MACKENZIE ART GALLERY
MUSEE D'ART MACKENZIE mackenzie.art

INTERACTIVE SCHOOL TOURS

This is an exciting opportunity to make the MacKenzie Art Gallery a memorable part of
your school year! Our two-hour tours include hands-on learning experiences, an interactive
guided tour, and a studio activity. They are even designed with provincial curricula in mind.

Wake Windows: Circle Time
On view 2 October 2026 — 17 January 2027

UNIQUE TO THIS EXHIBITION

Tour bookings will include the opportunity to borrow a hands-on, interactive play kit. This
kit includes activities that offer insight into artworks in the Wake Windows: Circle Time
exhibition. Let us know if you are interested in borrowing the kit for your classroom to
enhance your tour experience.

Skawennati, Teiakwanahstahsontéhrha’ | We Extend the Rafters, a co-production
of VOX, centre de I'image contemporaine. Photo: Michel Brunelle.

BOOK YOUR TOUR TODAY

Book online or call Colton Bates, Program Assistant
E chates@mackenzie.art T 306 584 4250 exT 4292

Book online at mackenzie.art/learn/tours-groups




M MACKENZIE SCHOOL TOURS

WELCOME TO THE MACKENZIE ART GALLERY

We are offering this program from October 6, 2026 to January 15, 2027
Length: Two hours
Program Content: 80-minute interactive gallery tour, 40-minute studio artmaking activity.

Cost: Cost: $150 for up to 50 students. $175 for 5175 students. Please bring at least one adult
supervisor per 25 students.

TOUR OUTCOMES

Students will examine their relationship to ‘the human’ and to the material world.

TOUR OUTCOMES

Students will explore what it might mean to live a connected, vibrant, and ethical life in an
increasingly digital landscape.

Students will explore notions of meaning, truth, discernment, and knowledge creation.

STUDIO ACTIVITY

Students will be invited to become part of The Universal Machine, an interactive artwork by
participating artists/educators Whitney Blaisdell, Gabo Camnitzer and Peter Rahul that was developed
in collaboration with students from the Thomson Community School. Students will respond to
previously submitted questions posed to them using conventional language, a secret coded language,
or visual art. Students will also consider what they might learn from worms, other generations, and
plants, inspired by the Wake Windows: Circle Time artists.
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M ABOUT THE EXHIBITION

WAKE WINDOWS: CIRCLE TIME

CURATED BY REA MCNAMARA

ORGANIZED & CIRCULATED BY THE MACKENZIE ART GALLERY
EXHIBITION DESIGN BY LOUISE WITTHOFT AND RODNEY LATOURELLE

GAME DESIGN BY CLAUDIA CORNWALL, IAIN SODER, AND REA MCNAMARA

Artists: Whitney Blaisdell, Gabo Camnitzer, and Peter Rahul in collaboration with the Thomson
Community School and Thomson Food Collective, FASTWURMS, Alejandra Higuera in
collaboration with Magnolia Higuera, Faith Holland in collaboration with Hildegard Holland Watter,
Skawennati, Rodell Warner, and Emilia White in collaboration with SlowPitchSound.

Using multiple intergenerational collaborations with artists and young people, Wake Windows: Circle
Time, curated by Rea McNamara, asks visitors to think about what it means to be present with other
humans and life forms in a world of increasing digital technologies. Through the exhibition, Edgar,

a 1982 rebel computer, asks children to consider questions about knowledge, truth, computers,
artificial intelligence, plants, Indigenous futurisms, and human relationships. Do computers have
emotional intelligence? What can we learn from moving and thinking underground with worms? How do
technologies change the ways we communicate and connect? What will we do with our time on earth,
and how do we stay awake to each other and the world? Do we ask questions just to get answers, or do
we seek something else? Who and what should we rely on for information? What happens if we seek
guidance and insight from children? Students and visitors will contemplate these questions and more
when they visit Wake Windows: Circle Time.

A conceptual rendering of the Wake Windows: Circle Time play-
based learning environment by Louise Witthdft and Rodney
LaTourelle, which includes artworks by Alejandra Higuera

in collaboration with Magnolia Higuera, and Emilia White.
Courtesy of the artists.




ABOUT THE EXHIBITION

Exhibition tours invite students to engage with Edgar, the computer from 1982 who has returned to
help them navigate Wake Windows: Circle Time. With maps, poetic prompts, secret languages, and
interactive activities, Edgar encourages children to look closely, touch, listen, make marks, follow their
curiosity, think with worms and plants, and discover alternative ways of experiencing the exhibition
and, thereby, the wider world.

The exhibition also draws on the familiar experience of circle time, used to gather, share stories, move,
listen, and learn, in early childhood education. Visitors can trace the circle through the organic shapes
and form, the gathering spaces of the exhibit, and the invitation to view time as cyclical, and pasts and
futures as interconnected. Through a unique experience where drawing, listening, touching, moving,
storytelling, and playing are invited directly in the gallery space, Wake Windows invites visitors to slow
down, speed up, pay attention, daydream, wake up, revisit, and imagine different ways of living and
knowing in a multi-species and digital world.

