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Abstract
Photos can record the events that occurred in the past and the scenes at that time, but they cannot fully capture the dynamic memories behind the photos. This project regards childhood memories as a preserved gift. The packaging boxes, bags and ribbons are not only design forms but also symbolize the preservation of past memories. When people open these "gifts", it feels like traveling back to childhood memories, and they will recall the people, events and feelings at that time, and have new feelings. The concept of putting childhood memories in "gift packaging" is also to hope that when viewers open and view these contents, they can resonate with their own feelings from childhood.
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Project focus and context
This project mainly explores how to re-present childhood memories through digital visual design, and starts from personal memories to guide the audience to recall their own childhood experiences.The inspiration for this project came from when I went to a exhibition and then went home to re-view my childhood photos. I found that although the photos could record the people and events at that time, they couldn't fully preserve our emotions, the feelings of spending time with family, and the emotional needs that might have been neglected during childhood.Therefore, this project is not merely about showcasing my personal childhood memories. Instead, it aims to establish an emotional connection between the works and the audience, moving from "me" to "everyone", guiding the audience to recall their own experiences, re-understanding the previously overlooked feelings, and attempting to view their past from a current perspective.This design is mainly targeted at young people aged 18 to 30 who have left their original family environment and are beginning to live independently. Especially those who like to record their lives through photos and are sensitive to their childhood and family experiences. As their living environment changes due to leaving home, studying, working or other factors, they may start to recall their childhood and some feelings that they didn't notice when they were with their family in the past.Regarding the choice of presentation method, I also considered many possibilities. In the end, I decided to present this project in the form of digital gift packaging.Gift packaging not only has practical functions but also carries symbolic meanings, transforming items into the existence of a gift. In my project, I regard childhood memories as a preserved gift, and the process of opening the packaging is like recalling the experiences and feelings of childhood again when growing up. Based on this idea, I will apply the design to gift boxes, handbags, ribbons and labels, integrating different packaging into these packaging designs.



Research and design development 
Although my research began with my own childhood photos, I do not want my work to merely focus on personal memories. What I am more concerned about is how different people will view their childhoods when they grow up, and whether photos, fabrics, and familiar household items can make the audience think of their own experiences and feelings.I began to think that when we look back on our childhood as adults, do we only remember what happened at that time? Martin A. Conway and Christopher W. Pleydell-Pearce pointed out in their paper (The Construction of Autobiographical Memories in the Self-Memory System, 2000) that our current thoughts and feelings will have an impact on how we understand the past. As we age, experience and thoughts change, our understanding and feelings of the same event may also change.This made me realize that a childhood photo can only capture a single moment at that time, but it cannot fully record that experience. When we look at these photos again as adults, we might recall the emotions, sounds, smells, interactions with family members, and feelings that were not shown in the photos. Therefore, I don't just want to present the childhood photos in their entirety. Instead, I will recombine the photos with different patterns, textures and elements from daily life, using this approach to express the richer childhood memories beyond the photos themselves.
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Figure 1. Design a development diagram and extract elements from a photo

Maria Alina Asavei's (2025) research on textiles and nostalgia has provided me with a great deal of inspiration. Asavei explained how textiles are linked to personal experiences, past life, and nostalgic emotions. She believes that fabric is not only a material but also can carry memories at the personal and historical levels. Even without using real fabric directly, emotions related to memories can be expressed through digital design by using the texture, pattern, and visual characteristics of the fabric. (The Material World of Textiles and Its Nostalgic Renderings in Romanian Contemporary Art)
This is particularly applicable to my digital design direction. Therefore, instead of giving up on the fabric itself, I cut, pasted and recombined different electronic fabrics to create familiar everyday items such as chairs, lamps, clocks and vases, making these items visual cues that connect family life with childhood memories. These everyday items not only come from my personal memories, but may also remind the audience of their own familiar living scenes, thereby establishing a connection between me and the audience.
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Figure 2. Tree trunks made of different fabrics

Romare Bearden often cuts and recombines different characters, locations and life scenes, creating new connections between the originally separate images and expressing past memories and life experiences in this way. His creative approach made me realize that childhood memories don't necessarily have to be represented exactly as they were in the photos. Extracting the elements behind the photos and recombining them can create new connections among scattered memories, thereby expressing our recollections and understanding of childhood experiences. I decided to cut and recombine different textile patterns, use them to make familiar household items, and through these items, represent the scenes of childhood life, rather than just showing childhood photos. The difference between me and Bearden is that these collaged patterns are made using fabric as the base.
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Figure 3. <The block>1971

These studies also helped me gradually determine the final presentation style of the work. Instead of simply showing a complete childhood photo, I prefer to extract the elements from the photo and combine them with different fabric patterns. Then, based on my current memories and feelings of these experiences, I recombine them to make the originally content from different times appear in the same picture.After doing this, for me, the photos are no longer just a record of a certain moment in the past, but more like an entrance to relive that experience. I applied these collages to the packaging of digital gifts, and also hoped to bring the feeling of "reopening a memory" to the final work.

