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Principal Investigator (PI) Name: Brittany Kester 

Check here if this is your first grant application where you will serve as a principal investigator (PI). 

Department: Education Library Email: Brittanv.kester@ufl.edu Phone: 352-273-2793 

Additional project applicants, please give name, email, and brief role for each: 

Co-PI Rachael Elrod, relrod@ufl.edu. Rachael will assist with the marketing, assessment, and 
workshops related to the zSpace laptops and other duties as needed. 

Title of grant project: Full STEAM Ahead: Mixed Reality Laptops @ Education 
Project abstract (no more than 100 words): 

The project team will purchase five mixed reality (MR) laptop units called zSpace. These laptops 
combine elements of virtual and augmented reality (AR) to create lifelike experiences that are immersive and 
interactive. zSpace provides a substantially different experience than AR devices which typically create only 
informational overlay (graphics & sounds) on top of images or videos that represent real surroundings. 

The zSpace units will be utilized to support instructional activities in a number of courses and will meet 
the needs of courses across disciplines. zSpace laptops offer students and faculty a unique perspective on 
using and interacting with MR educational multimedia. 

Funds requested (Limit of $10,000): $9,645 
Describe how the 10% mandatory cost share will be met (be specific): 

The Co-PI will assist with the marketing, assessment, and workshops related to the zSpace laptops and 
other duties as needed. 

Please list the library resources/departments needed for this project and the name of the person authorizing 
the intended use and date authorized. Each authorizing person must initial their approval and confirmation of 
the availability of resources for this project. If you need more room, continue on a separate page. 

Resources Required for Project as applicable 
including cost share contributions 

Authorizing Individual Approving 
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Library Technology Services Todd Digby Tp 10/22/19 
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PI Signature ' Date 

I support this project and approve the assignment of the described duties to the PI. 
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Full STEAM Ahead: Mixed Reality Laptops @ Education 
 

 
Photo: UF College of Education students using zSpace in the classroom. 

 
I. Project Narrative 
 
Project Description 

The Full STEAM Ahead: Mixed Reality Laptops @ Education project team, in 
partnership with the College of Education department of Instructional Technology, seeks $9,645 
to purchase five mixed reality (MR) laptop units called zSpace. These laptops combine 
elements of virtual and augmented reality (AR) to create lifelike experiences that are immersive 
and interactive. zSpace provides a substantially different experience than AR tablets or phone 
devices which typically create only informational overlay (graphics & sounds) on top of images 
or videos that represent real surroundings. 

The US Department of Education’s 2017 National Education Technology Plan, states 
that zSpace technology represents one of the future technologies that has potential for 
transforming learning. zSpace enables experiential and collaborative learning through user-
centered activities while maintaining full tactile and audio-visual immersion.  

The Education Library currently has one desktop zSpace unit. We are seeking to 
complement this with laptops that faculty and students can borrow for their educational needs. 
While zSpace learning technology has received public recognition from Forbes (Fink, 2018) and 
INC Magazine (Ryan, 2016) as one of the fastest growing emerging technologies in the USA 
with over 1 million users (Graham, 2018), aside from the Education Library’s desktop unit, there 
are no zSpace units in Alachua County. In addition, there are only four other institutions of 
higher education in the state of Florida have adopted zSpace. However, there are more than 
1,000 educational institutions nationwide and 103 K-12 schools in Florida that offer zSpace for 
their students. 

Internationally, zSpace is present in many countries with a heavy concentration in China. 
“zSpace is investing heavily in education and very intentionally focused on the growing research 
supporting using AR/VR in the classroom” (M. Carbenia, personal communication, Nov. 12, 
2019).  



 
Photo: Map of zSpace customers in China. 
 

The zSpace units will be utilized to support instructional activities in a number of courses 
with three College of Education professors already expressing interest. While this technology 
will meet the needs of courses across disciplines, over 428 students in the School of Teaching 
and Learning will be directly impacted. zSpace laptops offer students and faculty a unique 
perspective on using and interacting with MR educational multimedia. Being immersed into MR 
content, as well as the opportunity for users to create their own learning experience, are 
qualities that cutting‐edge zSpace technology provides to the UF academic community that are 
not available anywhere else on campus. 

