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‘Moving Art’

Curating an exhibition is not new, but modern times require modern curators and advancement of technology allows curators to become even more innovative and exploratory – not only in the choice of artists, but in how they are viewed. 

This imaginary touring exhibition of Bruegel’s work is original, incorporating traditional painting skills whilst targeting future generations. 

The curator has a pivotal role in how art is brought to the world, needing to be organised and creative but also requiring an awareness of social issues of our time. A curator ‘needs to understand the audience…and wants to create an exciting buzz so that people will keep coming back.’ Kendzulak, 2019. p However, a great deal of preliminary research is required to facilitate their vision. 

Traditionally, art appreciation has been exclusive. You had to be in the city where the museum is located to enjoy fine art. (Christensen, 2019) But it is part of our heritage and should be enjoyed by everyone. Art always has and always will play a huge role in society (VRE 2017)

The main focus of this exhibition is to remove obstacles; to encourage people to look more carefully at details of great paintings of the past. However, as the title ‘Moving Art’ suggests, it has an underlying theme - that of getting children moving. 
The idea that art could help address one of the growing social problems experienced by children in the western world is certainly unique; art is not generally an active activity. It is accepted that sport, physical exercise and sensible diet are essential to a healthy life, but overweight children are often reluctant to participate in physical activities, feeling humiliated when comparing themselves to their peers. new technology involving immersive art could offer a new dimension to this issue. How exciting if art could get children active.

In this exhibition, Pieter (the Elder) Bruegel’s detailed paintings will first captivate then encourage children out of their passive role of spectator and thrust them into movement. ‘Moving Art’ endeavours to inspire as many school-age children as possible by touring the UK with a large, portable marquee (comparable with the travelling inflatable planetarium exhibitions of Techniquest, Cardiff when visiting local schools).
https://www.techniquest.org/education/schools/key-stage-2/at-your-school/

Modern children and adults are surrounded by interactive illustrations; the new generation have not known a world without it - and expect it. Visual communication is changing. (Timpson, 2018) 
Inspired by Carrieres-lumieres, which uses walls of an old quarry, the child enters the marquee of ‘Moving Art’ and is immersed within Bruegel’s animated world 
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The Hunters in the Snow (January)
Gloomy Day (February)
Haymaking (July) 
The Corn Harvest (August)
The Return of the Herd (November)
Available at:
https://www.wga.hu/frames-e.html?/html/b/bruegel/pieter_e/02
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(https://www.carrieres-lumieres.com/en/van-gogh-starry-night, 2019) 

In the next viewing area Bruegel’s life-size paintings are brought to life by viewing through augmented reality screens allowing each painting to be animated.
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Two Monkeys
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The Peasant Wedding
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The Peasant Dance
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https://en.wikipedia.org/wiki/Winter_Landscape_with_a_Bird_Trap
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Netherlandish Proverbs


Finally, donning a headset in the last section of the exhibition the visitor would find themselves walking into the sights and sounds of Bruegel’s Children’s Games. This detailed painting includes nearly 250 figures playing up to eighty children’s traditional games. The visitor will wander around the site, participating in various games they encounter. 
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Children's Games

So, why use VR and AR, why not show paintings?
Often find museums and art galleries static, even boring; but seeing traditional paintings in a different way could actually increase interest in traditional paintings. This can be proved by the current renewed interest in Van Gogh after a full feature film of his artwork was animated, and from immersive exhibitions.

Obrist is an innovative and challenging curator, holding exhibitions in the most unlikely places such as his kitchen.  He says I think it is very reductive, the white cube ideology…(it) has become such a strong ideology that it’s actually almost prevented anything else from happening. P128
O’Doherty believes that, P11 the white cube was a transitional device that attempted to bleach out the past and at the same time control the future by appealing to supposedly transcendental modes of presence and power.  He pointed out that, P87 From the ‘20s to the ‘70s, the gallery has a history as distinct as that of the art shown in it…all impediments except ‘art’ were removed. But adds, P14 We have not reached a point where we see not the art but the space first. (Yet) an image comes to mind of a white, ideal space that, more than any single picture may be the archetypal image of twentieth century art. 
Obrist feels even more strongly about the white cube ideology… P128 I think it is very reductive, the white cube ideology…(it) has become such a strong ideology that it’s actually almost prevented anything else from happening.

