their association with the Solfeggio Sys 
tem outlined herein. 

0076 Turning now to FIG. 6, there is shown a note alpha 
bet game 120 on Screen 122 of a typical computer system or 
other interactive screen based system. Any of the methods 
disclosed herein may be employed in any of a variety of 
computer based systems including a general purpose com 
puter, a dedicated computer in a musical device or a combi 
nation of the two so long as the user is enabled to input to the 
system and receive either a visual, audible or other response 
for choices made by the user. In this method, the Solfeggio 
system of notes is presented with two of the notes in a five 
note sequence shown on the outer edge of the game. The 
student is required to place notes in correct order in the 
Solfeggio or A-B-C system. The method may present notes in 
a consecutive contiguous fashion Such as “do-re-mi', or sim 
ply consecutive but separated by one or more notes, such as 
“do-mi-so” in order to teach proper relative position of the 
notes. 

0077 “Do” or door 124 is shown with "So' or salt 122 to 
orient the user to the three notes that will be used in the game. 
As notes stream down using the various Solfeggio represen 
tations as in this case “Mi’ or mirror 130, the user is required 
to move the note into proper position to fill in the picture 128. 
As the user progresses through the game, points are accumu 
lated as coins 134 and deposited in the chest. Master picture 
132 is revealed upon the completion of successive levels of 
the main game. As the notes are played and presented on the 
screen, the note is audibly presented as well as the pictorial 
representation. A proper selection fills in a portion of picture 
128; an improper selection results in the appearance of an elf 
and a noise indicating an improper selection Such as the 
phrase “oops.” 
0078 FIG.7 depicts note duration game 150 on screen 152 
to associate note time value with the notion of how long to 
hold the note. Notes 154 are presented in their proper location 
and with the proper sound and the user is required to hold 
down a space key on a keyboard or other input device for as 
long as the note requires to match its proper duration. As the 
user holds the note the proper time according to the basket 
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156 associated with the note, the note travels leftward until it 
is between the lines that are positioned directly above the 
particular basket for that note's duration. The user holds the 
key down for the appropriate time and the note turns into a 
fruit 158 and then drops to basket 156 in the case of the half 
note 154 depicted here. If the key is depressed too early before 
the note hits right bar 160 the note is held up until it is properly 
presented according to the particular song being played dur 
ing the game. If a note is held too long a spider appears instead 
of the fruit. The game can be presented with any of a number 
of songs to teach the user proper timing and sequence of the 
notes. The game teaches the proper duration of a note as well 
as its timing relationship to the notes before and after it. Notes 
are shown on both treble clef 162 and bass clef 164. This helps 
the user not only identify timing and duration but location of 
the notes in their proper orientation on the traditional musical 
staffs. 

