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Abstract 
Fabrics are fundamental elements of our daily lives, which are wo-
ven, knitted, or embroidered into diverse products like clothing and 
furniture. Recent advances in materials science and digital fabri-
cation have enabled us to fabricate personalized and responsive 
fabric products computationally and interactively, which we call 
“computational tailor-making.” In this workshop, we will build an 
interdisciplinary network of researchers on computational tailor-
making and discuss (1) computational fabric design, (2) novel fabric 
fabrication tools, (3) shape-changing fabrics, and (4) sustainable 
fabric production, from the viewpoint of HCI. The workshop ses-
sion will help attendees build a shared vision, recognize potential 
challenges, find unexpected solutions and ideas, collaborate beyond 
disciplines, and explore the possible connection to industries. 

CCS Concepts 
• Human-centered computing → Interaction devices; Interac-
tive systems and tools; • Applied computing → Computer-aided 
design. 
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1 Introduction 
Fabrics are woven, knitted, and embroidered into our everyday lives, 
appearing as clothing, furniture, and a wide range of other daily 
products. Thanks to advancements in materials science and digital 
fabrication, researchers in HCI and CG have recently been exploring 
ways to make the traditional fabric manufacturing process more 
computational and interactive. Such “computational tailor-making” 
could lead to revolutionizing the fashion and fabric industries by 
introducing innovative tools and methods that enhance creativity, 
efficiency, individuality, and sustainability. Here are some examples: 

1. Interactive fabric CAD tools that allow designers to easily 
switch between 2D textile patterns and 3D draped garments, 
providing immediate and accurate feedback [20, 29, 35]; 

2. Novel fabric fabrication tools (e.g., custom 3D printers) ac-
cessible and useful for both non-traditional and traditional 
fashion designers, allowing for rapid prototyping and func-
tional materials/structures [9, 30, 33]; 

3. Shape-changing fabrics in response to various stimuli and 
situations (e.g., temperature, pneumatics, user’s manipula-
tion) [2, 10, 16]; 

4. Sustainable fabric production by reducing wastes with con-
strained pattern design and biodegradable materials [42, 43], 
or by upcycling and repurposing waste [23, 24, 31]. 

In the past, the HCI community has offered multiple workshops 
and SIGs for e-textiles [6, 13, 14]. However, the recent interest in 
fabrics is not limited to e-textiles. Rather, wider aspects like fabri-
cation, geometry, and materials are gaining attention [34]. In this 
workshop, we will build an interdisciplinary network of researchers 
on computational tailor-making, to learn from each other’s perspec-
tives and work, identify open research spaces in the computational 
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design of personalized, shape-changing, and sustainable fabrics, 
and provoke discussions on the tools and techniques for potential 
design and solutions. We believe that the workshop will help re-
searchers with similar interests build a shared vision, recognize 
potential challenges, collaborate beyond disciplines, and explore 
the possible connection to industries. 

2 Workshop Procedure 
Our workshop will include: 

• Fabric-related lectures by HCI researchers; 
• Hands-on activities. The audience will experience (1) weav-
ing with a toy jacquard loom, (2) handmade solid knitting, 
and (3) other fabric fabrication methods; 

• Discussion within small groups regarding the fabric-related 
topics detailed in the next section. We will identify potential 
research directions and collaborations; 

• Presentation of the discussion results from each group. 
The main goal of this workshop is to bring together researchers 
who are interested in exploring how HCI can contribute to com-
putational tailor-making or how computational tailor-making can 
contribute to HCI. We will provide an opportunity where people 
from different fields, such as computer graphics, digital fabrication, 
materials science, robotics, and electrical engineering, can share 
ideas, methods, and findings. 

