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Abstract. Imagining the future, we create sci-fi predictions visualized through 
telematic imagery, involving stage sets and costumes. Looking back at sci-fi’s 
imagination we find it depicts the ideologies of the period in history when it 
was created far more accurately than it manages to predict future materials or 
functions. This article focuses on the body, but goes beyond the traditional 
perspectives of fashion, to consider wearables as an interface between the body 
and the world. Two key concepts will be presented in order to interpret future 
fashion, they are: ‘fungibility’ and ‘empathy’, which will be discussed through 
examples of clothing as a means for expressing data. User interfaces of the 
future will acknowledge the relationship between people, places and things as 
emergent spaces that generate meaning through everyday activity and therefore 
ones in which users themselves act as co-designers. 
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1 Introduction 

Futuristic fashion depicts the ideologies of the period in history when they were 
created far more accurately than they manage to predict future materials or functions. 
For example, the birth control belts in Aldous Huxley's 1930 dystopian vision 'Brave 
New World' are shown in the 1980 film version as clear plastic Malthusian belts worn 
around the hips supporting white computoseption dials (resembling the dials of 
analogue desk telephones of the 1980’s). The belts are worn over Spandex unitards. 
The materials used are the latest technologies available at the time of the film’s 
creation, and so even though the film is set in 2540 it presents a clearly 1980’s vision 
of 2540. As in most utopian films, as well as being dated by the materials used, the 
function of the depicted technology grapples with debates of the time as much as it 
anticipates the future condition. In this case with social issues surrounding the 
contraception debate. 
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Beyond the traditional perspectives of fashion, wearables can be considered as an 
interface between the body and the world living in the fuzzy border between private, 
intimate, personal space and the public realm. Fashion beyond aesthetic design, 
engages with flows of information and integrates seamlessly with the physical world 
– blurring the boundaries between body, clothing, and the physical environment, 
between the real and the artificial. In ‘Everyware: The Dawning Age of Ubiquitous 
Computing’, 2006, Adam Greenfield proposed that software is evolving into every 
environmental object. One realm of this colonization is the infusion of technology 
into the fabrics of our clothing that might be referred to as ‘everywear’. [3] An 
example of ‘everywear’ is Hussein Chayalan’s use of memory wire to elevate the skirt 
of a dress that disappears under a tailored jacket. Future applications of this 
technology could be in reaction to environmental changes in temperature or the 
wearers desire to change style from day to evening wear. Simultaneously, the line is 
blurring between the real and the artificial body. From cosmetic surgery and 
implanted technologies such as pacemakers, to tapping into the blood stream to 
charge body batteries and conductive tattoos, biotechnology is mashing-up the 
chemistry and biology of the body with new intelligent materials.  

For example in Western Australia, Oron Catts Biowear experiments successfully 
produced test-tube-grown tissue. This technique might solve ethical issues in the 
fashion industry, for example, culturing skins that he calls ‘victimless leather’. 
Increased mobility and cultural cross-fertilization mean artists and designers are 
becoming interdisciplinary practitioners who work across multiple fields. Artists and 
designers are collaborating with computer scientists, psychologists, biologists, 
sociologists, anthropologists, and industrial designers. 
 
Fungibility. Two key concepts to understand the future are fungibility (i.e., 
exchangeability) and empathy. An example of something fungible is money: in that it 
is able to replace or be replaced by another identical item. With money everything can 
be classified in terms of its exchange value and traded without regard to its physical 
form. A more recent, fungible form that appeared in the 1950s is binary computer 
code. Digital code is mutually interchangeable and so it seems that all phenomena can 
lose their ‘bodily form’ and live as numerical codes that can be materialized in 
different ways. The data used to produce an image can be exchanged to present 
sounds, for example.  

