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In this discussion we cause to notice the developing 

field of savvy material interfaces. These epic 

composites, that at times are as of now celebrated 

as the response for the 21st century mechanical 

necessities are by and large alluded to as materials 

that are fit for detecting the earth and effectively 

reacting to natural changes by changing their 

physical properties. That is, shrewd materials have 

physical properties which can be changed or 

constrained by outer upgrades like electric or 

attractive fields, light, temperature or stress. Shape, 

size and shading are among the properties which 

will be changed. Brilliant material interfaces are 

physical interfaces that use these materials to detect 

the earth and show reactions by changing their 

physical properties. Some normal shrewd materials 

show up inside the kind of polymers, earthenware 

production, memory metals or hydro-gels. This 

discussion targets animating innovative work in 

interfaces that utilize such brilliant materials. 

Shrewd material interfaces are frequently applied 

in a few areas and utilized for different purposes: 

practical, open and masterful . We will likewise 

examine our own encounters with shrewd material 

interfaces. We will show tests of innovative curios 

structured by understudies of the Fine Arts Academy 

in Venice and by grade younger students utilizing 

thermo-chromic and conductive ink for the plan of 

â€electronicâ Origami. In this paper we draw 

attention to the emerging field of smart material 

interfaces. These novel composites, that in some 

cases are already celebrated as the answer for the 

21st century's technological needs, are generally 

referred to as materials that are capable of sensing 

the environment and actively responding to 

environmental changes by changing their physical 

properties. Smart materials have physical 

properties that can be changed or controlled by 

external stimuli such as electric or magnetic fields, 

light, temperature or stress. Shape, size and color 

are among the properties that can be changed. 

Smart material interfaces are physical interfaces 

that utilize these materials to sense the environment 

and display responses by changing their physical 

properties. Common smart materials appear in the 

form of polymers, ceramics, memory shape alloys or 

hydro-gels. This paper aims at stimulating research 

and development in interfaces that make novel use 

of such smart materials. Emerging pervasive 

technologies like smart textiles make it possible to 

develop new and more accessible healthcare 

services for patients independently of their location 

or time. However, none of these new e-health 

solutions guarantee a complete user acceptance, 

especially in cases requiring extensive interaction 

between the user and the solution. So far, 

researchers have focused their efforts on new 

interactions techniques to improve the perception of 

privacy and confidence of the people using e-

health services. In this way, the use of smart 

everyday objects arises as an interesting approach 

to facilitate the required interaction and increase 

user acceptance. Such Smart Daily Objects together 

with smart textiles provide researchers with a novel 

way to introduce sophisticated sensor technology in 

the daily life of people. This work presents a 

sensorized smart toy for assessment of psychomotor 

development in early childhood. The aim of this 

work is to design, develop, and evaluate the 

usability and playfulness of a smart textile-enabled 

sensorized toy that facilitates the user engagement 

in a personalized monitoring healthcare activity. To 

achieve this objective the monitoring is based on a 

smart textile sensorized toy as catalyzer of 

acceptance and multimodal sensing sources to 
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monitor psychomotor development activities during 

playtime. 
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