 
Upon receiving this award the project team will: 

● Expand access to MR educational content through circulation of five zSpace laptop 
units available to anyone with a UFID. 

● Provide access to high‐end MR technology through zSpace immersive MR software 
that will enhance peer interaction and social aspects of learning. 

● Facilitate the integration of MR in student learning across the academic disciplines. 
● Organize workshops for students to develop MR digital artifacts. 
● Conduct professional development for graduate assistants and faculty focused on 

the creation of customized MR‐based instructional materials and learning modules in 
their respective disciplines. 

● Initiate outreach to Alachua County Public Schools through summer professional 
development teacher workshops and school visits. Both UF student teachers and PK 
Yonge teachers have UFIDs and will be able to check the laptops out.  

 
Significance  

An array of emerging technologies (e.g. Microsoft Hololens, HTC Vive, 3D 
scanners/printers, AR tablets) have been acquired across the UF campus. However, innovative 
zSpace technology offers unique instructional potential and features that are not available 
anywhere else on campus. A zSpace unit has tracking sensors built into the display that track 



the users’ hands (zSpace stylus) and head motion (glasses). As a user tilts their head to look 
around an object, zSpace dynamically updates to display the correct perspective in full, high‐
definition. In essence, zSpace enables experiential and collaborative learning through user‐
centered activities while maintaining a full tactile and audiovisual immersion in spatial 
educational content.  

The utility of zSpace units extend beyond the MR experience by serving as regular PC 
Windows based computers with the capability to be connected to printers, scanners, lab 
projectors or other peripherals and are compatible with Canvas. An array of academic and 
business software packages (e.g. MS Office, Adobe products, SPSS, Mathematica, etc.) can be 
installed on the zSpace laptops.  

zSpace MR learning content is optimized for 3D printing using the Leopoly zSpace 
software, which allows 3D objects in .stl or .obj file formats to be printed out using 3D printers 
across campus. Or vice versa, objects scanned with a 3D scanner have the capability to be 
imported in to zSpace and viewed as MR content. The zSpace Studio software offers users the 
chance to explore thousands of models from diverse categories, including dissectibles, biomes, 
animated models, and more. Users can complete premade learning activities or create their 
own. In addition, all activities within the zSpace system can be recorded and integrated in 
Canvas as instructional materials. 

Accessibility standards are embedded within the zSpace educational software. zSpace 
is compliant with both ADA and UF Electronic and Information Technology Accessibility policies. 
The zSpace applications include an option for the information to be read aloud and are also 
compatible with commonly used screen readers. All applications are available in English, 
Spanish, Chinese, and French. A selection of the applications are available in up to eight 
languages, which will undoubtedly be welcomed by a large population of international students 
at UF. 

It is anticipated that the zSpace units will be utilized to support instructional activities in a 
number of courses including EME3813: Technology‐Enhanced Learning Environment, 
EME2040: Introduction to Educational Technology, LAE6348: Teaching Multiliteracies, and 
EDG6931: Teaching L2 with Technology. A new course developed by Dr. Bojan Lazarevic, 
Emerging Learning Technologies will utilize zSpace to conduct needs assessments and identify 
current instructional problems that could be addressed by using immersive MR content; 
articulate strategies or lesson plans for effective use of MR in learning across various 
disciplines; design mini‐research projects focused on solving real‐life learning problems; 
analyze patterns of user interaction with zSpace; develop AR files optimized for zSpace and 3D 
printers, etc. Dr. Pringle, Associate Professor in the COE, indicates that zSpace will be 
integrated across the science education curriculum. Lastly, zSpace will be a valuable resource 
for the anticipated COE Institute of Advanced Learning Technologies. 