Neil Harbisson has achromatopsy, meaning he cannot see colors; he has been 
wearing a small computer to enable him to hear color since 2004. Harbisson reported 
that adaption time was required to memorize sounds associated with colors, but 
quickly the association felt natural, then he expanded the spectrum to include colors 
invisible to the human eye, such as infrared and ultraviolet. The color combinations of 
clothing may be chosen by selecting musical scores, Harbisson now dresses to sound 
good rather than look good – he wore ‘C major’ to present a lecture for TED in 2012. 
By inverting the role of sensors and actuators a future dress may change color in 
response to sounds in the environment.  Clothing becomes a means for expressing 
data. This is just one potential future in which fashion, beyond aesthetic design, will 
engage with flow of information and integrate seamlessly with the physical world – 
blurring the boundaries between body, clothing, and the physical environment.  
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This is my fashion forecast for 2029: the date when some predict, following 
Moore’s Law, computing capacity will equal that of the human mind. Ray Kurzweil, 
applying Moore's Law to neuroscience, predicts we shall understand the complexity 
of the mind at the same time as we reach its processing capacity. This future moment 
is known as Singularity. [7] The precedents of Singularity began with early 
experiments in electrode-stimulus mind control by José Delgado, who implanted 
electrodes into a bull’s head to control its behavior. For his death-defying experiment 
Delgado armed with a radio-control device, was able to calm a charging bull. 
Mapping the human mind’s electronic signals produces bio-data that can be used to 
send signals directly to intelligent clothing, which can respond. The details of 
fashion’s future are currently fuzzy; what is clear is that keyboard/screen-mediated 
human-computer interaction will be a thing of the past. Communication through 
brainwaves or other somatic sources will be able to create changes, movements, 
colors, and sounds in our fully-fashioned future.  

Think of Mathew Barney’s crystal prosthetic legs in his art-house film ‘Cremaster 
Cycle’ or Alexander McQueen’s intricately hand-carved ash-wood prosthetic legs for 
paralympian Amiee Mullins, and add technology. The user experience of computer-
mediated objects can now be directed by thought alone, not action. Miguel Nicolelis’ 
experiments first showed this potential by recording monkey brain waves. By 
replaying them, he found he could control a robotic arm. Surprisingly, after the 
monkey mastered controlling the robotic arm through its movements, it eventually 
learned it could control the arm by the thought of the movement alone. [10] 
Wearables such as neuroprosthetic limbs for assisting the disabled, and extending the 
potential of the able bodied are becoming a reality. 

Humanistic Computing. Humanistic Intelligence is a term promulgated by Steve 
Mann who pioneered wearable computers. [8] He describes a framework in which 
wearable computers become integral to a harmonious interaction between our human 
body/mind. With ‘critical design’ in mind we created ‘Blinklifier’ (see Figure 1), a 
wearable computer that amplifies voluntary and involuntary eyelid movement into a 
visible light array. Blinklifier uses bio-data to directly interact with the computer. 
Although the light array can be consciously controlled, it is designed to avoid 
conscious interaction and instead directly amplify the body’s expression. The 
experiments have implications for user interfaces. Blinklifier doesn't look like a 
computer; its electronic components are nearly invisible. The technology is a mash up 
with beauty products and fashion styling, into a consumable fashion image of the 
future. An Arduino microcontroller translates the metalized eyelashes' blinking 
movements into signals transmitted through conductive eyeliner (bare conductive ink) 
to light up LEDs embedded in the headdress. Facial expressions such as winking and 
blinking are gestures that are amplified in the headdress. Close your eye and you turn 
on the lights above that eye. Beyond such defined signals, the eyelids are constantly 
blinking which activates patterning arrays. Facial expressions are complex but easily 
recognized and naturally understood. The predominant model within HCI is to reduce 
expression into easily recognized signals, icons that directly represent functions. 
Alternately Blinklifier ‘transfers the site of this interface from computer-embodied 
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functions to open-ended, positive feedback loops ‘connecting digital information with 
the entire affective register operative in the embodied viewer-participant… [] …by 
bypassing investment in more effective technical ‘solutions’, it invests in the body’s 
capacity to supplement technology – the potential it holds for ‘collaborating’ with the 
information presented by the interface in order to create images’ in this case visual 
light patterns. [4] By their amplification through bodily worn devices, something 
usually overlooked in everyday life can become a rich source of knowledge, or open 
the potential for new ways of communicating our emotions and of understanding 
others. Coming back to the cinematic, Godfrey Reggio’s ‘Koyaanisqatsi’ was a film 
that questioned human intervention into nature; that was in 1982 - today critical 
design is posing questions about the intervention of technology into the nature of 
humanity itself. 

