


No. 1160 MILLION USD 100 MILLION BOOKS

Sales increased from USD $150 million 

in 2018 to USD $160 million in 2019

Number of schools in Korea 

using Visang's textbooks

Number of students using 

Visang's e-learning website

National textbook with the highest 

number of copies published per book

Number of <englisheye> 

academies in Korea

Cumulative number of textbooks sold

8 MILLION STUDENTS11,399 SCHOOLS 1,200 CENTERS



Educational Solutions

Korea's leading learning aids provide 

reliable lesson plans for teachers and 

effective study guides for students

Teaching aimed at forming strong study 

habits in tandem with Visang's rich 

educational content, built upon scientific 

learning methodology

Visang education partners offer honest 

parenting education

Supporting teaching materials for the Nuri 

curriculum, including education plans and free 

materials created by early childhood education 

experts and information shared between teachers

Mock exams and an AV systematic 

evaluation/diagnosis service created by 

experts in college entrance exams

Customized smart training for all teachers 

in Korea

Visang education service cultivate the best 

learning experience for students and 

teachers in a futuristic class environment

The most effective online Korean class 

developed by top Korean language 

educators for people around the world who 

want to learn Korean

Self-directed English learning system for 

learning "real English" without needing to 

go abroad

Leader of the Korean printing industry with 

state-of-art equipment and advanced 

technology, providing a one-stop service from 

plate-making to printing and bookbinding

Academy-Based Education

These represent the highest number of 

copies published per book. The No.1 

textbook brand in Korea has been chosen by 

over 11,399 schools throughout the country

Leading online classes for elementary- and 

middle-school students, offering lectures 

by top teachers



Footprints of 

Visang Education 

1997. 12

Founded the educational publishing 

company "Metaphors and Symbols"

2008. 06

Listed on the Korea Stock Exchange 

(KOSPI) 

2010. 02

Visang Education's total sales reached 

KRW 100 billion

2010. 04

<Concept + Type> sales reached 

10 million copies  

 

2014. 12

Launched the elementary/middle 

school English program <englisheye>

2015. 01  

<Wanja> sales reached 20 million copies

2015. 08  

Signed a contract for online Korean 

classes with Kanada Language School 

in Vietnam

2019. 02

Signed <englisheye> contract with 

Paraguayan education provider Joless

2019. 05

Signed <englisheye> contract with 

Vietnamese education provider APAX

2019. 09

Signed <ELiF> contract with Vietnamese

education provider American Learning Lab

2019. 11

Signed <Wings> contract with Chinese

education provider Angels

2020. 07

Singed <Wings> contract with Image-one

for Myanmar

2020. 11

Signed <Wings> contract with Qatar

company Candidzone

2021. 01

<englisheye> and <Nuri Plus> named

finalists at the Bett Awards 2021

2021. 02

Signed elementary math learning program

<Math Alive> contract with Vietnamese

company American Learning Lab

2021. 04

Signed <ELiF> and <Challenge> contract

with Smartistic for Egypt and UAE

2021. 11

 <Wings> named a finalist at the Bett

Awards 2022

2016. 01  

Ranked 1st in the elementary/middle 

school textbook category at the 9th 

Korea Edu Awards

2016. 03  

Selected as a publisher for national 

elementary science textbooks for 

2017 - 2019

2016. 04  

Ranked 1st in the textbook and middle

/high school learning aid categories 

at the National Brand Awards for the 

3rd consecutive year

2017. 02

Signed <Wings> Program contract with

the Chinese company New Oriental

Education & Technology Group

2018. 02

Signed <englisheye> contract with the

Chinese company Time Joy

2018. 04

Signed contract with the Canadian

First Nations Language Program

2018. 07

Reached a total of over 1,200 englisheye 

academies 

2018. 08

Signed <Wings> contract with

Vietnamese education provider

American Learning Lab

1997 - 2015 2019 - 20212016 - 2018



- englisheye

- Wings

- Wings / englisheye / ELiF / Math Alive 

- ELiF / Challenge

- Wings

Visang Education provides quality educational content and innovative technologies worldwide.

