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Abstract—Education is one of the most important areas of life that affect 
the development and progress of societies, and the usage of images and visual 
representation methods is of real value in the educating process. Over time, 
different simple methods were used to display the information visually, which 
mostly are considered weak methods that may not perform its full purpose and 
the information may be transferred slowly and in an incomplete manner. Tech-
nology has contributed from the beginning of its emergence in the development 
of education and improve its output, and one of the most prominent contributions 
made by technology is the developments in the field of displaying information 
visually using different technologies, as the three-dimensional displaying tech-
nologies that are considered as an advanced solution which provides people with 
a more comprehensive view and facilitates the task of transferring information to 
learners and so improving the educating process. Many technologies are used to 
create and display the 3D visual content, and two of the most important 3D dis-
play technologies are Augmented Reality technology and Hologram technology, 
they both insert a three-dimensional image to the real world, but there are many 
differences between the two technologies in many aspects. In the first part of this 
research, and after defining and comparing the two technologies and the effect 
of each one on education, Hologram technology showed features that enabled 
it to be a suitable option to be used in education for displaying 3D educational 
content. This research then introduces the method for implementing the usage 
of Hologram technology in education as a 3D educational content displaying 
tool, introducing an implementation model by first transferring a sample of a 
2D educational image to Holograms and using the Hologram fan projector to 
display it to the students. The results of a simple questionnaire on a number of 
people showed the effectiveness of using Holograms instead of the traditional 
2D content found in school curricula, and a good level of people’s acceptance to 
use this technology.

Keywords—hologram, education, augmented reality, three-dimensional image, 
3D hologram fan
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1	 Introduction

Since prehistory and ancient times, education with its different types and methods 
was one of humanity’s most important functions, and education is still in constant 
development and investment in developing it is considered one of the most successful 
businesses these days; due to its importance to societies development, and the improve-
ment of people’s lives in general, and it is defined as the process of transferring infor-
mation and concepts to learners in order to increase their wealth of knowledge and 
guide them, using a variety of information transfer methods [1] [2].

The use of images and visual representation methods for the promotion of scientific 
content is of real value, as the Chinese philosopher Xunzi said: “Not having heard 
something is not as good as having heard it; having heard it is not as good as having 
seen it.” [3]. The images help us learn, and it attracts attention, explains, inspires tough 
concepts, and contributes to the stability of information [4]. A lot of visual commu-
nication methods and technologies were used to present the information, onset from 
primary methods such as drawing, graphic illustrations, two-dimensional (2D) images, 
and videos to the usage of three-dimensional models (3D) that are more realistic [5].

Technology plays a significant role in education development, it has changed the 
learning environment and gave teachers other sophisticated ways to teach students, 
the integration of technology in education has positively affected both the learners and 
instructors, it enhances controlling, information transfer, and the acquisition of this 
information by learners [6]. Information imaging was the most processes that needed 
for the usage of technology, different techniques were used and still in use for the pre-
sentation of information visually, 2D and 3D images, and different visual multimedia 
was generated using technology’ various tools.

As technology continues to progress, we are given the opportunity to explore new 
and more useful types of techniques that offer solutions and enhancements in people’s 
lives, one innovation that is growing at a rapid pace is Hologram technology. Hologram 
technology is the technology that displays 3D images created using light diffraction, 
and these images are able to be seen by the naked eye, this feature makes Hologram 
technology a very useful and adequate technology to be used in many different fields to 
develop viewing methods, specifically in education as an educational tool [7].

This study arises from a previous one, carried out by the authors, related to the 
study about Hologram technology and Augmented Reality technology [8]. Here, we are 
aiming to develop education through the insertion of Hologram technology as a good 
tool for information illustration, using Hologram technology, the instructor can transfer 
the information smoothly and easily to learners, also, the learners are able to gain the 
information more quickly and with an attractive method, which will eventually result 
in a successful educational experiment [9].

2	 Problem specification and motivation

Education is an important field and every problem that affects it will return with 
negative results, not for the learners only but the effect can reach the whole society, so it 
was important to focus on it and develop its methods. The traditional way of educating 
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includes a number of different methods of information transferring usually under 
the guidance and depending on educators and their verbal description to explain the 
information and with the use of two-dimensional visual content, as shown in Figure 1, 
these same methods can affect students understanding ’ time and their ability to rec-
ognize the information; that is because the insufficient explanation of information and 
the bad, unattractive educational content, as well as the problem of instructor inabil-
ity to transfer the knowledge clearly, effects the educating process negatively and this 
may result in the fall of the entire educating process, which is not the thing desired to 
occur [1] [10].

