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1. What students need to know before visiting Remastered
Introduction to art & the theme of Remastered

 

This worksheet provides information to help you prepare for your visit to the Remastered 

experience. It also includes assignments and questions to help your pupils experience the 

exhibition,	look	at	it	in	a	focused	way	and,	finally,	do	something	with	that	experience.	We	call	these	
viewing questions (in the blue boxes). Questions to which you may or may not have the answers. 

You don’t have to write down the answers, you just have to ask the question and allow the answer 

to	come.	At	the	end	of	this	worksheet,	you	will	find	all	the	viewing	questions	categorised	by	age/
target group in the appendix. You can print the appendix or send the questions to your pupils so 

that they have the questions with them on their mobile phones. 

 

Tip – you can also choose not to give the pupils anything to take with them into the experience. In 

that case, it is advisable to discuss the questions with them shortly after the visit. In any case, do 

the minimum preparation: the experience will be much more memorable if your pupils have 

studied the Old Masters in depth. 

 

Objective 

The aim of this worksheet is to encourage your pupils to use their senses during the visit to the 

experience; only afterwards (back at school) will they do something with it. Sometimes art is easy 

to understand: it depicts a historical event or is a portrait of someone, or perhaps a photograph 

of your grandmother. Very often, art aims to make the viewer think about something. You may not 

understand	it	immediately,	but	you	feel	inside	that	it	affects	you	in	some	way.	You	experience	an	
emotion and that makes you think. Remastered introduces you to old art, and through new art, the 

experience gives your pupils an experience that stimulates the senses. The viewer experiences 

sensations:	the	aim	is	to	feel	what	it	does	to	your	body,	to	switch	off	your	head	for	a	moment	–	it	is	
a good exercise to stop thinking for a while. In other words, the aim of the experience is precisely 

not to be cognitively active. 

 

It’s not about doing something, but about doing something with it! This worksheet helps you and 

your pupils to connect the Remastered experience to a process; the assignments help you do this 

without having to actually do anything during the experience. 

 

From minimal preparation to maximal depth 

Remastered is an experience. You learn best by experiencing something, so you don’t need to 

‘learn’ anything, because you already know it (even if you don’t realise it yet). How can you make 

this concrete for your pupils? 

 

• Tell pupils that they do not need to understand what they are going to experience in Remastered. 

• Do not expect too much and do not prepare them for the audiovisual artworks. 

• Do prepare them for the Old Masters, so that they have a little more recognition. 

• For children up to the age of 14, it is a good idea for the teacher to explain the function of art as 

described below. For children aged 14 and above, we recommend letting them read the text below 

themselves and get started with it. 

•	The	minimum	preparation	(theory	and	first	assignment)	can	be	completed	in	1	lesson.

   In this worksheet, this symbol indicates that minimal preparation is required. You can 

choose to do all the assignments, but this is certainly not necessary.

   This symbol indicates assignments for further study. You can therefore choose 

whether you want to spend more or less time before and after your visit to Remastered.
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  What is art? important theory that every student should have 

  heard at least once 

 

The world that matters is the world as experienced by individuals. These are personal 

experiences. 

Art shows exactly that. Art is not as complicated as some people like to make it seem; it shows 

what you already know! 

 

You could say that artists let you see how people experience the world. As the French writer 

Marcel Proust (1871–1922) says: 

‘Only in art can we emerge from ourselves and know what another person sees.’ 

 

Or as philosopher Lammert Kamphuis wrote in 2018: 

‘The essence of art is that it takes place at the moment you experience it.’ 

 

You	may	need	to	read	these	sentences	a	few	times.	That’s	perfectly	fine;	let	them	sink	in. 
At	Remastered,	you	will	have	ample	opportunity	to	transcend	yourself	by	experiencing	many	(well-
known) works of art and feeling how others see the world. And all in just 60 minutes! 