There will always be a place for art gallery and museum collections, but VR and AR also have a place. The more familiar we are with things, the more we like them. Children introduced to the wonderful works of art will be more likely to choose to visit traditional establishments (which are often free of charge) to see the real paintings.

And so, curators need to move with time – and have taken note. ‘In the last two years alone, virtual reality museums have become a hot topic in the art world. Museum curators were quick to recognize VR for its ability to immerse students and aficionados in art. It’s working, too. Many museums have created virtual reality programs in an effort to share their collections worldwide. (Christensen, 2019)

Illustrators also need to consider new developments. “Illustration is one of the most important forms of visual communication …(it) has played a fundamental role both in telling stories and in sharing information - and it is as relevant as ever in helping us understand our modern world” (Hemphill 2017)
Using digital art alongside traditional mediums, illustrators need to consider new innovations such as Augmented Reality (AR) and Virtual Reality (VR) VR is not only changing the way we create but observe. (VRE 2017). 
Children already have animated books through interactive apps, but the new Kindle in Motion introduces art animation in eBooks. Currently with only a few eBooks with this feature, the animated Harry Potter and the Philosopher’s Stone (Rowling) is expected to create excitement in the Kindle world. eBookFriendly.com says ‘It is a special digital format, developed by Amazon, that enhances the reading experience with animated or interactive elements.’ (Pictures, illustrations and book covers.)

Maybe soon children will be able to venture in a virtual reality world when reading a book, to explore along with the characters, fulfilling the desire for constant immersion and stimulation that our generation crave. (VRE, 2017)

So what developments does the art world need to consider? While market penetration is currently limited, both virtual reality (VR) and augmented reality (AR) are on the brink of rapid growth. (Timpson, 2018)
Tokareve simplifies the terminology:
Virtual reality (VR) immerses users in a fully artificial digital environment.
Augmented reality (AR) overlays virtual objects on the real-world environment.
Mixed reality (MR) not just overlays but anchors virtual objects to the real world.  (Tokareva, 2018)

Currently, costs are high for general mainstream use. But Google cardboard (literally a cardboard headset that held your smartphone pre-loaded with an app) allowed people to view in VR. It shocked the scientific world when it was brought out, but technology development and marketing does not wait in the ‘must have it now’ world of the 21st century. 
Another exciting development are programmes such as Google Tilt Brush. Popularity is in the early stages as it needs quite a powerful computer but imagine being able to make a brushstroke and not only walk around it but through it into your painting. Linking with the theme of ‘Moving Art’ the Virtual Tutor says, “as I’m walking around my space and painting, I’m making big brush strokes pulling and dragging the brushstrokes with full arm movements; it really does get your whole body involved in the process.”


P170 A new generation of younger individuals is beginning to contribute to contemporary and traditional culture (Obrist) and we are standing on the threshold of a very exciing area in the world of art. What and child (or artist) could fail to be ‘moved’ by this. 








Bibliography

	1. 
	(Aukstakalnis 2017,
	Aukstakalnis, S. (2017) Practical Augmented Reality. Indianna. Pearson.

	2. 
	(Bachelard, 1994, 
	Bachelard, G. (1994) The Poetics of Space. Boston. Beacon Press.

	3. 
	(Barker, 1999, 
	Barker , M. (1999) Contemporary Cultures of Display. New Haven and London. Yale University Press. 

	4. 
	(Bartle, 2004, 
	Bartle, R. (2004) Designing Virtual Worlds. USA. New Riders Publishing.

	5. 
	(Bennett, 2012, 
	Bennett, J. (2012) Practical Aesthetics. London. Palgrave Macmillan.

	6. 
	(Foote, 1971, 
	Foot, T. (1971) The World of Bruegel. USA. Time Inc.

	7. 
	(Howard, 2000, 
	Howard, M. (2000) Lowry. A Visionary Artist. Salford. The Lowry Press. 

	8. 
	(Lefebvre, translated by Nicholson-Smith, 1991, 
	Lefebvre, H. (1991) The Production of Space. Oxford UK and Cambridge USA. Blackwell.

	9. 
	(Matarasso, 2000, 
	Matarasso, F. (2000) Did it make a difference? London. Art and Businness.

