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Figure 1: Showcasing Sonic Delights at an art exhibition.

Abstract
While interest in blending sound with culinary experiences has
grown in Human-Food Interaction (HFI), the significance of food’s
material properties in shaping sound-related interactions has
largely been overlooked. This paper explores the opportunity to
enrich the HFI experience by treating food not merely as passive
nourishment but as an integral material in computational architec-
ture with input/output capabilities. We introduce “Sonic Delights,”
where food is a comestible auditory-gustatory interface to enable
users to interact with and consume digital sound. This concept
redefines food as a conduit for interactive auditory engagement,
shedding light on the untapped multisensory possibilities of merg-
ing taste with digital sound. An associated study allowed us to
articulate design insights for forthcoming HFI endeavors that seek
to weave food into multisensory design, aiming to further the inte-
gration of digital interactivity with the culinary arts.
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1 Introduction
“Sound is the forgotten flavor sense” [54]. This statement, cited
in recent research on auditory experience and its impact on con-
sumption [54], highlights the significant role sound plays in the
gustatory experience – a role that remains underexplored in HCI.
Prior studies on crossmodal psychology [31, 52] have demonstrated
that auditory stimuli significantly impact taste and flavor percep-
tions, shaping eating experiences and behaviors. These effects hold
potential for changing eating habits across various contexts, such
as improved diet. For instance, sounds can be used to compensate
for certain taste perceptions, enabling reductions in sugar or salt in-
take, or to create sound-taste contrasts that enhance the enjoyment
of food and beverages [51, 53, 54, 56].

Recently, there has been a concerted effort to integrate digital
technologies into culinary practices to generate external auditory
stimuli, enhancing consumption experiences [13, 32, 51, 57, 65].
This approach emphasizes the controllability of sound-related eat-
ing experiences to cater to needs across different occasions. No-
tably, culinary innovators like Heston Blumenthal have introduced
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a novel auditory-augmented dish, “Sound of the Sea,” that uses a
concealed MP3 player to simulate an oceanic atmosphere to en-
hance the enjoyment of seafood. [31]. Similarly, sound artists
have created a “Tasty Album” [9] featuring five soundtracks each
corresponding to one of the five basic tastes, designed to create a
crossmodal experience when eating, that blends the distinct senses
of hearing and taste [62]. Progressing from a one-way flow of au-
ditory experiences – such as with Sound of the Sea and the Tasty
Album, where sound is delivered independently of the diner’s action
(i.e., consumption) – emerging interactive technologies have ad-
vanced the auditory-augmented food experience by offering more
dynamic interactivity. For example, the “iScream!” project [64]
promotes a more interactive relationship between the consumer,
the sounds, and the food by actively engaging diners with auditory
stimuli during the eating process [64]. However, despite these ad-
vancements, the approaches used in these existing sound-related
interactive food systems primarily focus on deploying technology
around ready-made food items (i.e., they are adding sound to food
instead of food to sound), neglecting to view food itself as a focal
material for interaction design. This is probably most evident in the
fact that many of these existing systems can function independently
of actual food consumption, i.e., diners can still experience digital
sounds without eating the food. Consequently, a notable opportu-
nity has emerged in the design of sound-related food interactions,
specifically in reconciling the material affordances of food with
digitally generated sounds [44].

This observation sparks a forward-thinking speculation: what
if food could be designed to function as an autonomous audio de-
vice, capable of producing sound on its own? Such a “food device”
could possibly maximize the potential to “celebrate the pleasur-
able and enjoyable experiences that people have with food” [16].
We believe that integrating digital technology into edible forms
presents several compelling advantages, making it both an impor-
tant and worthwhile endeavor: 1) Reimagine culinary engagement:
allowing for more immersive and engaging interactions with food,
elevating everyday meals into delightful experiences [38], It also
leads to creating a dining experience that is less cluttered and more
streamlined, reducing the dependence on additional devices and
hardware that may detract from the aesthetic or practical aspects of
eating; 2) Foster widespread accessibility: ensuring that consumers
do not need specialized equipment to enjoy enriching eating expe-
riences, making it easier to incorporate them into various settings,
from casual dining to high-end restaurants; 3) Promote sustain-
able technologies: we present our work as an exploratory step
toward reducing reliance on traditional non-edible components
in food-technology interfaces. Leveraging edible electronics (EE)
[49, 71] inspired by green principles [4], focusing on biodegradable,
non-toxic materials to reduce e-waste while rethinking devices
as food-integrated systems [49]; and 4) Advance integration re-
search [39] rethinking devices as food-integrated systems. Our
speculation also draws inspiration from the notion of the “material
turn” in HCI [69] that sheds a light on the convergence of physical
materials (i.e., food) with computational features, and highlights
the diminishing boundaries between digital devices and everyday
objects. This notion points towards a future where interactions
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with technology are seamlessly integrated into our physical world
[19, 68, 69]. Through our work, we aim to contribute to this vision
by incorporating food into material interactions.

In this paper, we embark on a design speculation that integrates
food and auditory computing [47], resulting in a novel food system
called “Sonic Delights”. With a specially crafted cracker, this system
serves as an integral composite of an eatable loudspeaker. The eat-
able loudspeaker is engineered to convert electrical signals received
from an amplifier into corresponding sound waves, facilitating a
concurrent experience of consuming the sound while biting into
the food. We envision that the food will eventually transition into
a sole auditory-gustatory interface, becoming the computer’s ar-
chitecture, simultaneously acting as a sensor, capturing the diner’s
actions (bite by bite), and an actuator, dynamically complement-
ing the food’s consumption through the progressive attenuation
of sound. In other words, the food plays digital sound, and once
eaten, the sound is also gone.

Our contributions through this work are threefold:
• System design: We introduce Sonic Delights, a novel

auditory-gustatory interface that employs amaterial-focused
approach, enabling to “eat digital sound”. This showcases
how food can be reimagined as both a sensory medium and
an interactive element. Sonic Delights can serve as inspi-
ration for developers aiming to create novel interfaces as
well as culinary practitioners who want to envision new
experiences for their customers.

• Thematic insights: Our study identified five themes that illu-
minate user experiences with Sonic Delights: These themes
offer a first understanding of how auditory-gustatory in-
terface design can shape engagement of both sound and
food. Researchers can use these themes when aiming to un-
derstand user experiences of novel combinations of digital
content and food material.

• Design implications: Based on the identified themes and our
craft knowledge having designed Sonic Delights, we distilled
three actionable design implications. These implications can
be useful for designers aiming to create cross sensory dining
experiences.

Ultimately, we aim to advance our understanding of how to
weave food into multisensory design, aiming to further the integra-
tion of digital interactivity with the culinary arts.

2 Related Works
This section reviews related works, detailing our learnings from
auditory-augmented HFI designs and extending to food electronics
as I/O interfaces.

2.1 Auditory-Augmented HFI Designs
Recent research in HFI [3, 6, 10, 60, 61] has highlighted the sig-
nificant impact of auditory perception on the eating and drinking
experience [58]. While eating is inherently a multisensory activity
involving various sounds, such as the crunch of chips or the sizzle
of a steak that enhances engagement and palatability, crossmodal
studies reveal a broader spectrum of auditory influence. These in-
clude sounds produced by the food itself (e.g., crunchiness), external
noises (e.g., ambient noise), soundscapes, and music – all of which

significantly affect perceptions of taste, smell, texture, and flavor
[25, 53, 70, 72]. This raises a critical question: how can auditory
stimuli – both intrinsic and digitally augmented – be controlled to
benefit individuals with specific dietary or sensory needs in various
contexts?

Prior works, such as the “Chewing Jockey” [32] and “Auditory
Seasoning” [30] have explored the use of devices to enhance flavor
perception by modulating mastication sounds. These works demon-
strate the potential of auditory-augmented systems in shaping taste
experiences and offer valuable insights for developing customizable
flavor- and satiety-enhancing tools that leverage controlled sound
stimuli in real-world applications. Beyond mastication sounds, the
auditory experience of eating can extend to interactions with the
food itself. For instance, “Edible Vinyl Records” [1], are crafted out
of chocolate and can play music on a record player. However, the
diners can eat the record only after having listened to the music,
i.e. our understanding of how eating and listening simultaneously
is incomplete. Furthermore, the authors have not investigated how
sound generated from such food affects the user’s experience, leav-
ing a gap in our understanding of such user experiences where
diners consume edible containers of digital sounds.

