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TITLE: 



TITLE: Virtual art Exhibition: Exploring Art with Artificial Intelligence










	Target Group: 8-12 y.o

Activity Duration: 4 weeks – 2 sessions per week (45 minutes each) 

Key Learning Goal: 

The main goal of this project is to encourage students to explore art and technology creatively by learning about famous artists, using digital and AI tools to make drawings and music, and comparing their own creations with AI-generated ones. Through teamwork and hands-on activities, they will develop new ways to express emotions and ideas, and proudly share their artistic work in an online exhibition with their peers, families, and beyond.
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By the end of the project, students will be able to:
Artistic Expression
· Recognize the styles and colors used by famous artists.
· Create their own digital artwork based on an artist’s style.
· Use shapes, colors, and lines to express feelings or ideas.
Digital Skills and AI Exploration
· Use drawing apps (like Paint or Canva) to create pictures.
· Explore AI tools (with help) to make images and music.
· Compare what they made with what the AI made, and talk about the differences.
Musical Imagination
· Make or choose a piece of music to match their artwork.
· Understand how music can change the feeling of a picture.
Communication and Teamwork
· Work in a group, share ideas, and help each other.
· Talk about their art and explain their choices.
· Present their final work in a digital class exhibition.
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	European Dimension / Erasmus+ Connection

This learning scenario helps young students become part of a shared European learning experience, where creativity, technology, and culture meet in a fun and meaningful way. Through art and digital tools, children begin to understand that they are part of something bigger: a community of learners across Europe.
1. Cultural Curiosity and Artistic Heritage
· Students explore artworks from famous European artists (e.g., Van Gogh from the Netherlands, Kandinsky from Russia, Picasso from Spain etc).
· They learn that each country and time period has its way of expressing feelings and ideas through art.
· Through discussions, they compare styles and themes and see how art connects people across borders.
2. Creativity Without Borders
· The digital exhibition encourages students to share their creations online, just like children in other European classrooms.
· Teachers may organize virtual art swaps or Padlet exhibitions with partner schools from other countries.
· By seeing artworks made by children from different cultures, students learn to respect and enjoy diversity.
 3. Digital Literacy for the Future
· Children use technology (drawing apps, AI tools, music software) that is used by learners all over Europe and the world.
· They begin to understand the positive uses of technology to express themselves, collaborate, and communicate across languages and places.
· The project encourages safe, creative, and responsible digital exploration, guided by the teacher.
4. Cooperation, Respect, and Belonging
· [bookmark: _heading=h.jme2gb807s3u]Students work together in teams, practising cooperation, listening, and helping each other (values shared in all Erasmus+ classrooms).
· They learn that everyone’s ideas matter, and that creativity grows when we combine different talents.
· The project encourages students to feel part of a European generation of curious, respectful, and open-minded learners.
5. Building European Key Competences
This project helps children begin developing key competences defined by the EU, such as:
· Cultural awareness and expression
· Digital competence
· Learning to learn
· Social and civic skills
· Communication in different languages 


	Resources and Tools
A wide range of digital and traditional tools will be used to support creativity, research, collaboration, and presentation. These tools help students engage with both artistic practice and artificial intelligence in meaningful and age-appropriate ways.
Drawing and Painting
· Paint /  Canva: Easy tools to draw and create on a computer or tablet.
· Paper and markers: For sketching ideas before using the computer.
AI Tools (with teacher guidance)
· Artguru / Leonardo AI: AI apps that can create pictures from descriptions.
· SUNO / Riffusion: AI tools to help make music or sounds.
Learning and Presentation
· Canva / PowerPoint: To present their artwork and music.
· Padlet: To publish the final exhibition online.
· Google / ChatGPT / Gemini: To find information about artists and artworks (under the supervision of the teaching staff)


	Materials Needed
To successfully implement this learning scenario, the following materials and infrastructure are recommended. The project requires both digital and analog resources to support research, creation, presentation, and reflection.
· Tablets or computers with internet access and stable wifi connection (1 per group or pair).
· Email accounts to register in AI web apps.
· Headphones (to listen to or create music).
· Projector or smart board (for teacher demos and sharing work).
· Paper, pencils, and markers for sketching and planning.
· Infographics, photographs, paintings for inspiration and learning.
· Safe classroom access to AI websites (with support).
· Storage folder or digital drive (Google Drive, USB, etc.) to save projects.