There are two types of design; ‘affirmative’ design which focuses on problem 
solving and market viability and ‘critical’ design which challenges pre-conceived 
notions of the way we live in the world, presenting alternatives models and thought 
provoking experiences. Reggio’s work, like Blinklifier, does not try to affirm current 
trends, rather it challenges us to consider the human - technology relationship. Are we 
becoming reliant on electronic representations of the body’s emotions to the extent 
that we are losing our innate capacity to register the complexity of natural emotional 
signals, or, is humanistic computing our natural technogenesis? 

Empathy. As we approach Singularity, empathy becomes a primary distinguishing 
factor between comprehending the world through a data stream vs. a physical, tactile 
experience. Empathy seems to be a purely emotional response but research indicates 
human beings are ethical by nature. Empathy is less ephemeral than we previously 
thought; it can now be understood as a chemical phenomenon. We are homo-empathic 
as a biological trait to ensure our survival. In 1990, a group of neuroscientists 
discovered mirror neurons in the premotor cortex through which the motor activity of 
the brain can mirror the action of others. [5] This means that when we witness 
something happening to another our bodies mirror the emotion. These brain circuits 
can keep us from estranging ourselves from others. Indeed we do physically feel 
another’s pain.  

Computer based technology tools give us access to a broader range of information 
but at the same time act as a buffer zone between physical contact with the natural 
world. In this way they amplify some senses while at the same time nullifying others. 
Our ability to empathize with one another is desensitized when we live large portions 
of our lives in telematic fantasy world, removed from reality and framed by the 
screen. How does this change when technology leaves the screen and augments 
reality, when the separation between human and computer becomes seamlessly 
integrated? Three-dimensional body scanners enable fashion designers to work on 
their collections virtually and customers to visualize their wardrobe selections on their 
body before the garments are physically manufactured. These technologies are 
profoundly changing the fashion industry. Blurring the line between the physical and 
digital body, Hussein Chalayan in collaboration with Nick Knight presented his 2008 
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fashion collection to an admiring public audience in virtual catwalk shows. The 
models were projections walking down the runway. 

These mediated fashions are indicative of what Guy Debord called ‘the society of 
the spectacle’, where authentic experience is replaced with its representation. [1] 
Debord was a member of the French ‘Situationists’ whose ideas about art and design 
attempted to engage with the moment. Like the Italian ‘Futurists’ they embraced 
motion, movement and dynamism and identified fashion as a prophetic social 
phenomenon, promulgating their vision of future society. The Futurists were from 
different art and design disciplines, but they shared a vision. Vincenzo Fani, known as 
Volt, produced fashion with fantastic titles in homage to mechanical modernity and 
speed, titles such as machine-gun woman or the antenna-radio-telegraph creature. 
Contemporary artists are likewise exploring our culture – the digital era.  

2 Case Study - Prototype 

Extending the Blinklifier experiment discussed above, and further exploring 
humanistic computing and feedback loops we designed Snoothood. A wearable pillow 
that surrounds the head and alerts the wearer through haptic vibration if he/she begins 
to snore, thus enabling his/her bedmate to continue to sleep undisturbed. Based on a 
skivvy design that holds sensors in place around the neck, embedded inside a padded 
sculpted hood is an Arduino single-board microcontroller and vibrator.  