3 Topics 
3.1 How Can We Design Fabrics for Personal 

Demands? 
The introduction of the interactive fabric CAD tools marked a 
significant shift. Especially, recent projects often focus on how 
people can interactively switch from 2D to 3D and vice versa. For 
example, users can simulate how 2D sewing patterns fit 3D hu-
man models [8, 35]. Inversely, various methods can generate 2D 
patterns that meet individual demands. For example, patterns are 
tailored from garment 3D models [29], individual body shapes and 
movements [39], and required kinesthetic force feedback [36, 37]. 
Recently, AI-powered CAD tool [25] generates 2D sewing patterns 
of garments even from a single photo of a person wearing it, with 
the help of a large data set including images and corresponding 
sewing patterns. Other than the pattern shape, there are many 
prior works on computational fabric design, such as a parametric 
textile design system [5] and compilers for machine and manual 
knitting [12, 26]. 

We will map existing systems and discuss the remaining possi-
bilities of fabric design systems. 

3.2 What are the Potential Applications of 
Fabric Fabrication Tools? 

In HCI, people have proposed multiple fabrication methods to 
achieve hairy [22, 27, 38], woven [9, 33], and non-woven [28, 30] 
structures mainly using 3D printers. Among others, 3D Printed 
Fabric [33] and DefeXtiles [9] achieved quasi-woven structures by 
connecting pillars and the under-extruded filaments of FDM 3D 
printers, respectively. The current benefits of 3D printed fabric 
are a combination of functional filaments (e.g., conductivity, color 

change, shape memory effect) and design freedom of the struc-
ture not necessarily restricted to weaving or knitting. As a typical 
example, our workshop will explore the potential benefits and ap-
plications of 3D printed fabric. Along with quasi-fabric structures, 
we will also investigate how we can design, fabricate, and leverage 
3D printed garments [7, 11, 32], shoes [1, 3, 41], and other products 
in the context of HCI. 

3.3 How can Shape-Changing Fabrics 
Contribute to Interactive Fashion? 

In the last decade, researchers in HCI have explored different ways 
of shape-changing fabrics and garments for multiple applications. 
For example, a small rover holding the fabric with magnetic force [4, 
15] was used as a movable I/O unit. Also, McKibben pneumatic 
actuators were embedded in knitted or woven fabrics to achieve 
a movable wrist band [18] or a posture correction garment [16]. 
Another popular shape-changing approach is the use of thermally 
shrinkable threads such as shape memory alloys (SMA) [17, 19, 21] 
and liquid crystal elastomers (LCAs) [10], which are knitted or 
woven inside fabrics. More simply, a tendon embedded inside a 
machine-knitted structure can actuate soft objects [2]. 

However, the actual use of shape-changing fabrics is still quite 
limited (except for, for example, Steam Stretch fabric by ISSEY 
MIYAKE [40]). We hope to discuss how they can contribute to user 
interaction. 

3.4 How can HCI Help Reduce Wastes and 
Create from Wastes? 

The fashion industry has been under increasing pressure to adopt 
more sustainable practices. The computational tailor-making pro-
cess enhances environmental sustainability mainly by (1) low-waste 
fabric production which creates the fabrics with minimum fabric 
wastes during production process [42] and (2) fabric waste up-
cycle which repurposes fabric scraps from garment production 
process and discarded clothing for sewing practice [24] and patch-
work [23, 31]. 

Along with the use of biodegradable materials [43], we will dis-
cuss how the HCI community can contribute to the development 
of innovative tools and technologies that support these sustainable 
practices, enabling designers and manufacturers to efficiently im-
plement low-waste or zero-waste fabric design and fabric waste 
upcycling in their workflows. 

4 Outcomes and Next Steps 
One of the major outcomes of this workshop will be a research 
network for successive collaboration. To maximize the outcome, we 
plan to invite or send researchers to work on the problems and ideas 
found in the workshop session. An important next step would be to 
repeatedly have the gathering at least annually in HCI conferences 
to update our topics and involve more people to work together. 
Also, inviting people from the fashion industry to our community 
will help specify the practical issues and scale future outcomes in 
the wild. 



