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Types of visuals used in the classroom 

 Visuals are commonly used in classroom resources. 

 Many students learn more readily through visual 

imagery and even verbal learners need visual 

supports to grasp certain concepts. 

 Student learning is dependent on the teacher's 

ability to choose or create effective materials. 
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Types of visuals used in the classroom 

(continue) 

 There are six types of visuals commonly found in the 

classroom: 

 Pictures – are photographic representation of people, 

place and things. 

 Drawings – employ the graphic arrangement of lines to 

represent person, places, things and concepts. 

 Charts – are visual representations of abstract 

relationships such as chronologies, quantities and 

hierarchies. 
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Types of visuals used in the classroom 

(continue) 
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Graphs – provide a visual representation of numerical 

data 

 Posters – incorporate visual combinations of images, 

lines, color and words. 

 Cartoons – are line drawings that are rough caricatures 

of real or fictional people, animas and events. 



Purpose of Visuals 

 The main purpose of visuals are: 

 Provide a concrete referent for ideas 

Make abstract ideas concrete 

Motivate learners 

 Direct attention 

 Repeat information 

 Recall prior learning 

 Reduce learning effort 

 

5 



Categories of Visuals 

 The visual selected for a particular situation should depend on 

the learning task. Visuals can be subdivided into six 

categories: 

 Realistic 

 Analogical 

Organizational 

 Relational 

 Transformational 

 Interpretive 
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Viewing Visuals 

 There are many ways to view visuals in a classroom. 

 Presentation software – provides a format for displaying 
computer-based visuals with a digital projector. 

 Digital image – visuals can be captured and stored in a digital 
format by using a digital camera or a scanner. 

 Overhead projection – the typical overhead projector is a simple 
device. It is a lens and mirror system mounted on a bracket above 
the box turns the light beam 90 degrees and projects the image 
back over the shoulder of the presenter. 

 Printed visuals – the simples use of visuals is in printed form in a 
book, on the wall or held by the teacher. 

 Integration – every teacher can integrate visuals effectively to 
promote learning. Visuals are useful in a wide variety of 
instructional situations. 
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Visual Design Guidelines 
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 Designing a visual begins with gathering or producing 
the individual pictorial and text elements that you 
expect to use. 

 There are six guidelines use to design visuals: 

 First you must decide which elements to include in your 
visual. The idea is to establish an underlying patter to 
determine how the viewer's eye will flow across your 
display. 

 A psychological sense of equilibrium or balance is achieved 
when the “weight” of the elements in a visual is equally 
distributed on each side of axis either horizontally or 
vertically or both. 

 

 



Visual Design Guidelines (continue) 
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When choosing a color scheme for visual consider the 

harmoniousness of the colors. 

 A visual cannot do its job unless all viewers can see the 

words and images. 

 Your visual has no chance of having an effect unless its 

captures and holds the viewer’s attention. 

When designing visuals, teachers need to use the 

principles of universal design to assist them in making 

the visuals useful to as many student as possible 

regardless of their age, ability or subject area. 



Creating Visuals 
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 There are many important aspect for creating 

visuals, for example:  

 Planning 

 Understanding methods such as lettering techniques or 

how to create simple drawings, sketches or cartoons 

 Techniques for creating presentation graphics and 

overhead transparencies  



Capturing Visuals  
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 Digital imaging allows users to capture, edit, 

display, share and network still and video images. 

 The technology makes the process very easy for 

both teachers and students. 

 Users may send images to other digital devices, 

store them in computers or share them thought the 

internet. 