Aesthetically there are two design versions of Snoothood. The first is Snoothood 
Surreal that is shaped like an egg on its side, the large end of which acts as a pillow 
for side sleepers. Where the scale corresponds to the width of the shoulder to support 
the neck comfortably. If you prefer sleeping on your back there is also enough 
padding behind the head. The ears and eyes are totally enclosed blocking out light and 
sound. There is an opening around the nose, mouth and chin; imagine Edvard 
Munch’s iconic painting ‘The Scream’ (1895) and you have an image of this opening. 
The fully felted headpiece has the appearance of a surrealist sculpture – an egg sitting 
atop a human figure. The Snoothood is created from handmade white felt. This white 
fluffy material and its sculptural form, evoke a metaphoric image of a cloud around 
the head, an apt reference for dreaming and sleep. The second version Snoothood 
Chinoiserie references the shape of ancient Chinese pillows. These were traditionally 
ceramic or wooden as well as textile and were blockish, bow or dog-bone shaped, 
cradling the neck. This style of neck pillow was used widely across Asia and as far 
south in the Asia Pacific region as Papua New Guinea where young men grew their 
hair to be used in felted head dresses worn by the tribal chief. Snoodhood Chinoiserie, 
like Surreal, is sculpted from white felt. The pillow form is connected to a balaclava 
style hood fully enclosing the head and neck. It has circular pads quilted over the ears 
and an elliptical opening around the mouth, nose and chin. To remove the headpiece 
the neck and yoke sections have been overlapped and the diagonal opening is 
modeled on the traditional cheongsam or changshan in mandarin known as qipao 
(chipao). 
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Fig. 1. Blinklifier 2012 

 

 

Fig. 2. Prototype of Snoothood Surreal with 
hand made felt samples in foreground 

Background. Sleep is a fundamental human need, and the lack of it can have 
deleterious consequences. Till Roenneberg from the Ludwig-Maximilians University 
uses the term ‘social jetlag’ to refer to a modern phenomenon. [12] Our body rhythms 
are set by three different clocks; the diurnal motion of the sun, the body’s biological 
clock and the social clock. The biological clock is set by the daily exposure to sun 
light, but the social clock does not often correspond to the natural environmental one, 
in fact as we spend most of our modern lives indoors and in front of electronic light 
sources our body clocks tend to be set to stay awake increasingly later, while our 
social clocks (articulated by the alarm clock) are set earlier to deal with busy work 
schedules. Ultimately this results in a lack of sleep during the working week and 
overcompensating by sleeping in on weekends, this pattern is what Roenneberg calls 
social jetlag. Research has linked sleep to memory, learning, metabolism and the 
immune system. Sleep deprivation leads to health consequences such as obesity, 
hypertension, diabetes and cancer, and is linked to diseases such as chronic heart 
failure, chronic obstructive pulmonary disease and alzheimer’s disease. [13] The holy 
grail of sleep analysis is the ‘polysomnography’, which involves overnight recording 
of sleep, respiration, cardiovascular function and movement through data from bio-
signals such as EEC, EOG, EMG, airflow, respiration rates, oxygen saturation, 
snoring, ECG and body position. [11] This testing involves patients spending the 
night in well equipped sleep labs. 

Examples of Similar Devices. There are many researchers working on sleep analysis. 
Mahsan Rofouei’s wearable neck-cuff system, is a portable home use system for real-
time monitoring and visualization of sleep data useful for detection of obstructive 
sleep apnea and other sleep disorders. The neck-cuff collects data that is sent by 
Bluetooth to a smart phone or nearby computer where specialists analyze it for 
diagnosis. The system components are an oximetry sensor, microphone, accelerometer and antenna. The advancement is in the portability of the unit, so that 
data collection can take place at home, which is less expensive and less of a  
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disruption in the life of the patient than an overnight stay in a sleep lab. [9] IPhone 
released Lark, a wristband that performs actigraphy - a method of tracking motion 
during sleep. [14] The data is sent via Bluetooth to a smart phone and it can be 
viewed later. Like Snoothood, this system contains a vibrator as a silent alarm, but in 
their case it vibrates on the wrist rather than over the ear and at the time you set, 
rather than through bio-data signals as in our device. Similarly to Snoothood the 
output signal is silent vibration and the bedmates comfort is a consideration within the 
design concept. 