 

  Art as an event, a recognition 

 

When you look at a painted portrait, you see more than just the woman in it. Perhaps she 

resembles your grandmother, or she reminds you of a nice holiday because she is sitting under a 

palm tree. 

When you listen to music, you hear more than just the voice, the words, drums and guitars. 

Perhaps it makes you sad or happy, because it reminds you of something you have experienced 

or	because	your	parents	always	listen	to	that	music	in	the	car.	It’s	the	same	when	watching	films;	
you	empathise	with	the	characters	and	some	stories	affect	you	more	than	others.	That	says	
something about yourself. And raising awareness of that is the goal of art. This lesson plan will 

help you with that. 

 

When you experience art, you always bring yourself with you. Fortunately, because otherwise you 

wouldn’t	experience	anything	when	you	watch	a	film	or	listen	to	music.	Life	would	be	pretty	boring	
then. 

Art never presents radical new ideas; instead, it breathes life into something you already know. All 

art opens up a world that is far away from you, yet familiar. This happens subtly in everyday life, 

and at Remastered, that is exactly what you will experience. 

 

What you recognise in art says something about how you see the world, you and you alone. Your 

classmate	recognises	different	things	than	you	do,	because	they	are	a	different	person	with	a	
different	life	story	and	therefore	experience	things	differently.	Of	course,	it	is	also	possible	that	you	
recognise the same things, because some things are experienced by more people. 

 

What do you experience? And how would you express that, so that you can talk about it with 

others and not keep it to yourself? Expressing your experience brings movement; that is a 

conscious choice you make. You can also choose not to express it. If you keep something to 

yourself, nothing will change; you will not set anything in motion.
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  The theme of Remastered 

In Remastered, Old Dutch Masters in painting have been redesigned by New Dutch Digital 

Masters. A ‘master in the arts’ is someone who is very good at making art: paintings, videos, music 

or plays, sculptures, street art, dance, writing stories. Masters in the arts are therefore ‘simply’ very 

good artists. 

 

In Remastered, very good artists of today have built their world of the future. 

They took works of art by old, very good artists as their ingredients and added their music and 

digital technology. In this way, they can show how the world of the past has meaning and a place 

in the world of today. 

The new masters go one step further: they give you a picture of the world of the future as they 

see	it,	by	juxtaposing	events	from	the	past	and	present	and	magnifying	them	in	six	different	works	
of art: rooms you can walk through. In the last one, everything comes together in an audiovisual 

performance. 

 

When you come out after seeing Remastered and return to your own world, you will notice that 

you	look	at	the	world	and	your	own	life	differently.	That	the	earth	and	life	on	it	are	quite	special.	
That	you	knew	that	all	along,	but	your	eyes	have	been	opened	in	a	different	way	to	the	beauty	of	
our planet. Take care of it 

That is the message, the theme of Remastered. The moment you experience it yourself is what 

really matters! 

 

Tip. Don’t try to understand the new works of art (rooms), don’t expect too much and don’t prepare 

yourself for the rooms. Do prepare yourself for the Old Masters, so that you will recognise them a 

little better. 

See the assignment ‘preparation’ for more information. 

 

Teacher’s experience

 

‘I have now experienced Remastered twice with my pupils. One group went out prepared, the 

other	group	just	went	with	the	flow.	The	viewing	questions	in	this	worksheet	provide	guidance	
and help your pupils to view and experience things with an open mind. I have noticed that the 

experience sticks better if you do something with it beforehand. The assignments afterwards take 

time, but if you can make time for them, you give even more substance to the experience and 

also to the themes that are touched upon. I think it’s a real added value that you can also do a 

workshop at school with EXPRESS NOW to let your pupils explore their own talents.” 

