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Session Outline:

The session begins with a famous piece of classical music inspired by an animal. Pupils will explore how instruments
can represent animal sounds and movements. Next, a guessing game introduces familiar and unfamiliar animal and
instrument sounds, followed by recordings from different places and what they might represent. Pupils will explore
how music changes the way we feel by matching different soundtracks to animal movements.
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The session finishes with everyone playing a variety of untuned instruments to create a \ 7
soundtrack for animal movements.

Please note, no live animals are used in this session /
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