Humans are visual creatures and a large percentage of the human brain dedicated 
itself to visual processing they seek the easiest and most fluent way of acquiring and 
learning information, so it was necessary to concentrate on the process of clarifying 
the information visually and develop the visual contents in their education [4] [11], 
also, the humans’ perception is three-dimensional, as when they look at an object, the 
retina in each eye forms a two-dimensional image of our surroundings and the brain 
processes these two images into a 3D visual experience [12]. As Figure 1 illustrates, 
the three-dimensional visual content is considered to be a proper solution that solves 
the problems in the traditional visual methods used to display the information, as it 
conforms with the way people see things, it gives the learners a larger view and more 
information about the image as if it is a real existing object; which contributes to the 
development of the process of conveying information properly to learners and provid-
ing visual content that depicts reality in a more accurate and clear way [13] [14].

Fig. 1. Graphical illustration for the problems in the traditional education methods  
and the suggested solution

Hologram technology—which is one of the technologies that displays 3D images—
has many features as the high ability to display the information in a more real, clear, 
and attractive manner that qualify it to be a good alternative to the traditional method of 
information illustration [7]. In addition to this, from the research conducted, it was clear 
that the presence and usage of Hologram technology are largely limited to advertising 
and entertainment despite its high features which may benefit most fields in the world 
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as the process information transferring visually in education, so, the insertion of it in 
order to develop the education may be considered a good and useful addition to both 
fields [15].

3	 Literature review

As it is obvious, that education is considered as an important field that always needs to 
be enhanced and developed, also, based on the nature of humans; the educational visual 
content is the preferred way to transfer information to the learners easily and quickly. 
The effectiveness of the usage of three-dimensional visual content and its superiority 
over the traditional methods used to provide information visually had been proven, and 
this is because it facilitates the viewing of the objects and getting more details from the 
image; which is consistent with human 3D visual perception. The technology presented 
a number of techniques that provide users with three-dimensions images, and based 
on their features; the most two suitable technologies to be used in education are Holo-
gram technology and augmented reality technology, as they are shown in Figure 2, they 
are technologies that add and display 3D images in the reality surrounding the learners.

Fig. 2. The options to implement the insertion of the 3D visual content in education

Augmented reality and Hologram technology appear as if they were the same tech-
nology, and people usually confuse them, but they differ from each other and each one 
is a different technology [8]. The suggestion of this research declares that Hologram 
technology is considered to be the proper tool to display the 3D visual information, 
so, in order to prove its effectiveness and then determine the method to implement the 
usage of it in education properly, it was necessary to define it, and Augmented reality 
the technology that resemblance it, then differentiate between them and compare them 
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when they are used in education, after that, it will be possible to define the method by 
which the Hologram technology can be used as a displaying tool in education.

3.1	 Background of hologram and augmented reality technology

A Hologram (that is pronounced as HOL-O-Gram), is a particular type of 
three-dimensional image that can be seen with just eyes and it exists really in space what 
makes it visible to everyone without the need of 3D glasses [16] [17] [18]. Hologram 
gets its names from Greek words meaning “whole message” which is coined by Dennis 
Gabor [19].

Figure 3 shows the most important events that took place for Hologram technology 
development [8].

Fig. 3. Hologram technology timeline

Augmented reality is a technology that can display three-dimensional objects but it 
can’t be seen by naked eyes. It offers an enhanced version of the real physical world 
through the use of unphysical 3D objects [20] [21].
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3.2	 Comparison between hologram technology and augmented reality 
technology when used as a tool for education

As it is stated, Hologram technology and augmented reality technology produce 
almost the same result; as they add a three-dimensional image to the surrounding real-
ity, but in fact, each of them is a separate technology that differs in the way it creates 
the image, the way it is displayed, its types, and the hardware and software needed. So, 
in order to compare between them and then being able to decide which one is suitable 
to be used in education:

•	 Hologram Technology/Augmented Reality Images:

Hologram technology and Augmented Reality technology both give the users a view 
of a 3D image that is floating in reality, but this created image largely differs in its prop-
erties and the method of creation. The effect of the presence is the biggest difference 
between the two technologies, as the 3D image in Hologram technology is displayed 
through a programmed projector that projects the 3D image using the reflections of 
light or the laser beams in a physical medium, so the image really exists and there is no 
need to wear special glasses or seeing the 3D image inside any screen, while in Aug-
mented Reality the 3D image is totally virtual programmed image that is augmented in 
the real world with the help of a camera in the smart device and then displayed in its 
screen [8] [22].