Recent advancements, such as “EducaTableware” [24], can gen-
erate sounds based on food’s electrical resistance and eating dy-
namics. Similarly, “iScream!” [64] and “Sonic Straws” [66], which
pairs unexpected sounds like screams with licking ice cream and
drinking beverages, illustrate the potential of integrating digital
soundscapes into eating. These innovations expand the scope of
auditory interaction to create novel and engaging eating experi-
ences. Furthermore, researchers have recognized the potential of
atmospheric sounds in dining environments [36]. Velasco et al.
[58] proposed developing Mixed Reality (MR) systems that merge
real food consumption with immersive virtual environments, em-
phasizing the role of sound in enhancing taste and enjoyment [55].
These advancements suggest exciting directions for future research
and design in HFI, bridging auditory stimuli with personalized and
immersive dining experiences.

Taken together, the current landscape of HFI design acknowl-
edges sound’s pivotal role, yet often treats it as a separate entity
from the food through the use of external audio devices. This tradi-
tional approach maintains a distinction between sound and food
with the auditory component persisting even after the food has
been consumed. However, this reveals a missed opportunity for a
more holistic integration, where leveraging the material properties
of food could forge a cohesive bond between sound and sustenance.
To investigate this, we have delved into food electronics, believing
it offers insightful perspectives on designing food as auditory com-
putational composites, which will be discussed in the following
section.

2.2 Food Electronics as I/O Interfaces
The exploration of organic, biodegradable materials in HCI [27, 41]
has introduced edible composites to computational architecture. Re-
cent developments are extending this area into devices that use only
food-derived or edible synthetic functional materials that can be
fully digested within the human gastrointestinal (GI) tract [49, 71].
Notably, prior works have crafted edible electronic devices from
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Figure 2: Plotting prior works to identify the underexplored space.

food-based materials, including 3D-printed electric circuits using
vegemite [17]; supercapacitors that were made from sandwiched
seaweed, activated charcoals, gold leaves and energy drinks [63];
and electrochemical sensors for health monitoring using food-grade
activated charcoal and penne, cookies, and almonds [29]. These
advancements showcase the potential for creating functional elec-
tronics from food substances, paving the way towards using food
as comestible computational composites.

However, the focus of these advancements was not centered
around dining-related scenarios, but rather on technical imple-
mentation challenges. Hence, the potential of integrating food
electronics within the eating experience remains largely untapped.
We noted that recent works have begun to experiment with novel
ways to engage with food devices. For example, the “BubBowl” [18]
enables users to interact with a drinkable display that projects digi-
tal information in coffee through bubble formation via electrolysis.
Beyond beverages, “FoodSkin” [27, 28] introduces a novel inter-
active food experience by embedding edible electronic circuits on
food surfaces. This approach allows for a broader range of interac-
tions between the diner and the food, with the latter serving as the
interface itself, aiming to enhance the engagement and interactiv-
ity of the eating experience. These innovative approaches suggest
a future where food materials are not only functional electronic
components but also integral parts of interactive, edible compu-
tational composites. However, prior research has not examined
user experiences with these systems, leaving an empirical gap in
understanding their impact and how to effectively design food as an
auditory-gustatory interface. Bridging this gap could provide valu-
able insights for creating more meaningful and immersive eating
experiences.

In summary, our review highlights the need for more research on
integrating food’s material properties with sound, aiming to create
food experiences through auditory-gustatory computing (Figure 2).

This approach promises to enhance the sensory dining experience
in areas that have yet to be fully explored. Therefore, with this
paper, we aim to answer the question: How do we design food
as an auditory-gustatory interface for engaging eating experiences?
To address this question, our aim in this paper was to design a
system that using food, as a focal material of interaction design
[67], employing food itself as a sound-emitting source, transforming
the act of eating into an experience of consuming audio directly,
without the need for external audio devices.

3 Methodology
Our investigation was anchored in the “Research through Design”
(RtD) tradition, which positions our design of “Sonic Delights” as a
reflective practice generating “topical, procedural, pragmatic and
conceptual” [14] knowledge. In this way, we see our design not as a
final product but as a form of “material speculation” [59] that is “at
the boundary of the actual and the possible”, serving as a catalyst
for speculation for future HFI possibilities [12, 59].

Recognizing RtD as a complex blend being “a multitude of le-
gitimate intersections” between design practice and research [35],
our investigation unfolds across two aspects. First, we document
the conceptualization and prototyping of Sonic Delights, using this
process as a means of inquiry into novel interactions with food
through auditory-gustatory interfaces. Second, our system acts
as a research artifact to engage potential consumers in a study to
draw insights into design implications, leveraging our designs to
advance the future of HFI.
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4 Designing Sonic Delights
4.1 Conceptual Development: Designing Food

as A Sound-Emitting Source
Our work highlights the use of food as an integral material in syn-
ergywith computing processes, which diverges from a conventional
approach that typically embeds external speakers into food items
[64]. This urges us conceiving the idea: to create a food item that is
a loudspeaker itself, and can be ultimately consumed by the user.

We hence devised a conception that places food at the forefront,
designing it as an auditory-gustatory interface. To shape our design
process, we set forth initial design considerations: 1) The food itself
should emit sound directly, making it the central element of audi-
tory output; 2) The food functions as the interactive interface for
auditory-gustatory experiences with sound serving as an indicator
to signal various stages of consumption; 3) We wanted to seek a
balance between the food’s palatability, authenticity, aesthetics,
and its computational functionality.

4.1.1 Drawing inspiration from planar flexible speakers & initial
experiments. We noticed that prior works have successfully merged
everyday materials with interactive technologies, enabling them
to function as both conventional mediums and modern electronic
interfaces [40, 42]. Among these innovations, the design of planar
speakers [34] and soft speakers [40] has paved the way for embed-
ding auditory input/output within common materials such as paper
[26], textiles [42], and homewares [45]. The underlying design
principle is based on creating a magnetic field through oscillating
current within a spiral circuit, similar to the voice coil mechanism
in conventional loudspeakers. This circuit is placed on a diaphragm,
which, when vibrated by the magnetic field, generates a range of
audible frequencies [45]. These speakers double as interactive in-
terfaces by combining sensing and actuation, acting as antennas
for touch and proximity sensing through capacitance variations in
response to external stimuli [45].

Inspired by these advancements, we began conducting initial
experiments with food-based speakers. To start, we built a quick
prototype of an audio circuit based on existing approaches [2, 37]
(Figure 3). This circuit featured a low-power audio amplifier con-
nected to a speaker. In our initial tests, we used non-ediblematerials,
such as aluminum foil, as sound diaphragms. The foil allowed us
to experiment with various shapes and thicknesses, mimicking the
forms of potential food-based materials. Key insights from these
initial tests highlighted differences from existing approaches and
limitations of the materials:

• Unlike traditional methods like paper speakers, aluminum
foil could produce sound directly without requiring an at-
tached spiral circuit. This property allowed us to explore
simpler designs and unconventional configurations.

• Thinner diaphragms consistently delivered better and clearer
sound quality. Larger magnets generated stronger magnetic
fields, amplifying vibrations and producing louder sounds.
However, there was a limit to the material’s performance:
once the diaphragm reached its seemingly optimal physical
and acoustic capacity, further increases in magnetic field
strength or material adjustments no longer resulted in louder
or clearer sound output.

Subsequently, we explored various food materials in laminar
forms (Figure 4). While promising, these experiments highlighted
a challenge: the audio volume was often too low to be perceptible
by human ears.

4.1.2 Tackling design challenges: Consultation with sound engineers.
Through our initial experimentation, we identified the key design
challenges. The audio quality generated by the food was insufficient
for effective interactions, as the volume was often inaudible. Addi-
tionally, the system’s stability was compromised, with the uncon-
trollable magnet frequently damaging the fragile diaphragm.To ad-
dress these challenges, we consulted three sound engineers through
online and offline discussions, focusing on improving audio volume
and sound quality. Based on their suggestions and prior sound
theory [23], we made the following adjustments:

Firstly, we integrated an electromagnet (5V, 10 kg holding force)
into the circuit to enhance control by allowing the power to be tog-
gled on and off. Second, we added a neodymium magnet (N42, 0.7
kg pull) above the food diaphragm to strengthen the magnetic field,
creating a sandwich configuration around the speaker diaphragm.
These modifications represent a departure from conventional de-
signs that typically rely on permanent magnets for the magnetic
field.