Images (top to bottom): Up To Its Limits, from the series Scribble Scrabble Slop, 2026, vinyl wallpaper installation.
Courtesy of the artist and Microscope Gallery, New York. Alejandra Higuera and Magnolia Higuera Laguna de Guatavita/
Guatavita Lagoon, 2026, video projection, digital animation, drawings and animation by Magnolia with Alejandra Higuera.



CONNECTIONS TO THE SASKATCHEWAN CURRICULUM

ENGLISH LANGUAGE ARTS
The exhibition supports Saskatchewan
English Language Arts outcomes related to
comprehending and responding; composing
and creating; assessing and reflecting
on language abilities; communicating;
environmental and technological awareness;
imaginative and literary skills; personal
and philosophical knowledges; social
competencies; cultural competencies; and
historical multimodal literacy abilities.

The exhibit engages children with
metacognition of language abilities including
coding, encoding, graphemes, and phonemes
as children are invited to create their own
secret languages to respond to questions
throughout the gallery space.

ARTS EDUCATION
Cultural/ Historical: Wake Windows invites
children to investigate the content and
aesthetics of the arts within cultural,
historical, and contemporary contexts and
understand the connection between the
arts and human experience. Wake Windows
specifically explores digital and analog
pasts and futures through multiple cultural,
generational, and species’ perspectives.

Critical/ Responsive: Wake Windows invites
children to respond to artistic expressions and
to use critical thinking, research, creativity,
and collaborative inquiry alongside the
Saskatchewan, Canadian, and international
artists to explore human-human and human-
nonhuman relationships, and how knowledge
is created, shared, and questioned.

Gallery interpretive methodology challenges
students to critically engage with works of
art through peer discussion, analysis, and
interpretation.

Creative/ Productive: In this unique exhibit,
children are invited to inquire, create,
communicate, and directly participate in the
exhibition through visual, sound/oral, dance/
movement, and text literacies.

BROAD AREAS OF LEARNING

Wake Windows: Circle Time supports the
Saskatchewan Curriculum’s Broad Areas
of Learning by nurturing lifelong learners;
a sense of self, community, and place; and
engaged citizens.

Lifelong Learners: The tour specifically
engages children with intergenerational
learning, and models older humans
asking questions of younger generations,
demonstrating the importance and joy of
lifelong learning.

A Sense of Self, Community, and Place:
The tour invites children to explore their
own sense of self, community, and place by
exploring themes of identity, relationships
with humans and non-humans, and
highlighting children’s knowledges and
creations from the local community.

Engaged Citizens: The exhibition directly
engages children in knowledge-production,
creation, and participation, inviting them to
influence and make their own artworks and
responses that become part of the exhibition.
The tour positions children as engaged
citizens of the exhibition and gallery space,
nurturing their further engagement as citizens
of their communities and wider worlds.




CONNECTIONS TO THE SASKATCHEWAN CURRICULUM

BROAD CURRICULAR COMPETENCIES

Developing Thinking

The gallery experience is accompanied by
Edgar, a rebel computer programmed in 1982,
who uses riddles and interventions to “guide”
students through the exhibit, as they use mini-
maps and decipher codes. Edgar has calls

to action, asking students to move, listen, or
create art directly in the gallery space. Edgar
helps students develop thinking as he practices
humility, questioning, and takes them on a
second “missed” tour where they compare
digital and plant knowledges.

The gallery experience encourages students

to think critically, problem solve, question
assumptions, engage various forms of knowledge
(e.g., felt knowledges), and collaborate.

Develop Identity and Interdependence

The Gallery experience introduces students to
many artists. They will see how these artists
explore their individual and collective identities
through a variety of artistic contexts, including
intergenerational collaboration with children and
young people, and non-humans.

The gallery experience engages students with art
objects, which affect students’ senses, thinking
skills, memory, and identity.

CORE FUNDERS

[< (< il Co il Arts
T G G4 SASK LOTTERIES

Rreoma T,

The gallery experience teaches students about
the knowledges of people of all ages, plants,
worms, and digital technology.

The gallery experience encourages students
to think about time in non-linear ways, asking
them to be present to human and non-humans
amongst screens and digital technologies.

Develop Literacies

The gallery methodology helps students reflect
on visual literacy through peer discussion,
interpretation, and analysis.

The gallery experience asks students to exercise
metacognition of literacy abilities, using coding
and encoding skills to crack and create secret
coded languages.

The gallery experience introduces students to
new multimodal literacies, inspiring students to
create visual art, read, write, dance, move, and
have conversations with their new knowledge.

Develop Social Responsibility

In addition to the exploration of art objects,
the gallery experience offers a space for social
context, engagement, and change. The gallery
experience supports the role of artists and
students as socially responsible leaders in the
city, province, and country.

BOOK YOUR TOUR TODAY

Book online or call Colton Bates, Program Assistant
E cbates@mackenzie.art T 306 584 4250 ex1 4292

Book online at mackenzie.art/learn/tours-groups
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