In addition to its uses within the College of Education, zSpace technology can be 
incorporated into courses across disciplines. Examples of MR instructional materials for a 
variety of subject areas: 

● Medicine: anatomy models (muscular, nervous, respiratory, endocrine system, etc.) 
● Engineering: engines, machineries, force, string of lights 
● Biology: biomes, leaf structure, photosynthesis, mitosis vs. meiosis 
● Chemistry: molecules, atoms, chemical reactions 
● Mathematics: geometry, graphing force and time, volume and surface area scaling 
● Music: idiophones, musical ensemble 
● Language & Literature: dramatic structure, prefixes, roots and suffixes, story starters 
● Social Sciences and History: Hammurabi's Code, Roman ruin expeditions, medieval 

weaponry 
● Multimedia Production: creation of MR instructional activities 



The project team will also conduct zSpace workshops for students and professional 
development for graduate students and faculty focusing on the integration of MR content in 
learning and teaching at UF. These workshops will provide a customized hands‐on experience 
tailored to the learning/instructional needs in different disciplines. The Education Library is able 
to reserve technology in advance for upcoming workshops. The desktop version can be used 
with the zView camera which project to the entire class.  

The workshops will be offered at four different levels:  
a) Explanatory workshops: mastering the use of zSpace hardware and software 
b) Application workshops: an in‐depth exploration of content/discipline specific zSpace apps 
c) Implementation workshops: providing conceptual solutions coupled with best practices 
focused on the implementation of MR in the class to support experiential learning 
d) Creation workshops: focused on content design and development. The zView camera, 
which we already own, will allow participants in classes or workshops the capability to view 
the multimedia instructional materials. 

UF students and faculty have expressed enthusiastic support and interest in zSpace. 
The project team conducted three zSpace demonstration workshops for UF affiliates throughout 
the Fall 2018/Spring 2019 semesters with more than 90 attendees. During these workshops, 
engagement in the zSpace learning modules was extremely high, coupled with positive 
feedback. Now that the Education Library has received the desktop version, workshops have 
already begun. Ten students in Instruction & Curriculum attended and were excited to begin 
thinking of how to integrate it into their teaching and learning. To date, we have received a 
number of support letters that reflect interest in using this technology in future instruction.  

Two faculty members from the Natural History Museum have also expressed interest. 
They visited the Education Library to meet with the project team and Dr. Lazarevic, to discuss 
using zSpace to build upon past projects such as the 3D vertebrae scanning project done in 
collaboration with librarians at Marston Science Library. They are also interested in using 
zSpace to create interactive museum exhibits and conducting further research with this 
technology. 

This project will support the mission of the University of Florida George A. Smathers 
Libraries by providing students, faculty, and staff access to “diverse and up-to-date 
technology…to facilitate and drive innovation and discovery, enhance learning, support 
collaboration and ensure access” (George A. Smathers Libraries Strategic Directions). The 
project also strongly supports the essential UF mission ‐ to take a leadership role in innovating 
learning opportunities, transforming teaching practices, and staying current on the global 
education market. 

Online reviews have been overwhelmingly positive. Users note the “compelling 3D 
effects,” availability of a wide-variety of AR learning apps, “helpful user guides,” and the user-
friendly interface. The main negative feedbacks had to do with the physical aesthetics of the 
laptop such as the weight and color of the speakers, not with the functionality of the software. 
One user stated, “You’ll forget all about the zSpace's pedestrian design and dim display when 
you're interacting with objects in 3D space. Compared to virtual reality, the zSpace's AR 
implementation doesn't hinder your spatial awareness and encourages teamwork since multiple 
people can view content at once” (Tracy, 2019).  
 
Project Comparison 

Many academic libraries are adding augmented, mixed, and virtual reality technologies 
to their collections. zSpace has been integrated into a number of university libraries including 
the University of Cincinnati, the University of Maryland, and the University of Virginia. These 
libraries vary in their zSpace offerings, some have only one or two desktop units, others have 
entire zSpace computer labs. In June 2018, zSpace unveiled the addition of laptops. 