The Somnus Sleep Shirt from Nyx Devices is a t-shirt that measures the movement 
in the abdominal cavity through stretch sensors on the back and front of a tight t-shirt. 
The movement of the abdomen is associated with breathing when in deep sleep. [15] 
Another smart t-shirt design by S. Puzzuoli has embedded textile sensors that survey 
ECG, breath and body movement. The data is preprocessed before transmission and 
then sent via Bluetooth to a recording device. [13] The examples above are all 
designed for home use, the Lark and Somnus provide a limited range of data that may 
not be reliable for medical diagnosis but have applications for home treatment and 
self-analysis.  

Potential Applications. The objectives of the Snoothood project are not to diagnose 
medical conditions, but to see sleep deprivation as a societal problem. By presenting 
the Snoothood as the locus of discussion and prompting debate surrounding social 
jetlag and other sleep related conditions. Experiments are currently being conducted 
with volunteers who are invited to sleep with the Snoothood to test its effectiveness in 
alerting them to snoring and not disturbing their bedmate. They are interviewed 
before and after the experience to discuss their sleeping issues and gauge the hoods 
performance. A photographic portrait of the sleeper in bed wearing the hood provides 
visual documentation. An exhibition of a series of these photographs, printed at 
human scale, will provide a forum for a wider discussion on issues such as social jet 
lag. A short text statement hung beside each image will provide information about 
sleep issues drawn from individual responses. 

Further Development – Relaxation and Creativity. There is a common saying 
when faced with a problem that you don’t know how to solve which is to ‘sleep on it’- 
meaning not to make your decision about a plan or idea immediately, but wait until 
the next day in order to have more time to think about it. A moment of insight often 
occurs just before we wake. It is common practice to keep a diary by the bed in order 
to record these ‘aha’ moments.  Recent research posits that people are more likely to 
solve problems with insight if they are in a positive mood and that watching comedy 
videos for example could enhance this. Hypothetically this state of lightheartedness 
could also be induced by involvement in a humorous and playful art project such as 
ours. In order to test this hypothesis, we aim to track brain activity in search of the 
aha moment. Kounios and Beeman’s research found ‘distinct patterns of brain 
activity preceding problems solved with insight versus those solved analytically.  
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Before the presentation of problems to be solved with insight, EEG revealed greater 
neural activity over the temporal lobes of both cerebral hemispheres (i.e., around the 
ears) and over mid frontal cortex.’ [6] 

The next stage of the Snoothoods project is to enable analysis of individual 
sleeping habits. The data recorded during sleep is used to create bespoke personalized 
textiles as a visual record of an individual’s sleep patterns. The data from the 
Snoothood sensors is used as live code to actuate motion in a series of rollers that 
draw thread through a dye bath. In addition to the sensors in the original prototype, 
three EEG sensors are added in the hood’s lining, located above the cerebral 
hemispheres and over the mid frontal cortex. The weft-dying machine, is a purpose 
built contraption that lays alongside the bed with half the rollers parallel to the head of 
the bed and half parallel to the foot of the bed. They are connected in pairs by weft 
threads that are reeled slowly through dye baths. The brain and sound wave data is 
communicated live via Xbee through an Arduino processor that controls the speed of 
the rollers. Hence, the speed of motion is reflected in depth of the dye color, faster 
speed equals paler color as there is less time in the dye; the deeper the sleep the 
slower the rollers, the darker the color. Spikes in activity, such as waking, snoring or 
lighter sleep are visible as lighter sections of thread because the rollers are moving 
faster during these activities. Each night the thread is dyed and each day it is woven 
into a unique textile that becomes a visual and tactile record of the night before.      

