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Delicate Hybrid Gift

Abstract: A myriad of digital files such as digital photos, music tracks, 
and illustration images are exchanged through digital devices. Some are 
intentionally given as a gift for a gesture of good relationship, but they 
often get dismissed from the receiver’s attention due to many drawbacks 
of digital materials including intangibility. Gifts are realized in various 
forms such as artefacts, food, and hospitality, which embody multiple 
layers of functions and meanings that frame our social interactions. In 
this regard, it is questionable whether the digital gifts are able to express 
the sense of “gift-ness” from the outset. If doubtful, can we reform the 
method of the gift exchange to be distinct from mere file exchange? 

Building on the basis of literature in the gift exchange, this paper delivers 
design insights in a series of interactive prototypes to depict implications 
of our prior study. Prototypes are purposely designed to highlight the 
ephemerality of the unwrapping experience to employ in digital gifting. 
We demonstrate the Research Through Design practice that comprises of 
framing the problem space, prototyping the artefacts, and probing with 
potential users. Moreover, we discuss how tangibly wrapped digital gifts 
are appropriate in retaining the wider social recognition about the gift 
and gifting. 
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devices, CDs, paper or plastic gift vouchers are not in the scope of this 
research, nor are physical material gifts ordered and delivered through an 
online order. 

In this paper, we challenge the intangibility and dismissive nature of 
digital gifts by focusing on wrapping, which specifies an object as a gift. 
Moreover, we explore associated practices in wrapping and unwrapping 
through ephemeral and delicate materials. ‘Unwrapping’ a gift is an 
ephemeral experience regarding its irreversibility. Excitement and tension 
that emerge at the instance of unwrapping are spontaneous and very 
brief. However, the role of wrapping is broadly recognized in various 
different cultures and contexts that require different ways of wrapping 
and presenting the gift. Indeed, wrapping is a significant part of gifting 
but it has been overlooked in digital gifting from a ritualised social 
interaction perspective. Therefore, we attempt to reinforce the transient 
experience by imposing a delicate and focused interaction in unwrapping 
of a digital gift. Thus, we aim to deliver prototypes that demonstrate 
the concept of hybrid gift, which convey digital gifts with physical 
manifestation.

The work illustrated in this paper has built on an earlier investigation of 
digital gifting (Kwon et al., 2017) which unveiled both weaknesses and 
advantages in digital gifting that are widely practiced in our everyday life. 
In this paper, design implications driven from the previous research have 
been demonstrated to propose alternative modes of digital gifting. Thus, 

Introduction
Gift exchange is one of the most pervasive communication method 
across various cultures and generations. Types of gifts and the modes 
of exchange are increasingly transformed by the advancements 
of computing technology that has made everyday communication 
ubiquitous with mobile devices. Digital materials are transferred and 
exchanged every second; from explicit gifts like gift cards and vouchers to 
implicit gifts such as music, movies, in-game money, etc. are exchanged 
in digital format on the Internet. However, due to the inherent feature 
of devices and interfaces that are involved in remote transition of 
the intangible materials, digital gifts often fail to convey the ritualistic 
experience that is part of the physical gift exchange. 

Gifting is one of the oldest social communication methods, and its 
original implication remains unchanged. However, it is inevitable that 
the format of a gift and manner of exchange should undergo some 
adjustments depending on the media that shapes the fundamental 
nature of our daily communication. We see the design space in ‘digital 
gifting’ that requires further investigation at an imbalance between the 
common concept of the ‘gift’ and the specific scope of gifting digital 
materials. In this paper, the term ‘digital gifts’ covers a broad range of 
digital objects that are intentionally exchanged as gifts online and in 
digital formats, without being bound to physical materials. Thus, digital 
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reciprocate - have formed preeminent theoretical model in gifting 
research. In the context of consumer marketing, Banks (1979) articulated 
the gifting process  through four stages; purchase, interaction/exchange, 
consumption, communication/feedback. The model provides an overview 
of gift exchange of consumer goods by expressing inter-personal 
behaviour of both the giver and receiver. From an anthropological 
perspective, Sherry illustrated gifting with more psychological precision 
using a three-stage model; Gestation (preparation), Prestation 
(exchange), and Reformulation (disposition) of the gift (Sherry, Jr., 1983). 
The model illustrates not only explicit behaviours in exchange, but also 
implicit communication that affects the subsequent stages. It is notable 
that previous models mostly addressed collocated exchanges, depicting 
a range of interactions: presentation, unwrapping, response, etc., all as 
typical parts of exchange. When unwrapping the gift, a recipient responds 
to both gift and giver by interpreting the content, inferring intent, 

we aim to deliver following contributions, 
- Demonstrating a novel approach towards digital gifting through four 
prototypes composed of ephemeral materials. 
- A design workshop discussing the validity and extensibility of the 
prototypes with potential users.