Figure 4 [23], shows the 3D image (a Hologram) displayed in Hologram technology, 
and Figure 5 [24] shows the image displayed in Augmented Reality.

Fig. 4. The image in hologram technology Fig. 5. The image in augmented reality

On the other hand, the resolution of the image in Augmented reality may some-
times exceed the resolution of the Holograms displayed with a Hologram technology 
projector; owing to the effect of the air and environment in which the Holograms are 
displayed, therefore, the surrounding environmental conditions must be taken into con-
sideration when using the Hologram technology to ensure the quality of the displayed 
image and the satisfaction of viewers. But, the surrounding conditions in the classroom 
are often fixed and initialized in the beginning in order to avoid any error that may 
affect the educational content displayed, so this defect may not affect significantly on 
education when using Hologram technology in schools.
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•	 Hologram Technology/Augmented Reality Types:

Many types fall under both Augmented Reality technology and Hologram technol-
ogy and the classifications that underlie each type also differ. Under this comparison 
aspect, Hologram technology excels on Augmented Reality technology; because of its 
different multiple types and so high flexibility, and so it could be implemented and used 
with the method that suits capabilities and meets the requirements [8] [25].

•	 Hologram Technology/Augmented Reality Implementation and Use Requirements:

The specification of requirements is very important to determine what the users need 
from this system and what must be provided and to ensure that the desired goals will be 
achieved, and the requirements largely differ according to users’ differences, environ-
ments, and different technologies used. The requirements that must be specified when 
using Hologram technology or Augmented Reality technology are commonly classified 
into user requirements, software requirements, and hardware requirements:

User Requirements: �For the systems of 3D displaying technologies, the users mostly 
require the same visual properties, as humans have a 3D perception when they look at 
an object so it is important for them to get a semi-real image when communicating 
visually using these technologies [8].

In education, the users of the Hologram technology and AR systems are the instruc-
tors who control the learning process and the learners to whom the information is trans-
ferred to visually, so given the conditions in which education takes place, the users in 
education require additional needs that must be taken into account. 

From the graph, it can be concluded that the use of Hologram technology is the most 
appropriate option that satisfies most of the users’ needs in an acceptable limit, espe-
cially in the case that the number of students is somewhat large, as it will be the most 
cost-effective, and easiest in controlling the presentation of the content for the teacher.

Software Requirements: �The basic software requirements needed to operate both 
Hologram technology and Augmented Reality technology are somewhat similar, which 
are: An operating system, specialized programming language, and three-dimension 
images editing and designing software. Hologram technology, on the other hand, is 
very flexible in the type of software needed [8].

Hardware Requirements: �Hologram technology and Augmented Reality 
technology both mainly need a hardware device to view the objects. And there is 
hardware that is needed by both Augmented Reality and Hologram technology which 
is the smart devices, and sometimes cameras, in contrast, the two technologies differ 
in the needed hardware that displays the 3D object, as each one requires its specialized 
hardware that projects the image in the user’s environment [8]. Augmented Reality 
requires either AR glasses that enable the user to see the virtual 3D image when wearing 
it or a smart device such as smartphones that view the virtual 3D image on its screen, 
where Hologram technology needs only a special projector that creates Holograms and 
displays it in the surround [8].

For the students to be able to see the 3D images in Augmented Reality, every single 
user must have either a smart device or AR glasses [26] and this result in two problems:
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1.	 It very costly to offers an AR viewer for all students in the school.
2.	 The controlling of the educating process will be difficult for the instructor and syn-

chronize his speech with what is presented in the students ’devices, as well as the 
difficulty of following up on each student separately.

In the case of Hologram technology been used, the hardware needed to display the 
3D image for all student is just a single Hologram projector [27], which is considered a 
cost-effective option and the instructor will able to control the education process easily 
and be able to make sure that all students receive the knowledge synchronously.

Briefly, Figure 6 displays the relationship between the student numbers and the level 
of users (students and teacher) satisfaction when using Augmented reality or Holo-
gram technology, as it is obvious when the number of students is reasonably little, both 
Augmented reality and Hologram technology will be suitable to be used, but as the 
number of students increases the effectiveness of Hologram technology will increase 
over Augmented reality. 