- First Nations Language Program - Wings / englisheye

Learn anywhere, anytime

MYANMAR EGYPT & UAE

QATAR



Receive 
Program Information 

via Email 

Interative digital learning

program for learning

math concepts

Interactive Korean learning

program for adult learners

A new type of self-paced 

education designed 

for tablet PCs

Korea's leading content

-providing portal for teachers

First step to practice-oriented 

parent education

Korea's leading educational 

content for grade school

Debate-centered reading and 

writing programs for future leaders

Online class for middle school 

students to reach their 

highest potential

Innovative learning platform 

with customizable content 

Multimedia-based digital

program for improving

knowledge-based English learning

an educational game platform

for customized learning in an

interesting environment

Test-taking secrets obtained 

through analysis of top middle 

school students' scores

Service supporting overall 

teaching activities for the Nuri 

curriculum

Customized question bank service 

for different learning levels

All-in-one academy created by Visang 

Education for students preparing to 

retake college entrance exams

Alphabet learning program for

early childhood with AR/MR

technology

Innovative teaching support 

service

A key to mastering the Korean 

language

Best choice for passing TOPIK in 

the shortest time

English and math academy 

created by Visang Education

The only Korean/science/social 

studies solution for private academies 

in Korea, created by Visang

Visang Education creates both 

best-sellers and steady sellers

Visang Education leads 

Korean education

English learning program for 

early childhood with 

AR/MR technology

Top-quality printing and 

customer service

A new generation of English 

learning program for preschoolers

Researching effective, self-

directed learning strategies

New standard for educational 

assessment



Interactive Learning Environment

Programs Sorted by Subject

For Teacher

The Future Classroom

Using our technology and digital content, Visang has

built classrooms of the future, where all students

can participate and interact with their teachers.

For Students

Programs Sorted by Device and Age

For Parents



One Source Multi Digitalization

AllviA is a smart learning system that allows for both teachers and students to engage over smart devices. 

It creates a perfect learning environment for future education. Using digital devices, students can learn all subjects 

including language. 

Class from Beginning to End

From preview to homework and reports, AllviA provides comprehensive classroom solutions. Students, parents, and 

teachers share learning results and progress through the app, which helps identify weaknesses and charts a direction 

for future learning.

AllviA is a smart learning system that allows for both teachers and students to engage over smart devices.

AllviA strives to create a perfect learning laboratory for the future. It is a digital education platform that

can accommodate different types of subjects as well as serve as an effective language tool.

AllviA

Printed Book Digitalizing with

Authoring Solution

Parents APP 
Self-Paced
Learning

Interactive
Learning

Digital Product & Parents APP

Pre-class In-class After-class



Three Types of Classrooms for Digital Learning

Visang has developed three categories to maximize learning for each subject and target age. 

You can view all digital programs developed through AllviA below.

Programs Sorted by Learning Materials in Each Step  

TYPE 1

Math (KG - G5)

English Alphabet (KG)

English (KG)

English (G1 - 6)

Pre-class In-class After-class

TYPE 3

SELF-PACED LEARNING

TYPE 2

AR/MR TECHNOLOGY

Details of the program can be found on each page.

SELF-PACED

LEARNING

AR/MR 

TECH

INTERACTIVE

CLASS

English (KG)

English (G1 - 6)

English (G7 – 9)

Self Learning

Self Learning

Self Learning

Self Learning

INTERACTIVE LEARNING

In Class Learning Remote Learning

English Learning (KG)

English Learning (G1 – 9)

Korean Learning (Adult)

Math Learning (KG - G5)

English Alphabet

Learning (KG)

English Learning (KG) English Learning (G1 – 6)



AllviA Remote Learning Environment

The AllviA system offers a future learning environment that changes the face-to-face interactive class

from a physical space into a digital space.

Remote Learning for Interactive Classes

Teacher

PC

Student

Easy to Operate Remote Learning System

Easy for both teachers and students to operate the remote learning class in AllviA with ZOOM.

*Students need a tablet PC to operate  the dedicated

app for remote learning in AllviA.

Visang Education developed the AllviA system to make remote learning for interactive classes possible using the

online conference solution, ZOOM.

The remote class is ready for students to use after logging

into the AllviA app.

For studentsFor teachers

Teachers can start the remote learning by changing

the setting to Remote Mode in the system.

Tablet PC

Cloud server



Introducing AllviA Remote Learning Features

AllviA Remote Learning provides teacher support tools that allow students to concentrate and participate, 

and student support tools that enhance immersive and collaborative learning.

2.  Effective Teaching Tools for Remote learning

To help teachers and students maintain interactive learning just like an in-person class, teachers can monitor

the student’s screen in real-time. It gives the students immediate feedback for the interactive class.

1. Sharing Learning Content Interactively in Real-time

Teacher’s Screen Student’s Screen

Teacher’s View

For the smooth transition of interactive learning, the teacher can control the students’ screens in real-time

as share the teacher's screen either big or small in student view.