Background
Gifts in digital format are now widely used in many aspects of our 
life. The digital gift market has largely been developed by many global 
companies (e.g. Amazon, Apple, Google) so that gift vouchers/cards, 
music albums, films, and games are increasingly exchanged as gifts. 
Gifts and gift giving have been a frequent topic of research from diverse 
disciplines and widely discussed as a part of social interaction that 
has a variety of functions in communication, economic exchange, and 
socialization (Komter, 2007). In HCI and related fields, gift exchange 
has been tackled from the perspective of understanding general social 
behaviour around digital media, for example in teenagers text messages 
(Taylor and Harper, 2002), social messaging augmented by food (Wei 
et al., 2014), or file sharing through online networks and communities 
(Skågeby, 2010).  Although gift giving has been widely studied, there is a 
lack of systematic analysis of digital gifting and associated interactions. 

Mauss’s (1954) three types of obligations - to give, to receive, and to 

Figure 1. Five-stage gifting framework. This model explicated the Reveal stage from the 
Exchange stage. (Retrieved from Kwon et al. 2017). Image: Hyosun Kwon.
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and conferring judgement, which is crucial to a giver as a “response 
induction” (Sherry, Jr. 1983). From a sociocultural perspective, wrapping 
conveys various functions and messages (Hendry, 1995). Wrapping 
enhances the meaning and value of the gift. Moreover, referring to gift-
exchange occasions in general, ‘wrapping and unwrapping’ is inherently 
tangible in the way how we handle the gift artefact as well as how the gift 
mediates social interaction. 

However, in digital gifting, “exchange” and “reveal” are often spatially 
and temporally apart, since the two activities are done remotely through 
media. It is not clear therefore, how much the giver can be involved 
in all aspects of the exchange and how does it influences the receiver 
in the subsequent stages, both “use” and “reflection”. In addition, the 
social significance of wrapping and unwrapping has not been addressed 
in digital gifting so far. Therefore, we proposed a model (Figure 1) that 
separates the “Reveal” stage from the “Exchange” to be able to probe 
the influence of interaction rituals in digital gifting, as it is not just the gift 
itself, but the manner of exchange that matters (Cheal, 1988).

Preliminary Research

Prior to design exploration, we conducted a preliminary in-depth 
interview study with 25 participants in a range of backgrounds and age 
groups. The interview study unveiled the weakness in the digital gifting 
experience, of which the detailed findings can be found in (Kwon et al., 

2017). Following on from that study, this paper will focus on delineating 
the Research Through Design conducted to amend identified gaps in the 
digital gifting process. In the interview, the physical gifting had constantly 
reflected as a balanced experience that both giver and receiver share 
positive emotional attachment to the gift and relationship at all stages 
(Figure 2-a). In contrast, digital gifting seemed to pose weaknesses at 
all stages. In particular, Exchange and Reveal stages were hardly noticed 
as separate processes with currently available digital interfaces in 
communication systems (Figure 2-b). In following, we summarize the key 
weaknesses of digital gifting identified in the interview. 

- Givers and receivers appear to experience asymmetric levels of 
excitement during the process, especially during the Exchange and Reveal 
stages. 
- Digital gifts often fail to be appreciated as gifts by the recipient and are 
easily forgotten, rarely reflected on and reciprocated. 
- The labour involved in preparing digital gifts enhances the giver’s 

Figure 2. Mean values of participants’ excitement (N=25) in both (a) physical and (b) 
digital gift exchange. (Retrieved from Kwon et al. 2017). Image: Hyosun Kwon.
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Design
Pleasure in gift exchange emerges not only from the artefact exchanged 
but also from the factors associated with it: context, rituals, relationship, 
and presentation of the gift. In this vein, wrapping has been one of the 
valued rituals of the gift exchange and it has investigated widely across 
different cultures (Hendry, 1995). Givers assign a symbolic meaning to 
the gift by wrapping it (Komter, 2007). Not only the unwrapped gift itself 
but also the presentation of wrapping may imply how the giver perceives 
the value of the relationship (Larsen and Watson, 2001). However, we 
identified that important aspects of wrapping are currently overlooked in 
digital gifting culture from the previous study.

