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Wearable compauting faclltates a new form o hunran-coeguter interaction comprising a small
body-worn comguter (e.g, user-programemable device that is always on and always ready and
acoessible 1o the mobile workes - the worker of the future.

Wearabe technalagies can change vour organizaton’s way of working:
o Improved worker produetivity and flexibiliey

o Inureased number of tsks peromed simallancously

»  Less time perorming each task

Wesari T @work was st up by the Europesn Commission as an Integrated Project o invesbgate
wearalile computing as a technology dealing with commuter systems integrated inn clathing,

The sffectiveness and spolicability of the wearahle solutions developed during the lifetime of
the project have bees tested in four pilat applications - Aircraft Maintenance, Car Foduction,
ealthe are, and Fmergency Response - that drive the waors in @ bottom-up, user-cen‘ened
approach

Each pitot inclues  large application partnes: the Furopean Aerongutic Defense and Space
Company [EADS), Volkswagen's Skoda Auto division, 4n Austrian hospital pperter (GESPAG)
and the Parts Fire Brigade, respectively.

e inclutded core industrial players refevant b the dealoyment of wearable systems (n the
chosen domains, Thus, the consortium contains magor international IT companies Mlcrasoft,
Hewlett-Packart, SAR Sientens, and NTT DaCatdal, manufacturers such a5 Zeiss, Rosenbaer,
amd Thales, as well & scores of srmatl and wed ume-size companies invalved in the respective
value chains,

I this honk, vou will:

*  Read about the wead T @work project

«  Discover tho henelils that wearables can pravide your business

o Mhiscrver how you can participats in the adoption process of weadTOwork technologies

The wearl Tawars prvent has 42 pariners with a project volume of about €247 million and 2
funding of abous €14.6 million. 1t is the larpest project woddwide (o wearable computing.
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s Abstraction of activities and definition of use cases, to be collected in UML
(Unified Modelling Language) use case diagrams

e  Elicitation of user hordware, software and interoction requirements. The
requirements have been classified into sub-categories, according to an
adapted version of a robust and widely accepted methodology: the “Volere”

approach
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Design and development of o first prototype

* Identification of abstract services (Service Oriented Architecture) to be
implemented and integrated into the software application

*  Deployment of several prototypes for evaluation and assessment by lab test
sessions, or by actual users

e Refinement of the prototypes

The First Prototype

The inspection scenario, was selected as the basis
for analysis for designing and implementing the first
wearable maintenance prototype. It is relatively
easy and fasl to set up the inspection scenario for
testing the prototype, and operators can then easily
evaluate the prototype and give feedback that will
be used for designing the next generation of
wearable maintenance support tools.

~ The main aspects of maintenance work St re R

ected to be improved by the

intradudfon of the weaﬂihte maimenance"support integrateﬂ application included:

. Mébmry of m}aremce nperatafs. ‘Nowadays the operators are normally

the large amount ﬂfiﬂfﬂrmmfon support (usually in paper

fm-m,l, vouis and aterials that are. needeef for their work, thereby limiting

in @ rapidly evolving and

their mobility
«  Communication with experts and amer%enm ‘members
*  Reporting system
e  Advanced field training and lffe-iang a‘gamfng
‘complex environment

The development and assessment of the first
prototype informed future research and
directions of the project.

Several issues to consider included:

Frequency of occurrence: inspection in a
maintenance centre is a daily operation. This
task can be either easy and fast, or more
complex and time-consuming for

troubleshooting and repair tasks.

Pedagogical and organisational value: introducing new technology and a new way to
work on a common maintenance task is a good starting point for end users and
stakeholders to smoothly implement the proposed solution,

Wearable computing platform: technically speaking, the integrated solution improves
the mobility of workers by offering the possibility to access technical databases, to file
and send reports, and to communicate with team members through a non-obtrusive

device.

Access Lo task-relevant information: research on information management and on the

design of multimedia contents is needed in order to adapt content to devices, to

facilitate the user interaction, and to find new metaphors for information presentation.
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