(0079 FIG. 8 shows bass clef line game 170 on screen 172. 
The traditional horizontal bass clef is shown vertically to 
orient the notes of the keyboard along the lines of the keys of 
the piano. In this embodiment, the staff is oriented with the 
higher pitched notes positioned on the screen in ascending 
order going to the right. The lines and spaces are presented in 
broad strokes of equal width for easy identification by begin 
ners and for proper association with musical intervals. The 
broad lines also are easily associated with the keys of the 
keyboard. In one embodiment, it may be shown where the 
lines are one color Such as brown or some other generally 
uniform appearance such as cross hatched or checkerboard. 
Lines 176 are shown with numerals representing the five main 
lines of the bass clef. As note 178 is presented the user is to 
play the actual note on the keyboard of a MIDI type keyboard 
or other appropriate input device. The notes are associated 
with their Solfeggio counterparts or numbers using the pic 
torial representations already discussed and a numbering con 
vention where middle C is “O'” or Zero and “E is 1 and “F” is 
2 and so forth. The keys associated with the bass clef notes 
may also be color coded to match that shown on the screen, 
for example in brown, where the keys that match notes falling 
onaline have a brown Sticker overlayed upon them. Solfeggio 
graphics 174 are shown in their proper orientation on the staff 
at the bottom of screen 172. The numbers countdownward for 
notes below middle C so that 'A' is 1 and “F” is 2 and so forth. 
As the game progresses, the note is presented without a pic 
torial representation or number but is only in its proper staff 
position and displayed while its proper audible tone is played. 
As a note is properly inputted by the user it evaporates in a 
graphic such as cloud 180. As the notes are played, different 
graphics associated with the particular note are displayed on 
the left side of screen 172. Improper playing of note results in 
the appearance of an elf, not shown, and in some cases a noise 
indicating that an improper note was played. This game con 
tinues to reinforce the association of the lines and spaces of 
the bass clef with the proper keys on the keyboard and the 
proper Sound of a note that is being played. The keyboard 
itself can be marked on each key with stickers that show the 
numbers and the Solfeggio representations to help the user 
identify the correct notes. See, for example, FIGS. 13 and 14. 
The bass clef lines can be depicted in one color such as brown 
and for the treble clef the lines can be depicted in green or 
other visual presentations such as patterns like a checker 
board or cross hatching. Such coloring conventions can be 
used in any of the foregoing games as a means to reinforce 
understanding the proper position of the notes on the key 
board and the staff. 
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0080 FIG.9 is a treble clef line game 200 on screen 202 of 
similar functionality as bass clef game 170 depicted in FIG.8. 
In FIG. 9, the improper note was depressed and the elf 204 
appears over the note ball 206 indicating an improper selec 
tion. The game uses broad lines 208 and spaces for the staff to 
make it easier to associate each note with its proper key and 
location on the staff. 
0081 FIG. 11 is a depiction of piano game 250 on screen 
252. Here the treble clef 270 and the bass clef 272 are pre 
sented in vertical orientation with timing bar 260. The timing 
bar sets a position point on the clefthat correlates with the 
playing of notes for the proper time and sequence. Notes 
move or scroll from the bottom of the screen to the top in 
proper timing and location on the staffs. Generally, notes 
move at a constant speed and the user is required to play the 
notes on an input device according to the propertiming of the 
musical piece. Notes are shown on lines 254 and spaces 256 
as appropriate for the particular piece in real time according to 
the timing of the musical piece. Notes may be shown in 
simplified representations such as circles with the Solfeggio 
depictions, numbers, as other graphics or as regular note 
depictions used in sheet music. In one embodiment, begin 
ners are presented with simplified circular representations of 
the notes without any time, value symbol associated there 
with. Proper duration of the note is controlled by the program. 
As the note hits the timing bar, halo 262 surrounds the note to 
indicate readiness to be played and the user is Supposed to 
play the note on an input device such as a MIDI type keyboard 
in the proper sequence and with the proper timing. Properly 
selected notes blossom into flowers such as flower 264. Once 
the note is properly played and blossoms into a flower, it 
leaves the timing bar. This provides the user with visual 
feedback information. For the user, when the note leaves the 
timing bar it is a hint to release the key corresponding to the 
note. If the key is not released on time, a butterfly, not shown, 
appears on the timing bar at the corresponding staff line to 
provide further visual feedback information. If the user plays 
the wrong key, a spider appears, not shown, on the timing bar 
at the staff line corresponding to the pressed key to provide 
the user with information regarding finger location. If a note 
or notes are not properly played, the Scrolling may stop to 
allow the user to select the proper keys and hold for the proper 
amount of time. Upon selecting the proper keys and depress 
ing them for the propertime, the Scrolling continues through 
the musical piece. 
0082. The notes are presented to the user in a proper 
sequence and timing as the musical piece is being learned. As 