In what follows, we demonstrate four prototypes of ‘Hybrid Gift’ as an 
output of Research Through Design. We explored novel approaches of 
assembling materials to seamlessly integrate tangible wrappings in digital 
gifting. Design artefacts presented in this paper should be treated as a 
‘physical hypothesis’ (Koskinen et al., 2012) of the concept Hybrid Gift 
that needs to be probed through an ‘in the wild’ study.     

Hybrid Gift

Seamless integration of digital and physical material is critically important 
in the design of hybrid gifts. We deliberately selected and employed 
ephemeral materials in the ‘wrapping’ to incorporate the temporal and 

excitement, especially where it exceeds the straightforward use of 
simple apps and websites, but is not always visible to recipients. 
- Pragmatic digital gifts may be especially cherished and valued when 
exchanged in intimate relationships. 
- The actual ‘value of goods’ or ‘messages’ was considered more 
important than the presentation method or the manner of exchange 
among family members. 
- The collaborative use of smart devices/applications by families and 
romantic couples to share digital artefacts can effectively build a sense 
of gift exchange.

In this paper, we have particularly focused on the Exchange and Reveal 
stages where digital gifting was identified to have weaknesses and 
therefore, many design opportunities seem to exist. The interview 
study also revealed how givers enjoy the preparation of a gift through 
wrapping and also, how recipients value wrappings as much as gifts. 
But, at the same time, ‘wrapping’ has been generally discarded both 
practically and conceptually in the context of digital gifting. Therefore, 
we propose wrapping and unwrapping to be retrieved into the digital 
gifting experience. In the following, we introduce four prototypes 
that rematerialized (Belk, 2013) digital gifts with tangible materials 
to recapture interactions associated with the gift exchange and 
unwrapping experience.   
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irreversible nature of the unwrapping experience. Kwon et al. (2015) 
noticed that interacting with a fragile and delicate material heightens 
user's attention and emotional tension that sometimes lead to anxiety. 
Through a series of Hybrid Gift prototypes, we aimed to convey such 
delicacy in the digital gift unwrapping experience with ephemeral 
materials. Ephemeral materials are only the covers of digital gifts 
which are made to disappear but leaves digital gifts that can be kept by 
recipients. Furthermore, the prototypes are featuring the contexts where 
ritualised activities are already ingrained in the situations, such as eating 
or burning candles. In what follows, we introduce two prototypes for 
each of the two contexts: dining and home.

Edible Digital Gifts in Dining Setting 
Foremost, food has a rich cultural, historical background that engenders 

Figure 3. (Top) Spherified fruit juice produced to demonstrate an ephemeral wrapping. 
(Middle) A participant receiving a digital gift by unwrapping the physical desert blob. 
(Bottom) Unwrapping the second gift wrapped in a yellow desert blob. Photo: Hyosun 
Kwon.

Figure 4. Schematic of the Gifting Table prototype. Image: Hyosun Kwon.

89



a variety of recipes in preparing, sharing, exchanging, and eating. In 
HCI, food has recognized as an element for edible interfaces design. For 
example, the flavour of the food has been explored in enhancing playful 
experiences (Murer et al., 2013) and togetherness in dining has been 
augmented with telepresenting partners (Barden et al., 2012). Moreover, 
human-food interaction has proposed as a prospective design space in 
HCI (Grimes and Harper 2008) that focuses on positive and celebratory 
aspects of food in our social, cultural life from multiple dimensions, 
such as eating, sharing, gifting. Foods and consumable goods are closely 
related to our everyday context. Thus, we present the following design 
artefacts with an aim to employ in our daily use. 