Computational Tailor-Making for Personalized, Shape-changing, and Sustainable Fabrics UIST Adjunct ’25, September 28–October 01, 2025, Busan, Republic of Korea 

Acknowledgments 
This work was supported by Japan Science and Technology Agency 
(JST) as part of Adopting Sustainable Partnerships for Innovative 
Research Ecosystem (ASPIRE) Grant Number JPMJAP2401; Fusion 
Oriented REsearch for disruptive Science and Technology (FOR-
EST) Grant Number JPMJFR232V; JSPS KAKENHI Grant Number 
JP25H01151. 

References 
[1] Addidas. 2017. FUTURECRAFT. Retrieved March 4, 2005 from https://www. 

adidas.com/us/futurecraft 
[2] Lea Albaugh, Scott Hudson, and Lining Yao. 2019. Digital Fabrication of Soft 

Actuated Objects by Machine Knitting. In Extended Abstracts of the 2019 CHI 
Conference on Human Factors in Computing Systems (Glasgow, Scotland Uk) 
(CHI EA ’19). Association for Computing Machinery, New York, NY, USA, 1. 
https://doi.org/10.1145/3290607.3311767 

[3] Bernd Bickel, Moritz Bächer, Miguel A. Otaduy, Hyunho Richard Lee, Hanspeter 
Pfister, Markus Gross, and Wojciech Matusik. 2023. Design and Fabrication of 
Materials with Desired Deformation Behavior (1 ed.). Association for Computing 
Machinery, New York, NY, USA. https://doi.org/10.1145/3596711.3596798 

[4] Artem Dementyev, Hsin-Liu (Cindy) Kao, Inrak Choi, Deborah Ajilo, Maggie 
Xu, Joseph A. Paradiso, Chris Schmandt, and Sean Follmer. 2016. Rovables: 
Miniature On-Body Robots as Mobile Wearables. In Proceedings of the 29th Annual 
Symposium on User Interface Software and Technology (Tokyo, Japan) (UIST ’16). 
Association for Computing Machinery, New York, NY, USA, 111–120. https: 
//doi.org/10.1145/2984511.2984531 

[5] Laura Devendorf, Kathryn Walters, Marianne Fairbanks, Etta Sandry, and Emma R 
Goodwill. 2023. AdaCAD: Parametric Design as a New Form of Notation for 
Complex Weaving. In Proceedings of the 2023 CHI Conference on Human Factors in 
Computing Systems (Hamburg, Germany) (CHI ’23). Association for Computing 
Machinery, New York, NY, USA, Article 127, 18 pages. https://doi.org/10.1145/ 
3544548.3581571 

[6] Lucy E. Dunne. 2019. Making with Fabric: Foundations of Soft Goods and E-
Textiles Fabrication. In Extended Abstracts of the 2019 CHI Conference on Human 
Factors in Computing Systems (Glasgow, Scotland Uk) (CHI EA ’19). Association 
for Computing Machinery, New York, NY, USA, 1–3. https://doi.org/10.1145/ 
3290607.3298824 

[7] Behnaz Farahi. 2016. Caress of the Gaze: A Gaze Actuated 3D Printed Body 
Architecture. In 36th Annual Conference of the Association for Computer Aided 
Design in Architecture. 10 pages. 

[8] CLO Virtual Fashion. 2009. CLO. Retrieved Dec 3, 2024 from https://www.clo3d. 
com/ 

[9] Jack Forman, Mustafa Doga Dogan, Hamilton Forsythe, and Hiroshi Ishii. 2020. 
DefeXtiles: 3D Printing Quasi-Woven Fabric via Under-Extrusion. In Proceedings 
of the 33rd Annual ACM Symposium on User Interface Software and Technology 
(Virtual Event, USA) (UIST ’20). Association for Computing Machinery, New York, 
NY, USA, 1222–1233. https://doi.org/10.1145/3379337.3415876 

