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ABSTRACT

This is the 3rd workshop on visualization education, literacy, and
activities; after a succession of several successful workshops in
2023 and 2024 (30-50 people and 15-20 submissions annually).
This workshop aims to become the primary forum to share and
discuss advances, challenges, and methods at the intersection of
visualization and education. It addresses an interdisciplinary au-
dience from and beyond visualization, education, learning analyt-
ics, science communication, arts and design, psychology, or people
from adjacent fields such as data science and HCI. In its 3rd edition,
we introduce annual spotlight topics, with this year’s topic being
Modalities of learning and engaging. This also includes topics of
education for visualization (ed4vis) as well as visualization for ed-
ucation (vis4ed). We will pursue the ‘educators reports’ track,
which will be published in the Nightingale Magazine, and offer a
paper track to be published in the IEEE Xplore library.

1 MOTIVATION

Visualizations are increasingly being used in news reports, text-
books, scientific articles, and dashboards or tools geared toward
public discussions of social issues [3, 6]. This highlights both the
need to promote visualization education (ed4vis) [3] and the impor-
tance of communicating and studying the impact of visualization
to educate the public about societal and scientific issues (vis4ed)
[30]. Researchers are increasingly studying both topics in mul-
tiple research domains, from educational researchers to visualiza-
tion researchers, and include scientists focused on reducing climate
change [22], segregation [8], or public health [4]. From this grow-
ing interest, we see the need and opportunity to foster more collabo-
ration and space to learn from other disciplines and the key role that
visualization researchers may play in future developments of a re-
search agenda that would foster both education about visualization
and visualization for education. This is perhaps best exemplified
by the multiple viewpoints and research domains represented in the
2024 edition of the workshop. Despite the research efforts already
conducted, many challenges remain to be tackled. For instance, it
remains important to consider different learning needs when teach-
ing about or with visualizations [3]. Similarly, it is more than ever
crucial to consider the role of AI in creating, assessing, or under-
standing visualizations and their underlying topics – a challenge
that was the focus of the working group discussions during the
last EduVis workshop. Many other challenges still remain and new
ones arise as we start to see more collaboration between different
research disciplines: understanding the intersection of educational
research and visualization education [27], better understanding the
role of different learning environments [11], developing appropriate
interaction methods for education through visualization [5], foster-
ing and creating self-learning materials and assessing their impor-
tance [21].
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To address these challenges, we wish to hold a new workshop
edition of our EduVis workshop, which will once again provide a
space for educators, visualization researchers, and domain-specific
visual communicators to meet and discuss these growing issues and
their potential solutions.

1.1 Workshop history & related scientific initiatives
Over the past decade, visualization education and pedagogy have
undergone significant transformations, and along with past work-
shops, have shaped the foundation for the EduVis workshop series.
Starting with a panel at IEEE VIS 2015 on “Teaching across the
researcher-practitioner grap” [12]. This was followed by two work-
shops (2016, 2017) on the Pedagogy of Data Visualization [16, 15].
Building on these, the IEEE VIS workshops in 2020 and 2021 ex-
panded the focus to data visualization activities as a means to fa-
cilitate learning, reflection, and discussion [13, 14]. A special is-
sue on Visualization Education in IEEE Computer Graphics and
Applications (2021) underscored the growing recognition of this
research area [2]. Additionally, an interdisciplinary Dagstuhl semi-
nar in 2022, titled “Visualization Empowerment: How to Teach and
Learn Data Visualization”, brought together researchers to discuss
frameworks and methodologies for visualization education [1]. In
parallel, academic discourse on visualization literacy gained mo-
mentum, exemplified by an ACM CHI 2024 [9]. We also have seen
the introduction of an Education full paper track at the IEEE/CGF
EuroVis conference1. Besides, we also observed activities in re-
lated venues, such as the 1st VisGames Workshop on Visualization
Play, Games, and Activities2.