Gifting Table 
In this proposal, food becomes the wrapper of the digital gift. We 
prepared a delicate desserts produced by a spherification technique 
(Figure 3-Top, For recipes: http://www.molecularrecipes.com/
spherification-class/reverse-spherification/). The purpose of using the 
spherified liquid dessert is to present fragility both visually and tangibly. 
The dessert is formed of juice enwrapped by an ultra thin film that can 
be retained in a spherical shape. Even a slight touch shakes the dessert 
subtly; thus its delicacy is easily noticeable. In addition to its tangible 
delicacy, the food is an efficient tool to deliver a multisensory experience 
in receiving the digital gift since the dessert is totally edible and scented 
with a certain flavour that corresponds with the colour. Gifting Table 

Figure 5. (Top) A participant lifting the desert from a plate.  (Middle) Schematic of the 
prototype.  (Bottom) Customized Gifting Plate. Conductive sensors are replaced with a 
message written by a  conductive ink. Photo and Image: Hyosun Kwon.
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(Figure 4) consists of a table with a camera mounted underneath the 
table surface, and a transparent plate. When a blob has placed on the 
plate (give and receive) the camera identifies the colour of the blob. 
Then, when the receiver breaks the blob (reveal), the camera detects the 
changed state of the blob. At this instance of unwrapping, digital gifts 
are presented to the recipient. Thus, at the end of the dining experience, 
the physical wrapper (dessert blob) is no longer present, but the digital 
gift (voucher) remains in the receiver’s inbox. We implemented the blob 
detection with Processing software and for the Gifting Table prototype, 
an email was sent manually by the moderator (author) in the workshop 
(Wizard-of-Oz).    

Gifting Plate 
Gifting Plate (Figure 5) is an interactive plate that senses the presence of 
food and cutleries through conductivity. The plate consists of capacitive 
sensors, embedded on the bottom of the plate (Figure 5-Middle). It 
senses the capacity of the dessert when placed on top of the sensor 
and sends the gifts. Gifting Plate has wider design opportunities in 
preparation that any conductive material can be embedded in the plate. 
As shown in Figure 5-Bottom, the giver can write a message with a 
conductive ink that would interactively open the digital gift during the 
process of eating. In Gifting Plate, sensors are wired to an Arduino Yun to 
achieve a wireless connection for seamless interaction. Both Gifting Table 
and Plate are designed to merge digital gift exchanges with everyday 

Figure 6. (Top) IoT Gifting Candle. (Bottom) Schematic of the IoT Gifting Candle and the 
graph illustrates how it works. Photo and Image: Hyosun Kwon.

interactions in dining settings – placing food on the plate, using cutleries, 
and eating. Moreover, we attempted to reclaim the face-to-face gift 
exchange in the digital gifting through the ritualised dining activities. We 
propose ‘Interactive dining’ and ‘Internet of Foods’, not only for gifting, 
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but also for the design of togetherness between remote couples and 
families (Barden et al., 2012; Kirk et al., 2016). 

IoT Wrapper for Home Setting  
In addition to the temporal and impactful unwrapping experience, we 
grasped that many interview participants associate a special meaning 
with the wrapping. Wrapping has recognized as the giver’s thoughtful 
gesture, the embodiment of time and effort that it is also purposefully 
selected and personalized as much as the gift. Therefore, the receivers 
often wish to retain the wrappings and display in their surroundings. 
Drawing on the fact wrappings are also valued as a keepsake, we propose 
following two hybrid gifts for the home setting.   

IoT Gifting Candle 
IoT Gifting Candle consists of two parts: a tea candle and a holder (Figure 
6-Top). The holder is a base that embeds a temperature sensor wired 
to an Arduino Yun. The prototype employed the same implementation 
method as Gifting Plate, but the trigger has changed from capacitive to 
temperature. For the demonstration, the two gifts were mapped onto 
two different ranges of temperature that would be reached as the candle 
burns (Figure 6-Bottom). The giver may personalize the arrangement, 
type and the number of the digital gifts along with the temperature. The 
receiver needs to keep the flame alive by protecting it, in order to keep 
the heat up. We purposefully integrated unexpectedness not only in the 
content of the gift but also in the time of its reveal.

Figure 7. (Top) Ephemeral Lamp. (Top-Left) The lamp turned on as the conductive thread 
senses the water dropped into the vase. (Top- Right) Crystals grow bigger by observing 
water that presents visual effect as a lamp.(Bottom) Schematic of the operation process of 
Ephemeral Lamp. Photo and Image: Hyosun Kwon.
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The candle is one of the most familiar ephemeral objects that we use 
both in a home setting and in ritualistic events to enjoy the atmosphere it 
creates. Also, candles are frequently exchanged as gifts. Thus, we propose 
IoT Gift Candle as a digital gifting platform between family members. We 
suppose IoT Gift Candle might support phatic communication between 
family members or romantic couples in remote location that becomes 
a ritualised activity (Kirk et al., 2016).  After the candle unwraps all the 
gifts, the holder can be reused just as an ordinary candle holder, which 
can be remained as a keepsake.  

