Scientific Visualization Framework
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* The heatmaps above provide an overview of the skills used by the visualizer and/or their collaborators, High intensity o Natural progression through framework > Natural flow of feedback within phases  +-a-ecaca---- >

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. Low intensity Iterative refinement between steps g Flow of feedback towards future versions -— -— -— -—p