Fig. 6. Relationship between student numbers and users satisfaction

3.3	 The usage of hologram technology in education “EduGram”

From the previous comparison between Hologram technology and Augmented real-
ity, it is obvious that Hologram technology almost outperformed the Augmented reality 
technology in terms of its suitability to be a good educational tool. Based on the above 
comparison and as shown in Figure 6, when the number of learners is large or increased 
which is the common situation, there will be problems with the use of Augmented 
reality technology, which will negatively affect the course of the educational process. 
On the other hand, Hologram technology showed its distinction as it provides many 
features that meet the needs of most learners with the lowest requirements this enables 
it to be the proper choice that replaces Augmented reality in education, and some of the 
important features that Hologram technology offer are:

1)	The flexibility to choose the right type to be used.
2)	The ease of control and display of content.
3)	Cost-effectiveness.
4)	The satisfaction of a large number of users.
5)	Display content to all learners at the same time, which results in the smooth opera-

tion of the instruction process.
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After it has been proven that Hologram technology is considered the appropriate tool 
for displaying the educational visual content, this which supports the proposal of this 
research and so the aim of the research (developing education using Hologram tech-
nology) could be adopted. As shown in Figure 7 the general proposal of this research is 
the “EduGram” system—taken from the words Education and HoloGram—the system 
to integrate the Hologram technology in education as a displaying tool that offers the 
learners a 3D educational visual content, and its usage is combined to the ordinary 
teaching methods that are conducted under control and guidance of an instructor to a 
number of learners, and which is hoped from it that it will produce a successful learning 
experience.

Fig. 7. Usage of hologram technology in education

4	 Methodology

Below are the implementation details of the process of developing the education 
process using Hologram technology for EduGram system, starts by identifying the 
procedure to implement and insert the Hologram technology in education in general, 
then the implementation requirement and sampling are specified, after that, the chosen 
structure to implement EduGram system in this research will be identified:

•	 EduGram Procedure:

The procedure to insert the Hologram technology in education-which we referred 
to as EduGram system—in order to develop education as proposed in this research 
is through using a Hologram projector under the supervision of the instructor as an 
educational tool that displays the visual information that must be explained to learn-
ers in the form of a Holograms, , that is while carrying out the information transfer 
process, the instructor uses the Hologram projector to display the three-dimensional 
visual information existed in the lesson he is currently teaching or that which included 
in any knowledge currently transferring to learners.
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•	 EduGram Implementation Requirement and Sampling: 

To implements any Hologram technology system there are three core requirements 
so that the Holograms (the 3D images) could be displayed which are: 

1)	The Hologram projector: the core element in the system, which is responsible for 
projecting the Holograms.

2)	Controlling method: either hardware and software or just a software that is used to 
control the displaying of Holograms in the Hologram projector.

3)	Visual content: the visual content to be projected by the Hologram projector.

1.	 EduGram’s Hologram Projector Device (Hologram fan):

As stated previously, Hologram technology requires a projector device to project the 
Holograms in the users’ circumference so it can be seen by the naked eye. and there 
are many different types of Hologram projectors that project really existing 3D images 
with different properties depending on the way the projector device works [28].

The Hologram projector type chosen to implement the EduGram system is the 
Hologram fan projector, which is an advanced new type of projector that creates the 
illusion of a Hologram that is floating in the air using an optical illusion technique 
called POV (Persistence of Vision), these Holograms are projected using a large num-
ber of tiny bright light-emitting diodes built-in the fan blades and which switch light 
colors in milliseconds. Hologram fan comes with either two or four blades, the LEDs 
on each blade are programmed so that every light is emitted at a specific time and in a 
specific order to display the complete Hologram, the fan also contains a core control 
unit that acts as a fan’s CPU, which the blades are attached to, and which also contains 
power port and a port to insert the memory card that stores the 3D multimedia that will 
be displayed. The Hologram fan works with electricity power and once the fan is turned 
on, the blades start to spin quickly to the extent that it appears invisible, and the control 
unit lighting up the LEDs as programmed to create a floating Hologram that is updated 
every millisecond to give users a stable complete 3D images [28] [29].