Ephemeral Lamp 
Ephemeral Lamp (Figure 7) is a mood lamp that consists of a glass vase 
with water absorbing crystals and a conductive metal string that is wired 
to an Arduino Yun that light up LEDs placed on the base module. The 
user activates the lamp by breaking a spherified water blob on the top 
of the vase. The water blob has created by using the same technique 
as the spherified dessert used for the previous two edible digital gifts. 
Therefore, the blob is also fragile and delicate that requires focused 
attention in the manipulation. When the blob breaks, water drops into 
the vase and the conductive string senses the water and lights the LEDs. 
At the same time, a digital gift is sent to the receiver. While the water 
is in the vase, the crystals absorb water and grow bigger for few days. 
Thus, the state of the lamp changes over time and dim out when all the 
moisture dries out from the crystals.

With Ephemeral Lamp, we attempted to apply direct manipulation of 
the delicate material in digital gift unwrapping. Kwon et al. (2015) have 
shown that the fragile material generates a great deal of attention, even 
anxiety, to correctly execute the interaction that turns into a pleasure 
when successfully performed. We also aimed to manifest the heightened 
momentary experience when the receiver successfully activates the 
lamp and therefore, receives a gift. Moreover, the lamp also becomes a 
keepsake of the experience in addition to the digital gift. 

Workshop

We conducted a design workshop to capture how potential users make 
sense of digital gifting with the tangible wrappings. The observation 
was particularly focused on how participants perceive the ‘unwrapping’ 
(Reveal stage) experience in digital gifting. Eleven participants were 
recruited among the previous interviewees. From the interview, we 
noticed that people are somewhat unfamiliar with the concept of the 
digital gift. Therefore, we intentionally recruited the previous interview 
participants who already had experienced and understood what is meant 
by digital gift in this study. The assumption was that these participants 
would raise comparative opinions on the prototypes by reflecting their 
own experiences and thoughts around conventional digital gifts.

Participants were divided into three groups (4, 3, 4), and each group was 
invited on a different day. Each prototype was assigned to each different 
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participant, except one group with 3 participants – in this case, IoT Gifting 
Candle was demonstrated by the moderator (author) since it has a passive 
unwrapping interaction that can be explained by words while demonstrating. 
Duration of the workshop was 90-100 minutes. For the workshop, we 
prepared two digital gifts for each participants, a music track and a gift 
voucher (£15 worth of Amazon voucher per hour for compensation). 
The music was played at an instance of the first unwrapping interaction 
and at the second unwrapping the voucher was sent to the participants’ 
email, which they could check directly via their mobile phones. Each of the 
two gifts was set for a different purpose: the music track plays only once 
during dining, i.e. embedding an idea of ephemerality to the digital gift; 
and the voucher can be kept and consumed later, i.e. embedding a notion 
of keepsake. Followed by demonstrations, a hands-on design session was 
held where participants were encouraged to explore their own ideas of 
wrappings for the digital gift, with a range of crafting materials provided. 
Then the workshop was wrapped up by a debriefing session that each 
participant reflected on the prototypes and expressed their ideas. All 
the sessions had been video recorded with audio. The main purpose of 
the workshop was to convince the potential users with the meaning of 
wrapping in digital gifting and to probe if the use of an ephemeral material 
is an appropriate design approach, rather than to evaluate the usability or 
technical feasibility of the prototypes.

Figure 8. A participant attempting to break the water blob. However, the participant was 
concerned about fragility of the blob and lift the blob with a spoon. Photo: Hyosun Kwon.