This resulted in significant improvements in audio output. We
hence developed a basic circuitry for Sonic Delights (Figure 5).
At its core, is a “food speaker” that transforms electrical signals
into audible sound waves. The speaker’s primary component is a
food diaphragm, etched with a layer of food-grade gold leaf that
functions as the voice coil. The diaphragm was made fully of food-
based material, serving as the system’s sound-emitting source. The
diaphragm is connected in series with an electromagnet and an
amplifier. The amplifier is powered by an external power supply
and receives digital audio signals via Bluetooth or a mobile device
(e.g., a laptop). When a music signal inputs, it travels through the
gold leaf on the diaphragm, while the magnetic fields generated
by the magnets on both sides trigger physical vibrations of the
diaphragm. These vibrations produce audible sound, allowing the
music to be heard by the human ear.

4.2 Fabrication of the Food Speaker
4.2.1 Engaging with food materials. Our initial step in developing
Sonic Delights was to select an appropriate food material and devise
a fabrication method to create a functional speaker diaphragm. Our
food speaker diaphragm comprises two elements: the diaphragm
made out of food and a “voice coil” made from a food-grade gold
leaf. As outlined by Dong [11], an ideal diaphragm should be both
lightweight and stiff to enhance signal resolution and maintain
consistent output sensitivity. Through our experimentation, we
encountered three primary challenges in fabricating food-based
diaphragms: 1) crafting a diaphragm that is simultaneously thin,
light, and rigid enough for optimal sound performance; 2) ensuring
the diaphragm is perfectly flat to allow for the precise application of
the gold leaf, acting as the voice coil; and 3) mastering the technique
of cutting gold leaf into a functional circuit, such as a spiral pattern,
onto the food’s surface.

Figure 6 summarizes an evaluation of various food materials
and recipes, rated on a scale from 1 to 5, based on three criteria: 1)
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Figure 3: Prototype for audio system testing: a) Original schematic of an audio circuit featuring a low-power audio amplifier
using Arduino [2]; b) Assembled audio circuit based on the schematic; c) Initial tests using non-edible materials, such as
aluminum foil, as a diaphragm.

Figure 4: Early-stage experiments with food materials: a) Using a Pringle’s potato chip as a sound diaphragm; b) Testing a
piezo speaker using a food-based diaphragm made from broccoli powder and gelatin, inspired by the edible microphone [71]; c)
Playing music using a cookie: d) Designing a jello lollipop that functions as a speaker; e) Connecting multiple cookie speakers
in series to amplify sound; f) Testing various coil materials and shapes applied to edible components.

Palatability, assessing the food’s taste and mouthfeel; 2) Applica-
bility, specifying the food’s material qualities and the outcomes of
our tests; 3) Attainability, measuring the difficulty of handmaking
the diaphragm from scratch. Additionally, we indicate the availabil-
ity of commercial substitutes. Note that this list is not exhaustive
but serves as an initial comparison guide to assist in identifying
suitable candidates for future developments of auditory-gustatory
interfaces. Our findings suggest that the rice cracker category offers
the most optimal balance between palatability and applicability for
our purposes, with readily available substitutes being “Ebi-senbei”
and “Feng Chui Bing” crackers.

4.2.2 Crafting food speakers. The construction of our food speaker
involves two key steps: making the food diaphragm, and applying

the voice coil circuit onto it. We identified a range of food materials
and recipes suitable for crafting the diaphragm, each with distinct
preparation methods. With this paper, we highlight rice crackers
as the optimal choice for our design objectives. For expedited
prototyping and testing, we employed the readily available Feng
Chui Bing crackers as substrates.

For the voice coil circuit, we opted for food-grade gold leaf,
a material traditionally used in culinary and beverage products
for decorative purposes. Gold leaf’s inert nature makes it a non-
reactive element and is not absorbed during digestion. We note
that prior works, such as Food Skin [27] demonstrated an approach
for applying gold leaf to the surface of food items, using wafer
paper, wax-coated paper, and an adhesive agent like potato starch
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Figure 5: The circuitry and the components of the Sonic Delights system.

Figure 6: A summary of food materials investigated.

to bind the gold leaf for application on various surfaces. The author
highlighted a limitation of this method: during the laser cutting
process, some portions of the wafer paper melted and adhered to the
wax-coated paper, potentially damaging the gold leaf when peeling
it off. In our work, we present an alternative approach inspired by
the ancient technique of “gilding” used in artwork creation. We
adopted a hybrid method that incorporates additional specialized
tools and techniques to apply gold leaf to food diaphragms (Figure
7), which can effectively avoid the limitations identified in prior
work. Specifically, our approach consists of two main phases: In

phase 1, preparing for laser cutting, the process begins with gath-
ering the necessary materials and tools such as crackers, honey,
baking paper, paper tape, scissors, and a brush. Honey is then
applied as an adhesive agent on top of the crackers, followed by
placing a sheet of baking paper over them. These prepared crackers
are then placed into a laser cutter for precise cutting. In phase
2, applying gold leaf to create a voice coil, the process continues
with removing the laser-cut crackers from the machine and peeling
away the cutout parts of the backing paper. A sheet of gold leaf
is then carefully applied to the exposed areas of the crackers. The
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Figure 7: Fabrication process of a food speaker.

process concludes with the removal of the remaining backing paper
stencil, leaving the gold leaf adhering to the intricately designed
areas of the crackers. However, we acknowledge that this approach
also has its limitations. For instance, the gold leaf pattern may be
damaged due to accidental tearing in step 6. Additionally, because
of the lack of adhesive agents binding the gold leaf, cracks may
appear in the circuits, which could lead to malfunctioning of the
system.

4.2.3 Design variations of the edible voice coil. Although conven-
tional flexible speaker designs often use a spiral circuit as the voice
coil, we observed that some works intentionally designed the circuit
for artistic reasons, indicating that the circuit does not necessarily
have to adopt a spiral form [45]. These artistic explorations pave the
way for applications in sound art and installations, diverging from
the norms of standard sound reproduction aesthetics. Rowland
[46] identified three primary circuit topologies for flexible speakers,
each with distinct characteristics and applications:

Spiral is effective for audio performance but limited to a single
circuit path, with challenges in extending the connection without
altering the diaphragm.

Parallel overcomes the spiral’s limitations by allowing serial con-
nections within the diaphragm, offering flexibility and expressive
potential.

Sparse acts as a modified version of a spiral or parallel designs,
hiding the circuit path for aesthetic freedom but is less precise in
directing current flow, making it less efficient for audio output.

Expanding on this classification, we developed and tested vari-
ous voice coil circuit designs (Figure 8). We categorized our designs
into two distinct groups: The first group (G1) includes traditional
configurations such as spiral, labyrinth, and parallel designs com-
monly utilized in planar electronics like inductors, antennas, and
sensors. Group two (G2) explores artistic variations of circuitry,
featuring tiling art with hexagon and wave patterns, stroke art
depicting butterflies and cats, and silhouette art showcasing two
human faces (a and b).

4.3 Designing a Vessel to Facilitate Sonic
Delights Engagement

Inspired by the popular glass dessert and canapé bowls used in the
catering industry, we conceptualized the Sonic Delights vessel in
the form of a bowl with a similar glass-like design (Figure 9 - Figure
11). This vessel aims to: 1) Ensure food safety by encapsulating
the non-edible components, preventing accidental consumption; 2)
Act as a versatile container that supports ease of use and consumer
mobility, enabling them to enjoy Sonic Delights in diverse settings,
such as social events; and 3) Its unique shape doubles as resonate
cavity that improves audio performance.

Additionally, we developed a storyboarded scenario to illustrate
a potential application of telematic commensality using the Sonic
Delights system (Figure 10). We acknowledge the vast body of prior
work exploring telematic dining through various interactive devices.
However, this study specifically highlights the unique experience of
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Figure 8: Design variations of the voice coil circuit, showing the Drawing Exchange Format (.dxf) drawings and photographs.

consuming a loved one’s voice, aiming to evoke a deeper emotional
connection through this system. That said, the storyboard serves
as an illustrative example rather than a definitive context. Through
this process, we anticipate that more specific scenarios will emerge
as the system develops further. Future designed experience could
embody the idea of “eating the sound,” where consumers take a bite
in response to the sounds they hear, creating a sensory interaction
that goes beyond merely consuming the food.