Hologram fan projector is characterized by many of the advantages that qualified it 
to be a suitable option to be used in EduGram system to develop education, such as: 
easy installation, easy usage as no technical skills are needed to use it, easy flexible con-
trolling, global availability, low price, variety of shapes and technological capabilities, 
the possibility of using several accessories such as the holder and covers in proportion 
to the requirements of use, and supporting of several technologies such as Bluetooth 
and Wi-Fi. Figure 8 shows the separated parts and the installed situation of the “Holo65 
3D Hologram Fan Display upgraded fan model” from “GIWOX” company used in this 
research in order to implement the EduGram system, which is characterized by that it 
has good capabilities and a reasonable price qualified it to be a suitable option that com-
mensurate with our capabilities.
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Fig. 8. EduGram hologram fan

The “Holo65 3D Hologram Fan Display” is one of many models that the company 
sells, it costs around 7200$ in Amazon.com. The fan consists of four blades with 960 
Led Beads. The fan size is 25.6 Inch which considered somewhat large, it is upgraded 
on October 16, 2019, so that now it offers more resolution 960P rather than 720P in the 
old models. Also, it offers High-definition 3D holographic visuals with sounds where 
Bluetooth 4.0 support was added. The fan also is supporting WIFI technology as it is 
controlled using smartphone devices, and the device has the ability to be integrated on 
a Hologram wall to produce larger Holograms [30].

After installing the basic parts of the device and in order to obtain the best way to 
use it, the device must be positioned in a fixed place so that it is safe to use and com-
fortable to view and easy to deal with. In order to implement the usage of Hologram 
technology in education properly, we decided to use the fan stand which we manually 
made, taking into consideration its hardness and durability, and how long it must be so 
it will be proper and comfortable for both the teacher and students while conducting 
the lesson, The left part in Figure 9 shows the device after we position it into the stand, 
and the right one shows the Hologram fan device after it operates which is displaying 
a headphone’s Hologram.

Fig. 9. EduGram hologram fan
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2.	 EduGram Controlling Method:

There are different methods to control the Hologram fan device displaying, it can be 
controlled either by a remote control which has only a few primary essential controls 
functions, or using specialized software programs installed in a device that has higher 
capabilities and advantages.

Different programs are used to control the fan device according to the different 
fan models manufactured in each company, and some models support the controlling 
through the cloud system which enables the user to remotely control the Hologram fan 
device through the internet and which considers a more developed method for device 
control. “Holo65 3D Hologram Fan Display” used to implement EduGram system, is 
capable to be controlled with the remote-control device offered with the fan device, or 
using its specialized smartphone application that is developed by “HeRui” applications 
developers. The name of the application is “3D LED FAN” and its last version is the 
3.2.5 edition.

3.	 EduGram Three-Dimensional Content:

We looked at the educational content in the school’s textbooks, then we chose the 
science subject as it contains a lot of important visual information that was poorly 
explained, the science book contains most of the vital information from body parts, cell 
configurations, and other vital processes, which is considered one of the most important 
and complicated visual contents, therefore, it is an appropriate field to select content 
from it and converts it into 3D models. We selected the best three topics from the book 
and focused on it, initially, to facilitate the implementation and obtain more accurate 
results. Figure 10 displays the selected visual content as shown in the school textbook, 
(a) shows the figure of “Human Heart”, (b) is the “Human Eye” figure, and (c) display 
the “Cell Division”.

Fig. 10. Old used educational visual content

We designed the educational content that we chose as 3D models, and we took 
into account the clarity of colors and the different parts of the model and its realism. 
Figure 11 displays our 3D models that will replace the previous picture used on the 
school’s books, on (a) the 3D model (a Hologram) of the human heart, (b) shows the 
3D model (a Hologram) of the human eye, and in (c) the 3D model (a Hologram) of 
the split cell.
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Fig. 11. The holograms created for the EduGram system

EduGram Implementation Structure: After specifying and installing the Hologram 
fan device and preparing the sample of the educational visual contents, the method in 
which this Hologram technology system component will be used in education must be 
specified. Figure 12 shows the chosen structure to implement EduGram system in edu-
cation, the core components that must be provided in order to use Hologram technology 
are: (1) An installed Hologram fan device. (2) A smart device that supports Wi-Fi tech-
nology and containing an installed Hologram fan application.

According to Figure 12, that shows EduGram implementation proposed procedure 
in a classroom where an instructor is transferring information to a number of recipi-
ent students according to specific curriculum that contains visual information must be 
displayed to learners, the scenario to use Hologram technology in EduGram system 
is as follow: In the beginning, the instructor must have a smart device in which the 
Hologram fan controlling app “3D LED FAN” is installed, the smart device is then 
connected through Wi-Fi to the Hologram fan device located in front of learners in the 
classroom. 

Fig. 12. EduGram implementation proposed procedure
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The 3D educational visual content must be previously stored in the memory inserted 
in the fan device if not, the instructor then send the content from the smart device to the 
fan through the application, the instructor provides information normally and continues 
to teach learners, and in case that there is visual information that must be displayed, he/
she displays it on the Hologram fan device and then controls its display and the rest of 
the visual content that it will display to students, as soon as the Hologram fan device 
receives the command, the Hologram of the selected visual information is displayed.