Switch 

Screen view

Screen Mirroring

Teacher View

Screen Mirroring

Teacher’s Screen

Teachers can exchange study materials with students while various activities including voice recording and

writing are recorded in real-time.



Oxford Discover Series

Interactive Book

Digital Content

The PDF files of the books become interactive books with the AllviA Authoring Solution. The Student Book, Workbook,

video and audio files, and teaching resources are all included in the interactive book.

More Activities

Oxford Discover Series is a digital learning program, based on the Oxford Discover Series published

by Oxford University Press, that allows teachers and students to have an interactive class. Oxford

Discover Series empowers students to shape their futures with an inquiry-based approach and a

focus on 21st Century Skills.

INTERACTIVE

Word Learning

On top of the activities in the books, additional digital activities are available for students. Basically it consists of

word learning, word quiz, reading, listening, speaking, and writing. Elementary school level content activities

will be continuously added.

Word Quiz Reading

Listening Speaking Writing

Grammar Learning

Grammar - song

Primary Level’s MA

*activities will be added
Basic Composition of More Activities

Book PDF Interactive Book

Enlarged Question

Student’s Screens

AllviA Authoring Solution

SECONDARY SCHOOL

NEW

ELEMENTARY SCHOOL



Learning Process

Interactive Learning

Curriculum

Combined with our platform, AllviA, Oxford Discover Futures becomes an interactive learning experience.

Our interactive class boosts students’ participation and interest. It is easy for teachers to check

students’ understanding and performance in real-time.

Self Learning

(15~20 mins) (100~120 mins)

Interactive Class

Every learning result will be sent to LMS(Learning Management System) and the learning report will be provided.

Student’s Screens

Teacher’s Screen

Level 1 18 Units
Oxford Discover

2nd Edaition Level 1

Levels Units Contents Resources

Level 2 18 Units
Oxford Discover

2nd Edaition Level 2

Level 3 18 Units
Oxford Discover

2nd Edaition Level 3

Level 5 18 Units
Oxford Discover

2nd Edaition Level 5

Level 6 18 Units
Oxford Discover

2nd Edaition Level 6

Level 4 18 Units
Oxford Discover

2nd Edaition Level 4

Student Book Work Book

A210 Units
Oxford Discover

Futures Level 1

CEFRUnitsLevels

B110 Units
Oxford Discover

Futures Level 2

B110 Units
Oxford Discover

Futures Level 3

B210 Units
Oxford Discover

Futures Level 4

Student Book Work Book

B2+10 Units
Oxford Discover

Futures Level 5

10 Units
Oxford Discover

Futures Level 6

Oxford Discover (Primary Level) Oxford Discover Futures (Secondary Level)
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ELiF

Digital Content for In-class

Learners are able to apply the concepts they have learned 

and describe problem-solving processes in real-time. They also 

actively build listening and logical thinking skills.

Book Composition

ELiF provides offline textbooks to make it easy to get access to learning contents and enhance 

learners' understanding.

ELiF combines fun and creative classes using two-way teaching & learning tools 

in diverse forms. Its multimedia contents are optimized for smart environments 

and allows 100% involvement via individual learning tools.

ELEMENTARY SCHOOL INTERACTIVE6-YEAR COURSE

Work BookStory Book Storytelling Book



Learning Process

Digital Content for Individual Learning

ELiF enables self-directed learning through smart devices. 

Users are able to learn English on their own through customized programs 

for both pre-class and after-class via the self-paced learning.

Self study at home Interactive class Textbook Assessment & AI report

Curriculum

With diverse themes and topics, ELiF encourages effective English learning and has improved the completeness 

of contents by comparing against internationally certified tests.

Pre-class

(15 mins) (90~120 mins) (15 mins)

In-class After-class

COURSE LEVELS UNIT 1 UNIT 2 UNIT 3 LEXILE WCCEFR

STARTER

JUMPER

BASIC

INTERMEDIATE

ADVANCED

ELITE

1

2

3

4

1

2

3

4

1

2

3

4

1

2

3

4

1

2

3

4

1

2

3

4

Friends and Family /eelings & Colors / School Items
Around Me / In My Class  / Zoo Animals