the notes proceed to the timing bar, the user is required to play 
those notes and receives an immediate positive or negative 
response along the timing bar from the system upon playing 
the keys of the piano keyboard. The vertical orientation of the 
staffs and presentation of the notes from the bottom to the top, 
allows the user to see what is coming up in the musical piece 
and then play the notes accordingly. A vertical orientation 
helps the user to align the notes being played with the actual 
keys of the keyboard and aids in the learning of the proper 
association of the musical notes with their location on the 
staff. 
0083. The notes can be presented with the Solfeggio pic 
tograms, alphabeticalletters, or they can be presented without 
the pictograms. For Small children, placing stickers on each 
key with a depiction of a salt shaker, ladder, cup etc. and color 
coding those stickers for the treble and bass clefs is extremely 
useful in making the associations between the notes on the 
screen and the proper note on the keyboard as, for example, as 
depicted in FIGS. 13 and 14 below. Further, the notes may be 
depicted with color coding for notes that appear on spaces and 
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lines having different colors. Also the system may use differ 
ent colors for the staff lines of the bass clef, being differenti 
ated from the lines of the treble clef. By inputting a certain 
command to the system, the staff representation can be turned 
horizontal. It may also be switched to the Solfeggio picto 
grams. 
0084. Input commands may change the display in numer 
ous ways including changing the note representation between 
Solfeggio pictograms, alphabetical, symbolic circular nota 
tions and traditional notation. The system may also change 
presentation of the staff from horizontal to vertical and vice 
Versa, including the use of wide and narrow line depictions in 
the staff and modifications of color associations on the staff. 
I0085 FIGS. 12A through 12D shows a sequence of dis 
plays that move from the simple large line and space depiction 
with pictograms which are scrolled to a screen with no pic 
tograms, and then a screen with large notes and two staffs in 
the traditional format to the full musical representation of the 
treble and bass clefs shown in FIG. 12D. As the student 
becomes more adept, the pictograms can be removed and the 
wide bars and spaces replaced with a typical staff with narrow 
lines and large spaces. The user can change these various 
displays as they are playing the particular piece, or the pro 
gram can automatically move from the most simplified ver 
tical position with all notes identified, to regular musical 
staffs and notes showing their actual duration through the 
normal notation depending on a pre-determined set of crite 
ria. FIG. 12D depicts normal musical notation whereby the 
notes are not scrolled, but rather, sheets of music are dis 
played screen by screen. By allowing the user to move from 
various depictions of the musical staffs, the user is able to 
learn the relationships between the input device, in this case a 
keyboard, the musical staff and the proper location of the 
notes depicted on that staff. 
I0086. The system permits a user to play with right hand 
only while the left hand part plays automatically or the other 
way around. The student thereby is able to practice and 
memorize each hand of the musical piece separately. The 
system also allows for all note representations to be turned off 
to test a student’s ability to play the piece from memory. 
Incorrect key selection causes the system to display the 
proper note for the student to play. 
I0087 As is readily apparent to one of ordinary skill in the 
art, any of the foregoing games and methods described above 
may utilize vertical and horizontal depictions, colorful and 
black and white depictions, and thick and thin staff lines as 
desired to reinforce the association between written music 
and the input device Such as a keyboard. 
I0088 FIGS. 13 and 14 show atypical keyboard with white 
keys 304 and black keys 305. Superimposed over the keys are 
Stickers depicting the Solfeggio pictograms 300 representing 
the different notes on the scale. The pictograms may be 
depicted in different colors depending upon whether they are 
located on a line or space of the staff. Color coding has been 
added to the keys to designate the bass clef using brown 
stickers 301 and for the treble clef green stickers 303. The 
keys that are associated with notes on the lines of the clefs are 
numbered with middle C being “0” and each key numbered 1 
through 5 as shown for each clef. Middle C key 302 has a dual 
coded key sticker and bears the number “0”. FIG. 14 shows 
the same color coding as FIG. 13 but in close up detail. The 
color coding matches the use of brown lines for the bass clef 
on the musical representations used in the method and green 
lines for the treble clefused on the musical representations. 
When the staffs are presented vertically, the lines of the bass 
and treble clef line up with the keys of the keyboard and 
reinforce their association with the music. 
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0089. While the invention has been described in connec 
tion with various preferred embodiments, it is not intended to 
limit the scope of the invention to the particular form set forth, 
but on the contrary, it is intended to cover Such alternatives, 
modifications, and equivalents as may be included within the 
spirit and scope of the invention as defined by the appended 
claims. 
What is claimed is: 
1. A system for teaching music comprising: 
a visual display of at least one vertically oriented music 