4.4 Measurements of the Sound
Our initial assumption posited that audio performance could dif-
fer among varied circuit configurations, leading us to undertake
a comparative analysis using Audacity Software’s (https://www.
audacityteam.org/) frequency spectrum analysis. This involved
inputting samples from diverse designs to evaluate the sound qual-
ity of our food speakers. The results (Figure 12) demonstrates an
audio output from 86 Hz to 21,000 Hz. Initial variations in deci-
bels (dB) at lower frequencies highlight different handling of bass
to midrange sounds by each design. Above 3,000 Hz, the output
becomes more uniform across designs, indicating less variance in
higher frequencies. Additionally, the plot also indicates that even
artistic, non-traditional circuit designs such as human faces can
achieve sound outputs comparable to traditional configurations
in the higher frequency range. However, it is important to note
that despite the statistical differences we observed, they did not
translate into significant perceptual differences to human ears.

Nevertheless, the results shown in the plots can still provide
some potential insights:

• Design Variability: Different designs are likely to exhibit
different response characteristics across the frequency spec-
trum.

• Audio Output Levels: The variations in volume (dB) at spe-
cific frequencies indicate how each design responds to dif-
ferent parts of the audio spectrum. For example, a design
that maintains a higher dB level at low frequencies would
suggest a better bass response.

• Circuit Design Effectiveness: The plot might reveal that cer-
tain designs (like those in Figure 8, G1) perform consistently
across a wider range of frequencies, while others (Figure 8,
G2) have more specialized responses, which could be due to
the intricacy of the circuit patterns.

• Perceptual Impact: Circuit designs that result in higher dB
levels at certain frequencies could enhance the perception
of those frequencies when listening to the speaker.

Additionally, we recognize that food presentation is a crucial
element affecting taste perception and consumption [7]. We hope
that varying circuit designs introduce another layer of visual stim-
uli when consuming the food speaker; this aspect will be further
investigated in our study detailed in the next section.

https://www.audacityteam.org/
https://www.audacityteam.org/
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Figure 9: Section view of the vessel design of Sonic Delights, showcasing its key components.

5 A Study on Experiencing Sonic Delights
We conducted a study to understand the eating experiences with
Sonic Delights. Ten participants were recruited through online
advertisement and word of mouth, ranging in age from 20-32 years
(M=25.8, SD= 3.99). Among them, eight identified as female, two as
male, and none identified as non-binary or self-described (Table 1).
Prior to the study, an online pre-study consultation was conducted
to ensure no participants had allergies to the system’s ingredients
and to confirm that participants’ hearing ability fell within the
normal range. This study was approved by our organization’s
ethics committee.

5.1 Study Procedure
The study spanned approximately 70 minutes per session, with each
participant attending three distinct phases: pre-eating, in-eating,
and post-eating (Figure 13).

5.1.1 Pre-eating (10mins). Participants engaged in a warm-up dis-
cussion about their previous experiences with interactive foods,
followed by an introduction to the prototype. They were then
asked to select four food speakers based on their personal prefer-
ences, each featuring different circuit designs. Table 1 shows each
participant’s choice of coil circuit designs respectively.

5.1.2 In-eating (30mins). This phase involved participants engag-
ing with Sonic Delights through a series of three activities designed
to progressively deepen their experience. The activities included

comparing eating experiences with background music and the sys-
tem (activity 1, 2), as well as customizing their own eating experi-
ences (activity 3).

The first activity aimed to establish a baseline experience of
eating with sound in a typical dining environment. Participants
were asked to eat crackers while listening to two audio tracks with
distinct features played from nearby speakers connected to a laptop:
one featuring a piece of light music [15] and the other featuring a
piece of human vocal rehearsal [21]. We chose these two types of
audio to initially establish a benchmark, comparing melody-driven
sounds with speech-driven sounds, to facilitate distinct hearing
experiences. Participants were encouraged to note any feelings,
emotions, or images that emerged during the experience.

In the second activity, participants ate crackers while the audio
emanated directly from the system, rather than external speakers,
and were asked to describe how this experience differed from the
first.

Finally, in the third activity, participants customized their ex-
perience by selecting an audio track of their choice, either from
their mobile phone or an online library accessible via a provided
laptop. They could pick one of the crackers they initially selected
before eating to explore potential connections between sound and
visual design. Their task was to create a personalized Sonic Delights
experience based on their individual preferences.
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Figure 10: A storyboard themed “Asynchronous Commensality,” centers around a daughter, an international student studying
abroad and living alone in her flat. In this scenario, Sonic Delights becomes a bridge for connection, allowing her to share her
experience with her mother across long distances and different time zones. 1) The daughter is seen unpacking a Sonic Delights
kit with a secret message sent by her mother; 2) It is afternoon teatime, and she sets the table meticulously, then activates the
system, poised for a deeply personal experience; 3) As she begins to eat, she gets to hear the voice message from her mother,
which feels like a secret whisper bridging the miles between them; 4) This moment is not just about food but about recreating
cherished memories of tea times they once shared.

5.1.3 Post-eating (30mins). After consumption, participants were
interviewed about their Sonic Delights experience. The semi-
structured interview encompassed both broad reflections and spe-
cific questions, such as: “How did it feel to eat the crackers that
emitted sound?”, “How did consuming food speakers compared to
eating in a typical restaurant with background music?”, and “How
did the audio influence your eating experience?”

5.2 Findings
Utilizing a reflexive thematic analysis approach [5], three authors
collaboratively coded the transcriptions, identifying emerging pat-
terns and insights relevant to our research question. They then
engaged in reflective discussions to reach a consensus on the cod-
ing. As a result, the findings were grouped into five distinct themes,
capturing the essence of the Sonic Delights experience. Participants
generally found the experience to be “very innovative and enjoyable”
(P7, P9, P2), and expressed a desire “to share it with other people”
(P9).

5.2.1 Theme 1: Human-food bond through interconnectedness be-
tween perception, consumption and personal identity. This theme

illuminates the “interconnectedness” participants felt while inter-
acting with Sonic Delights, attributed to the integrated auditory-
gustatory experience where the food itself is an auditory device.
Sisley (P1) noted:

“The sound comes from the food itself, not the contain-
ers, which changes the experience for me. The food
is no longer just food; it becomes another device.”

Miley (P4) emphasized how the system created a link between
eating and listening, which are “normally separate activities,” by
making them occur simultaneously. One participant noted that
the two actions became “interconnected,” as their eating behavior
directly influenced “whether the music continues,” with the cracker
acting as “a player, a speaker.” She expressed a preference for this
integration, stating, “I prefer them to work in tandem; they exist and
cease together.”

Jo (P2) explained how the audio and circuit patterns complement
each other, particularly when listening to a selected audio track
featuring audio track featuring a vocal rehearsal, where a coach is
instructing a student:
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Figure 11: Design iterations of the Sonic Delights bowl.

“I think the vocal exercise part suits this pattern well
because the image of the teacher in the audio comple-
ments the pattern.”

Additionally, the findings suggest that participants often inten-
tionally forged connections between their personal experiences and
the sensory inputs (visuals, sounds, and tastes) they encountered
while eating. For example, when choosing circuit patterns on the
crackers to accompany selected sounds, Linsey (P7) explained that
her pattern selections were influenced by personal associations, not-
ing that the parallel pattern, especially the circular design, “reminds
me of rock music, echoing some music videos I’ve seen with strong
lines and rhythm,” while the butterfly pattern “evokes a calmer, more
serene feeling.”

Furthermore, participants often searched for deeper meanings
within the integrated sensory experience, seeking connections that
resonated personally. For example, Miley (P4) commented on the
visual similarity between herself and the pattern on the cracker:

“I was wondering if the girl on the cracker looks like
me [. . .] I thought about customizing the crackers to
match my outfits.” She associated the pattern of a
human face on the cracker with her own face while
eating, which stirred complex emotions. Miley de-
scribed her emotional response to the visual stimuli,
saying:

“It feels like I’m eating a representation ofmy own face
that generates sound. It’s a complex feeling, partly re-
gretful about consumingmy own face.” This reflection
highlights how the visual aspect of the sensory expe-
rience can evoke a nuanced array of feelings, linking
personal identity closely with the act of consumption.

5.2.2 Theme 2: Sensing aliveness of food through multimodal stim-
uli. This theme concerns how participants experienced a unique
sense of “aliveness” in the food. Our finding showed that such a
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Figure 12: Frequency spectrum analysis, comparing different designs of the voice coil circuit in figure 5. Top: results from G1;
Bottom: results from G2.