	10. 
	(O’Doherty, 1986, 
	O’Doherty, B. (1986) Inside the White Cube: The Ideology of the Gallery Space. London and California. University of California Press. 

	11. 
	(O’Sullivan, 2006, 
	O’Sullivan, S. (2006) Art Encounters: Deleuze and Guattari. Hampshire, UK. Palgrave Macmillan. 

	12. 
	(Obrist, 2011, 
	Obrist, H. (2011) Everything You Always Wanted to Know About Curating. New York. Sternberg Press.

	13. 
	(Obrist 2014, 
	Obrist, H. (2014) Ways of curating. New York. Farrar, Straus and Giroux

	14. 
	(Putnam, 2009, 
	Putnam, J. (2009) Art and Artifact: The Museum as Medium. Revised Edition. London. Thames and Hudson. 

	15. 
	(Tanizaki, 2001, 
	Tanizaki, J. (2001) In Praise of Shadows. London. Vintage Books.



Online references for essay

	Virtual reality paintings possible in Moscow art gallery (BBC News 2018)
	BBC News (2018)Technology
Available at: https://www.bbc.co.uk/news/technology-44977902
(Accessed 30th April 2019)

	Your Exhibitions in Virtual Reality
(VR-All-Art 2019)
	VR-All-Art: VR Art Exhibitions Website
Available at: https://vrallart.com

(Accessed 30th April 2019)

	Schwarz G. (2019)
	Apollo: The International Art Magazine 
Where next for Virtual Reality Art 
Available at: https://www.apollo-magazine.com/virtual-reality-contemporary-art/
(Accessed 30th April 2019)

	The Artling Team (2017)

	The Artling Virtual Reality in Art: Taking Immersive Contemporary Art to a New Level
Available at: https://theartling.com/en/artzine/virtual-reality-art/
(Accessed 30th April 2019)

	Virtual Reality 
	Available at: https://www.tate.org.uk/art/art-terms/v/virtual-reality

(Accessed 30th April 2019)

	The Difference Between Virtual Reality, Augmented Reality And Mixed Reality
 ( Julia Tokareva on Quora. 2018)

	Available at: https://www.forbes.com/sites/quora/2018/02/02/the-difference-between-virtual-reality-augmented-reality-and-mixed-reality/#168f77092d07

(Accessed 30th April 2019)

	WHAT’S THE DIFFERENCE BETWEEN AR, VR, AND MR? (The Franklyn Institute. 2018)

	Available at: https://www.fi.edu/difference-between-ar-vr-and-mr

(Accessed 30th April 2019)

	WHAT IS AUGMENTED REALITY?
(The Franklyn Institute. 2018)

	All about Augmented Rality (AR)
Available at: https://www.fi.edu/what-is-augmented-reality

(Accessed 30th April 2019)

	ITProPortal
By Evelyn Timson April 16, 2018 Business 

	Business. VR vs AR: Which will become the dominant technology?

Available at: https://www.itproportal.com/features/vr-vs-ar-which-will-become-the-dominant-technology/

	What is the difference between AR and VR? 
Cramer. (2019))
	Research and Development. A lesson in Altered Realities
https://www.cramer.com/story/the-difference-between-ar-and-vr/

	Amiex Immersive Art Exhibitions 
	https://www.atelier-lumieres.com/en/amiexr-immersive-art-exhibitions

	Art essential in early learning, expert says, as Queensland kids channel Van Gogh
By Freya Petersen
Updated 19 Sep 2017, 

	https://www.abc.net.au/news/2017-07-19/art-lessons-preschool-early-learning-australia/8693642

	Web gallery of art
May 2019
© Web Gallery of Art, created by Emil Krén and Daniel Marx.

	https://www.wga.hu/frames-e.html?/html/b/bruegel/pieter_e/02/index.html

	File:Pieter Brueghel the Elder - The Dutch Proverbs - Google Art Project.jpg
From Wikimedia Commons, the free media repository

	https://commons.wikimedia.org/wiki/File:Pieter_Brueghel_the_Elder_-_The_Dutch_Proverbs_-_Google_Art_Project.jpg

	Terry Hemphill
March 10, 2017

	LOOKING BACK TO LOOK FORWARD: ILLUSTRATION STYLES OF THE PAST 30 YEARS
ADOBE CREATE MAGAZINE
https://create.adobe.com/2017/3/10/illustration_styles_of_the_past_30_years.htmlBy 