staff having at least one staff line where said staff is 
oriented with higher pitched notes positioned to the 
right; 

representation of notes of music on said visual display in 
positions on said staff, and 

visual feedback information on said visual display that 
correctly describes staff position of music tones corre 
sponding to a plurality of depressed keys on a keyboard. 

2. The system as claimed in claim 1 where said feedback 
information is presented in real time. 

3. The system as claimed in claim 1 where keyboard keys 
are designated with Stickers corresponding to the lines on a 
staff. 

4. The system as claimed in claim 1 where said represen 
tations of notes and said visual information are generated by 
a program in a computing device in response to user input. 

5. A system for teaching music comprising: 
a representation of at least one music staff through a visual 

display having at least one staff line; 
scrolled musical representations through a visual display 
means whereby images of notes along said staff lines 
move with relatively constant speed; 

a visual representation of a position point along said staff 
that designates a time bar, and 

presentation of selected musical representations along said 
time bar corresponding to the notes that are to be played. 

6. The system as claimed in claim 5 where visual informa 
tion on a time bar correctly describes staff position of music 
tones corresponding with a plurality of depressed keys on a 
keyboard. 

7. The system as claimed in claim 5 where said musical 
representations are presented in real time. 

8. The system as claimed in claim 5 where said scroll is 
stopped if incorrect input on a keyboard corresponding with 
said musical representations on said time bar is pressed. 

9. The system as claimed in claim 5 where the time duration 
of the musical representations on said time bar is represented 
by changing appearance of said representations. 

10. The system as claimed in claim 5 where said represen 
tations are generated by a pre-determined program in a com 
puting device. 

11. The system as claimed in claim 5 further comprising a 
keyboard for input by the user. 

12. A method for teaching music comprising the steps of 
presenting a plurality of pictures to a user through a visual 

display interconnected to a computing device; 
designating for each of said pictures a pre-determined 

word, whereby each word is phonetically associated 
with a note name on the Solfeggio Scale; and 

associating said pictures with said note name. 
13. A process for teaching music as claimed in claim 12 

wherein said pictures are associated with a corresponding 
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position on a musical instrument interconnected through said 
computing device to said display. 

14. A process for teaching music as claimed in claim 12 
where said pictures are used as part of a musical representa 
tion of the notes on a musical piece. 

15. A process for teaching music comprising the steps of 
presenting a user a graphical representation of lines and 

spaces from a musical staff on a visual display; 
visually presenting said lines and spaces in generally equal 

width, thereby associating said lines and spaces with the 
proper musical intervals of a musical scale through an 
interconnection between a computing device and said 
display; and 

presenting musical representations along said lines and 
spaces and selectively providing visual output in 
response to user input corresponding to choices made by 
said user. 

16. A process for teaching music as claimed in claim 15 
where said input is through a keyboard. 

17. A process of teaching music comprising the steps of 
presenting two musical staffs, having lines and spaces, on 

a visual display through a computing device; 
designating for each musical staff a different visual pre 

sentation for the lines of that particular staff; and 
providing visual information on said display which 

describes position of music tones corresponding with a 
plurality of depressed keys on a keyboard. 

18. A process of teaching music as claimed in claim 17 
further comprising the step of providing a graphical associa 
tion on a keyboard to said lines using the same visual presen 
tation for each respective staff 

19. The process of teaching music as claimed in claim 18 
wherein said association is through application of stickers on 
said keyboard using said visual presentation corresponding 
with said staff lines. 

20. A process of teaching music comprising the steps of 
presenting a musical staff, having lines and spaces, on a 

visual display; 
designating a different visual presentation for the notes that 

fall on the lines from the visual presentation for the notes 
that fall on the spaces of said staff. 

21. A process of teaching music as claimed in claim 20 
further comprising the step of applying Stickers to said key 
board that correspond to said visual presentation for keys that 
correspond to the proper notes on the lines and spaces. 

22. A method for teaching music comprising the steps of 
presenting a user through a visual display a pre-determined 

series of musical representations; 
permitting user input corresponding to the playing of a 

sequence of musical notes in response to said represen 
tations; 

presenting said user on a visual display with said represen 
tations on a vertically oriented staff; and 

changing said display to a horizontal musical staffshowing 
the same musical representations. 

23. The method of teaching music as claimed in claim 22 
further comprising the step of changing said musical repre 
sentations from a pictogram to traditional musical notation. 
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