Late/Early

Aim:
· Improve student’s ability to tell whether they pressed play slightly late or slightly early
· To memorize which direction to nudge the jog wheel in each case (late: clockwise, early: anti-clockwise)
· This helps improve quick beat-matching, as if a student is able to tell when they press play early or late, they immediately know which way to spin the jog wheel.

Task:
· Turn the screen off/cover it up so the student can’t see the beat-grids.
· Get the student to play deck 1, count four bars, then press play on deck 2.
· They now need to guess whether they pressed it a bit early or late.
· Turn on/uncover screen to check the beat-grid to see if deck 2 is behind or in front of deck 1’s beat-grid.
· Before they adjust it to line up the beat-grids, ask them which direction they will need to spin deck 2’s platter to line it up. Rather than saying they’re right or wrong, get them to test it.
· Playing multiple times in a row (for three) helps.
· Can turn it into a competition by doing a best of three. 1 point for if they correctly said early/late and 1 point for saying the correct way to spin it.