Michael van Noort, Melanchthon College.
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2. Preparation
 

  Old Masters (at school)

 

All ages – Reading & search assignment, 1 lesson 

 

During	the	Remastered	experience,	you	walk	through	six	different	audiovisual	artworks,	which	are	
a kind of room created by New Dutch Masters, about whom you can read here. In these rooms, 

you will encounter old masterpieces by: 

 

  • Hieronymus Bosch (1516) 

  • Pieter Breughel the Elder (1569) 

  • Rembrandt van Rijn (1606) 

  • Johannes Vermeer (1632) 

  • Vincent van Gogh (1853) 

  • Piet Mondrian (1872) 

 

Here you can read more about the lives and works of these Old Masters. 

Search Google for the paintings of the Old Masters and compare their styles and themes. All you 

have to do is look and experience. 

 

  • What strikes you about the subjects chosen by the artists? 

  • Select a painting by each painter that appeals to you the most 

		•	Select	a	painting	by	each	painter	that	you	find	strange,	weird	or	scary 

  • You don’t have to explain why something appeals to you or not! You are allowed to think

    about it for a moment. 

               Rembradt van Rijn (1606)

 

  New Dutch Masters (at school)

 

Art History and cultural, artistic education students – Reading and viewing assignment, 1 lesson 

 

Read more here	about	the	three	new	masters	who	created	these	rooms/artworks
. 

  • What strikes you about the techniques they use?

  • Which technique appeals to you the most? And why? 

  • Can you explain what the artists’ personal motivations are?
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3. Viewing assignments for during the experience 

  the world of the future? 
 

For the teacher

Detailed information for teachers is provided below. The appendix contains a handy print 

document with only the viewing questions, which you can give to the pupils when they visit 

Remastered. 

 

All ages 

During	the	Remastered	experience,	you	will	walk	through	six	different	audiovisual	artworks,	which	
are a kind of room created by New Dutch Masters. Each room has been carefully designed to 

slowly	prepare	you	for	the	final	room:	the	performance	where	everything	from	the	Old	and	New	
Masters comes together. 

 

1 - Waiting room & entrance 

Waiting room: Playground 

Here, your drawing is converted to 3D and, together with other drawings, every moment is a 

unique new painting. Use all your senses: observe by looking, listening and feeling. You don’t 

have to think anything about it. Watch and discover how technology manipulates your drawing and 

brings it to life.

 

  • Why is the waiting room called the Playground? 

 

Entrance: Waterfall & Black Alley 

You are now going to room two. The New Masters will help you calm your senses in two steps. Do 

not be afraid and embrace the unknown. 

 

  • What is happening? What do you see? 

  • What do you feel, what happens to your body? 

  • What do you feel, what is happening emotionally? 

 

In Blackout Alley, you will have your first encounter with a number of figures by an Old Master: 
Hieronymus Bosch. Take your time to look at them. Do they remind you of anyone? Listen to their 

sounds too. What emotions do they evoke in you? 

2- Underworld: switching off your thoughts 

Dive beneath the surface and listen to the sounds of 

what lives there. In this room, the New Masters help 

you	to	switch	off	your	thoughts.	Play	with	thousands	of	
fish	and	immerse	yourself	in	their	silence.	The	fish	and	
plants are interactive, making it seem as if you are in 

a	real	ocean.	Artificial	intelligence	converts	everything	
into moving images in real time.

 
Dive into an ideal clean sea without diving equipment! 

Everything	you	do	sets	something	in	motion,	a	finger	
point, an arm swing. Sometimes it goes in a direction 

you hadn’t thought of yourself, and you soon realise 

that that’s okay too. You move along with what comes 

your way and what you or someone else has set in 

motion. Like a game in which you play your part, only 

this time there is no competitive element... or is there?
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  • You are, how does that feel? 

		•	What	inclination	do	you	feel	when	you	realise	that	you	can	influence	all	life	in	this	ocean? 

		•	Can	you	manage	to	do	nothing	for	a	moment	and	just	watch	the	fish	and	plants,	the	other
     people and what they are doing? 

		•	Look	closely,	what	strikes	you?	Hint:	is	the	sea/ocean	really	like	this? 

  • If this sea were real, what else might you encounter? 

