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Abstract 

 This article presents the visualization can play in an educational setting and to draw attention to issues that must be addressed 

when designing such visualizations. Also presents the visualization technology can be used to graphically to illustrate various 
concepts in various disciplines. In this article, key studies in education that show that visualizations are effective to the extent that 

they meet relevant instructional goals and objectives and the students have the necessary background knowledge and skills to 
understand and interpret the information represented in them.  
 
Introduction 

 Education can be viewed as the externally facilitated development of knowledge.  

This external influence can take many forms such as teacher, textbook, article, movie, TV show, 

and computer program. The purpose of any visualization to be used in an educational context is 

to facilitate the learning of some knowledge viz., idea, concept, fact, algorithm, relationship. In 

order to accomplish this, visualization must make connections between knowledge the learner 

has and the knowledge being taught. Visualization is any technique for creating images, 

diagrams, or animations to communicate a message. Visualization through visual imagery has 

been an effective way to communicate both abstract and concrete ideas since the dawn of 

humanity. 

 
Visualization and its need in education 

 In short Visualization is the graphical representation of information. The purpose of this 

graphical display is to provide the viewer a visual means of processing the information.  

 Visualization can be a powerful tool in modeling various problems, writing approaches, 

activities, and so on. It can also be useful in helping pupils to reason and engage in higher order 

thinking such as problem solving, by using a variety of tools, for example concept mapping, 

brain storming, mind mapping, diagramming and mathematical modeling writing frames, 

visual narratives and many more provide excellent ways to use visualization to support high 

quality reasoning which can be shared collaboratively.  

 
Memory hooks 

 Memory hooks is a technique which involves stimulating imagination and enhances better 

memorization of numbers, size, relations and constructing association systems. It uses a natural 

ability to create in the mind images of different states of affairs. The teacher introduces students 

into the situation, asks them to imagine certain things and stimulates their imagination by 

means of asking questions. (Imagine the journey to the Land of Inventors. What can you see? 

Describe your experience). Students can also work with work cards, prepared by the teacher. 

https://en.wikipedia.org/wiki/Image
https://en.wikipedia.org/wiki/Diagram
https://en.wikipedia.org/wiki/Animation
http://oer.educ.cam.ac.uk/wiki/Teaching_Approaches/Modelling
http://oer.educ.cam.ac.uk/wiki/Teaching_Approaches/Reasoning
http://oer.educ.cam.ac.uk/wiki/Teaching_Approaches/Higher_order
http://oer.educ.cam.ac.uk/wiki/Tools
http://oer.educ.cam.ac.uk/wiki/Teaching_Approaches/Narrative
http://oer.educ.cam.ac.uk/wiki/Teaching_Approaches/Collaboration
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Practical methods  
Film-based activities 

Project work 

Guided instruction method 

Film-based activities  

 Students watch a film. Either they are given tasks to perform during the presentation or they 

are asked to focus only on watching a film. Having watched the film, they receive worksheets to 

work individually or in groups.  

 
Creating the End of a Film 

 Students are shown the film, when it reaches the climax, the teacher stops it and the 

students speculate about the end of the film. They present their ideas in groups, choose the best 

ending and work on it. Then they compare a fictional film ending with the real one.  

 
Project work  

 Project work is a strategy which lets students learn, observe, measure and predict changes 

in a natural world and human activity. It allows for gathering information and drawing 

conclusions, as well as puts into practice mathematical and natural sciences knowledge. 

Students work more intensively and independently, which fosters a long-term retention of 

knowledge and skills. The project is an active method; it is a cognitive and practical activity at 

the same time. Thanks to pre-planned activities, the full mobilization of students takes place. 

They solve real problems, existing in the surrounding environment.  

Project work has the following stages:  

1. Choosing the topic.  

2. Preliminary preparation i.e. formulating instructions, distributing tasks, setting up a project 

contract with students and establishing deadlines for consultations.  

3. Implementation, which involves collecting and organizing information, tasks 

implementation and writing a report. 

 

 
4.  Presentation, which requires following instructions and all the members of the group 

participate in it. 5. Evaluation, which combines group work assessment, personal evaluation 

as well as the evaluation of the implementation of project stages and the end-products in 

accordance with the instruction criteria. Students’ self-assessment should be part of 

evaluation. 
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Guided instruction method  

 `It is a variation of a project work. Students perform tasks that are premeditated and 

prearranged by an educator. It is a form of problem-solving teaching. Learners receive a 

practical task. They have access to all the data. They are also provided with information 

concerning the solution of analogous problems. Students work independently referring to so 

called „guiding texts” i.e. “guiding questions”. Instead of using instructions, including all the 

information necessary for fulfilling a task, learners plan their work independently using source 

materials. Questions prepared by the teacher beforehand help students find solutions. 

 
Conclusion 

 Various visualization techniques as discussed in this paper can be valuable aids not only in 

teaching design principles in the class room but also an effective self directed tool for open 

learning via visual technique. The visual based teaching and learning has potential advantages 

compared to traditional education since it is less expensive, easy-to-access, easy-to-update and 

platform independent. The benefits of the proposed courseware with concept visualization 

modules as discussed in this paper are its flexibility of usage in design education. The 

visualization techniques provide virtual experiential learning. All the techniques as discussed in 

this paper is discipline independent and can be adapted to any other similar domain, which will 

certainly promote and enhance students’ understanding. 
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