	PROVR
Published on January 12th, 2019 by Debi Christensen

	VIRTUAL REALITY MUSEUMS TAKE ART TO THE NEXT LEVEL
PROVR
https://provr.io/blog-en/virtual-reality-museums-take-art-to-the-next-level/


	Virtual Reality Experiences - VRE 
19th May 2017

	How Art is turning Virtual
https://www.virtualrealityexp.co.uk/faq/vr-in-art/


	RA
2017
	https://www.royalacademy.org.uk/exhibition/project-virtually-real

	Phil Hawks
(no date given on this paper)
	The relevance of traditional drawing in the digital age 
https://www.bcs.org/upload/pdf/ewic_ev10_s13paper2.pdf


	Techniquest 
(no date, current website)
	Key Stage 2 – at your school. 
https://www.techniquest.org/education/schools/key-stage-2/at-your-school/

	About HTC Vive
RA 2017

	Vive. HTC.

https://www.royalacademy.org.uk/exhibition/project-virtually-real


	Virtual Embodiments (2016-2017)
Ingham, K and John, A.
2017
	Karen Ingham – Artist
This is information about how Swansea Uni used Tilt Brush in their Medical School teaching
https://www.kareningham.org.uk/virtual-embodiments/


	WALES ONLINE
RICHARD YOULELOCAL DEMOCRACY REPORTER
· 12:09, 21 AUG 2017

	Science met art and technology in this academic project
https://www.walesonline.co.uk/news/wales-news/young-people-swansea-were-asked-13506125


	BBC iWonder
By Lachlan Goudie
(No date on this webpage)

	Can Anyone Learn to Paint?

http://www.bbc.co.uk/guides/z842xnb


	ABC News Online
Queensland kids channel Van Gogh
By Freya Petersen
Updated 19 Sep 2017, 

	Art essential in early learning, expert says

https://www.abc.net.au/news/2017-07-19/art-lessons-preschool-early-learning-australia/8693642


	SUSAN KENDZULAK
The Balance Careers.com
Updated January 19, 2019

	How to Curate an Art Show 
Accessed 3/2/19. 
https://www.thebalancecareers.com/curating-an-art-show-1295610

	AMIEX® IMMERSIVE ART EXHIBITIONS
April 2019

	Atelier De Luminieres, Paris

https://www.atelier-lumieres.com/en/amiexr-immersive-art-exhibitions



	AMIEX® IMMERSIVE ART EXHIBITIONS
2019

	An immersion in Van Gogh’s finest masterpieces! 
https://www.carrieres-lumieres.com/en/van-gogh-starry-night


	Viincent Van Gogh Museum, Amsterdam
2019
	Meet Vincent Van Gogh experience
https://www.meetvincent.com/about-meet-vincent-van-gogh/?gclid=EAIaIQobChMIjbK2lO_44QIVDeJ3Ch3xVQMNEAMYASAAEgIWvfD_BwE




YouTube references 
	Welcome to the First Virtual Reality Art Gallery
	WIRED UK
Published on 19 Apr 2018
Available at: https://www.youtube.com/watch?v=7SDNsd6SzPw
(Accessed 30th April 2019)

	Create Your Own Virtual Art Exhibition for Virtual Reality with Ikonospace

	VRFocus
Published on 28 Mar 2018
Available at: https://www.youtube.com/watch?v=rPOowh2TwbI
(Accessed 30th April 2019)

	Augmented Reality Exhibition REALITIES – Vienna Design Week

	Artivive App
Published on 31 Oct 2018
Available at: https://www.youtube.com/watch?v=_1uJjT4bRKI
(Accessed 30th April 2019)

	Augmented reality vs. virtual reality: AR and VR made clear (CNET 2018)

	Available at: https://www.youtube.com/watch?v=NOKJDCqvvMk

	Tudor toys a film based on the painting by Pieter Brueghel 'Children's Games' (1590)
Lata Oakley
Published on 8 May 2016
	Film and animation
Using the painting by Pieter Brueghel 'Children's Games' (1590) as a backdrop the class explored the games in the painting. The Grosvenor Museum loaned the school some artefacts and the pupils re-enacted the games observed and felt a connection to the children born in Tudor times.