 

3 - Drip cave & elevator 

Leave the sea and walk through the Drip Cave to the lift that will take you up into the clouds at 

high speed. 

The world is vast, from the deep sea to the high clouds. You are part of it, and everything you do 

has an impact, sets something in motion. That’s quite a responsibility, but also: how cool is that, 

you	have	an	influence	on	the	world	around	you!	Let	the	emptiness	and	space	wash	over	you,	play	
and experience what it does to your mood. 

 

		•	How	does	the	music	affect	your	mood? 

 

4 - Overworld 

Walk	around	in	the	cloud	room	and	watch	the	dance	of	flocks	of	birds.	Step	into	the	boat	and	sail	
through the clouds. 

 

		•	Fish	and	birds,	experience	the	difference.	Everything	is	connected,	feel	how	beautiful	the		 						
    world we live in is. 

 

5 - Speculum: Eden, Paradise and Hell 

You are now entering a new room. Do not be afraid, no one is watching or judging you. The 

artists	simply	want	to	hold	up	a	mirror	to	you,	so	that	after	the	experience	you	can	reflect	on	what	
happened, what you saw and what it means to you. 

 

The new master wants to hold up a mirror to us and has blended Hieronymus Bosch’s Garden of 

Earthly Delights (heaven) into a world on the brink of collapse (hell).
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  All ages 

  • Do you remember what you felt then? Who did you think of? 

  • What do you see now? 

  • What do you hear now? 

  • What do you feel now? 

 

		11-16 

  • What stories do you see? 

		•	Which	characters	do	you	find	interesting?	Why? 

 

		14-16 

  • Which themes do you recognise? Think about: technology, climate, food, sex, advertising,       

     populism, death, war, faith, beauty, nature 

  • Which characters stand out to you? Why? Do they remind you of someone, or have you 

     experienced something similar? 

 

6 - Remastered: the world of the future? 

Now you are all set for the performance, experience it. 

Let the sound and images take over. Be surprised by the art of old masters presented in a new 

way. 

 

  All ages 

  • Which works of art do you recognise? 

  • Which music do you recognise? 

  • Were you startled, and why? 

		•	Realise	that	you	are	part	of	the	artwork.	Do	you	remember	the	fish	in	the	sea	when	you	had	an	
				influence,	just	like	in	a	game?	What	do	you	feel?	What	story	do	you	make	up	about	this	and	
    what moves you or, conversely, what does not? 

 

		11-16 

		•	Which	images	and	figures	do	you	recognise	from	the	previous	rooms? 

 

		14-16 

  • Which themes do you recognise from the previous rooms?
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Back to school 
Assignments after your visit to the experience – what does your world of the future look like? 

You will continue working on two themes at school: 

 

  1 - Underworld | What talents would you use to save the underwater world? 

    • Drawing assignment for children up to 11 years old 

    • Drawing assignment for ages 11 and up 

	 	 		•	In-depth	assignments	for	final-year	Art	students 

	 	 		•	Reading/research	assignment	for	technology	students 

 

  2 - Parasise or Hell | What do you think the world will look like in the future and  

  how will you use your talents to achieve this? 

	 	 		•	Drawing	and	reflection	assignment	for	ages	11	and	up	(inward	versus	outward) 
    • A. Thought exercise (recognition versus alienation) and 

	 	 		•	B.	Getting	moving	and	bringing	movement	for	final-year	
	 	 									art	history/philosophy/Cultural	Artistic	Education	students. 

 

  1 - Underworld

You have experienced the ocean as it was originally: clean. Nowadays, no sea is completely clean 

like it is in this room. The plastic soup is enormous, and other pollution also threatens corals and 

the lives of many marine animals. 

 

  Thought exercise 

  • When you think about this and close your eyes and look around the room again, what do you     

     feel? 

  • Try to be there again, now with your eyes closed, just in the classroom or at home. Is it easier 

					or	more	difficult? 