Consequently, the UF Education Library will be one of the leaders in offering zSpace laptops for 
checkout to the campus community. 

 
Resources Needed/Impacts 

The project team requests funds to purchase five zSpace laptops, the necessary 
accessories, and installation fee. The laptops will be kept behind the circulation desk at the 
Education Library and be available for a seven-day loan period to students, faculty, and staff. 
The George A. Smathers Libraries IT team has committed to maintaining the zSpace laptops. 
zSpace recommends the use of their backpacks as they are created specifically to house the 
laptops and all related accessories (tracking glasses, stylus, etc.).  

The zSpace software updates automatically on a yearly basis and does not require any 
additional funding. zSpace has a standard one year warranty from the date of shipment. 
Customer support is available and any associated costs depend on the diagnostic issue. Out of 
warranty repair is available with a minimum cost of $350. 
 
Activity Timeline 
Timeframe Activity Personnel Notes 
Fall 2019 (Pre-ET) Installation of Single zSpace 

Desktop in EduGator Makery 
BK, RE, 
zSpace 

Completed 

Fall 2019 (Pre-ET) zSpace facilitated Professional 
Development Sessions (3) 

BK, RE, 
zSpace 

In Progress 

Oct. 2019 (Pre-ET) EduGator Makery Workshop 
(including basics of zSpace) 

BK, RE  

Jan. 2020 Funds awarded and technology 
purchased 

BK, RE, 
zSpace 

 

Jan.-Feb. 2020 Laptops are set up by Library IT Library IT  
Jan.-Feb. 2020 Material is cataloged (EDLIB) and 

prepared for circulation 
BK, RE, 
Education 
Library Staff 

  

Feb.-Mar. 2020 Create email messages and 
promotional materials to send to 
faculty and post on social media 

BK, RE, 
Education 
Library Staff 

  

Feb.-Mar. 2020 Workshop development and 
integration to the regular library 
services 

BK, RE  

Spring 2020 
Summer 2020 
Fall 2020 

Faculty and graduate assistant 
professional development 
sessions 

BK, RE  

Spring 2020 
Summer 2020 
Fall 2020 

Student workshops BK, RE  

Spring 2020 
Summer 2020 
Fall 2020 

Course specific instruction BK, RE  

Spring 2020 
Summer 2020 
Fall 2020 

Continuous assessment of usage BK, RE  

Spring 2020 
Summer 2020 
Fall 2020 

Continuous development of MR 
content which will be preserved as 
downloadable .stl or 

BK, RE  



.obj files in the UF Institutional 
Repository 

Spring 2020 
Summer 2020 
Fall 2020 

Showcase features, uses, new 
content on social media 

BK, RE, 
Education 
Library Staff 

 

Dec. 2020 Prepare end report BK, RE  
 
Permissions and Measures of Success 

The impact of the Full STEAM Ahead project on learning will be measured and assessed 
based on continuous data collection about the devices’ usage including individual zSpace MR 
applications. This data will be utilized for further improvement of the MR offerings and the 
applications for academic purposes. Post‐use surveys, in combination with semi‐structured 
interviews, will determine what users created and accomplished by using zSpace. 

The Full STEAM Ahead project team will disseminate information about the project and 
share results of the technologies usage and impact through promotional emails, faculty 
professional development, and academic publishing. 

 
Long-Term Financial Implications 

The Education Library in collaboration with the COE supports this proposal and takes 
full responsibility in terms of maintaining the equipment as needed. The George A. Smathers 
Libraries IT team has committed to maintaining the zSpace laptops. The zSpace software 
provides automatic annual updates and does not require any additional funding. zSpace has 
a standard one year warranty from the date of shipment. Out of warranty repair is available 
with a minimum cost of $350.  



04-ET_Budget_Form_2012-2013-Posted.xlsx, 08/15/2012

Please add lines to table as needed.  If you need help completing this form, please contact Bess de Farber, PH# 273-2519.