An extension of the interview process that took place in the earlier version of 
Snoothood is the addition of a dream diary kept by the bed for ease of recording ideas 
as they come to mind, or reflections upon waking. Results of this experiment are 
entirely speculative but it is imagined that through the transmogrification of fungible 
bio-data into other physical forms and visual patterns, new insights may be possible. 
This is a technique coined by Lewis Lancaster called reverse predictive practice. 

The placement of this performance installation in an art gallery with window to 
street frontage, frames the work for the audience. Online documentation is telematic 
imagery that reaches out to virtual audiences; the production has involved stage sets 
and costumes, a Sci-Fi imagination that questions the ideologies and conditions of the 
period in history in which we live.  

Examples of Similar Artworks. Janine Antoni’s ‘Slumber’ is a performance-based 
installation in which the artist slept in the art gallery overnight attached to an EKG 
machine. Each morning she printed a graph of the data collected and then by day 
wove cloth from raw cotton fabric incorporating the pattern from the graph by 
weaving in strips of fabric torn from her nightdress. She has performed this work in a 
number of galleries: her dream blanket is now over 200 feet long. 

Mischer’ traxler’s ‘The Idea of a Tree’ is a solar powered machine that translates 
the suns energy into colored thread using a similar system to ours. In this piece the 
work takes place in a trailer-like construction outdoors. The thread, a dye bath and a 
glue bath are mounted on a slowly elevating platform that moves at a continuous 
speed throughout the day. The dyed and sticky thread is pulled through the baths  
by a revolving plastic-form; the speed that it turns is dependent on the suns strength.  
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The result is a colored wrapped form that maps the sunlight of the day in its thickness 
and depth of color. When the form has dried it is removed from the plastic form and 
used in the production of a series of household products, such as stools and 
lampshades.  

Snoothoods have similar aesthetic elements to the works above in regard to 
Antoni’s theme of mapping sleep and weaving and Micher’ traxler’s method of dying 
using data feeds. Micher’ traxler’s work is similarly concerned with linking natural 
rhythms with mechanical /technological ones. The Snoothoods project is unique in its 
focus on the interface as an experiment in humanistic computing with a direct and 
unconscious connection between body and machine.  

3 Conclusions 

The challenge of fashion is that it celebrates the new through perpetual change. 
Originality is proof of progress; to be fashionable is to be desirable, yet at the same 
time fashion seeks consensus or legitimization to be accepted. It is this paradox that 
keeps fashion in motion. Future- ism is about looking forward, be it Volt, Madeleine 
Vionnet, Issey Miyake or Rei Kawakubo, creative designers are not only creating 
objects and clothing but conceiving new modes of living in the world.  

Art and fashion can create an image of the future, just as the space-age-inspired 
futurism of Pierre Cardin's 1960's catwalk shows did in the past. These dreams pave 
the way for technologies and societies of the future.  

But for user interfaces to become genuinely intelligent interactive systems, we 
must enable the development of interactive systems that can recognize unpredictable 
state changes, such as emotion, intention, desire, empathy, etc.  

User interfaces of the future will acknowledge the relationship between people, 
places and things as emergent spaces that generate meaning through everyday activity 
and therefore ones in which users themselves act as co-designers. As we develop 
more intelligent technologies what is revealed is how little we understand of the 
complexity that makes up our own human form. By adopting an approach in which 
objects mediate human beings and human beings mediate objects we can 
acknowledge an alternative to the predominant separation of humans and things. The 
challenge is to fashion a future that is not based on predicting utopian visions but one 
that is responsive to changing conditions and acknowledges both mind and body. 
 