Figure 13: Snapshots from the study: a) A participant selecting crackers with their preferred coil circuit designs; b) The
participant placing a food speaker within the system; c) The participant selecting their preferred audio content online; d) The
participant engaging with Sonic Delights.

perception was primarily derived from multimodal stimuli during
consumption.

Firstly, participants noted an additional layer of sensory experi-
ence when biting into the cracker, describing vibrations that added
a tactile dimension to the auditory-gustatory interaction. These
vibrations, along with the visible motion of the shaking food di-
aphragm, appears to have contributed to the perception of the food

being “alive”. For instance, Linsey (P7) and Harry (P8) mentioned
that:

“Seeing the gold leaf shake, it feels like both the music
and food were alive. Especially when paired with my
favorite music, they both felt alive.” (P7)

“I saw it vibrating and jumping in response to the
cracker’s movements, which is intriguing.” (P8)
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Table 1: Participants’ demographics and their choices of the coil designs and sounds

Participant Pseudonym Occupation Choice of coil circuit design on
the speaker

Choice of pairing

P1 (30, F) Sisley PhD student in Information
Technology

Butterfly; Hexagon; Human
face b; Maze-circle

A pop song paired with
Hexagon

P2 (25, F) Jo Kitchen utensil shopkeeper Spiral-circle; Hexagon; Wave;
Human face b

An audio recording of
human vocal rehearsal
paired with a human face b

P3 (20, F) Pearl Undergraduate student in
Information Technology

Spiral-Tetragon; Parallel-circle;
Parallel-Octagon; Human face b

A piece of traditional dance
music paired with Human
face b

P4 (32, F) Miley High school teacher Parallel-circle; Hexagon; Wave;
Butterfly

A piece of K-pop paired with
Wave

P5 (25, F) Mia Software developer Spiral-circle; Maze-Octagon;
Hexagon; Butterfly

An audio clip from a horror
movie paired with a butterfly

P6 (25, M) Lewis Photographer Spiral-Tetragon; Wave; Cat;
Human face b

A piece of light music paired
with Wave

P7 (28, F) Linsey PhD student in Information
Technology

Parallel-circle; Maze-Octagon;
Wave; Butterfly

Background music of nature
paired with Butterfly

P8 (24, M) Harry Postgraduate student in
Information Technology

Spiral-circle; Hexagon; Cat;
Human face a

Pop music paired with
Spiral-circle

P9 (29, F) Eva Pharmacist Spiral-Tetragon; Maze-Octagon;
Wave; Human face b

A live symphony paired with
Human face b

P10 (20, F) Chelsea Undergraduate student in
Design

Parallel-circle; Hexagon;
Butterfly; Human face b

A piece of ASMR (sound
effects) paired with
Parallel-circle

Pearl (P3) elaborated on such a sense of aliveness, suggesting an
embodied experience through a cross-sensation between hearing
and tactile. She described experiencing the music through vibra-
tions, noting that “the beats and different vibrations” added a tactile
dimension to the experience. She explained, “The vibrations defi-
nitely helped because it’s like you feel more. Music becomes not just
something to hear, but something you can actually feel through your
body.”

Similarly, Eva (P9) compared the Sonic Delights experience to
background music typically played in normal restaurants. She
highlighted the unique experience of music emanating from the
cracker, stating, “It’s an entirely different experience […] I could feel
the vibration, that’s when it feels alive.” She added that this made
the cracker “more impressive,” noting that “everything about that
cracker is more interesting and leaves a stronger impression on me.”

Furthermore, an anthropomorphic association significantly en-
hanced the perceived sense of aliveness, influenced by both the
visual elements (such as the circuit pattern) and the auditory stimuli
emanating directly from the food. Miley (P4) described her reaction
when biting into a cracker designed with a human face:

“It feels like a living face that might cry if I bite it.” This
statement illustrates how the visual representation
on the food can evoke a sense of emotional response,
suggesting that the face is reacting to being consumed.

Chelsea (P10) offered a striking description while listening to
an Autonomous Sensory Meridian Response (ASMR) recording
featuring various abstract sound effects, associating these sounds

with a horror movie scenario by anthropomorphizing the food as if
it were human flesh:

“I liken these cookies to a living entity, as if when
I’m eating them, I’m consuming its body, and it could
feel pain [. . .] because when you eat them, you feel
the crunchiness. like biting into someone’s bone.”
This vivid imagery highlights the deep psycholog-
ical impact that such multisensory integration can
have, transforming the act of eating into a dramat-
ically visceral experience that merges taste, sound,
and imaginative perception.

5.2.3 Theme 3: Reinforcing immersiveness via exclusivity. This
theme underscores how participants experienced Sonic Delights as
intensely personal, fostering a sense of “exclusivity” that height-
ened privacy and intimacy, thereby possibly enhancing the depth
of their eating experience.

Participants like Harry (P8) noted that personalization
played a significant role in this exclusivity, stating:
“When you play my favorite music, I put all my inten-
tion on this ‘speaker’, [like] my personal speaker that
can play whatever I want.”
Miley (P4) echoed this sentiment, remarking, “It’s like
my private speaker, where I can choose my favorite
patterns and music.”

The sense of exclusivity also arose from the necessity of close
interaction due to the limited sound volume from the crackers. Pearl
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(P3) described her experience as more intimate and immediate with
Sonic Delights:

“It feels more personal, closer, like the music’s closer
to me now than it was [. . .] I felt like the music sur-
rounded me while I was eating the cracker.”

This proximity contributed to a more enveloping and immersive
ambiance. Chelsea (P10) observed a stark difference in her sensory
engagement. She pointed out the contrast between the two expe-
riences, explaining that with external music, “I felt a significant
distance between the experience of the cookie and the music [playing
from the laptop].” However, when the music came from the cookie
itself, “I felt it was around me, like being surrounded by 3D music.”

Furthermore, we found that the exclusive immersion can be man-
ifested through a reminiscence of participants’ personal memories
and subconscious imaginations.

Mia (P5) shared: “It makes me feel that I am eating in
the small room, watching the horrible movie with my
friend, and we shared the food together.”

Eva (P9) experienced a surge of imaginations that
enhanced her sense of presence: “When I saw the
pattern (Human face a) and heard the music, it felt
like I was at a concert […] The woman in the pat-
tern felt like the leader at the concert, with the music
seemingly led by her due to the visual and auditory
factors.”

Linsey (P7) reflected on the profound impact of multisensory
synchrony on her “reflexive imagination.” Allowing her thoughts
to flow freely, this synchronization deepened her immersion, ren-
dering the sensory experience more significant and memorable.
This natural alignment of senses helped to seamlessly integrate her
sensory perceptions, enhancing the overall impact and resonance
of the experience. Linsey described experiencing “an unnatural
sense of immersion” that occurred passively, noting, “It wasn’t that I
actively chose to think about something [. . .] the music and the crack-
ers matched well and attractive.” She explained that this “passive
immersion” evoked vivid imagery, such as “a lawn and a peaceful
lakeside environment.”

5.2.4 Theme 4: Boosting wholeness encompassing all sensorial ele-
ments. This theme illustrates that participants viewed their inter-
actions with Sonic Delights not merely as consuming food but as
engaging in a comprehensive sensory experience that integrates
various elements into a cohesive whole. They perceived the con-
sumption of Sonic Delights akin to appreciating art, where every
sensory input – visual, auditory, and gustatory – is meticulously
coordinated to enhance the overall experience.

Participants compared the consumption experience of Sonic
Delights to savoring a work of art, emphasizing that it involves har-
monizing all sensory perceptions – visual, auditory, and gustatory
stimuli – to fully appreciate the experience. For example, Sisley
(P1) reflected on how the act of eating transcends its usual bounds:

“I think at that moment, the food is no longer just
food. It becomes something like an artwork [. . .and I
found that] I’m not just eating, but also enjoying the
whole experience.”

Linsey (P7) highlighted the importance of sensory integration,
which is crucial for crafting an experience that feels complete and
tailored to individual preferences, enhancing the overall enjoyment
and engagement with the food.

“It’s all about aligning the visual, auditory, and gus-
tatory elements to create a personalized experience.”
Linsey stated.