[10] Jack Forman, Ozgun Kilic Afsar, Sarah Nicita, Rosalie Hsin-Ju Lin, Liu Yang, 
Megan Hofmann, Akshay Kothakonda, Zachary Gordon, Cedric Honnet, Kristen 
Dorsey, Neil Gershenfeld, and Hiroshi Ishii. 2023. FibeRobo: Fabricating 4D 
Fiber Interfaces by Continuous Drawing of Temperature Tunable Liquid Crystal 
Elastomers. In Proceedings of the 36th Annual ACM Symposium on User Interface 
Software and Technology (San Francisco, CA, USA) (UIST ’23). Association for 
Computing Machinery, New York, NY, USA, Article 19, 17 pages. https://doi. 
org/10.1145/3586183.3606732 

[11] Iris Van Herpen. 2010. Sculpting The Senses. Retrieved Dec 3, 2024 from https: 
//www.irisvanherpen.com/sculpting-the-senses 

[12] Megan Hofmann, Lea Albaugh, Ticha Sethapakadi, Jessica Hodgins, Scott E. 
Hudson, James McCann, and Jennifer Mankoff. 2019. KnitPicking Textures: 
Programming and Modifying Complex Knitted Textures for Machine and Hand 
Knitting. In Proceedings of the 32nd Annual ACM Symposium on User Interface 
Software and Technology (New Orleans, LA, USA) (UIST ’19). Association for 
Computing Machinery, New York, NY, USA, 5–16. https://doi.org/10.1145/ 
3332165.3347886 

[13] Cedric Honnet, Tianhong Catherine Yu, Irmandy Wicaksono, Tingyu Cheng, 
Andreea Danielescu, Cheng Zhang, Stefanie Mueller, Joe Paradiso, and Yiyue Luo. 
2024. Democratizing Intelligent Soft Wearables. In Adjunct Proceedings of the 37th 
Annual ACM Symposium on User Interface Software and Technology (Pittsburgh, 
PA, USA) (UIST Adjunct ’24). Association for Computing Machinery, New York, 
NY, USA, Article 90, 3 pages. https://doi.org/10.1145/3672539.3686707 

[14] Theo Hughes-Riley, Arash M. Shahidi, Kalana Marasinghe, Zahra Rahemtulla, Ma-
lindu Ehelagasthenna, Parvin Ebrahimi, Richard Arm, Carlos Oliveira, Lars Erik 
Holmquist, and Tilak Dias. 2024. Wearable Electronic Textiles for Healthcare, 

Wellbeing, and Protective Applications. In Extended Abstracts of the CHI Confer-
ence on Human Factors in Computing Systems (Honolulu, HI, USA) (CHI EA ’24). 
Association for Computing Machinery, New York, NY, USA, Article 426, 5 pages. 
https://doi.org/10.1145/3613905.3648646 

[15] Hsin-Liu (Cindy) Kao, Deborah Ajilo, Oksana Anilionyte, Artem Dementyev, 
Inrak Choi, Sean Follmer, and Chris Schmandt. 2017. Exploring Interactions 
and Perceptions of Kinetic Wearables. In Proceedings of the 2017 Conference on 
Designing Interactive Systems (Edinburgh, United Kingdom) (DIS ’17). Association 
for Computing Machinery, New York, NY, USA, 391–396. https://doi.org/10. 
1145/3064663.3064686 

[16] Ozgun Kilic Afsar, Ali Shtarbanov, Hila Mor, Ken Nakagaki, Jack Forman, Karen 
Modrei, Seung Hee Jeong, Klas Hjort, Kristina Höök, and Hiroshi Ishii. 2021. 
OmniFiber: Integrated Fluidic Fiber Actuators for Weaving Movement based 
Interactions into the ‘Fabric of Everyday Life’. In The 34th Annual ACM Sym-
posium on User Interface Software and Technology (Virtual Event, USA) (UIST 
’21). Association for Computing Machinery, New York, NY, USA, 1010–1026. 
https://doi.org/10.1145/3472749.3474802 

