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What are you wearing?
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The x4

0 PC-104 platform running
Windows XP + micro -controllers to
interpret sensor data

0 12v lithium
- MicroOptical

0 sensors, speech,
trackball

0 WLAN, GPRS
O lots!

A Recent developments...

A Shift from PC -104 to processors
running MicroSoft .Net Micro -
Framework
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why wear a computer?
A Mobility

A Access to communication / processing / information /
data / people while mobile

A Use while hands / eyes busy
A Attachment
A Computer worn on body

A Attention
A Maintain attention on primary task

A Aware / Adaptive
A Respond to changes in environment / context
A Modify information to suit person
A (Ultra) Personal Computing
A Adapts to wearer
AResponds to wearerds intent




OBoxes in Bagsbo

0 PC104, Pentium grade processors

0 Multiple sensors

0 Context -aware

d Worn in bags, rucksacks etc.
oPackets in Pocketsbd
0 Lower Specification Processors

d Limited sensing
0 Integrated into jackets, belts, vests, etc.

oSmart Textil esbd
0 Components printed onto textiles ;
d Conductive threads woven or knitted into fabric University of Wollongong
0 Components created from weaving

OEmbedded Processorsbo

d Miniature components in clothing or in person
0 Wireless transmission to external processors




wearing computing devices

Person-as-audience
0 A wearable device provides media for its wearer

Person-as-mule
0 A person carries the wearable device so enable it to work

Person-as-transducer
0 The wearable device responds to user activity (and vice versa)

Person-as-actor
0 Wearer acts deliberately to control the device

Person-as-intelligence
0 The person interprets the deviceds out

o o I Do Do




person -as-audience

A delivery of media
— A tailoring of media

Sony Ericsson W710

Walkman phone A Shal’ing Of med|a
0 file / data exchange
0 agent -based exchange

A manipulation of media
d user interaction

Microsoft Zune
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person -as-mule

A device represents a load on the body
A some regions are better sites than others for
mounting devices on the body
d Range of mobility
0 Surface area
d Attachment

Gemperle et al., 1998, ISWC




pPerson -as-transducer

Apersonds Oacti vit
change in device state
0 physiology
d movement & location
0 sequences of actions

Ahidden statistical models to
recognise activity