Furthermore, the sense of ambiance and aesthetic effect played
a significant role in shaping the dining experience. Chelsea (P10)
echoed this sentiment, saying: “I enjoyed the experience, it’s like
eating a landscape. It doesn’t feel like just eating a cookie […] It’s
about eating [the] atmosphere [around it], not just consuming the
actual item. It’s like I’m staying in and enjoying the atmosphere.”
Here, Chelsea described how the setting and mood contributed to
a deeper, more immersive experience, elevating the act of eating to
an act of immersive engagement with one’s surroundings.

Harry (P8) stressed the synergy of multiple sensory inputs –
visual (the pattern and design), auditory (the sounds from the Sonic
Delights system), and possibly even tactile (the texture of the food)
– working together to create a more holistic and satisfying dining
experience. By matching the design elements visually and sonically,
the experience becomes more cohesive, encouraging continued
engagement with the food. Harry also suggested the importance of
consistency between visual and auditory elements, explaining, “If
the geometric pattern [referring to the circuit with the hexagon tiling
pattern (8)] matches with a honeycomb-shaped food, it’d encourage
me to eat more because of the consistency in visual and auditory
experience [. . .] it’s like a complete sensory loop.”

5.2.5 Theme 5: Empowerment through auditory-gustatory integra-
tion. This theme captures the heightened sense of control and per-
sonal agency participants experienced when interacting with the
Sonic Delights system. They noted an increased ability to man-
age their immediate sensory environment using the Sonic Delights
system.

Pearl (P3)’s observation highlights this empowerment, as she
describes how the system allowed her to control the continuation
of the music based on her actions with the food. She highlighted
the sense of control provided by the system, stating, “It feels more
within my control. When I stop eating, like when I set the biscuit aside,
it’s entirely up to me to decide if I want to continue hearing the music
or not.” Pearl also added, “If I choose not to listen, I can simply move
it away [. . .or] I can just stop [eating] by myself,” contrasting this
with the first activity where “the music is more distant, so anyone
could stop it.”

This direct control over the auditory output linked to their eating
actions contrasts with more traditional setups where soundscapes
are ambient and not influenced by individual interactions. The
ability to continue or stop the music by simply choosing how and
when to eat adds a layer of interactivity and personalization that
traditional dining experiences lack.

The theme also reveals the desire for customizable experiences in
entertainment and dining. Being able to dictate the stopping of the
music allowed individuals not only to control the digital outputs but
also to tailor these experiences to fit their mood, setting, or personal
preference at any moment. This capability is particularly valuable
in environments where background noise can be distracting or
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overwhelming, providing a sanctuary of tailored sensory input
that aligns with the individual’s needs. Miley (P4) described the
experience as “a customization process,” explaining, “I can decide
when the music stops, like having my own private speaker.” He added,
“Sometimes I want to turn the background music off because it can be
noisy and unsettling.”

6 Discussion
From the above insights, while participants expressed positive feed-
back about Sonic Delights, we now highlight the valuable critiques
they provided for future optimization. For instance, participants
noted challenges with the food speaker’s durability, as connections
occasionally disconnected during use. They also suggested incor-
porating more modularity to allow for customization, enabling
consumers to personalize their experiences. Additionally, partici-
pants highlighted the need to improve the palatability of the food
speaker, focusing on expanding the range of tastes, forms, and
ease of consumption. Taken together, these participant insights, to-
gether with our craft knowledge of having designed Sonic Delights,
allows us to now present three implications for design to inform
future developments of auditory-gustatory interfaces.

6.1 Cross-sensational Experience via Material
Interactions

The themes emphasize a cross-sensory experience by blending ma-
terial elements (visual and gustatory stimuli from food) with digital
elements (auditory stimuli), creating a cohesive and holistic experi-
ence. This integration intensifies emotional engagement, making
the eating experience more intimate and memorable (theme 4 and
theme 5). This material interaction with Sonic Delights, aligns
with Jung and Stolterman’s [22] argument that HCI design can be
enriched by emphasizing form alongside function, incorporating
materiality into design. While this approach opens possibilities
for innovative products that go beyond current user needs, some
sensory qualities – such as physical sensations and material senti-
ment – are still underexplored [22]. Sonic Delights addresses this
by considering the system’s visual, physical, and temporal aspects,
as well as real-world perception for a multisensory food experience.

6.1.1 Design implication 1: Incorporate the aesthetic qualities of
the system’s materials with digital outputs to enhance multisensory
engagement. The findings indicate the potential to enhance eat-
ing experiences by coordinating material and digital stimuli in the
design of multimodal interactions. This potential addresses the
question of “when and how to merge multiple modalities” in multi-
modal interaction designs, as raised by prior research [48]. In our
case, material stimuli were primarily related to the gustatory quali-
ties of foods, including visuals, textures, and tastes, while digital
stimuli were derived from sounds. The study observed that partici-
pants tend to have certain expectations when perceiving patterns
on Sonic Delights, mapping visual stimuli with their personal expe-
riences and memories, and imagining a taste that corresponds with
the visuals. This suggests that designers can utilize the aesthetic
language of the system’s form (e.g., pattern), taste (e.g., sweetness),
and texture (e.g., crunchiness) to pair with audio outputs, creating
a rich eating experience across multiple modalities. Designers must

consider the material expressiveness and storytelling of food within
the eating experience, making it immersive and meaningful.

The finding also aligns with recent studies on multisensory inte-
gration [7], demonstrating how researchers can leverage emerging
technologies for cross-sensory stimuli to create an environment
where all sensory inputs (taste, smell, sight, sound, and touch) are
integrated, thereby enhancing the overall enjoyment and appreci-
ation of the meal. The findings from Sonic Delights suggest that
designers should consider multiple sensory stimuli in future food
designs. For instance, in addition to visual, taste, and audio stimuli,
the design of Sonic Delights enabled tactile stimulation through vi-
brations from the sounds, which could be synchronized with events
in real-time eating, thus enhancing the multisensory engagement
in HFI.

6.2 Personalization of Multisensory
Experiences

Our themes highlighted the benefit of incorporating customization
into multisensory experiences: connecting personal identity and
past experiences (theme 1), facilitating exclusivity (theme 3), and
empowering the consumer in multisensory experiences (theme 5).
Understanding that users value the ability to modify their sensory
experiences suggests that future designs could benefit from the
inclusion of customizable elements that users can adjust according
to their individual needs. By allowing for customization on a mul-
tisensory level, a system can bring elements of personal identity
and self-expression into daily eating actions, potentially enhancing
the emotional and psychological depth of the experience.

6.2.1 Design implication 2: Consider real-time adaptation of senso-
rial stimuli to reinforce emotional association within the food interac-
tions. The above insights suggest a design implication that future
designs could consider adapting crossmodal outputs in HFI design
to enhance emotional engagement. In general HCI design, the con-
sideration of user diversity plays an increasingly important role, as
users differ in their perception and utilization of technology [50].
Prior research has defined crossmodal interactions as perceptual
processes by which information is transferred between the senses,
and influences each other [33]. Therefore, it has been argued that
it is crucial to consider these aspects and build interaction systems
capable of supporting and reacting to changing user wishes and
needs by “providing adapted capabilities to the user of a system”
[8] on a multisensory level.

Our research explored edible artefacts that may result in mul-
tisensorial interactions. For example, matching design elements
visually and sonically, the crossmodal feedback in the Sonic De-
lights system created a more cohesive experience, encouraging
continued engagement with the food (theme 4). The findings sug-
gest the significance of allowing consumers to take control over
their preferred sensorial outputs to match their chosen food, pairing
these with interpreted meanings and their present moods.

6.2.2 Design implication 3: Leverage dynamic system features to
create an anthropomorphic interaction for enhancing personal at-
tachment. Jameson argues that personalization encompasses other
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features besides adaptation to the individual user, such as “an-
thropomorphism” [20], where the system exhibits human-like fea-
tures, like a depicted face, for input or output and lifelike behaviors.
This anthropomorphized aspect aligns with prior HCI research on
shape-changing interfaces that proposed “expressive parameters”
based on kinetic attributes, drawing out specific traits and quali-
ties from certain movements [15]. For instance, rapid oscillating
movements might be reminiscent of “agitation” or “enthusiasm”
[43]. Our themes indicated that participants often interpreted the
food speaker as if it were alive, attributing anthropomorphic char-
acteristics to the food items (Theme 2). The rhythmic vibrations
and motions of the food speaker reminded participants of various
emotions or traits, with one describing a cracker as a human face
that would cry if bitten, or how eating the cracker would evoke
vivid imagery of biting into human bones. We noted that such
anthropomorphic experiences appeared to foster deep emotional
bonds, highlighting the significant psychological impact that such
multisensory integration can have.