		•	Have	your	feelings	changed?	Think	about	the	fish	and	the	plants. 

 

Drawing assignment for children up to 11 years old

 

Draw yourself and exaggerate what you are good at: for example, running fast, good at maths, 

making music. But also think about: working together, helping others, listening. These are your 

talents. The things you are good at are the talents you know you have so far. Exaggerate your 

talents in the drawing. 

You can use any drawing materials you like. Choose materials that suit you and that you want to 

use to express yourself. 

Take	inspiration	from	the	figures	of	Jeroen	Bosch.	What	have	you	learned	from	your	experiences	
at Underworld and what talents would you use to save the underwater world? 

 

Take	your	time	with	this.	Use	the	information/tips	below	and	think	carefully	about	how	you	can	
symbolise your talent in an image. Accept that your classmate will interpret (explain) your symbol 

differently,	as	they	will	bring	themselves	into	it	and	reflect	their	own	talent	in	your	drawing.	The	
important thing is that you, as the artist, draw what you want to show about yourself. It’s about 

YOUR message! 
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Drawing assignment 11-16 and final exam students Cultural Artistic Education
Draw yourself and expand your talents.

You can use drawing materials, but if you are good with graphic programmes, painting or clay and 

paper,	that	is	fine	too.	Choose	materials	that	suit	you	and	that	you	want	to	use	to	express	yourself.
Take	inspiration	from	the	figures	of	Jeroen	Bosch.	What	have	you	learned	from	your	experiences	
at Underworld and what talents would you use to save the underwater world?

Take	your	time	with	this.	Use	the	information/tips	below	and	think	carefully	about	how	you	can	
symbolise your talent in an image. Accept that your classmate will interpret (explain) your symbol 

differently,	as	they	will	bring	themselves	to	it	and	reflect	their	own	talent	in	your	drawing.	The	point	
is that you, as the artist, draw what you want to convey to the world. It’s about YOUR message!

 

  In-depth tip for the drawing assignment: what are talents?

Your talents are the foundations of who you are. They are the oars with which you row towards 

your mission in this life. Talents: it’s a short word, but it hides a whole world behind it. The funny 

thing is that you often see them in others before you see them in yourself.

You	can	probably	list	your	friends’	top	three	talents	off	the	top	of	your	head.	But	if	you’re	asked	to	
quickly	name	your	own	top	three	talents,	you’ll	start	stuttering.	Your	top	three	anti-talents,	things	
you’re not good at, will probably be easier to list.

The appendix contains a list of talents. Pick out your talents.   This will give you a quick overview 

of your talents.

It	is	best	to	first	tick	all	the	talents	that	you	think	apply	to	you.
Then rank them: which talents do you put at the top and which talents do you put at the bottom?

A list of 10 talents is more than enough.

There are talents and there are strengths and weaknesses. A talent is something you are or have. 

You cannot help it. It is interwoven with your personality. A talent can manifest itself externally with 

multiple strengths and weaknesses. When you work with your talents, you are at your best. You 

feel it and others notice it too.

If you work somewhere or are doing a course and you don’t click with the job, your colleagues or 

the material you have to learn, your talents fade into the background. You don’t ‘switch on’, as it 

were. If you do click, your talents will naturally come to the fore.

Evoke sensations, or in other words: use your intuition, listen to your feelings, experience!

Now you can take another look at your talents. Which talents make you sparkle the most?

Extra for technical students 

Read more about the artists who created rooms 2 and 3 and the technology behind them.

What talents do the artists who created Remastered possess?
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  2 - Paradise or Hell: what is your worldview of the future? 

 

Drawing and reflection assignment for ages 11–16 

 

Part 1: YOU – inside 

•	Draw	yourself	as	a	figure	with	characteristics	that	are	unique	to	your	talents. 
		Be	inspired	by	the	New	Masters	and	the	figures	that	most	impressed	you	in	room	5:	Speculum,					
  Paradise & Hell. You can use drawing materials, but if you are good with graphic programmes, 

		painting	or	clay	and	paper,	that	is	fine	too.	Choose	materials	that	suit	you	and	that	you	want	to	
  use to express yourself. 