Critical Analysis of Key Design Decisions
At the beginning of the project, I planned to extract elements from childhood photos and combine them with fabrics and sewing techniques to create a physical textile piece. I believed that the different tactile sensations of the fabrics could evoke feelings of family and childhood life. However, after participating in the school's sewing workshop, learning the basic process of sewing, and conducting practical operations, I realized that the initial concept required complex sewing tools and textile production skills, which were beyond my current manual capabilities and the practical feasibility of the project. After discussing with my mentor, I did not want to simplify the entire design for the purpose of creating a physical work. So, I turned to a completely digital work direction. Although the final work turned into a digital form, I still retained the fabric textile elements. Digital design gave me more design space, allowing me to cut and combine different fabric patterns more freely and use these elements to express childhood memories.
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Figure 4. Early fabric experiments

Now, when I look at the photos from my childhood again, what I see is not just what is captured in the photos. I also think about the details that cannot be captured by the photos themselves. These contents are difficult to directly see from the photos themselves. Therefore, in the project design, I did not keep the original appearance of the photos. Instead, I extracted the elements such as the people, objects and scenes from them and combined them with the fabric to place them in new pictures. Because Romare Bearden often placed different people, objects and life scenes in the same picture, when trying this collage method, I referred to his works, hoping to integrate these elements more naturally.

In the early design attempts, I merely intended to stitch together different types of fabrics and childhood photos using needles and thread. However, this design was rather simple, with the fabrics mainly serving as decorative elements. Later, I began to alter the way the fabrics were expressed. I cut and recombined different fabrics, using them to create common items in daily life such as chairs, cushions, lamps, clocks, and vases. As a result, the fabrics no longer merely served as decorative elements in the photos, but became an integral part of depicting the scenes of childhood.Influenced by Asavei, I chose different materials and patterns of fabrics. I imported the fabric images into Procreate and then cut and adjusted them according to the contours of different items to create various elements of life-related items related to the photos. Although this project did not use real fabrics, the digital works retained the patterns and textures of the fabrics. These fabrics can easily remind people of the items and life scenes from their childhood homes, and can also evoke some memories and feelings related to childhood. I chose common life items such as chairs, lamps, and cushions because they not only appeared in my childhood life but also existed in the childhood memories of many people.When the audience sees these familiar items, they will recall their childhood homes and the experiences of spending time with their families. Thus, this work is not merely about my childhood; it can also help the audience remember their own childhood.
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Figure 5. Cut different fabrics into elements and combine them to create new works.

When I first started conceptualizing the design, I wanted to combine different childhood photos and fabrics into a "memory map", placing the elements related to childhood in the same picture, allowing the audience to follow the "memory map" to experience the emotions of the work, thereby evoking their own inner emotions. However, as the design progressed, I discovered that there were some limitations in the actual production process, and eventually it might only become a finished product for the audience to view, lacking interactivity. It was difficult to allow the audience to recall their own childhood through the work. So, after discussing with my mentor, I began to try to express childhood memories through "gift packaging". For me, childhood memories are like a preserved gift that is not often thought of. But when we look at childhood photos again as we grow up, it's like reopening this gift, and many people, events, and feelings from the past will gradually be recalled.I incorporated "packaging" and "opening" into the work, hoping that when viewers see these elements, they would also recall their own childhood experiences and those feelings that might have gradually faded away. After having this idea, I attempted to apply the technique of electronic fabric collage to gift packaging, including boxes, bags, wrapping paper, ribbons, and labels. I hoped that when viewers "open the gift", it would be like reopening a piece of childhood memory.
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Figure 6. Finished gift packaging (the designed layout helps the AI preset the effect)

Although the digital form of design lacks the real tactile sensation brought by fabric, I can freely combine these fabrics and elements on the computer, giving me more design space. During the design process, I gradually realized that I not only wanted to showcase my childhood, but also hoped that when viewers saw these works with childhood elements, they could also think of their own childhood and the feelings at that time. Finally, choosing to present the design in the form of gift packaging was also because "opening the gift" is like reopening a memory. Different people have different feelings, which can enhance the interactivity between the work and the audience. This is also my original intention for the design.

Reflection and Future Development
In this project design, I realized that all the initial ideas could be infinitely overturned and reorganized. Within the limits of my ability, I could create the best outcome that best presented the theme. There was no need to be confined to the initial conception. All difficulties could be resolved as the continuous thinking spread. After shifting from physical production to digital design, I began to pay more attention to how to make the audience feel more resonant. Although no real fabric was used, childhood photos, fabric patterns, familiar items from life, and gift packaging could still be used to express my feelings about childhood. This process also gradually shifted my focus from "showing my childhood" to "how to make others think of their own childhood when they see the work", making the entire design more meaningful.

Although electronics allow for more free expression of creativity, they cannot fully replace the emotional impact that real fabric works have on people. This is a rather disappointing aspect of this project.If we continue to advance this project, first of all, I hope to transform the electronic design into tangible physical works, achieving the initial "memory map" in a physical form through more advanced machines and experience. Secondly, I want to be able to showcase my works to more people, allowing more people to experience and practice my works, increasing the emotional feedback of the works, making my design more three-dimensional, and continuously adding experience feedback and experiences also enables my works to move from "me" to "everyone", establishing an emotional connection with the audience and helping them recall and confront their own emotions, which is the original intention of my design.
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