	Working methods
This project uses fun and creative ways to help students learn together:
Learning by Doing (Hands-On)
· Students will learn by creating art and music, not just reading or listening.
· They’ll use apps and tools, ask questions, and experiment with what they like.
Group Work
· Most of the work will be in small groups of 3 or 4 students.
· They’ll share tasks: drawing, writing, exploring AI, or presenting.
Guided Discovery
· The teacher helps the class explore ideas (like “what is art?” or “can a computer be creative?”)
· Students are encouraged to ask questions and try new things.
 Reflection and Sharing
· After creating, students will talk about what they made and how they felt.
· They will give kind and helpful feedback to each other.
· The whole class will make a digital gallery to celebrate their creations.
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	Introduction and Motivation
	Research and Learning
	Creative Application
	Reflection and Evaluation



	Introduction and Motivation 2 Weeks / 2 sessions per week of 45 min.

	Welcome, young explorers of art and technology! Get ready for an exciting journey where creativity knows no bounds. Have you ever wondered how an artist transforms an idea into a masterpiece that makes us feel and think? And what if artificial intelligence, that magic of the future, could help us create art and music in ways we never imagined? 
In this section, we will spark our curiosity, open our minds, and discover the incredible universe where paintbrushes meet pixels and melodies are born from algorithms. It's time to activate our imagination and unleash the artist and innovator within us!

Challenge Launch: Presenting the project:
    "You will become digital artists. You will explore a famous artist, create your own artwork inspired by them, and compare it with 
     an AI-generated version. You will also create background music with AI to bring your art to life!"

WEEK 1:
This first week is designed to ignite student´s curiosity about art and artificial intelligence, while activating their prior knowledge and laying the groundwork for the project. The main objective is to spark their interest and prepare them for the exciting creative journey ahead.
SESSION 1 : Discovering Art and AI (45 minutes)
· Objective: Spark curiosity about art and AI, and activate prior knowledge. 
· Activities: 
· [bookmark: _heading=h.is9lxfe6dvfl]ACTIVITY 1.1: Visual Tour (5 min): 
Show to the class a slideshow (Att. 1.1)  of 12 famous artworks (choosing different eras, styles and artists).
· Visual tour: Slideshow visual tour 
(An additional folder with all the images is available in attachments folder named att.1.1.2)

· ACTIVITY 1.2: Imagine and write (25 min): 
· Show a collage (Att. 1.2)  of the same 12 famous artworks. Ask students to write one original title for every picture. Then they will choose one and write what the artwork has suggested them (It can be a little story or just some impressions). 
· Students will read the titles selected (comparing the original ones given by the teacher), and their stories or impressions about the artworks.

· ACTIVITY 1.3: Inspiring Video-class discussion: (15 min): 
· Video: What´s AI?: AI for KIDS
· Website: Botto | Decentralized Autonomous Artist
· Foster a class discussion on: "What is art? Who can create art? Can a machine be creative?" and record responses. 
SESSION 2: Exploring Famous Artists (45 minutes)
· Objective: Learn about famous artists and how investigate with AI. 
· Activities: 
· ACTIVITY 1.4: Artist Exploration in Teams (35 min): 
· In small teams (3-4 per team. Each team will choose a role: art maker, music maker, investigator, spokesman). Then, each team will choose one artist (Att. 1.3) and will search information about the painter on the web and download one artwork chosen.
· Asking AI: They will use AI tools (Gemini or Chatgpt) to gather key facts about the artwork and the painter (with the prompts: name of the artwork, artist, main colors used, featured items, emotions, shapes, techniques). 

· ACTIVITY 1.5: Graphic Organizer (10 min): They fill out a graphic organizer  (Att. 1.4) with information written before.