1.   Salaries and Wages (no fringe benefits required)
Name of Person Salary times % of effort Grant Funds Cost Share Total

Kester, Brittany 1% $0.00 $712.00 $712.00
Elrod, Rachael 1% $0.00 $810.00 $810.00

$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00

SUBTOTAL $0.00 $1,522.00 $1,522.00

2. Equipment
Item Quantity times Cost Grant Funds Cost Share Total

zSpace Laptop (includes zSpace software zSpace 
Studio and Leopoly, annual recurring updates 
included) 5x$1,599 $7,995.00 $0.00 $7,995.00
Charger for up to six (6) external batteries for 
zSpace Laptops 1x$100 $100.00 $0.00 $100.00

External battery pack for charging zSpace Laptop 5x$75 $375.00 $0.00 $375.00
Laptop Bags 5x$135 $675.00 $0.00 $675.00

Remote Technical Services for zSpace designed 
for either the setup and installation of zSpace, or 
needed remote technical remediation/support. 
Only available for 5 or fewer units. 1x$500 $500.00 $0.00 $500.00
SUBTOTAL $9,645.00 $0.00 $9,645.00

3. Supplies
Item Quantity times Cost Grant Funds Cost Share Total

$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00

SUBTOTAL $0.00 $0.00 $0.00

4. Travel
From/To # of people/# of days Grant Funds Cost Share Total

$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00

SUBTOTAL $0.00 $0.00 $0.00

5. Other (Vendor costs, etc. Provide detail in Budget Narrative section.)
Item Quantity times cost Grant Funds Cost Share Total

$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00
$0.00 $0.00 $0.00

SUBTOTAL $0.00 $0.00 $0.00

Grant Funds Cost Share Total

Total Direct Costs (add subtotals of items 1-5) $9,645.00 $1,522.00 $11,167.00

Emerging Technologies (ET) Mini Grant Budget Form 
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II. Budget Narrative 
 

The Full STEAM Ahead: Mixed Reality Laptops @ Education project team requests 
$9,645 to purchase five zSpace laptops, the necessary accessories, and installation fee. The 
zSpace software provides automatic annual updates and does not require any additional 
funding. The budget is based on a quote from zSpace. Please refer to the appendix for the 
original quote.  

PI Kester will coordinate the purchasing, installation, and maintenance of the units and 
will work with the Co-PI on assessment of their usage and impact. Co-PI Elrod will assist with 
the marketing, assessment, and workshops related to the zSpace laptops and other duties as 
needed. 
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490 De Guigne Drive, Suite 200
Sunnyvale, CA 94085
Phone: (408) 498-4050
Email: orders@zspace.com

 

Quote #: Q-08233
Created On: 8/26/2019
Quote Expires On: 9/30/2019
Expected Start Date: 10/1/2019
Term(Month): 12
Prepared By: Kristine George
 kgeorge@zspace.com

 

Bill To: Ship To:
UF- Library Bojan Lazarevic University of Florida - Education Library

FL FL

USA USA
 
 

Product
Code

Product Description Quantity Term
(Months)

Unit
Price

Partner
Discount

Discount Extended
Price

ZSPACE
LT 8-256

zSpace Laptop Station (includes
zSpace Studio and Leopoly)

5 0 $1,599.00 $7,995.00

HW-
CHG-LT-
00

Charger for up to eight (8)
external batteries for zSpace
Laptop

1 0 $100.00 $100.00

HW-BAT-
LT-00

External battery pack for
charging zSpace Laptop

5 0 $75.00 $375.00

EDU-
SVC-
RTS-00-
01

Remote Technical Services
for zSpace designed for either
the setup and installation of
zSpace, or needed remote
technical remediation/support.
Only available for 5 or fewer
units.

1 0 $500.00 $500.00

HW-BAG-
LT-00

zSpace Branded Backpack for
zSpace Laptop

5 0 $135.00 $675.00

TOTAL: $9,645.00

Memo to Customer:

Tax is not included in this quote and are the responsibility of the customer. 