[17] Heather Jin Hee Kim, Narjes Pourjafarian, Arhan Choudhury, Joan Stilling, and 
Cindy Hsin-Liu Kao. 2024. MediKnit: Soft Medical Making for Personalized 
and Clinician-Designed Wearable Devices for Hand Edema. Proc. ACM Interact. 
Mob. Wearable Ubiquitous Technol. 8, 3, Article 110 (Sept. 2024), 30 pages. https: 
//doi.org/10.1145/3678504 

[18] Jin Hee (Heather) Kim, Shreyas Dilip Patil, Sarina Matson, Melissa Conroy, and 
Cindy Hsin-Liu Kao. 2022. KnitSkin: Machine-Knitted Scaled Skin for Locomotion. 
In Proceedings of the 2022 CHI Conference on Human Factors in Computing Systems 
(New Orleans, LA, USA) (CHI ’22). Association for Computing Machinery, New 
York, NY, USA, Article 391, 15 pages. https://doi.org/10.1145/3491102.3502142 

[19] Jin Hee (Heather) Kim, Joan Stilling, Michael O’Dell, and Cindy Hsin-Liu Kao. 
2023. KnitDema: Robotic Textile as Personalized Edema Mobilization Device. In 
Proceedings of the 2023 CHI Conference on Human Factors in Computing Systems 
(Hamburg, Germany) (CHI ’23). Association for Computing Machinery, New York, 
NY, USA, Article 472, 19 pages. https://doi.org/10.1145/3544548.3581343 

[20] Maria Korosteleva and Sung-Hee Lee. 2022. NeuralTailor: reconstructing sewing 
pattern structures from 3D point clouds of garments. ACM Trans. Graph. 41, 4, 
Article 158 (July 2022), 16 pages. https://doi.org/10.1145/3528223.3530179 

[21] Pin-Sung Ku, Kunpeng Huang, and Cindy Hsin-Liu Kao. 2022. Patch-O: De-
formable Woven Patches for On-body Actuation. In Proceedings of the 2022 CHI 
Conference on Human Factors in Computing Systems (New Orleans, LA, USA) 
(CHI ’22). Association for Computing Machinery, New York, NY, USA, Article 
615, 12 pages. https://doi.org/10.1145/3491102.3517633 

[22] Gierad Laput, Xiang ’Anthony’ Chen, and Chris Harrison. 2015. 3D Printed Hair: 
Fused Deposition Modeling of Soft Strands, Fibers, and Bristles. In Proceedings 
of the 28th Annual ACM Symposium on User Interface Software & Technology 
(Charlotte, NC, USA) (UIST ’15). Association for Computing Machinery, New 
York, NY, USA, 593–597. https://doi.org/10.1145/2807442.2807484 

[23] Mackenzie Leake and Ross Daly. 2024. ScrapMap: Interactive Color Layout 
for Scrap Quilting. In Proceedings of the 37th Annual ACM Symposium on User 
Interface Software and Technology (Pittsburgh, PA, USA) (UIST ’24). Association 
for Computing Machinery, New York, NY, USA, Article 61, 17 pages. https: 
//doi.org/10.1145/3654777.3676404 

[24] Mackenzie Leake, Kathryn Jin, Abe Davis, and Stefanie Mueller. 2023. InStitches: 
Augmenting Sewing Patterns with Personalized Material-Efficient Practice. In 
Proceedings of the 2023 CHI Conference on Human Factors in Computing Systems 
(Hamburg, Germany) (CHI ’23). Association for Computing Machinery, New York, 
NY, USA, Article 267, 14 pages. https://doi.org/10.1145/3544548.3581499 

