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Wearables
+ Biofabrication

WHY WHEN = WHERE

. . MEXICO
_ Turning necessity - January — March IBERO / IDIT
into opportunity 2026

WHO

Laura Muth






1500 km \ ' -
J

Sargassum Density (kg/m?)
D

0 0002 0004 0.006 0008 0.01



Megatrend-Map

Die Megatrend-Map zeigt die =lf zentralen Mega-
trends unserer Zet. Sie sind die gréoften Treiber des
Wandels in Wirtschaft und Gesellschaft und prégen

GLOBALISIERUNG DEMOGRAFISCHER
GESUNDHEIT (e WANDEL

ﬁ —
URBANISIERUNG

SICHERHEIT O, DEPENDABILITY Q

unsere Zukunft — nicht nurkurzfristig, sendern auf
mittlere bis lange Sicht. Megatrends entfatten ihre 0
Dynamik iiber lahrzehnte. ] 1= ry MULTPOLARE
WELTORDMUNG UN-RUHESTAMD
Megatrends sind nie linear und eindimensional, son-
dernvielschichtigund veller gegenldufiger Strémun-
gen. Sie wirken nicht isoliert, soncern besinflussen LOMGEVITY () g L . FRIEND- () e
einanderge:genseitig und verstirken si_ch soinihrer SHORING SPACE BEVOLKEILNGS-
Wirkung. Die Map stellt daher auch die Parallelen AGE WACHSTUM
und Uberschneidungen van Megatrends dar.
i : : i 5% MULTHSRAFIE DIVERSITY MIGRATION
Die einzelnen Stationen einer Megatrend-Linie zei- S (y—— SHIFTS
gen die wichtigsten Subtrends, die den Megatrend HEALTHY SICHERHEIT INKLUSION
pragen. Sie verdeutlichen die dynamische Vielfalt, AGING
i i i HYPER-
diz innerhalb eines Megatrends wirkt. i LATTFORI-
LISIERLMNG SHONOMIE
PREVENTIVE
HEALTH
HUMAN
MHEITAL TRU
AUGHETATION HEALTH TECHNOLO@T _
2 O O ® ®
. DIFFEREMTIATZD)
KONNEKTIVITAT DATA
TECHNO-
SO7IALE
MEMTAL HEALTH
B ARBEITSWELT
(=11
ECOMOMY
| 8 (] ()
SEMERATIONAL DEALING WITH
LEADERSHI? REGLILATIONS
FUTURE OF WORK
HUMAMN
CENTRICITY
e
g —

. LEARNIPE ) e P ey A O ik
pet i = L
WISSENSKULTUR GAMFICATION =/ iﬁg ' Bagecd NERGY ATERNATIVE
ACHT. HOLISTIC e
*® CARE () " ) L ATURE e FROPOSITION
wl‘ERGEm QALY A o \_~ ) JANAGEMENT
AN
EXPERIEMCE SERIONALL- A
BICONVERSITAT oLanT SIERUNG
BASED
APPROACH (4 TN
: o2
DEMOGRAFISCHER OFT MTERUNG NATIONALISMUS O
WANDEL ST ﬂ
RK ,. UTAINMENT PUBLIC
£y
£B
URBANISIERUNG
= WISSENSKULTUR
FUTURE OF WORK OKOINTELLIGENZ GESUNDHEIT

HLIMAM

RELIGIOSE
IDEMTITAT
Foa

ZUKUNTTSINSTITUT

]
RULTUR

GEN DER
AWAREMESS

THIRD
PLACES

AUTOMNOMES

ERSCHOPFTES
ELIROPA

COOPETITICM

SUSTAMABLE
TRANSPORT &

el

E-MOEILITY

LURBAN
SAFETY

GAME OF
MNATIZNS

15 MINUTEM
STADT

MIKRO-
MOBILITAT

WATER
MAMAGEMENT

DIGITAL
9 TWINSG
() PROGRESSIVE
PROWINE
OUAMTEN- .
COMPUTIMNG
BLOCKEUSTER
ALLIANCES
. 8
GLOKALISIERUMNG DEZENTRA KEI

i)

GLOBALISIERUNG

SICHERHEIT
SEAMLESS
BIOK USCHE . MOBILITY
LR
"
MOBILITAT
i

CEHARBC-
§ MISIERUMG

OKOINTELLIGENZ

LASTMILE
CONCEPTS
'. !!';i-':}'_l
MOBILITAT

&)
HONNERTIVITAT



ECOLOGICAL INTELLIGENCE

(Core Megatrend)
— strongest relevance

Why it is relevant:

The project directly engages with regenera-
tive material systems, biofabrication, circular
thinking, and the transformation of environ-
mental challenges into resources.

Related subdimensions:

- Circular Economy

- Green Tech

- Biodiversity

- Plant-Based / Bio-Based Materials
Project relevance:

Sargassum as a bio-based resource, material
cycles, end-of-life considerations, and ecolo-
gical responsibility.

KEY MEGATRENDS

KNOWLEDGE CULTURE

- research, mediation, learning through
material

Why it is relevant:
The project functions not only as an object,
but as a research and knowledge-transfer
format.
Related subdimensions:

Material Literacy

Experimental Learning Formats

Open Innovation
- Transdisciplinary Knowledge
Project relevance:
Biofabrication as a learning process, material
experimentation, exhibition and educational
formats.

HEALTH

Proximity to the body

CONNECTIVITY

- Trust technology
- Material as an interface
«  Human-environment systems

IDENTITY DYNAMICS

— body, perception, proximity

Why it is relevant:

Wearables act as body-related interfaces,
linking materiality to identity and ecological
self-positioning.
Related subdimensions:
- Body & Self-Perception
- Empathic Design
- Sensory Experience

Material as an Expression of Values
Project relevance:
“Wearing the ecological crisis on the body,”
technology-free wearables, bodily proximity,
and intimacy.