Findings and Discussion
A delicate and ephemeral material reinforces unwrapping 
experience. 
In the earlier interview study, many participants inquired about the 
difference between receiving and revealing in the case of digital gifting. 
The two stages were often regarded as the same or recognized as a 
concurrent event. Thus, by wrapping the digital gift physically, the 
prototypes were intentionally designed to separate the receiving and 
revealing stages. In so doing, we attempted to retrieve a series of 
experiences, such as curiosity, conversation, and anticipation, leading 
to surprise when unwrapping the gift. From the earlier interview, we 
noticed that emails are usually sent with a giver’s notification in advance, 
to make sure that the receiver checks their inbox. Otherwise, receivers 
are likely to miss the gift and causes a delay in giving and receiving. This 
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extra notification step also diminished the excitement in receiving the 
digital gift. The unpredictable result from the edible wrappings seemed 
to enhanced the tension and curiosity while unwrapping the gift. 
(P4)“You don’t know what’s inside and it gives more curiosity in handling 
the physical thing.” P12 also cherished the experience presented in a 
“surprise”: “What was the most exciting was that not exactly knowing 
what will happen, and it happens just at the time when I put the knife - 
this kind of things were exciting.”

In the workshop, the music track played only at the instance of 
unwrapping and had not been sent or saved otherwise. P12 commented 
on the ephemerality of experience and how this would bring 
attentiveness in the experience. “If you know that you are not going to 
listen to this music again, then you probably will pay more attention, 
but […] if you don’t know you will hear the music again then you will 
be frustrated.” Ephemerality engenders focused experience, but also 
tension, or even frustration. Opening an email that delivers a digital 
gift can also be regarded as a temporal experience to some extent 
(short interval between clicking a button and verifying the content). 
However, current interface designs of communication systems have some 
shortfalls regarding what is expected in the context of gift exchange 
from both giver and receiver. Furthermore, the delicacy of the spherified 
dessert wrapping enhanced the excitement when unwrapping the gift 
as participants had to tangibly manipulate the blob to receive the gift 

Figure 9. A participant drawing a symbol of love with the desert, suggesting a patten as a 
key to unwrap a gift. Photo: Hyosun Kwon.

(Figure 8). (P11) “There was a suspense when I handled it that adds more 
excitement when I got it right.” 

Wrapping or Gift 
One might argue that participants might have regarded the tangible 
prototypes as gifts too and digital gifts are more like a supplementary. 
However, it was clear to most of the participants that the prototypes 
were wrappers that delivered gifts in different forms. P25 was convinced 
of this by reflecting, “[…] although the experience was fun and novel, 
the digital thing was from it. These prototypes are the triggers, what 
makes it (digital gift) feel like a gift. Like wrapping (in physical gifts) 
makes something a gift,” However, few participants valued the tangibility 
of the wrapping that led them to perceive both (physical wrapping and 
digital gift) as a gift. To some extent, Hybrid Gift has a complexity in 
distinguishing the wrapping from the gift. In this regard, the workshop 
left a research opportunity worth investigating. Proposing  a design 
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guideline for the wrapping and the gift artefact for the hybrid gift would 
be a possible future work for researchers who wish to engage in this area.

Future Work and Conclusion
The design workshop had limitations, in which the format was far from 
the real gifting situation, especially the relationship between giver 
(author) and receiver (participants). Also, the design of prototypes - 
wrappings - and gift contents (music track and gift voucher) were not 
strongly connected as they were to be used in the lab based workshop.   
Therefore, the workshop raised ample design opportunities to deploy 
for a future work. P13 enlightened an idea of narrative gifts that were 
curated by a giver on a series of different foods arranged in the dining 
process, i.e. Starter, mains, and dessert. He envisioned that a set of 
wrappings would offer an interactive narrative over the courses of dining. 
Likewise, P12 proposed drawing a pattern on the plate by using a cutlery 
as an interaction to unwrap a digital gift between romantic couples 
(Figure 9). Food is an ephemeral material that has many design elements 
for multisensory experience associated with dining, beyond eating. 
Handling the cutleries, shape, colour, and scent of the food, as well as the 
texture of the food in the mouth may become an element of interaction 
design in the digital gifting. 

Drawing on our preliminary study, we claimed digital gifting needs a 
mindful approach regarding rituals, relationships, contexts, and manner, 
which are not yet prepared or discussed rigorously. This research illumi-
nated one aspect of digital gifting, wrapping, by proposing Hybrid Gift 
to impose 'gift-ness' to previously dismissed digital gifts. Also, the design 
artefacts have shown a promising design approach in IoT enabled digital 
gifting. Finally, gift giving involves variety of sociocultural aspects and we 
have touched a portion of the topic. We hope this study generates fur-
ther discourse on digital gifting among designers in the Research Through 
Design community. 
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