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Tkm s to do in the gallerj

\ \ '! 282 Art detective
Go into a gallery before someone else in your
family or group. Come back with clues about
an artwork for them to find!

&, & Follow a line
Choose a line in an artwork. Follow it with your
eyes or your finger in the air.

Memory
Look at an artwork (30 seconds). Turn your
back to the work. Describe what you saw!

Be the art
Use your body to make a pose or movement
that shows an artwork. Can your grown-up

guess which work?

Someﬂ.ihg ih commonh
Find something 2 different artworks have in
common.

H‘ear ﬂ\e colour

Give different colours in an artwork sounds, for
example: yellow is beep beep, blue is whoosh!
Sing or say the artwork!
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G, Step into the artwork

Look at an artwork closely. Close your eyes
and imagine you are inside of the artwork.
How do you feel?

4+ a pehml and blank paper

;! 252 Draw and describe

Take turns as describer and drawer.

The describer looks at and describes the work.
The drawer faces away from the work and
draws what is described.

’\;\‘ Blind contour

Draw an artwork without looking at your page
or lifting your pencil.

@ Expand the frame

Imagine what exists beyond the frame or edge
of the artwork. Draw it!
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\3) Before and after

Create drawings of what happened before or
after the events in the artwork.

@ DJ the artwork (reguires a phone)
Choose a song that fits with the work.
Grown-ups: If this is tricky, you can offer a
choice of songs, or encourage singing!

.} SuSt me ;.‘ pair 222 group

I the Creative Space you cah
find art and activity materials,
games and the occasional making

activity connected to exhibitions.
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