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1981,

HMD-
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Wearable 

AR

1985, Wearable AR as a

visual art form:

http://wearcam.org/abaq/

1994-1996,

Wearable Wireless

Webcam: AR system

worn every day

nonstop for 2 years

[10,11].

1997, Mann:
Gesture-based
wearable comp.
3D AR, 
"SixthSense"[10]

1990s, Founding of MIT

Wearable Computing

Project

[http://wearcam.org/nn.htm]

1994,
Milgram's continuum 

(reality-virtuality)

1961, Philco:

HMD for

remote video

surveillance

1968, Ivan

Sutherland:

“The Sword 

of Damocles”

1950s, '60s: Building-mounted AR (not portable; e.g., ceiling mounted): 

1970s and 1980s, Mann: Mobile, Wearable Wireless Free-roaming AR:

Wearable Computing, Wireless, Sensing, and Metasensing with light bulbs.
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Vironment--
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Physical-------
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Virtuality---

Technology--

Info/Comp.--

Bits------------

Z

Veillance

Society

Socio/Political

Genes/bemes/memes

The 3 Axes

Adadpted from Figure 1 of "Can Humans Being Clerks make Clerks be Human", S. Mann, ITTI, 43(2), pp97-106, 2001

Urban Scalespace
"Wearables" 

IoT (Internet of Things)

IoT

Vironment, Virtuality, and Veillance:

a contextual framework for

• IoT (Internet of Things);

• "Wearables"; and

• AR

This p
lane

(V
irt

uality
 a

nd V
eilla

nce)

is th
e p

lane o
f

Hum
an-

In
fo

rm
atio

n

In
te

ra
ctio

n,

as p
ro

posed

by N
. G

ers
hon,

1995).

This plane(Vironment and Virtuality)

is the plane of "Bits and Atoms" (e.g.

Nicholas Negroponte)

and

  define the plane of
Veillance in the Vironment.

Together with AR, we have all 3 axes...

S.W.I.M. (Sequential Wave Imprinting Machine)

http://wearcam.org/swim/
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