[25] Lijuan Liu, Xiangyu Xu, Zhijie Lin, Jiabin Liang, and Shuicheng Yan. 2023. To-
wards Garment Sewing Pattern Reconstruction from a Single Image. ACM Trans. 
Graph. 42, 6, Article 200 (Dec. 2023), 15 pages. https://doi.org/10.1145/3618319 

[26] James McCann, Lea Albaugh, Vidya Narayanan, April Grow, Wojciech Matusik, 
Jennifer Mankoff, and Jessica Hodgins. 2016. A compiler for 3D machine knitting. 
ACM Trans. Graph. 35, 4, Article 49 (July 2016), 11 pages. https://doi.org/10.1145/ 
2897824.2925940 

[27] Jifei Ou, Gershon Dublon, Chin-Yi Cheng, Felix Heibeck, Karl Willis, and Hi-
roshi Ishii. 2016. Cilllia: 3D Printed Micro-Pillar Structures for Surface Tex-
ture, Actuation and Sensing. In Proceedings of the 2016 CHI Conference on Hu-
man Factors in Computing Systems (San Jose, California, USA) (CHI ’16). As-
sociation for Computing Machinery, New York, NY, USA, 5753–5764. https: 
//doi.org/10.1145/2858036.2858257 

[28] Huaishu Peng, Jennifer Mankoff, Scott E. Hudson, and James McCann. 2015. A 
Layered Fabric 3D Printer for Soft Interactive Objects. In Proceedings of the 33rd 
Annual ACM Conference on Human Factors in Computing Systems (Seoul, Republic 
of Korea) (CHI ’15). Association for Computing Machinery, New York, NY, USA, 
1789–1798. https://doi.org/10.1145/2702123.2702327 

[29] Nico Pietroni, Corentin Dumery, Raphael Falque, Mark Liu, Teresa Vidal-Calleja, 
and Olga Sorkine-Hornung. 2022. Computational pattern making from 3D 
garment models. ACM Trans. Graph. 41, 4, Article 157 (July 2022), 14 pages. 
https://doi.org/10.1145/3528223.3530145 

https://www.adidas.com/us/futurecraft
https://www.adidas.com/us/futurecraft
https://doi.org/10.1145/3290607.3311767
https://doi.org/10.1145/3596711.3596798
https://doi.org/10.1145/2984511.2984531
https://doi.org/10.1145/2984511.2984531
https://doi.org/10.1145/3544548.3581571
https://doi.org/10.1145/3544548.3581571
https://doi.org/10.1145/3290607.3298824
https://doi.org/10.1145/3290607.3298824
https://www.clo3d.com/
https://www.clo3d.com/
https://doi.org/10.1145/3379337.3415876
https://doi.org/10.1145/3586183.3606732
https://doi.org/10.1145/3586183.3606732
https://www.irisvanherpen.com/sculpting-the-senses
https://www.irisvanherpen.com/sculpting-the-senses
https://doi.org/10.1145/3332165.3347886
https://doi.org/10.1145/3332165.3347886
https://doi.org/10.1145/3672539.3686707
https://doi.org/10.1145/3613905.3648646
https://doi.org/10.1145/3064663.3064686
https://doi.org/10.1145/3064663.3064686
https://doi.org/10.1145/3472749.3474802
https://doi.org/10.1145/3678504
https://doi.org/10.1145/3678504
https://doi.org/10.1145/3491102.3502142
https://doi.org/10.1145/3544548.3581343
https://doi.org/10.1145/3528223.3530179
https://doi.org/10.1145/3491102.3517633
https://doi.org/10.1145/2807442.2807484
https://doi.org/10.1145/3654777.3676404
https://doi.org/10.1145/3654777.3676404
https://doi.org/10.1145/3544548.3581499
https://doi.org/10.1145/3618319
https://doi.org/10.1145/2897824.2925940
https://doi.org/10.1145/2897824.2925940
https://doi.org/10.1145/2858036.2858257
https://doi.org/10.1145/2858036.2858257
https://doi.org/10.1145/2702123.2702327
https://doi.org/10.1145/3528223.3530145