•	What	can	the	character	do	that	only	he/she	can	do	to	save	the	world? 

•	Amplify	that	power	in	an	image/poster/drawing.	You	may	also	use	words	if	you	are	skilled	at	
  writing, but this is not required. Consider, for example, a slogan or a line of poetry. 

•	Discuss	the	drawings/artwork	with	each	other	in	class. 
 

Part 2. You – outward 

• Scan the drawing you made of yourself (drawing assignment part 1) and make yourself smaller. 

•	Cut	yourself	out	and	place	yourself	in	the	middle	of	a	world	that	you	can	influence	with	your	
  talents. 

• What does your world of the future look like? Link your talents to your new world view and be 

  inspired by the themes of Remastered. 

 

Final-year students Art History/Philosophy 

 

A. Looking outwards – looking inwards (thought exercise) 

You have been to Remastered and walked through six rooms where you encountered many 

famous works of art. The rooms themselves were also works of art, because music and digital 

technology have transformed the old masterpieces into new works of art. 

The New Masters wanted to hold up a mirror to you and say something about the present and the 

future and your own role in it.While experiencing the art rooms, you were not isolated in your own 

inner world, but became part of a truth greater than yourself. After all, you take yourself with you 

into the room. The moment the world reveals itself to you, you gain insight into the bigger picture 

of the world and your place in it. This is a look outside. 

Your gaze now turns inward. The art in Remastered made the familiar strange (old works in a new 

context)	and	the	strange	familiar	(a	new	world	with	recognisable	figures	and	music). 
In pairs, explore what your encounters with the works tell you about yourself. Discuss this with 

each other and use the following questions to help you: 

 

  Recognition 

  • Which images and music were familiar to you? 

  • What memories did these images evoke in you? 

  • Which characters that you saw do you identify with? 

		•	What	does	that	identification	say	about	yourself?	What	do	you	recognise	in	yourself?	Or	why	do							
    you want to be more like this character? 

 

  Alienation 

		•	Which	images	and	music	did	you	find	a	little	strange?	Why? 

  • What did this teach you? 

		•	What	kind	of	world	did	you	first	encounter? 

  • What kind of world was it at the end? 

		•	How	did	that	affect	you?	What	emotions	did	it	evoke? 

  • What does that say about yourself?
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B. Getting and keeping things moving (from thinking to doing) 

Now	that	you	have	discussed	the	different	experiences	that	Remastered	evoked,	we	would	like	to	
ask	you	what	you	felt	and	what	went	through	your	mind	when	considering	the	different	topics:	
  • What words or thoughts came to mind? 

  • When did you notice that you were moved? And what emotion was that? 

  • Which thoughts, images or themes made your heart beat faster? 

 

Mind map 

Write	down	those	themes.	Maybe	there	is	only	one,	which	is	fine.	Maybe	there	are	more,	in	which	
case choose the one that is closest to your heart and explain why. 

Use keywords or images or music or a combination of all of these to create a mind map. Keep it 

to yourself, after all, you took yourself into the rooms of Remastered. Please note: you are now 

getting moving.

 

Show your mind map to the class, your group or your friend. Only show it to those you want to 
show it to.This is what you have to convey and/or contribute to your future. 

Think about it! 

 

Read the tip below for a broadening and deepening workshop at school.

 

 

         Express Now | in-depth workshop 

 

Would you like to interactively zoom in with your students, broaden their horizons even further and 

give	them	a	platform	for	the	ideas	they	have	about	influencing	the	world	around	them?	Then	we	
recommend scheduling the EXPRESS NOW workshop. This workshop will help you express your 

view	of	the	world	–	which	is	a	wonderful	follow-up	after	first	turning	your	gaze	inward.	What	you	
think about something, how you feel about something, it can be expressed. It can be shaped. It 

can be given a platform. 