Acknowledgments. The author notes that this paper is related to and was prepared 
simultaneously with "Fashion Futurism" by the author, which appeared in User 
Experience, Vol. 13, No. 2, 2013, pp. (in press). Blinklifier photo credit: Dicky Ma, 
Snoothoods photo credit: Patricia Flangan. We would like to acknowledge the support 
of the Wearables Lab, Academy of Visual Arts, Hong Kong Baptist University and 
sponsors Seeed Studios Shenzehn The Peoples Republic of China and The Woolmark 
Company Australia. Snoothoods was designed at Haptic InterFace 2012 in 
collaboration with Prof. Hugo Fuks from the PUKrio Departamento de Informática, 
Pontifícia Universidade Católica do Rio De Janeiro, Brasil. 



 Future Fashion – At the Interface 57 

References 

1. Debord, G.: The Society of the Spectacle, translation by F., Perlman, and J., Supak. Black 
& Red (1970); rev. ed. (1977)  

2. Gibson, W.: We Can’t Know What the Future Will Bring,  
http://online.wsj.com/article/ 
SB10001424052970204425904578072641200585334.html  

3. Greenfield, A.: Everyware: The dawning age of ubiquitous computing. New Riders, 
Berkeley (2006)  

4. Hansen, M.B.N.: Affect as medium, or the ‘digital-facial-image’, pp. 151–165. 
D.A.P./Distributed Art Publishers [distributor], Rotterdam (2003), in art,  
doi:10.1177/14704129030022004  

5. Keysers, C.: Mirror neurons – are we ethical by nature. In: Brockman, M. (ed.) What’s 
next?: Dispatches on the Future of Science: Original Essays from a New Generation of 
Scientists. Vintage Books, New York (2009)  

6. Kounios, J., Beeman, M.: The aha! moment: The cognitive neuroscience of insight. 
Current Directions in Psychological Science 18(4), 210 (2009),  
doi:10.1111/j.1467-8721.2009.01638.x  

7. Kurzweil, R.: Singularity: Ubiquity interviews ray kurzweil, p. 1 (January 2006), 
doi:10.1145/1119621.1117663  

8. Mann, S.: Wearable computing: Toward humanistic intelligence. IEEE Intelligent Systems 
16(3), 10–15 (2001), doi:10.1109/5254.940020  

9. Rofouei, M., Sinclair, M., Bittner, R., Blank, T., Saw, N., DeJean, G., Heffron, J.: A  
Non-invasive Wearable Neck-Cuff System for Real-Time Sleep Monitoring. In: Proc. 
BSN, pp. 156–161 (2011)  

10. Nicolelis, M.: Beyond boundaries: The new neuroscience of connecting brains with 
machines–and how it will change our lives. Times Books, New York (2011)  

11. Rajagopal, M.K., Villegas, R.: E., Towards Wearable Sleep Diagnostic Systems for Point-
of-Care Applications. In: 2013 IEEE Point-of-Care Healthcare Technologies (PHT), 
Bangalore, India, January 16-18 (2013)  

12. Roenneberg, T., Allebrandt, K., Merrow, M., Vetter, C.: Social jetlag and obesity. Current 
Biology 22(10), 939–943 (2012), doi:10.1016/j.cub.2012.03.038  

13. Puzzuoli, S., Marcheschi, P., Bianchi, A.M., Mendez Garcia, M.O., De Rossi, D., Landini, 
L.: Remote Transmission and Analysis of Signals from Wearable Devices in Sleep 
Disorders Evaluation 

14. Saenz, A.: iPhone Wristband Tracks Your Sleep, Vibrates You Awake, and Lets Your 
Mate Sleep In’ Singularity Hub, http://singularityhub.com/2011/10/03/ 
iphone-wristband-tracks-your-sleep-vibrates-you-awake-and-
lets-your-mate-sleep-in/  

15. Ijem, W.: How well are you sleeping? Ask your pajamas,  
http://singularityhub.com/2011/06/27/ 
how-well-are-you-sleeping-ask-your-pajamas  


	Future Fashion – At the Interface
	1 Introduction
	2 Case Study - Prototype
	3 Conclusions
	References