Quotation is valid for 30 days. This quote, along with the terms and conditions of purchase and the software
license(s) which may be viewed here  http://zspace.com/legal , and on the attached documentation constitute the
entire agreement between zSpace and the customer. If VIVED-Anatomy products are purchased, those specific
products shall be fulfilled and services shall be provided directly by VIVED-Anatomy, Inc. zSpace provides no
warranty with respect to the VIVED-Anatomy, Inc. products and services. 
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To whom it may concern: 

My name is Max Sommer, I am a Ph.D. student at the University of Florida studying educational 
technology, and I am writing this letter as a recommendation for our institution to receive the 
All-In-One zSpace desktop units, zSpace laptop units, and the needed accessories to create 
zSpace AR Learning Spots (ARLS). Last semester, my peers and I had a chance to experience this 
AR technology firsthand. Instantly, I knew this was a valuable AR technology with great 
potential to impact education in positive ways, and the George A. Smathers Libraries and the 
College of Education at the University of Florida is a place in which this technology and the 
relating opportunities would flourish. 

zSpace is a technological tool that can enhance learning for countless students at the University 
of Florida. It is no secret that engagement is crucial in education and learning, and there is no 
doubt that zSpace is engaging. It is unlike any other technology that learners have used before, 
drawing learners in as they “pull” content out of the screen and are able to explore it three 
dimensionally. This initial engagement makes it an attractive learning tool for any instruction. 
However, it is not just engagement that makes zSpace so attractive; the AR and three-
dimensional affordances of this technology foster opportunities for countless interdisciplinary 
applications related to learning. Using zSpace, learners can have access to real-world 
experiences and objects and explore them in a close-to-authentic manner, creating a unique 
opportunity for learning can otherwise be impossible. Students can pull things apart and put 
them back together, spin things around to do a 360-degree analysis of them, and more. The 
instructional opportunities are endless.  

The zSpace units at the University of Florida would result in exciting opportunities for graduate 
students in education to study the emerging technology. As a Ph.D. student in educational 
technology, when I first experienced zSpace, my mind instantly went to “how can I study this 
and learn more about its potential.” If the University of Florida is able to get these zSpace units, 
the graduate students will have an exciting opportunity to explore this emerging technology. 
This can include designing instruction that implements zSpace, development of content that 
can be used in the AR technology, training of instructors on how to best implement zSpace in 
the classroom, and more. Along with this, the technology can be tested for how it is used in 
different pedagogical methods and how it impacts specific outcomes (achievement, motivation, 
satisfaction, etc.). 



The affordances of zSpace and the endless opportunities it provides to instruction make it a 
valuable AR tool. Learners can participate in unique and authentic experiences with an AR 
technology that enhances their instruction, and graduate students in education can have access 
to opportunities to explore the emerging technology. The George A. Smathers Libraries and the 
College of Education at the University of Florida is a place in which this tool can thrive, while the 
institution will truly benefit as well. 

Thank you, 
Max Sommer 
Ph.D. Student, Educational Technology 
College of Education, University of Florida 



To Whom It May Concern 

In Fall 2019, I had an opportunity to experience an emerging technology called 
zSpace Technology at the Educational Library workspace in College of Education, 
University of Florida. It is an amazing learning experience for me. As a PhD 
student major in educational technology, I think this is a great emerging 
technology that may bring value to enhance students’ learning experiences and 
learning outcomes. 

Although the zSpace technology is based on 3D technology, it has more to offer 
than learners looking a 3D model on a screen. It can bring up 3D objects in front of 
your eyes, just like a real object. It reduces the learners’ cognitive load of 
converting what they see on a 2D screen into a 3D object, which could be 
challenging to some learners.  

This technology also creates a more simulation environment because the objects 
are “touchable”. This may serve as a better “hook” to learners and increase / 
maintain their engagement. 