The	interactive	EXPRESS	NOW	workshop	is	led	by	a	coach	from	Stichting	OTO/Theater	in	
School. In 1.5 hours, the pupils work together under supervision on the themes of Remastered 

and the discoveries about their own talents and ideas that arose after visiting the experience and 

completing the assignments. 

The workshop ties in well with project weeks on sustainability, career guidance (who am I, what 

do	I	want,	how	can	I...)	and	citizenship:	how	do	we	care	for	each	other	and	influence	the	world	by	
taking action? 

 

In EXPRESS NOW, you ask yourself the following question: 

What talents do you have that enable you not only to take action yourself, but also to inspire action 

in those around you? 

With your talents, you can express what you have written down in your mind map. Now that you 

are taking action, you can also inspire others to take action through your talents. Please note: you 

are now taking action! 

 

The EXPRESS NOW workshop will help you with this. You will notice that bringing movement has 

consequences.	You	can	really	make	a	difference	yourself...	take	a	leaf	out	of	the	book	of	all	the	
artists at Remastered. They have already set you in motion to think about our world, its beauty... 

Take care of it so that it doesn’t turn into hell! 

 

Reserve a date. Click Here or visit our website.
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Appendix Talent List

A

A	head	for	figures
Ability to delegate

Ability to put things 

into perspective

Ability to work independently

Adaptability

Ambitious

Analytical skills

Artistic

Attention to detail

B

Business acumen

C

Commercial acumen

Concentration

Conciseness

Cooperative

Coordination skills

Cost-conscious

E

Eager to learn

Efficiency
Enthusiasm

Entrepreneurial spirit

F

Flexibility

H

Helpfulness

I

Imagination

Interpersonal skills

J

Judgement

L

Leadership skills

Listening

Logical thinking

Loyalty

M

Mediation

Methodical approach

N

Negotiation skills

O

Optimism

Organisational talent

P

Patience

Perceptiveness

Perfectionism

People skills

Perseverance

Persuasiveness

Practical attitude

Punctuality

R

Reliability

Resourcefulness

S

Self-confidence	
Self-control
Self-motivation
Sense of humour

Speaking skills

Stability

T

Taking initiative

Technical insight

W

Working	efficiently
Writing skills
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Appendix questions during the experience 

(to be printed by the teacher and filled in by the pupils after the experience) 
 

1 - Waiting room: Playground 

In the waiting room, your drawing is converted into 3D and, together with other drawings, every 

moment is a unique new painting. 

Use all your senses: observe by looking, listening and feeling. You don’t have to form an opinion. 

Just watch and discover how technology manipulates your drawing and brings it to life. 

 

  • Why is the waiting room called the playground? 

 

Entrance: 

You are now going to room two. The New Masters will help you calm your senses in two steps. Do 

not be afraid and embrace the unknown.

 

  • What is happening? What do you see? 

  • What do you feel, what is happening to your body? 

  • What do you feel, what is happening emotionally? 

 

This	is	your	first	encounter	with	some	of	the	figures	of	an	Old	Master:	Hieronymus	Bosch.	Look	at	
them calmly. Do they remind you of anyone? Listen to their sounds too. What emotions do they 

evoke in you? 

 

2 - Underworld: switching off your thoughts 

Dive beneath the surface and listen to the sounds of what lives there. In this room, the New 

Masters	help	you	to	switch	off	your	thoughts.	Play	with	thousands	of	fish	and	immerse	yourself	in	
their	silence.	The	fish	and	plants	are	interactive,	making	it	seem	as	if	you	are	in	a	lifelike	ocean.	
Artificial	intelligence	converts	everything	into	moving	images	in	real	time. 
 

Dive into an ideal clean sea without diving equipment! 