Animal Kingdom / Weather / My Neighborhood
Playground / In My Room / Nature

First Day of School

Nice to Meet You
Rules Around Us
Hello, Neighbors
Famous Parks

What Are Friends for? 
World Holidays 
School Subject
Famous Cities
Dream Jobs

Global Sports 
Extraordinary Museums

Healthy Foods
Family History
Classic Tales
Practical Math 
Grand Caves 

Happy Birthday
I Am Sick

Jobs People Do
Big Cats and Small Cats

How Many 
Plants and Trees

Senses
House Pets

Strings and Horns
Extreme Weather
Forces in Nature 
All About Money 

Modern Technology 
Amazing Cats 

Languages in the World
Life in Space

Inspiring Leaders 
Roman Structures
Make a Difference

Weekly Schedule
Healthy Eating

Making Art
The Seasons

Everyday Activities / Toys / Hobbies 
People / Body Parts / Personal Items

Clothing / Sports / Music
Hobbies II / Camping / Travel

Animal Art 
High-Flyers
Snow Days

World Fashion
From Farm to Table

In the Night Sky 
Let's Save the Earth!  
Myths and Folktales
The Traditional Life
The Hidden World 

Ancient Culture 
Plastic Pollution 

Traveling Abroad 
Feeding the World

Human Body Mysteries
Tiny Wonders 

Friendly Manners
Wild Weather

Animal Wonders
Houses Around the World

My House /  At School / Daily Routines

Below
300

60-80

40-60

40-60

N 90-110
F 190-210

N 100-120
F 190-210

N 60-80
F 130-150

N 70-90
F 140-160

N 170-200
F 330-380

N 190-220
F 380-450

N 120-150
F 230-260

N 140-170
F 280-320

Pre A1

A1

A2

300-450

200-350

500-650

400-550

Places /  Special Days / Outdoor Activities
My Plan / Vacation / At the Mall

Jobs / Seasons / Food

1Year 3Months 1Months 1Months 1Months



MATH ALIVE

Concept Learning

“Easy, Memorable and Visual Math!”

   Conceptual exploration activity beginning with raising questions.

   Intuitive acquisition of abstract mathematical concepts through the manipulation of the Concept Tool. 

Reasoning & Communication

Foster metacognitive learning, which emphasizes self-realized understanding through processes that use the

students’ own language and expression (text, drawing, speaking, etc.).

Metacognitive learning is achieved through the【Portfolio, Math Activity】and a focus on mathematical reasoning

through communication with fellow learners.

ELEMENTARY SCHOOL INTERACTIVE6-YEAR COURSE

MATH ALIVE is an elementary math learning program that develops a clear

understanding of concepts, mathematical thinking, and communication skills

through utilization of differentiated digital teaching aids and interactive content.

Math Journal Role Play Concept Board Lyrics Lab Let Me Explain



Problem Solving & Adaptive Learning

Curriculum and Standards

Curriculum structure according to the US Common Core (CCSS) achievement standards (Kindergarten - Grade 5).

Additional curriculum consists of diverse study content from Korea, China, Singapore, Finland and Vietnam and

can be supplementarily provided. 

1.OA.A.1
1.OA.A.1

1.OA.A.1
1.OA.A.1
1.OA.A.1

1.OA.A.1
1.OA.C.5

1.OA.C.5
1.OA.B.3

Add To
Put Together

Both Addends Unknown
Take From
Count how many more

Count how many fewer
Count On to Add Within 10

Count Any Order Within 10
Count On to Add Within 10(from greater addend)

Solve Addition

Problems to 10

Solve Subtraction

Problems to 10

Count On to Add

Within 10

CCSSCONCEPTTOPICMODULE

Solve Addition

and Subtraction

Problems to 10

Enhancement of Mathematical Reasoning Ability and Increase learner engagement and improve outcomes through

personal learning data.

   Problem solving based learning that improves mathematical thinking skills.

   36,000+ digital problems featuring various methods and immediate feedback.

   “Adaptive Learning” assigns problems based on each student’s achievement level derived from the results of

   Concept Learning.  

MATH ALIVE Learning System

TEST

Grade 1 Curriculum Example

Diagnostic Test
(Placement Test)

Home LearningIn Class Learning



Text Book

Based on an ICT Fusion Education platform, the Wings program provides content to help 

teachers and children learn interactively. By using smartboards and tablet PCs, every 

student can interact in the class and communicate effectively with teachers.

The Wings program encourages participation in class by 

creating interaction with teachers, thus enabling students 

to learn life skills such as cooperation and consideration for their peers.

The Wings program uses a smartboard and tablet PCs, combining assorted digital content and four types of 

written material.

Story and activity book Classroom workbook



Wings provides parents real-time insight into their student's in-class activities, thus allowing them to see how the 

educational facility operates. In this way, parents can actively participate in their child's education.

Using a balanced approach, Wings is designed to promote integrated improvement of communication and literacy. 

By using multi-sensory learning techniques, Wings offers experience-based English activities that stimulate all of 

the learner's five senses.