UIST Adjunct ’25, September 28–October 01, 2025, Busan, Republic of Korea Narumi, Hirose, Lee, Larsson, He, Leake, Forman, Farahi, Yao, and Igarashi 

[30] Michael L. Rivera and Scott E. Hudson. 2019. Desktop Electrospinning: A Single 
Extruder 3D Printer for Producing Rigid Plastic and Electrospun Textiles. In 
Proceedings of the 2019 CHI Conference on Human Factors in Computing Systems 
(Glasgow, Scotland Uk) (CHI ’19). Association for Computing Machinery, New 
York, NY, USA, 1–12. https://doi.org/10.1145/3290605.3300434 

[31] Musashi Shinjo, Maria Larsson, and Hironori Yoshida. 2024. A Design and 
Fabrication Workflow for Upcycling Leftover Fabrics. In Proceedings of the 15th 
International Conference on Computational Creativity (Jönköping, Sweden) (ICCC 
’24). Association for Computational Creativity, 5 pages. 

[32] Nervous System. 2014. KinematicDress. Retrieved Dec 3, 2024 from https://n-e-
r-v-o-u-s.com/projects/sets/kinematics-dress/ 

[33] Haruki Takahashi and Jeeeun Kim. 2019. 3D Printed Fabric: Techniques for Design 
and 3D Weaving Programmable Textiles. In Proceedings of the 32nd Annual ACM 
Symposium on User Interface Software and Technology (New Orleans, LA, USA) 
(UIST ’19). Association for Computing Machinery, New York, NY, USA, 43–51. 
https://doi.org/10.1145/3332165.3347896 

[34] Kaori Ueda, Bine Roth, Laura Devendorf, Kristina Andersen, and Irene Posch. 2025. 
Gathering Textiles at CHI: Convening a Meeting to Share, Make, and Speculate. 
In Proceedings of the Extended Abstracts of the CHI Conference on Human Factors 
in Computing Systems (CHI EA ’25). Association for Computing Machinery, New 
York, NY, USA, Article 781, 5 pages. https://doi.org/10.1145/3706599.3706740 

[35] Nobuyuki Umetani, Danny M. Kaufman, Takeo Igarashi, and Eitan Grinspun. 
2011. Sensitive couture for interactive garment modeling and editing. ACM Trans. 
Graph. 30, 4, Article 90 (July 2011), 12 pages. https://doi.org/10.1145/2010324. 
1964985 

[36] Velko Vechev, Ronan Hinchet, Stelian Coros, Bernhard Thomaszewski, and Otmar 
Hilliges. 2022. Computational Design of Active Kinesthetic Garments. In Proceed-
ings of the 35th Annual ACM Symposium on User Interface Software and Technology 
(Bend, OR, USA) (UIST ’22). Association for Computing Machinery, New York, 
NY, USA, Article 23, 11 pages. https://doi.org/10.1145/3526113.3545674 

[37] Velko Vechev, Juan José Zárate, Bernhard Thomaszewski, and Otmar 
Hilliges. 2022. Computational Design of Kinesthetic Garments. Computer 

Graphics Forum 41, 2 (2022), 535–546. https://doi.org/10.1111/cgf.14492 
arXiv:https://onlinelibrary.wiley.com/doi/pdf/10.1111/cgf.14492 

[38] Guanyun Wang, Junzhe Ji, Yunkai Xu, Lei Ren, Xiaoyang Wu, Chunyuan Zheng, 
Xiaojing Zhou, Xin Tang, Boyu Feng, Lingyun Sun, Ye Tao, and Jiaji Li. 2024. 
X-Hair: 3D Printing Hair-like Structures with Multi-form, Multi-property and 
Multi-function. In Proceedings of the 37th Annual ACM Symposium on User 
Interface Software and Technology (Pittsburgh, PA, USA) (UIST ’24). Associ-
ation for Computing Machinery, New York, NY, USA, Article 65, 14 pages. 
https://doi.org/10.1145/3654777.3676360 