5	 Result and discussions

After we completed EduGram procedures and all requirements defined, and after 
preparing the Edugram’s samples, we published the 3D models that we created by plac-
ing them in a survey in addition to a number of questions to a simple sample of people 
for the purpose of measuring the community’s awareness about hologram technology 
and to see the level of their acceptance of using it as an educational tool, In addition to 
knowing whether the hologram technique gives them a more clear educational content. 
So, we conducted a simple survey, which was answered by people of different ages 
of both females and males. The survey was distributed to the community around here 
in the Kingdom of Saudi Arabia, the following is the questions formula and results 
obtained of the survey.

At first, we wanted to determine the number of respondents who are students or 
anyone who is in an educational path, so we asked about the respondent current rela-
tionship to education. The results illustrate that 36% of people answered that they are 
students, 19% said they had children in educational levels, and 16% said they were 
teachers, while the rest were people interested in technology. In the next question, they 
were asked: “Did you hear about hologram technology?” And their answers were as 
follows: the blue part represents 64.2% of the respondents who answered yes, which 
means that they heard about it, while the red part is 35.8% who did not hear about it.

For the people who said that they heard about hologram technology, we asked them 
“If you answered that you heard about Hologram technology, then what is your level 
of knowledge of it?” in order to determine their level of knowledge about hologram 
technology. 38.2% of the people had no knowledge about the hologram technology but 
only knew its name. and the results show that more than half of the respondents have 
some knowledge about hologram technology, and 6% of the respondents have suffi-
cient information about Hologram technology.

The next question was initially included a video clip explaining how the 3D heart 
will look like when it displayed on the Hologram fan, and next to it, the 2D image of 
the heart taken from the textbook. After the respondent compared the two methods, we 
asked a question to people to find out which method was the best for them and the ques-
tion formula was: “Which method was the clearer for you?”. 96.2% of people preferred 
the hologram model, while 3.8% preferred the 2D image.

The last question in the survey was to measures how much people want to apply and 
use Hologram technology in their lives compared to the augmented reality technology 
that is somewhat similar to the Hologram technology, and the question formula is: 
“Which of the two technologies attracts your attention more and you would like to try 
and use it?”. 75.6% from the respondents and who represent the majority said that they 
prefer the use of Hologram technology. 
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The results of the survey encourage us to contribute to the development of hologram 
technology usage and use it as an educational tool. The results also show that there is a 
great and good opportunity that people accept the use of the Hologram technology, and 
then it can be used in their lives and in various fields such as education, which is one of 
the rich fields that Hologram technology can contribute to its development.

6	 Conclusion

Education is a very important field that leads to the development of people’s lives, 
it was necessary to use images and visual contents in the education process as humans 
are visual creatures, and a large percentage of the human brain dedicated itself to visual 
processing, they are always seeking the easiest and most fluent way of acquiring and 
learning information. The traditional way of educating and the used visual education 
content includes some problems that affect students’ learning. Hologram technology 
and Augmented Reality are two technologies that display visual objects as 3D images 
in the user environment, they could be used as an educational tool to present the visual 
information to students in education in order to develop the information transferring 
process. Because the two technologies produce almost the same result and people usu-
ally confuse them, school officials may ask which technology is considered as the best 
option to be used in teaching students to obtain a successful educational process, so 
they were compared to determine the best option to be used in education.

The result of the competition showed the effectiveness of Hologram technology to 
be used in education, and in view of the many advantages that Hologram technology 
possesses, the goal of this research was to is taking advantage of this technology and 
develop the education by using Hologram projector as a visual displaying tool that 
replaces the traditional methods used, we chose the Hologram fan device to be the pro-
jector device that we use to study the development of education, because it has many 
capabilities, such as the ability to respond to control through software applications 
wirelessly and many other advantages. To implement the system, we selected samples 
from the science textbooks and then we designed three-dimensional models for it to be 
displayed on the device, then compared it to the old used images in the textbooks. We 
adopted on the results of the questionnaire that we distributed to a sample of people via 
the Internet, to determine which methods of displaying visual information in education 
they prefer and believe that it is the best, the results of the questionnaire were clear 
and decisive for the fact that Hologram technology has evolved from the process of 
transferring information significantly, which could contribute to developing education 
significantly and affects its returns positively.
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