The specially designed immersion syllabus integrates teaching materials from five subject areas (language arts, 

social studies, science, math, and art), thus allowing students to develop practical communication skills.

630 target words
Short vowels, long vowels
Double consonant sounds

360 target words
The alphabet's phonemic values

960 target words
Vowel review

Double consonant sounds

MetaMetrics developed the Lexile Framework for Reading, the world's most widely used reading measure. Now MetaMetrics is 

partnering with Visang Education Inc. to provide the Wings program, covering the Lexile scale from BR to 420L.



The englisheye program drives itself forward under the slogan "Authentic 

and real English," delivering a self-paced English learning system for 

primary and secondary school students. Students use smart devices to 

access englisheye content and study English independently.

englisheye provides diverse videos produced in native English-

speaking regions such as mainland USA, Hawaii, and New Zealand. 

These immersive situational videos are designed to accommodate 

a full range of EFL learners.

This table compares the levels of major international standardized English tests with englisheye content.

19



englisheye's learning system utilizes the "Understand → Practice → Apply" approach. Students can use the portfolio 

function to record their own stories in English based on the past week's content.

englisheye's system can check students' academic achievement, provide progress reports, analyze students' 

developmental needs, and assign various activities aimed at addressing those needs.

englisheye promotes an effective learning environment and provides children with fusion-based educational 

content via digital devices. It also allows every student to learn at their own pace.



Reading Book Practice Book Sticker Book

Challenge presents a robust English curriculum developed by melding digital 

technology with educational content. It encourages curiosity about the English 

language by providing engaging digital content combined with MR (motion recognition) 

activities and a review of English materials through AR at home.

Digital content provides enriched English learning materials such as 

vocabulary, sentence building, and project activities to synergize with 

book content and maximize the student's learning experience on a smartboard.

Challenge books provide cognitive development and reading activities through Phonemic Awareness Theory, 

which develops balanced English reading abilities over three stages of curriculum.

21



Students can review class content from the comfort of their own homes through the use of various AR activities. 

Our AR app offers fun activities for learning key vocabulary and sentences at home with AR coloring and photos.

All students can participate in various physical activities using motion-

recognition technology to learn English in an interactive way.

MR content consists of five activities such as word quiz, mask play, 

board game, phonics game, and music on stage.

The Challenge curriculum was designed for students aged 3 to 5. Its thirty units include 290 key words and 325 

key sentences spaced over three sets.

90 words, 114 sentences
Short vowels, long vowels
Double consonant sounds

120 words, 151 sentences
Vowel review

Double consonant sounds

MetaMetrics developed the Lexile Framework for Reading, the world's most widely used reading measure. Now MetaMetrics is 

partnering with Visang Education Inc.to provide the Challenge program, covering the Lexile scale from 200L to 300L.

80 words, 60 sentences
The alphbet's phonemic values



Action Alphabet was designed to introduce the English alphabet, its wide 

range of sounds, and the basics of reading, writing, listening, and speaking 

to learners aged 2 - 3.

The interactive nature of the class stimulates early childhood brain 

development and helps strengthen linguistic and communicative 

skills while building students' confidence.

Alphabet books specifically focus on one letter at a time. They expose students to the written forms of both lower 

and upper case letters, and associate them with English names, animals, food, and objects.

Book Composition

ALPHABET BOOK

1 Set of Textbook

3 Alphabet books 

1 Workbook [Including Stickers]    

Song poster & Word poster

23



All students can participate in various physical activities using motion-recognition technology to learn English

 in an interactive way. MR content consists of two activities such as quiz time and dancing time.

Digital Content (MR)

Curriculum

The Action Alphabet curriculum was designed for students aged 2 to 3 who are starting to learn English. Students can 

learn the alphabet through names, animals, objects, foods, and actions in English.

Workbook

(Including Stickers)

Song Poster & Word Poster

24



Quiz Monster is an educational game platform for handheld devices that 

enables students to practice customizable content, such as English or 

math, in an engaging adventure-filled environment.

Students choose an avatar from among nearly ten character types 

and explore a controlled world with different games that bring 

education to life.

Quiz Monster emphasizes repetition without being tedious. Content is repeated, but always in different formats and 

diverse game environments.

25



ELiF
ELEMENTARY SCHOOL6-YEAR COURSE
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MATH ALIVE
ELEMENTARY SCHOOL INTERACTIVE6-YEAR COURSE TABLET PC
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Visang Global Partners 
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H      global.visang.com
allviaedu.com

+82-2-6970-5675
+82-2-6970-5634

global@visang.com


