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INTRODUCTION

The Internet of Things (IoT) is the network of physical devices, vehicles, home appliances and other 
items embedded with electronics, software, sensors, actuators, and connectivity which enables 
these objects to connect and exchange data. By connecting the things around us to networks, 
they gain new capabilities, such as seeing, tracking or speaking to people. Each thing is uniquely 
identifiable through its embedded computing system but is able to inter-operate within the existing 
Internet infrastructure. 

The concept has been a crucial part of fashion-tech throughout the supply chain. From an AI-
based approach to reduce forecasting errors and improving designs by analysing images, IoT is 
implemented already in the design stage. While the concept is also involved in the product itself, IoT 
can additionally improve the customer experience through additions such as customer recognition, 
RFID-enabled clothing racks and digital mirrors for added value through such retail experiences.  

However, the implementation of IoT and widespread collection of data has created new dimensions 
of communication that can lead to issues around privacy and security. The unit aims to provide the 
students with the fundamental knowledge around the key technological components and applications 
in fashion-tech enabling them to work in interdisciplinary teams and develop information literacy. By 
also introducing them to the benefits and dangers surrounding the user experience, critical thinking 
will be developed around the use of technology and the role and impact of the designer. 

UNIT OUTLINE

The premise for this unit is for the students to gain an understanding of the basics and perspectives 
of IoT through lectures and seminars. Through lectures, the students will develop fundamental 
knowledge and understanding of the concept and its origins, accompanied by the key technological 
elements. Seminars that follow lecture topics allow the students to recognise and critically reflect 
on the perspectives of IoT, and their role as a fashion-tech designer affecting user experience.
 
Working independently, the students should prepare for each seminar by identifying and critically 
analysing peer-reviewed scientific papers related to the topic of the respective seminar. The analysis 
will enable them to develop thinking around the impact of IoT on the society (e.g. how it can improve 
the quality of lives), but also around the issues with privacy and security. The students will explore 
policies governing IoT, and the benefits and dangers surrounding the user experience. Further in-
depth exploration and critical analysis of the mentioned topics and perspectives is done through 
independently written essays.  

Through lectures, seminars, blended learning and learning through research the students are 
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INDICATIVE CONTENT AND TEACHING AND LEARNING METHODS

In this unit, the students should be introduced to the following basics and perspectives of IoT: 
 
• IoT: history and definition of the concept, technological trends in the adoption of IoT, and its 

importance in society (societal benefits, risks, privacy and security)
• Key technological components: hardware and software (e.g. integrated circuits, sensors, 

embedded systems, operating systems) and the interaction between them in an IoT device
• Addressing things: What happens when objects (real and virtual) are provided with an address, 

allowing to restrict and constraint their territories and behaviours? What are the potential 
opportunities and risks of addressing objects?  

• Speaking things: What are the technological advancements allowing people to have meaningful 
conversations with digital technology? What are the positive and negative effects of attributing 
human traits, emotions or intentions to technology?

• Seeing things: How do objects see and make sense of the world? What are the challenges and 
progress made in computer vision? 

• Tracking things: How can IoT devices communicate to and about its users? What is playful 
surveillance? When does tracking become problematic? 

• The contents should be delivered through lectures and seminars, with the blended learning 
approach facilitating the knowledge and resource sharing between the teacher(s) and the 
students. The learning through research approach should facilitate the students work with essay 
writing. 

Also see Tool 1 Lectures, Tool 7 Learning Through Research, and Tool 8 Blended Learning (available at 
http://www.e4ft.eu), together with the resource list below for further support. 

expected to acquire competences related to communication, critical thinking, research ability and 
information literacy. The knowledge and skills acquired from this unit form the basis for the units 
Wearables, Computational Couture, and give insights to the units Digital Manufacturing: Laser cutting 
to 3D Printing in Fashion and Identifying Fashion-Tech Opportunities. By offering the respective 
units collectively, knowledge and capabilities in the engineering and design areas will be integrated, 
promoting the transfer of knowledge and innovation to new sectors and applications with particular 
reference to materials, meanings and processes. 

LEARNING OUTCOMES

Upon successful completion of the unit the students will be able to:

1. Demonstrate in-depth knowledge of the concept of Internet of Things and its origins by critically 
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examining the concept’s key technological components and significance to user experience; 
2. Recognise and critically reflect on personal or collective roles as fashion-tech designers affecting 

the user experience by identifying actions necessary to tackle issues with privacy and security;
3. Find, critically analyse and evaluate peer-reviewed research on the Internet of Things and present 

findings in required formats (i.e. visually, orally and in writing). 

ASSESSMENT METHODS

The assessment for this unit involves oral and written interpretation of research findings:

4. Active participation in seminars, preceded by an individual task to identify and shortly critically 
analysing 2-3 peer-reviewed articles about the previously described perspectives on the Internet 
of Things and their significance to user experience. 

5. Essay of 2500-3000 words detailing the student’s own conclusions and observations based on 
peer-reviewed scientific papers from a chosen seminar, focusing on how IoT can be implemented 
in fashion-tech, improvements and diminishments of such IoT devices that were not one in the 
past, and benefits and dangers with user experience. 

READING AND RESOURCE LIST

Essential Reading and Resources

Anon (2019). The Internet of Things in the Industrial Sector: Security and Device Connectivity, Smart 
Environments, and Industry 4.0. [Online]. Cham: Springer International Publishing.

Bunz, M. and Meikle, G. (2018). The Internet of Things. Cambridge: Polity Press.

Further Reading and Resources

Barker, R. (n.d.) Internet of Things: Are Smart Devices Helping or Harming? TEDxSalem. Available at 
https://www.youtube.com/watch?v=ipdTLJcIkWI  

Behmann, F. and Wu, K. (2015) Collaborative Internet of Things (C-IOT): For Future Smart Connected 
Life and Business. [Online]. Chichester, UK: John Wiley & Sons Ltd.

Fernandez-Carames, T.M. and Fraga-Lamas, P. (2018) Towards the Internet of Smart Clothing: A 
Review on IoT Wearables and Garments for Creating Intelligent Connected E-Textiles. Electronics. 
[Online] 7 (12).
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Hougland, B. (n.d) What is the Internet of Things? And why should you care?  TEDxTemecula. Available 
at https://www.youtube.com/watch?v=_AlcRoqS65E    

Olson, N. et al. (2015) Semantic web, ubiquitous computing, or internet of things? A macro-analysis 
of scholarly publications. Journal of Documentation. [Online] 71 (5), 884–916.

Paret, D. and Crégo, P. (2019) Wearables, smart textiles & smart apparel. London, UK: ISTE Press.
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