I can foresee this technology been used in a variety of subjects, such as language 
pronunciation instructions, singing instructions, etc. I hope we can have an 
opportunity to learn more about this technology and do research with the 
affordance of this emerging technology. 

Thank you for your consideration, 

Rui (Tammy) Huang, Ph.D. student 
Email: rui.huang@ufl.edu 
Phone: (651) 605-5639 



April 11, 2019 

To Whom It May Concern: 

My name is Megan Manning and I am an Education Science major at the University of 
Florida, currently enrolled in your Technology-Enhance Learning Environment course. 
This course has expanded my knowledge about technology, hardware, software, game-
based learning, and so many other beneficial aspects to how technology is especially 
important for educational purposes. 

In this class, I have especially been able to see and understand how useful augmented 
reality (AR) and virtual reality (VR) is in the classroom. In this class I was actually given 
the opportunity to try out and experiment with AR/VR technologies for the first time ever. 
I found it to be very exciting and extremely unique. 

I believe incorporating these forms of technology, such as the zSpace, into educational 
facilities will bring a completely new aspect to learning. This technology is immensely 
hands on, which is great for learning and retaining information because it allows 
students to be engaged and simultaneously have fun. Please consider allowing the 
zSpace to be available for students at the University of Florida, as it brings an entirely 
new approach to learning and education. 

Thank you, 

Megan Manning 
Email: manningm@ufl.edu 



To whom it may concern, 

I’m a Ph.D. candidate at Educational Technology program, College of Education, University of 
Florida. I had an extremely exciting experience with zSpace technology in last Fall semester. The 
zSpace technology combines elements of augmented and virtual reality to allow users to 
immerse in three-dimensional objects from the screen and manipulate them with a stylus.  

I believe the zSpace technology is super innovative in terms of providing students unique 
experiences on using and interacting with educational multimedia empowered by the high-end 
AR and VR technologies. As an instructor of an undergraduate level course, EME 2040: 
Introduction to Educational Technology, I anticipate to introduce and offer the emerging 
technology, zSpace AR/VR technology, to my students and to utilize it to support instructional 
activities. The implementation of zSpace technology is promising regarding its popularization in 
emerging educational technologies and facilitation in STEM education.  

This innovative, immersive educational media database can also make great contributions to 
research in a variety of disciplines, for example, education, medicine, engineering, biology, 
chemistry, mathematics, et al. As one of the top universities with a strong emphasis on 
research, University of Florida should establish and present this promising, emerging zSpace 
technology lab to take the leadership role in providing advanced learning opportunities and 
teaching practice. I strongly recommend having zSpace spots located on campus to provide 
workshops and innovative learning experiences for students, professional development for 
teachers, increasing possibilities for researchers who may focus on AR/VR technology 
implementation and AR/VR content development, and entertaining and instructional activities 
for the large Gainesville community.  

Best regards, 
Jingwei Li 
Ph.D. Candidate  
College of Education 
Norman Hall, Office 2-051B 
Email: jli2013esol@ufl.edu  
Phone: (352)283-1176 



To whom it may concern, 

My name is Jack McCarthy. I am a senior in the Education Sciences program at the University of Florida. 
In my class Technology Enhanced Learning Environments, with Dr. Bojan Lazarevic, we had a guest 
speaker from zSpace come into our class and give us a demonstration of their product. 

I found the technology to be a very useful tool for studying and I would like to see the University of 
Florida partner with zSpace. I could see zSpace or products in the future like zSpace being the future of 
education. I think it would be a great idea for the College of Education to have zSpace computers. It 
would be helpful for our future teachers to have some exposure to this teaching tool to spark some 
creativity. I think having a number of these computers in a lab or library in Norman would be the best 
place to start. 