These milestones collectively demonstrate the increasing impor-
tance of visualization education within the research community,
leading to the conception of the EduVis Workshop series, which
aims to advance these discussions by fostering an interdisciplinary
space for educators, researchers, and practitioners. In 2023, we
organized a highly successful and well-attended 1st EduVis work-
shop at IEEE VIS [18] and published a paper on the challenges and
opportunities in visualization education [3] as one output from a
Dagstuhl seminar on the same topic [1]. Last year, THREE work-
shop proposals were submitted to IEEE VIS on education, which
shows the high demand for discussion around education in the visu-
alization community and outside. The workshop chairs approached
us to combine all three workshops under the umbrella of the Edu-
Vis. As a result of this merger, we had 16 organizers (5 are among
this year’s organizers) who conducted the 2nd EduVIS workshop at
IEEE VIS 2024 [23] in an online format due to a severe hurricane
happening at the conference location. Under those circumstances,
the workshop was well attended (20-25 attendees) via Zoom. We
had a full-day workshop that started with a keynote from Kate Far-
rell (The University of Edinburgh): “Playful data visualizations:
data literacy across the school curriculum”. We received 23 paper
submissions and accepted eight papers and five educator reports for
presentation and publication. The paper and report presentations
were focused on teaching visualization design, experience and en-
gagement, and visualization processes. The eight papers were pub-

1https://event.sdu.dk/eurovis/education-papers
2https://visgames2025.netlify.app/
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lished in the Conference Proceedings3. Five educator reports were
published in the Nightingale magazine. In the afternoon sessions,
we split attendees into breakout rooms to discuss three topics (Vis
for education, vis and education, AI and vis). We had a lively dis-
cussion about cross-talk between vis research and learning science,
sharing experiences in integrating AI in data visualization education
and talking about visualization literacy levels, from novices to inter-
mediate. These activities show a growing awareness of the impor-
tance of education in visualization and the responsibility that comes
with the goal of advancing a highly dynamic field with strong ties
between academia and practice. We saw a high demand for dis-
cussions around education; therefore, we have combined forces to
align our workshop and questions. In this workshop proposal, we
present our joint efforts in establishing a single workshop to be con-
tinued in the coming years.

We want to provide a platform for education and engagement
practices in visualization, and we hope to eventually be able to es-
tablish a permanent EduVis forum at IEEE VIS, akin to other
communities such as EduCHI (ACM SIGCHI) [10], the education
track at Eurographics [26], or the public resources and activities
created by the Data-Viz Society. This forum would benefit stu-
dents, junior faculty members new to teaching, senior researchers
in planning outreach and education, as well as researchers and prac-
titioners outside the (academic) visualization community.

1.2 Workshop innovations
We introduce an annual spotlight topic for EduVis, highlighting
emerging trends and challenges in visualization education and ped-
agogy. Each year, the theme will adapt to current developments,
driving focused discussions and advancing the field.

This year’s spotlight topic will be Modalities. We seek to under-
stand how different modalities (e.g., videos, comics, serious games,
etc.) can be effectively integrated into visualization curricula to
cater to various learning styles and enhance comprehension of com-
plex visual concepts. This area may examine innovative approaches
to address the growing concern of declining reading skills and mo-
tivation among students (e.g., TikTok videos).

We will pursue the successful ‘educator reports’, a short
template-agnostic report aimed at communicating ‘advances, evi-
dence, and best practices’ to visualization educators. Educator re-
ports will be published on the online blog Nightingale4, run by the
Data Visualization Society. We also keep the paper format, which
will be published at IEEE Xplore (see Section 4).

Building on previous editions, the 2025 EduVis workshop intro-
duces new elements to further advance discussions on visualization
education. Building on last year’s introduction of working groups,
we are strengthening their role in EduVis 2025 by formalizing two
distinct formats. We want to establish “Vis Activity groups” to fo-
cus on hands-on engagement with visualization games and playful
learning activities, building on the success of the hands-on formats
of CHI PLAY5and CHI6. While “Discussion groups” will provide a
structured space for in-depth conversations on different topics. By
explicitly defining these two types of working groups, we aim to
ensure more structured discussions, active participation, and mean-
ingful knowledge exchange among attendees.

Our EduVis Workshop aims to expand and reach individuals be-
yond the traditional visualization community. Given the presence
of organizers in Austria, there is an opportunity to involve local net-
works, educational institutions, and professional communities that
may not typically engage with IEEE VIS. By fostering connections
with these groups, the workshop can introduce new perspectives
and encourage broader participation in the visualization field.

3https://ieeexplore.ieee.org/xpl/conhome/10747654/proceeding
4https://nightingaledvs.com
5https://chiplay.acm.org/2024/interactivity/
6https://chi2025.acm.org/for-authors/interactivity/

2 WORKSHOP GOALS

A workshop on Visualization Education, Literacy, and Activities
can bring new people to IEEE VIS who are outside the traditional
visualization network. This includes people from education, learn-
ing analytics, science communication, psychology, art, and design,
or people from adjacent fields such as data science, AI, and HCI.
Another goal of this workshop is to bring together newly appointed
and experienced faculty to share experiences and discuss novel
datavis activities, teaching methods, and challenges. Furthermore,
this format is intended to serve as a platform to foster interdisci-
plinary exchange and share research results and best practices. With
this workshop, we want to achieve the following goals:

• build a permanent forum and interdisciplinary community
around teaching data visualization, open to researchers, stu-
dents, and practitioners outside the VIS community.