Everything	you	do	sets	something	in	motion,	a	finger	point,	an	arm	swing.	Sometimes	it	goes	in	a	
direction you hadn’t thought of yourself, and you soon realise that that’s okay too. You move along 

with what comes your way and what you or someone else has set in motion. Like a game in which 

you play your part, only this time there is no competitive element... or is there? 

 

  • You are, how does that feel? 

		•	What	inclination	do	you	feel	when	you	realise	that	you	can	influence	all	life	in	this	ocean? 

		•	Can	you	manage	to	do	nothing	for	a	moment	and	just	watch	the	fish	and	plants,	the	other	
    people and what they are doing? 

		•	Look	closely,	what	do	you	notice?	Hint:	is	the	sea/ocean	really	like	this?
  • If this sea were real, what else might you encounter? 

 

3 - Drip cave & elevator 

Leave the sea and walk through the Drip Cave to the lift that will send you rapidly up into the 

clouds. 

The world is vast, from the deep sea to the high clouds. You are part of it, and everything you do 

has an impact, sets something in motion. That’s quite a responsibility, but also: how cool is that, 

you	have	an	influence	on	the	world	around	you!	Let	the	emptiness	and	space	wash	over	you,	play	
and experience what it does to your mood. 

 

		•	How	does	the	music	affect	your	mood? 
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4 - Overworld 

Walk	around	in	the	cloud	room	and	watch	the	dance	of	flocks	of	birds.	Step	into	the	boat	and	sail	
through the clouds. 

 

		•	Fish	and	birds,	experience	the	difference.	Everything	is	connected;	feel	how	beautiful	the	world	
    we live in is. 

 

5 - Speculum: Eden, Paradise and Hell 

You are now entering a new room. Do not be afraid, no one is watching or judging you. The 

artists	simply	want	to	hold	up	a	mirror	to	you,	so	that	after	the	experience	you	can	reflect	on	what	
happened, what you saw and what it means to you. The new master wants to hold up a mirror to 

us and has turned Hieronymus Bosch’s Garden of Earthly Delights (heaven) into a world on the 

brink of collapse (hell).

 

  All ages 

  • Do you remember what you felt then? Who did you think of? 

  • What do you see now? 

  • What do you hear now? 

  • What do you feel now? 

 

  11–16 

		•	Which	characters	do	you	find	interesting?	Why?
 

  14–16 

  • Which themes do you recognise? Think about: technology, climate, food, sex, advertising, 

     populism, death, war, faith, beauty, nature. 

  • Which characters stand out to you? Why? Do they remind you of someone, or have you 

     experienced something similar? 

 

6 - Remastered: the world of the future? 

Now you are all set for the performance, experience it. Let the sound and images take over. Be 

surprised by the art of old masters presented in a new way. 

 

  All ages 

  • Which works of art do you recognise? 

  • Which music do you recognise? 

  • Were you shocked, and why? 

		•	Realise	that	you	are	part	of	the	artwork.	Do	you	remember	the	fish	in	the	sea	when	you	had	an	
				influence,	just	like	in	a	game?	What	do	you	feel?	What	story	do	you	make	up	and	what	moves	
    you or, conversely, what doesn’t? 

 

  11–16 

		•	Which	images	and	figures	do	you	recognise	from	the	previous	rooms? 

 

  14–16 

  • Which themes do you recognise from the previous rooms?
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PUBLICATION worksheet 
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This worksheet has been awarded the Teaching Material Quality Mark by: 

Theatre	in	School	|	Hendrik	Figeeweg	3G-02	|	2031	BJ	Haarlem	
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The viewing assignments have been tested by visitors to 
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LESSON ASSIGNMENTS

Viewing and teaching assignments:   Henrike van Engelenburg | HenriekFabriek

In-depth	workshop	EXPRESS	NOW:	 	 	 Stichting	OTO	in	collaboration	with		 	
        Valentine Berning   

This teaching material is a production of STICHTING OTO 

based on an idea by Femme Hammer, commissioned by REMASTERED. 
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