[39] Katja Wolff, Philipp Herholz, Verena Ziegler, Frauke Link, Nico Brügel, and Olga 
Sorkine-Hornung. 2023. Designing Personalized Garments with Body Movement. 
Computer Graphics Forum 42, 1 (2023), 180–194. https://doi.org/10.1111/cgf.14728 
arXiv:https://onlinelibrary.wiley.com/doi/pdf/10.1111/cgf.14728 

[40] WOW Inc. 2014. ISSEY MIYAKE “Steam Stretch” Concept Movie. Retrieved 
September 1, 2022 from https://vimeo.com/108092253 

[41] Willa Yunqi Yang, Yumeng Zhuang, Luke Andre Darcy, Grace Liu, and Alexandra 
Ion. 2022. Reconfigurable Elastic Metamaterials. In Proceedings of the 35th Annual 
ACM Symposium on User Interface Software and Technology (Bend, OR, USA) 
(UIST ’22). Association for Computing Machinery, New York, NY, USA, Article 
67, 13 pages. https://doi.org/10.1145/3526113.3545649 

[42] Ruowang Zhang, Stefanie Mueller, Gilbert Louis Bernstein, Adriana Schulz, and 
Mackenzie Leake. 2024. WasteBanned: Supporting Zero Waste Fashion Design 
Through Linked Edits. In Proceedings of the 37th Annual ACM Symposium on User 
Interface Software and Technology (Pittsburgh, PA, USA) (UIST ’24). Association 
for Computing Machinery, New York, NY, USA, Article 110, 13 pages. https: 
//doi.org/10.1145/3654777.3676395 

[43] Jingwen Zhu, Lily Winagle, and Hsin-Liu (Cindy) Kao. 2024. EcoThreads: Pro-
totyping Biodegradable E-textiles Through Thread-based Fabrication. In Pro-
ceedings of the 2024 CHI Conference on Human Factors in Computing Systems 
(Honolulu, HI, USA) (CHI ’24). Association for Computing Machinery, New York, 
NY, USA, Article 857, 17 pages. https://doi.org/10.1145/3613904.3642718 

https://doi.org/10.1145/3290605.3300434
https://n-e-r-v-o-u-s.com/projects/sets/kinematics-dress/
https://n-e-r-v-o-u-s.com/projects/sets/kinematics-dress/
https://doi.org/10.1145/3332165.3347896
https://doi.org/10.1145/3706599.3706740
https://doi.org/10.1145/2010324.1964985
https://doi.org/10.1145/2010324.1964985
https://doi.org/10.1145/3526113.3545674
https://doi.org/10.1111/cgf.14492
https://arxiv.org/abs/https://onlinelibrary.wiley.com/doi/pdf/10.1111/cgf.14492
https://doi.org/10.1145/3654777.3676360
https://doi.org/10.1111/cgf.14728
https://arxiv.org/abs/https://onlinelibrary.wiley.com/doi/pdf/10.1111/cgf.14728
https://vimeo.com/108092253
https://doi.org/10.1145/3526113.3545649
https://doi.org/10.1145/3654777.3676395
https://doi.org/10.1145/3654777.3676395
https://doi.org/10.1145/3613904.3642718

	Abstract
	1 Introduction
	2 Workshop Procedure
	3 Topics
	3.1 How Can We Design Fabrics for Personal Demands?
	3.2 What are the Potential Applications of Fabric Fabrication Tools?
	3.3 How can Shape-Changing Fabrics Contribute to Interactive Fashion?
	3.4 How can HCI Help Reduce Wastes and Create from Wastes?

	4 Outcomes and Next Steps
	Acknowledgments
	References