The above insights suggest that by intentionally embedding
human-like traits within the design of digital-food integration, it
might be possible to deepen the emotional ties diners have with
their food. Also, allowing consumers to customize the presentation
of the food items that connect to their personal identity, or pair
other sensorial stimuli (e.g., audio) with the dynamic motions of
their food to evoke varied emotional associations, can enhance the
overall food experiences. This implication also connects with the
future direction of HFI that calls for anthropomorphized food in-
teractions, intending to bolster customer loyalty by establishing an
emotional bond between consumers and food items [10]. Addition-
ally, we note that one of the biggest challenges is evoking complex
emotions, like regret or discomfort, when consuming items that
feel living or human-like. Future HFI designs should take this into
account and thoughtfully address these emotional aspects.

Taken together, the insights gained from our design practice and
study could contribute to HCI in a broader sense by demonstrating
how Sonic Delights leverages sensory augmentation to create im-
mersive, emotionally engaging experiences through the integration
of material (e.g., taste, texture) and digital (e.g., sound) stimuli. We
emphasize the value of personalization, allowing users to adapt sen-
sory inputs to their preferences, fostering emotional connections.
Additionally, incorporating human-like traits into food-based in-
terfaces highlights the potential of anthropomorphism to enhance
engagement and resonance. These contributions open new possibil-
ities for HFI and sensory interface design, focusing on multisensory
integration, user adaptation, and emotional engagement.

7 Limitations & Future Works
Our exploration of the auditory-gustatory interface is still in its
early stages, with findings highlighting key opportunities for future
research in multisensory integration, personalization, and anthro-
pomorphism to enhance engagement and emotional connection
in food experiences. Integrating material properties (taste, tex-
ture, visuals) with digital elements (sound, vibration) could create
more immersive interactions, while allowing users to customize
sensory outputs may foster deeper emotional engagement. Addi-
tionally, embedding expressive features in food-based interfaces can

strengthen emotional attachment, though designers must carefully
balance engagement with potential discomfort.

While Sonic Delights demonstrates the potential of an edible
sonic interface, its current design still relies on non-edible compo-
nents such as amplifiers, magnets, and wires. This study marks a
first step toward fully edible and digestible alternatives, paving the
way for future research on self-contained, food-integrated sound
systems. Additionally, the study was limited to a small range of
food items and audio stimuli, restricting the creative potential of
edible interfaces. Expanding the variety of food materials and
structural forms could enable more diverse and sophisticated in-
teractions. Moreover, this study focused solely on sound, leaving
other sensory modalities – such as touch, smell, and visual cues –
unexplored. Future research should examine how these elements
can be integrated to create a fully immersive multisensory dining
experience.

8 Conclusion
This paper introduced Sonic Delights, a novel system that reimag-
ines food as an auditory-gustatory interface, integrating taste and
sound to enrich dining experiences. By positioning food as a core
material for interaction, this work demonstrates its potential as
both a sensory medium and an interactive interface. Through the
design and study of Sonic Delights, we explored how cross-sensory
integration can deepen HFI. Our findings reveal opportunities to
enhance dining through the integration of material and digital stim-
uli, supporting multisensory engagement, real-time adaptation for
personalization, and the incorporation of anthropomorphic traits
to foster emotional connections.

Our work advances the concept of food as a dynamic computa-
tional material, redefining it as a multisensory interface for inter-
active experiences. By blending auditory and gustatory elements,
Sonic Delights highlights the untapped potential of food in HFI and
lays a foundation for future research into engaging multisensory
dining experiences.

Acknowledgments
We extend our heartfelt gratitude to all participants who took part in
this research, sharing their time and insights. Special thanks to Jinyi
Zhang from RMIT University for assistance with storyboarding and
visualization. We also appreciate the sound and expert consultation
from Prof. Barrett Ens (University of British Columbia) and Prof.
Holger Regenbrecht (University of Otago), whose generous guid-
ance and technical insights greatly contributed to this work. Also,
Florian ‘Floyd’ Mueller thanks the generous support of the Aus-
tralian Research Council, especially through grants DP190102068,
DP200102612, and LP210200656, and Hongyue Wang thanks the
support from LP210200656.

References
[1] Records You Can Eat? The Story of Edible Vinyl… Atlas Records (2023), 2024,

from: https://atlasrecords.co.uk/blogs/all-about-vinyl/records-you-can-eat-the-
story-of-edible-vinyl.

[2] Simple audio player. (2024), from: https://docs.arduino.cc/tutori-
als/generic/simple-audio-player/.

[3] Ferran Altarriba Bertran, Samvid Jhaveri, Rosa Lutz, Katherine Isbister, and
Danielle Wilde. 2019. Making Sense of Human-Food Interaction. In Proceedings
of the 2019 CHI Conference on Human Factors in Computing Systems, Glasgow,



CHI ’25, April 26–May 01, 2025, Yokohama, Japan Jialin Deng et al.

Scotland Uk. Association for Computing Machinery, New York, NY, USA. Paper
678, 1-13. DOI: 10.1145/3290605.3300908.

[4] Samir Billatos, 1997. Green Technology and Design for the Environment. Boca
Raton. 312.

[5] Virginia Braun and Victoria Clarke, 2019, Reflecting on reflexive thematic anal-
ysis. Qualitative Research in Sport, Exercise and Health, 11(4): pp. 589-597. DOI:
10.1080/2159676X.2019.1628806.

[6] Rob Comber, Jaz Hee-jeong Choi, Jettie Hoonhout, and Kenton O’Hara, 2014,
Designing for human–food interaction: An introduction to the special issue on
‘food and interaction design’. International Journal of Human-Computer Studies,
72(2): pp. 181-184. DOI: 10.1016/j.ijhcs.2013.09.001.

[7] Patricia Cornelio, Carlos Velasco, and Marianna Obrist, 2021, Multisensory Inte-
gration as per Technological Advances: A Review. Frontiers in Neuroscience, 15.
DOI: 10.3389/fnins.2021.652611.

[8] Olivier Coutand, 2009.A framework for contextual personalised applications. Kassel
university press GmbH.

[9] Jialin Deng. Whispery Savoury. (2015), from: https://www.jialindeng.xyz/whis-
perysavoury.

[10] Jialin Deng, Ferran Altarriba Bertran, Marianna Obrist, Yan Wang, Florian ‘Floyd’
Mueller, and Carlos Velasco, 2023, Sketching the future of human-food interaction:
Emerging directions for future practice. International Journal of Gastronomy and
Food Science, 31: pp. 100629. DOI: https://doi.org/10.1016/j.ijgfs.2022.100629.

[11] Gengyue Dong, 2023, Sound Quality Improvement of Dynamic Loudspeaker by
Material Selection of Diaphragm. Journal of Physics: Conference Series, 2458(1):
pp. 012020. DOI: 10.1088/1742-6596/2458/1/012020.

[12] Anthony Dunne and Fiona Raby, 2013. Speculative everything: design, fiction, and
social dreaming. MIT press.

[13] Ryan S. Elder and Gina S. Mohr, 2016, The crunch effect: Food sound salience as
a consumption monitoring cue. Food Quality and Preference, 51: pp. 39-46. DOI:
https://doi.org/10.1016/j.foodqual.2016.02.015.

[14] William Gaver, What should we expect from research through design?,
in Proceedings of the SIGCHI Conference on Human Factors in Comput-
ing Systems (pp. 937–946). Association for Computing Machinery. DOI:
https://dx.doi.org/10.1145/2207676.2208538.

[15] Philip Glass, Glass: Glassworks: Opening, in Glass-A Section. 2017, Deutsche
Grammophon GmbH: Berlin.

[16] Andrea Grimes and RichardHarper. 2008, Celebratory technology: new directions
for food research in HCI. In Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems (CHI ’08), Florence, Italy, Association for Computing
Machinery, New York, NY, USA. 467–476. DOI: 10.1145/1357054.1357130.

[17] Charles Alan Hamilton, Gursel Alici, and Marc in het Panhuis, 2018, 3D printing
Vegemite and Marmite: Redefining “breadboards”. Journal of Food Engineering,
220: pp. 83-88. DOI: https://doi.org/10.1016/j.jfoodeng.2017.01.008.