• publish the results of our discussions on visualization literacy,
education and teaching, activities, and practices.

• discuss best practices to teach data visualization to diverse
audiences (e.g., children/adult learning, data journalists/data
scientists/computer scientists/designers) and in different sce-
narios (onsite, online, hybrid).

• share visualization educational tools, materials, and pro-
cesses.

• collect, and systematize learning activities.
• discuss higher-level issues concerning human-centered ap-

proaches to visualization, visualization design, and education.
• promote the critical discussions around the implications of AI

for visualization education.

3 SCOPE OF TOPICS

The workshop topics include, but are not limited to:

• Modalities (e.g., videos, comics, serious games)
• Visualization Activities & Games
• Engagement with visualizations
• Generative AI and visualization (in learning and assessment)
• Visualization literacy and pedagogy in visualization
• Learning goals and learning methods
• Evaluation methods and learning analytics
• Educational tools
• Hybrid and online teaching
• Reflective and research practices
• Understanding audiences
• Guidelines, strategies, and guidance for education
• Debate and discussions on visualization guidelines and well-

established knowledge
• Challenges and personal experiences
• Experiential learning (hands-on learning and physicalization)
• Visualizations for public education (e.g., health education,

science communication)
• Teaching to encourage creativity and design critique
• Accessibility of visualization learning resources

4 SUBMISSION FORMATS

The workshop will accept two types of submissions, peer-reviewed
by at least two PC members and one workshop organizer.

• Paper submissions: full papers (4-8 pages excluding refer-
ences); submissions will be published at the IEEE Xplore

• Educator reports: short template-agnostic reports (1-2
pages) to discuss opinions or reflections on teaching experi-
ences, or description of the results of a datavis activity con-
ducted and how it could be reused by others and in other
contexts; they will be published in the Nightingale magazine
(pre-arranged with the Data Visualization Society). This is
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not intended to be assessed as scientific writing; we recom-
mend framing these reports similarly to blog posts. The goal
is to disseminate knowledge to non-academic audiences.

5 WORKSHOP ACTIVITIES

We plan a half-day hybrid workshop that will include paper and
report presentations, working group sessions, and a general discus-
sion on community building and sustainability of this workshop.
Submission presentation: Each accepted submission will be given
5-10 min to present, followed by a Q&A session. The timing will
depend on the submission type. After all accepted submissions have
been presented, we will leave space for an open discussion on chal-
lenges and directions related to the workshop topic.
Working groups: We will conduct working groups where partici-
pants explore visualization education through two distinct formats:
• VisActivity groups: These dedicated spaces will showcase live

demonstrations of visualization games and playful activities. Par-
ticipants can interact hands-on with innovative educational tools,
fostering experiential learning and idea exchange.

• Discussion groups: These working groups will facilitate in-
depth conversations. The aim is to engage small groups in topics
around visualization education.
Workshop organizers will moderate these groups at the different

working groups. We will encourage the participants in the working
groups to continue their discussions during the lunch break. We
plan to disseminate their outcomes using a shared repository, such
as Google Drive and our website.
Networking: After the workshop session, a voluntary workshop
lunch will be planned to encourage community building and net-
working among working groups.
Back-up policy: We anticipate that the workshop will receive be-
tween 10-20 submissions, similar to last year. However, if we re-
ceive few submissions, we plan to invite a keynote speaker to pro-
vide inspiration for the working groups planned for the second part
of the workshop.

6 TENTATIVE SCHEDULE

We are applying for a half-day workshop to be held hybrid. The
workshop will require a standard conference session room that can
fit 50-100 people, with sound/visual equipment, internet access and
preferably large tables and chairs that can be moved around.

• 09:00 —09:15 Opening and outline
• 09:15 —10:15 Submission presentations and Q/A
• 10:15 —10:45 Coffee Break
• 10:45 —12:00 Special topic working group discussions
• 12:00 —14:00 Voluntary Workshop Lunch in the break

7 WORKSHOP ORGANIZATION TIMELINE

The timeline for the workshop organization is as follows:

• April 25, 2025: Call for Participation
• July 1, 2025: Paper and Educator Report Submission
• July 15, 2025: Reviews Collected
• July 18, 2025: Author Notification
• August 1, 2025: Camera-ready Submission

We plan to advertise on the respective mailing lists for ACM
CHI, IEEE VIS, DRS, ACM DIS, and social media (X, LinkedIn,
BlueSky, etc.).