Thank you for your consideration, 

Jack McCarthy  

Student ID: 9211-1571 



To whom it may concern, 

Last week I was able to experience the magic that is zSpace technology. I was able to 
immerse myself into a 3D version of a heart, where every single part was described and at the tip 
of my fingertips. It was amazing being able to experience anatomy in a new way as well as seeing 
parts of a car I was never aware of because of the fear I would break my car in the process. The 
software and hardware were both easy to navigate and I was able to engage with the material on 
my own fairly quickly as did my fellow peers. The instructions were simple and the technology 
itself was not complexed. To me, it seemed as though zSpace aims to push students to be 
independent and learn on their own through exploration, a tool to aid there understanding of a 
topic. letting the student learn on their own which is an idea I appreciate.  

As a future leader in the realm of education, I find zSpace to be of great use to both teachers 
and students alike. Students who are in the premed track are able to perform their own dissections 
whenever they want with this technology, even use the software to study for midterms or a 
refresher on human anatomy. For a student, let us say in the elementary grade level, they are able 
to have an experiential learning experience inside of their classroom where a teacher can monitor 
their work and engagement. Experiential learning is very valuable because as humans we use our 
emotions to create associations and help us remember. So, having a tangible experience with 
curriculum material through zSpace leads to a new and innovative way for students to retain 
information.  Having this technology in our university will allow future educators to explore tools 
in their fields, it will allow for current students to explore other careers through this interactive 
medium, careers such a engineering and health science and overall, it is a tool students should be 
familiar with in the ever changing technological society we live. It is good to be aware of what is 
out there and the change that is coming to our educational landscape.   

Sincerely, 

Lelydeyvis Boza 
University of Florida | College of Education 
Education Science Major 



To whom it may concern: 

It is my pleasure to recommend that Norman Hall receives zSpace technology. After my experience 
with this AR/VR technology, my eyes are now open to how many opportunities we can use 
technology in our classrooms. Throughout my time in Professor Lazarevic’s course, zSpace 
technology has been the most memorable technology I have used while learning about the 
emerging technology field.  

Before my experience with zSpace, I assumed that this type of technology was extremely out of 
reach to the average individual. However, after the zSpace speaker explained to my class how 
obtainable zSpace is, I was shocked! From the moment I started using zSpace, I realized how 
memorable and unique this technology was. Not only was zSpace easy to use but the easy 
accessibility to the features of the product made the advanced learning enjoyable while feeling 
groundbreaking at the same time.  

My time spent with the zSpace technology has made me truly believe the educational opportunities 
and advancements AR/VR technology can bring to students. No matter the subject students can 
dive deeper than their textbooks with this hands-on emerging technology. Personally, being 
someone who learns through hands-on activity this studying tool can come in handy for not only 
myself but other students who learn this way. In the past when presented with learning tools much 
less advanced than this one I learned significantly better. Therefore, who knows the possibilities.  

zSpace has changed my view of learning possibilities greatly, I wish more people could be exposed 
to this type of emerging technology.  

Sincerely, 

Molly Falk 
molly.falk@ufl.edu  



To Whom It May Concern: 

This letter is intended to serve as a recommendation for zSpace technology and to make zSpace 
devices available within the Norman Educational Library. As a second-year doctoral student 
with a focus on Educational Technology, I have daily access to many technological devices for 
both teaching and learning: smartphones, SmartBoards, multi-user collaborative devices, video 
games, and augmented/virtual reality simulations. Last year, I had the opportunity to attend a 
technology demonstration of zSpace, an AR/VR hybrid whereby users can manipulate objects on 
a specialized 3D display. Throughout the demonstration, I was very impressed by zSpace’s 
ability to transform two-dimensional content into rich, able-to-be manipulated, three-dimensional 
objects.  

I believe that this technology has the potential to transform both instructional content and 
practice, as its focus is less on how a teacher teaches and more on how students learn. During my 
time spent with zSpace, I was able to “explode” and rotate many objects to see how they worked, 
which has implications in any STEM-focused learning experience, such as learning how an 
engine works or learning the parts of a plant cell. Given these particular affordances, I highly 
recommend that zSpace technology be used.  

Should you have any questions, please don’t hesitate to contact me. 

Sincerely, 

John Hampton 
Doctoral Student in Educational Technology 
University of Florida   
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