o, o e

QAN o Faetdtar, AN F3HAdA AR FH3} JFAA

A Development of Design Prototypes of an Intelligent

Wear for an Application of Entertainment

Hye-Jin Nam?*, Joo-Hyeon Lee**
Research Institute of Clothing and Textile Science, Yonsei University*

Dept. of Clothing and Textiles, Yonsei University**
(ClAT=dANER 7)1 AR & A73,'24 UMD’ R 22N AR 2 E Fa9 o Folz)

Abstract

The objective of this study was to develop design prototypes of intelligent clothing for some
applications of entertainment, based on the results of a survey on consumer needs. As a result
of the survey, two important applications of intelligent clothing were derived through the
domain analysis method. Among the main cover terms, 'telephone conversation’ was the most
demanded feature in 'communication’ domain, and 'listening to music’ was the most demanded
feature in 'entertainment’ domain.

Consumers showed obvious demands for high technology and new things, as well as fear of
excessive speed of digital development. The 'Absolute Philip K. Dick’ which implied both sides
of the essence of humanity and futuristic image, was derived as a design concept of this
study. Three design prototypes were developed based on the design concept. The first
prototype was the reversible arm band, in which detachable mobile phone and Bluetooth
module were embedded. The second prototype was the wireless transmitter and receiver which
give a person notice when the mobile phone rings, and the third prototype was the cap with
blue tooth headset, MP3 player, stereo ear-phone and LED decoration. The main feature of
these design prototypes is that they allow diversity of attaching positions and are convertible,

which gives the convenience of hands free.
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