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| Once Upon Two Countries...

Thic activity pack has been decigned for children.
and families viciting Button U,b./ by Ai Weiwei at
Aviva Studios, home of Factory International.

Through drawing, mapping and storytelling, it invites
young people to explore come of the ideas, materinls
and jovrneys in the exhibition.

Ai Weiwei is an artist who's interested in how objects
can tell stories about people, places and history.
Acroce hic work, everyday materialc like buttons, toy
bricks, wood and porcelain become ways of thinking

about migration, trade, labovr, memory and Freedom.

The activities in thic pack ask children. to build
ielands, invent communities, make connections and
imagine journeys across land and sea. There are no
right or wrong answers. Like much of Ai Weiweic
work, thic ic about curivsity, experimentation

and convercation.

When you ture thic piece of paper, you will find two
(almost) empty islands. Tt is up to you to fill them up!
Draw the following things in order and croce them out

£ )
once youre done:

Draw tws tiny housee in different colours, one on each island.

Who lives in those houses? Draw them!

They are Aangry/ Draw comething around their house that they can eat.

They feel lonely. Draw (sts of houses and buildings to create cities.

What'e their favourite thing? Give them lote of it!

Connect the two islande with a bridge, an airport and a port.

They've worked really hard. Build their perfect holiday place where they can rest.
They love the cities you've created for them. They asck that you decign their flags.
The citiee want to gift each other a building. What is it? Add it to the cities.

. Go to the exhibition, or find your favourite Ai Weiwe: artwork and add it to

the map!




HAVF,’ You ceen,

the kif liVing in the map?
b Help ue ¢y figu

ve out whay kind of adven Tureg f/ley had, y,

The ki 2dventype Started whe,, Pheir myn, Said-

Buy ome 816 butts, with

thic money,

and trade it for
s’omeﬂu‘ny éeaat/ﬂ}//.'

What happened next?

Follow the bid and help ye answer the questione:

7 - Did the 44 buy the button?
2 - Where o4 the by
3-Did the kid 9t in Froubye
Y- Did the &id find Something beautify)?
5 - Did the kid get Ae{b

éh‘k.g/hy it back?
6 - What ic ¢4, é/a/a’m‘hy now?
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tlon end up?

a/z/r/hy their adventope?
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Share your maps with us! Send your pictures to learning@factoryinternational.org
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