8 INTENDED OUTCOMES

This workshop will allow participants to discuss the challenges they
face in data visualization education and exchange ideas and ap-
proaches with other visualization researchers and educators. Par-
ticipants in the working groups will be encouraged to work towards

publishing the outcomes of their discussions in the forms of full pa-
per, position paper, and workshop paper. Upon collecting the out-
comes of the working group discussions, we will sketch a research
agenda and highlight the opportunities for visualization education,
literacy, and activities for the community. This will contribute to the
broader visualization community, literacy, and education agenda.

9 PROGRAM COMMITTEE

We had a diverse list of program committee members for last year’s
EduVis workshop, which we will re-invite this year7. In addition,
we will reach out to new potential members, for example, inviting
members from the CHI’24 workshop “Toward a More Comprehen-
sive Understanding of Visualization Literacy” [9] organizers.

10 ORGANIZING COMMITTEE

Our organizing committee has structured itself as a collaborative
unit, ensuring a well-coordinated and efficient workshop experi-
ence. We defined a website chair who manages the workshop web-
site and handles communication with the Nightingale Magazine.
The Paper chairs oversee the peer-review process. The publication
chair is responsible for handling publication logistics. To ensure
broad visibility, we defined the role of the Publicity chair, lead-
ing promotional efforts. Session Chairs will facilitate the working
groups and ensure smooth session organization.
Christina Stoiber, a researcher at St. Pölten University of Ap-
plied Sciences in Austria, specializes in Information Visualization,
HCI, and Visualization Literacy and Education. She completed her
dissertation on visualization literacy and onboarding in December
2023 [28]. Her work aims to improve the use of visualization tools
across various domains [29]. She co-organized the 1st EduVis [18]
and 2nd [23] Workshop and co-authored [3].
Fateme Rajabiyazdi is an Assistant Professor in the Department
of Systems and Computer Engineering at Carleton University. She
received her Ph.D. in Computer Science in the area of information
visualization from the University of Calgary. She actively studies
and teaches data visualizations to engineers. She led the organiza-
tion of the 2nd IEEE EduVis workshop [23], was a co-organizer for
the 1st IEEE EduVis Workshop [18] and co-authored [3].
Mandy Keck is a professor in UX and Interaction Design at the
University of Applied Sciences Upper Austria. She co-authored
papers on visualization education [3, 20] and design workshops
[19, 17], and was co-organizer of several workshops, including the
1st and 2nd IEEE EduVis Workshop [18, 23], and the IEEE VIS
Datavis Activities workshops in 2020 and 2021 [13, 14].
Magdalena Boucher is a PhD candidate at St. Pölten University
of Applied Sciences and TU Wien, Austria. She researches how
to enhance visualization literacy with comics [7] and teaches game
storytelling and several design courses. Magdalena was a mem-
ber of the program committee of the 1st and 2nd EduVis Workshop
[18, 23] and co-author of the paper on challenges and opportunities
in visualization education [3].
Jonathan C. Roberts is a professor in Visualization at Bangor Uni-
versity. He is the creator of the Five Design-Sheet method [24]
and lead author of the book Five Design-Sheets: Creative Design
and Sketching for Computing and Visualization, Springer Nature,
June 2017. His research spans pedagogy, heritage, archaeology,
oceanography, lexicography, and law domains, and for many years
has encouraged researchers to develop multiple coordinated view
systems. He is a keen advocate of sketching and low-fidelity de-
sign [24, 25], and promotes more design thinking in teaching.
Lonni Besancon is an assistant professor at Linkoping University,
Sweden. He was a co-chair of the IEEE VIS Open Practices. He
has contributed several workshops and meet-ups at both IEEE VIS
and ACM CHI (e.g., Fail Fest, alt.VIS 2021, alt.VIS 2022, alt.VIS

7https://ieee-eduvis.github.io/#program-committee
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2023, the JoVI meetup,...). He has publications related to using
visualization for educational purposes in science centers and is cur-
rently co-supervising a large research effort in this direction at the
Norrkoping Visualisation Center C.
Mathis Brossier is a PhD student at Linkoping University, Sweden.
His PhD work will focus on providing and studying visualization
with visioverbal interaction components in public settings.
Benjamin Bach is a Research Scientist at Inria working on inter-
active visualization interfaces for communication, exploration, and
education in visualization.
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