	



	Research and Learning 2 Weeks / 2 sessions per week of 45 min.

	WEEK 2:
This week marks the transition from conceptual introduction to a practical immersion in the creative process, integrating artistic research with the application of digital and artificial intelligence tools.
SESSION 3: Artistic Analysis and Digital Practice (45 minutes)
· Objective: Deepen artistic analysis and practice with digital art tools.
· Activities: 
· ACTIVITY 2.1: Digital Art Tutorial (20 min): Conduct a tutorial on using Paint and Canva. 
· Paint tutorial: MS Paint - Introduction | Grade 2
· Canva tutorial: Getting Started in Canva: Tutorials for Kids & Teens

· ACTIVITY 2.2: Initial Design (25 min): Students begin designing their own artwork inspired by the chosen artist (in session 2) using Microsoft Paint.
SESSION 4: Introduction to Visual AI and Comparison (45 minutes)
· Objective: Introduce the use of AI for image generation and compare with human creations.
· Activities: 
· ACTIVITY 2.3: AI Image Generation (20 min): Students describe their creation to an image-generating AI (Artguru, Leonardo AI) and generate results. 
· ACTIVITY 2.4: Human vs. AI Comparison (25 min): Use a Venn diagram or a simple template on Canva  to compare their hand-drawn digital artwork and the AI’s version (style, color, emotion, originality). 






	Creative Application 2 Weeks / 2 sessions per week of 45 min.

	WEEK 3:
This week represents the culmination of the learning process, where students will apply the acquired knowledge and developed skills to create a comprehensive artistic and musical project. The objective is for them to merge their artistic research with the capabilities of digital and artificial intelligence tools, bringing their own visions to life.

SESSION 5: Finalizing Digital Artworks (45 minutes)
· Objective: Apply knowledge by creating a complete artistic project. 
· Activities: 
· ACTIVITY 3.1: Project Work (45 min): Teams finalize their digital artwork, paying attention to details and applying what they learned about the chosen artist and tool usage.
SESSION 6: Exploring and Creating Music with AI (45 minutes)
· Objective: Integrate music and visual art using AI tools. 
· Activities: 
· ACTIVITY 3.2: AI Music Exploration (15 min - Optional): Listen to AI-generated music (happy/sad/calm/exciting). Students explore Suno or Riffusion apps. 
· Suno tutorial: Let's create a song with AI 
· Riffusion tutorial:  Riffusion AI quick tutorial

· ACTIVITY 3.3: Background Music Creation (30 min): Teams create background music using an AI tool to accompany their artwork. Encourage experimentation with tempo, instruments, and mood. Allow them to create multiple versions and choose the best fit. 









	Reflection and Evaluation 2 Weeks / 2 sessions per week of 45 min.

	WEEK 4:
This final week brings the "Virtual Exhibition: Exploring Art with Artificial Intelligence" project to its conclusion, focusing on the presentation of student creations and a vital period of reflective evaluation. The primary objective is to allow students to showcase their integrated artistic and musical projects, engage in critical self-assessment and group discussion, and reflect on the broader implications of creativity in the age of technology.
SESSION 7: Preparing the Digital Exhibition (45 minutes)
· Objective: Apply knowledge by creating a complete artistic and musical project. 
· Activities: 
· ACTIVITY 4.1: Digital Presentation Creation (45 min): Create a slide presentation or short video (Canva) including: 
· Artist info and key facts. 
· Their own artwork and the AI version. 
· Background music playing. 
· Reflection slide: “What did we learn about art and AI?” 
SESSION 8: Virtual Exhibition and Final Reflection (45 minutes)
· Objective: Reflect on the learning process, evaluate outcomes, and share insights. 
· Activities: 
· ACTIVITY 4.2: Virtual Exhibition Setup (20 min): Publish all presentations on Padlet, or share them in a classroom event. Consider creating a gallery walk with tablets or printed artwork + QR codes for music. 
· ACTIVITY 4.3: Group Reflection and self-assessment (25 min): Fill out assessment rubrics (att. 4.3) for individual and teamgroup work.
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