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Downloading the Rembrandt Reality App. Mauritshuis Museum

Virtual holocraphic projections using the camera on an Apple or Android device allows virtual
objects to be projected into a physical world where the user can interact with them. A virtual
‘portal’ allows users to step inside with a smart phone and experience the anatomy lesson.

Emile Gordenker, director of the Mauritshuis, says, “This is a new way of looking at art, which
catapults the experience of looking at art into the future. Using augmented reality technology,
you can enter the anatomical theatre through a portal, whether you are at home or outside.”

Observing the Anatomy Lesson from a different angle via the App

“We are proud to bring one of Rembrandt’s fascinating paintings to a broad and young
audience in this innovative way. We have recently extended our partnership with the
Mauritshuis for a further three years and this is exactly the kind of contemporary digital
concept we would like to pursue. It fits well with our goal of helping to make art and culture
accessible to everyone and making a positive contribution to society,’ commented Dailah
Nihot, member of the NN Group management board.

Projects of this kind, which are designed to both, improve the experience of art and museums,
as well as increasing overall accessibility are set to increase. Tourism authorities have begun
investigating such technology to enable potential visitors to decide exactly what they want to
see prior to visiting.

Visit Scotland has introduced a downloadable VR App focusing on several very popular
Scottish locations such as Edinburgh Castle. Using the App, visitors can explore the location
and decide whether they actually want to see it in reality. While on a wider scale, tourism
companies are considering whether such technology has the potential to reduce the tourist
impact on sensitive locations - a VR trip may be the best way to sustainably experience a
location like Antarctica.
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