FUTURE OF WORK

- new design roles and practices

Why it is relevant:
The project positions design as a research-
based, mediating, and systemic practice.
Related subdimensions:

Hybrid Professions

Designer as Researcher

Experimental Labs

Sustainability-Driven Innovation
Project relevance:
Material designer practice, biofabrication
research, and emerging working models.

URBANIZATION

— context, space, installation

Why it is relevant:

Sargassum is a local, urban-ecological
phenomenon with global implications.
Related subdimensions:

+Urban Ecology

+  Public Spaces

- Spatial Installations

+ Cityas an Ecosystem

Project relevance:

Spatial installation, mediation and
knowledge transfer within urban and
institutional contexts.

SECONDARY,
SUPPORTING
TRENDS
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THE PROJECT

Questions:

how we relate to environmental crises when

they are no longer distant, but physically pre-
sent on our bodies.



THE PROJECT

Interactive Instalation

[ Body-worn, biofabricated structure

as an Interface between the human body
& the ocean.



THE PROJECT

The wearable reacts subtly to bodily data
- breath, heartbeat, or movement

Translating internal rhythmes:
- gentle motion, texture shifts, or light.



THE PROJECT

Sargassum exists in a state of contradiction:
it is both:

pollutant & resource,
excess & opportunity.



THE PROJECT

The softness, fragility, & organic irregularities
of the biofabricated seaweed

/l

The precision of sensors, code,

& digital fabrication

creating a dialogue between
nature & technology.
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Questions:

how we relate to environmental crises when
they are no longer distant, but physically pre-
sent on our bodies.
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\Wearable Artifact:
Invasive presence as a material for reflection,
are, & regeneration.




THE PROJECT

Questions:

how we relate to environmental crises when
they are no longer distant, but physically pre-
sent on our bodies.

Interactive Instalation

[ Body-worn, biofabricated structure

as an Interface between the human body
& the ocean.

Sargassum exists in a state of contradiction:
It is both:

pollutant & resource,

excess & opportunity.

The wearable reacts subtly to bodily data
- breath, heartbeat, or movement

Translating internal rhythms:
- gentle motion, texture shifts, or light.

The softness, fragility, & organic irregularities ~ \Wearable Artifact:
Invasive presence as a material for reflection,
care, & regeneration.

of the biofabricated seaweed
/l

The precision of sensors, code,
& digital fabrication

creating a dialogue between
nature & technology.

Ultimately:
The project exists in the space between
care & discomfort

technology & ecology,
problem & potential.
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STANDING TYPE

PROCESS PROBLEM SOLUTION
DEFINITTION
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DISCOVER DEFINE DEVELOP DELIVER

- Collect infomation - Analyze neds & * Generate Concepts * Validate feedback
* Build empathy for users insignts * Evaluate Prototypes » Refine solution
- Clarify approaches
research » Start implementation
question

Storytelling
Video making...

OBSERVE UNDER PROTO-
STANDING TYPE

DEZEMBER JANUARY EBRUARY, MARCH

PROCESS PROBLEM SOLUTION
DEFINITTION
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PRIMARY
TARGET GROUPS

DIRECT AUDIENCE f USERS

VISITORS & WEARERS

exhibition, installation,
body-worn experience

- Visitors of exhibitions, design
& material festivals

- People interested in environ-
mental issues, materiality,
& embodied experience

- Design-interested general public

Why relevant:

They experience the material
directly, sensorially, & in close
proximity to the body.

The project focuses less on func-
tionality & more on perception,
reflection & emotional connection.

DESIGN & ART STUDENTS
/| RESEARCHERS

- Students from design,
fashion, art, & architecture

- Researchers working in material
design, biofabrication,
& wearables

Why relevant:

The project functions as a re-
search case study, reference,
& learning resource for
regenerative design practices.

SECONDARY
TARGET GROUPS

PROFESSIONAL & INSTITUTIONAL

CULTURAL INSTITUTIONS

Museums

Galleries

Design and science exhibitions
Educational spaces

MATERIAL RESEARCHERS
& INNOVATORS

« Biofabrication labs

+ Material developers

« Textile research and industry
(e.g. seaweed-based fibers)

Hole:

« Presentation of the project as
an installation or research object

- Contextualization of environ-

Interests:

« New material applications mental and material topics

+ Alternative narratives for biomass
- Prototypical material systems

SUSTAINABILITY
& ENVIRONMENTAL ACTORS

» NGOs

» Environmental initiatives

- Educational organizations

- Coastal protection and environ-
mental projects

Relevance:

The project offers an alternative,
non-technical form of environmental
communication, emphasizing
empathy over data.




LOCAL TERTIARY
STAKEHOLDERS STAKEHOLDERS

CONTEXT-SPECIFIC SYSTEM LEVEL
SOCIETY
LOCAL COMMUNITIES & FUTURE DESIGN PRACTICE
IN MEXICO ACADEMIC INSTITUTIONS _ |
- The broader design community
. Coastal regions directly affec- . IBERO/IDIT + Discourse on material ethics,
ted by the Sargassum issue + Fabricademy network circular thinking, & regenerative
+ Stakeholders from tourism, . Future research & teaching systems
« environmental management, contexts
& local economies Contribution of the project:
Value: . Shifting narratives
Role: . Project as a case study - Strengthening material-based
- Providers of local context . Integration into teaching. responsibility
+ Potential collaboration partners workshops, & exhibitions + Positioning design as a cultural
- Sources of situated knowledge & ecological tool

& perspectives