Available at: https://www.youtube.com/watch?v=z66_hZfIqvk

	
Google AR & VR
Published on 4 Jan 2017

Google has been working closely with more than 60 artists to help them explore their style in virtual reality as part of the Tilt Brush Artist in Residence program (AiR). Coming from a wide range of disciplines, these graffiti artists, painters, illustrators, graphic designers, dancers, concept artists, creative technologists and cartoonists have all brought their passion and talent to create some amazing art with Tilt Brush. Learn more and view their work at www.tiltbrush.com/air

	Science and Technology
Tilt Brush Artist in Residence

Available at: https://www.youtube.com/watch?v=LBJPIgNXUDI

	Most Beautiful Music: "Pure Imagination (Ready Player One)" by Ghostwriter Music
HDSounDI (2018)

	Music by Ghostwriter music 
Available at: https://www.youtube.com/watch?v=gyZLBDbR10g

	Most Emotional Music Ever: "Nightsky" by Tracey Chattaway

	HDSounDI 
Available at: https://www.youtube.com/watch?v=8DSeZji2x-Y&list=RDgyZLBDbR10g&index=4

	Most Epic Battle Music: "Warriors To The End (Mix)" by Epic Score

	Available at: https://www.youtube.com/watch?v=S1xzKtMqe_4&list=RDgyZLBDbR10g&index=12

	Zombie Hyperdrive - Red Eyes
By NewRetroWave (2015)

	Available at: https://www.youtube.com/watch?v=NZf15xVrOW8&list=RDgyZLBDbR10g&index=23

	Dynatron - Pulse Power (2013)

	Music : Dynatron - Pulse Power From the "Escape Velocity" album, available here : http://aphasiarecords.bandcamp.com/al... Aphasia Records.
Available at: https://www.youtube.com/watch?v=Ak1-qLbHHCM

	Tangerine Dream - Love On A Real Train (State Azure Cover) 
by State Azure (2016)

	Available at: https://www.youtube.com/watch?v=ZRSNy8DcIDk

	#TiltBrush #VirtualReality #OculusMedium
Tilt Brush: "Deep Dream Geisha" Final version, 4K

	Rein Bijlsma
Published on 16 Apr 2019
SUBSCRIBE 898
Immerse yourself in this surreal trippy sphere , enjoy this scene created with #TiltBrush in #VirtualReality. Other programs used: #OculusMedium, #Paint3D, #PhotoShop, #DeepDreamGenerator and more. Filmed using #3DRudder. 

Available at: https://www.youtube.com/watch?v=3949GASIkJE

	Tilt Brush Tutorials: Environments
Google AR & VR
Published on 28 Jun 2018

	Available at: https://www.youtube.com/watch?v=S4LO3NXVvh4

	Painting in VR – Google Tilt Brush (2018)
	Drawing & Painting - The Virtual Instructor
Published on 24 Jan 2018

Available at: https://www.youtube.com/watch?v=MaTxlwSTXYk

	VR in Art: How Art is turning Virtual.
VRE/Virtual Reality Experience
	Available at: https://www.virtualrealityexp.co.uk/faq/vr-in-art/

	The eBookReader.com
August 23, 2016

	New Kindle in Motion Feature Adds Animations to eBooks (Video)Available at: https://blog.the-ebook-reader.com/2016/08/23/new-kindle-in-motion-feature-adds-animations-to-ebooks-video/

	Ebook Friendly.com
Kowlczyk
Sept 7 2017
	What is Kindle in Motion? 
Kowalcyzyk, P. 2017. 
Available at: https://ebookfriendly.com/what-is-kindle-in-motion/

	Royal Academy of Arts
2017
	Virtually Real
https://www.royalacademy.org.uk/exhibition/project-virtually-real

	Google Tilt Brush
Google AR & VR
28 Jun 2018
	Online tutorials. Science & Technology
Tilt Brush Tutorials: Environments

https://www.youtube.com/watch?v=S4LO3NXVvh4




image3.jpeg




image4.jpeg




image5.jpeg




image6.jpeg




image7.jpeg




image8.jpeg




image9.jpeg




image10.jpeg




image11.jpeg




image12.jpeg




image13.jpeg




image14.jpeg




image15.jpeg




image16.jpeg




image1.jpeg




image2.jpeg




