
Visualization


Software development


Project management


Subject matter consultation


Client communication


Target audience engagement

Sample 
Activities

STEPS

PhaseS

Scientific Visualization Framework 

Skills*

Orient Research  
& Define

Ideate Draft Review Build Compile Review Refine Deliver Evaluate

21 3 4 5 6 7 8 9 10 11 

PHASE 1


Pre-production
PHASE 2


Production
PHASE 3


Post-production

For static, animated, 
and interactive 
media projects

Actions taken by 
visualizers and 
collaborators

Positive experiences 
felt by visualizers and 
collaborators

Skills used by 
visualizers and 
collaborators

Negative experiences 
felt by visualizers and 
collaborators

Collective understanding


Quality assurance


Preparation


Exploration


Creation / realization

B1


B2


B3


B4


B5

P1


P2


P3 


P4

Misalignment


Resistance to change


Difference of awareness 
in the design process


Lack of resources

BRIGHT SPOTS*

PAIN POINTS*

High intensity

Low intensity

* The heatmaps above provide an overview of the skills used by the visualizer and/or their collaborators, 
as well as the positive and negative experiences faced by the team at each step of the framework. 
The intensity with which one experiences these factors depends on the project and team involved.
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