[18] Ayaka Ishii and Itiro Siio. 2019, BubBowl: Display Vessel Using Electrol-
ysis Bubbles in Drinkable Beverages. In Proceedings of the 32nd Annual
ACM Symposium on User Interface Software and Technology (UIST ’19), As-
sociation for Computing Machinery, New York, NY, USA. 619–623. DOI:
https://doi.org/10.1145/3332165.3347923.

[19] Hiroshi Ishii, Daniel Leithinger, Lining Yao, Sean Follmer, and Jifei Ou. 2015.
Vision-Driven: Beyond Tangible Bits, Towards Radical Atoms. In Proceedings of
the 33rd Annual ACM Conference Extended Abstracts on Human Factors in Com-
puting Systems (CHI EA ’15), Seoul, Republic of Korea. Association for Computing
Machinery, New York, NY, USA. 2495–2496. DOI: 10.1145/2702613.2721936.

[20] Anthony Jameson and Krzysztof Z. Gajos, Systems That Adapt to Their Users,
in J.A. Jacko (Ed.), Human Computer Interaction Handbook: Fundamentals,
Evolving Technologies, and Emerging Applications (3rd Edition ed., pp. 1518).
CRC Press. DOI: https://dx.doi.org/https://doi.org/10.1201/b11963.

[21] Jill Jaxx, Speech Therapy, in Female Vocal Rehab Warm-up. 2012.
[22] Heekyoung Jung and Erik Stolterman. 2012, Digital form and materiality: propo-

sitions for a new approach to interaction design research. In Proceedings of the 7th
Nordic Conference on Human-Computer Interaction: Making Sense Through Design
(NordiCHI ’12), Copenhagen, Denmark, Association for Computing Machinery,
New York, NY, USA. 645–654. DOI: 10.1145/2399016.2399115.

[23] Strutt JW., VIBRATIONS OF MEMBRANES, in J.W. Strutt (Ed.), The The-
ory of Sound (Vol. 1, pp. 250-292). Cambridge University Press. DOI:
https://dx.doi.org/10.1017/CBO9781139058087.010.

[24] Azusa Kadomura, Koji Tsukada, and Itiro Siio. 2013, EducaTableware: computer-
augmented tableware to enhance the eating experiences. In CHI ’13 Extended
Abstracts on Human Factors in Computing Systems, Paris, France, Association for
Computing Machinery. 3071–3074. DOI: 10.1145/2468356.2479613.

[25] Kevin Kantono, Nazimah Hamid, Daniel Shepherd, Michelle J. Y. Yoo, Gian-
paolo Grazioli, and B. Thomas Carr, 2016, Listening to music can influence
hedonic and sensory perceptions of gelati. Appetite, 100: pp. 244-255. DOI:
https://doi.org/10.1016/j.appet.2016.02.143.

[26] Kunihiro Kato, Kazuya Saito, and Yoshihiro Kawahara. 2019, OrigamiSpeaker:
Handcrafted Paper Speaker with Silver Nano-Particle Ink. In Extended Abstracts
of the 2019 CHI Conference on Human Factors in Computing Systems, Glasgow,
Scotland Uk, Association for Computing Machinery. Paper LBW2211. DOI:

10.1145/3290607.3312872.
[27] Kunihiro Kato, Ami Motomura, Kaori Ikematsu, Hiromi Nakamura, and Yuki

Igarashi. 2023, Demonstrating FoodSkin: A Method for Creating Electronic
Circuits on Food Surfaces by Using Edible Gold Leaf for Enhancement of Eating
Experience. In Extended Abstracts of the 2023 CHI Conference on Human Factors in
Computing Systems (CHI EA ’23), Hamburg, Germany, Association for Computing
Machinery, New York, NY, USA, . Article 434. DOI: 10.1145/3544549.3583933.

[28] Kunihiro Kato, Kaori Ikematsu, Hiromi Nakamura, Hinako Suzaki, and Yuki
Igarashi. 2024, FoodSkin: Fabricating Edible Gold Leaf Circuits on Food Surfaces.
In Proceedings of the 2024 CHI Conference on Human Factors in Computing Systems
(CHI ’24), Honolulu, HI, USA, Association for Computing Machinery, New York,
NY, USA. Article 358. DOI: https://doi.org/10.1145/3613904.3642372.

[29] Jayoung Kim, Itthipon Jeerapan, Bianca Ciui, Martin C. Hartel, Aida Martin,
and Joseph Wang, 2017, Edible Electrochemistry: Food Materials Based Elec-
trochemical Sensors. Advanced Healthcare Materials, 6(22): pp. 1700770. DOI:
https://doi.org/10.1002/adhm.201700770.

[30] Rebecca Kleinberger, Akito Oshiro Van Troyer, and Qian Janice Wang. 2023,
Auditory Seasoning Filters: Altering Food Perception via Augmented Sonic
Feedback of Chewing Sounds. In Proceedings of the 2023 CHI Conference on
Human Factors in Computing Systems (CHI ’23), Hamburg, Germany, Asso-
ciation for Computing Machinery, New York, NY, USA, . Article 318. DOI:
https://doi.org/10.1145/3544548.3580755.

[31] Klemens Knöferle and Charles Spence, 2012, Crossmodal correspondences be-
tween sounds and tastes. Psychonomic Bulletin & Review. DOI: 10.3758/s13423-
012-0321-z.

[32] Naoya Koizumi, Hidekazu Tanaka, Yuji Uema, and Masahiko Inami. 2011. Chew-
ing jockey: augmented food texture by using sound based on the cross-modal
effect. In Proceedings of the Proceedings of the 8th International Conference on
Advances in Computer Entertainment Technology, 1-4.

[33] Anan Lin, Meike Scheller, Feng Feng, Michael J Proulx, and Oussama Metatla.
2021, Feeling Colours: Crossmodal Correspondences Between Tangible 3D Ob-
jects, Colours and Emotions. In Proceedings of the 2021 CHI Conference on Human
Factors in Computing Systems, Yokohama, Japan, Association for Computing
Machinery. Article 187. DOI: 10.1145/3411764.3445373.

[34] Jium-Ming Lin, Ubadigha Chinweze Ukachukwu, and Cheng-Hung Lin, 2016, A
low cost flexible electrodynamic planar loudspeaker. Journal of Vibroengineering,
18: pp. 1982-1990. DOI: DOI:10.21595/JVE.2015.16753.

[35] Ben Matthews and Stephan Wensveen, Prototypes and prototyping in design
research, in P.A. Rodgers and J. Yee (Eds.), Routledge Companion to Design
Research (pp. 262-276). Routledge. DOI: https://dx.doi.org/10.4324/9781315758466-
25.

[36] Qi Meng, Shilun Zhang, and Jian Kang, 2017, Effects of typical dining
styles on conversation behaviours and acoustic perception in restau-
rants in China. Building and Environment, 121: pp. 148-157. DOI:
https://doi.org/10.1016/j.buildenv.2017.05.025.

[37] High-Low Tech Group MIT Media Lab. Paper Speaker. from:
https://highlowtech.org/?p=1372.

[38] Florian Mueller, Khot Rohit Ashok, Dwyer Tim, Goodwin Sarah, Marriott Kim,
Jialin Deng, Phan Han D, Jionghao Lin, Kun-Ting Chen, and Yan Wang. 2021,
Data as Delight: Eating data. In Proceedings of the 2021 CHI Conference on Human
Factors in Computing Systems (CHI’21), Yokohama, Japan, ACM, New York, NY,
USA. DOI: https://doi.org/10.1145/3411764.3445218.

[39] Florian ‘Floyd’ Mueller, Pedro Lopes, Paul Strohmeier, Wendy Ju, Caitlyn Seim,
MartinWeigel, Suranga Nanayakkara, Marianna Obrist, Zhuying Li, Joseph Delfa,
Jun Nishida, Elizabeth M. Gerber, Dag Svanaes, Jonathan Grudin, Stefan Greuter,
Kai Kunze, Thomas Erickson, Steven Greenspan, Masahiko Inami, Joe Marshall,
Harald Reiterer, Katrin Wolf, Jochen Meyer, Thecla Schiphorst, Dakuo Wang, and
Pattie Maes. 2020, Next Steps for Human-Computer Integration. In Proceedings
of the 2020 CHI Conference on Human Factors in Computing Systems (CHI ’20),
Honolulu, HI, USA, Association for Computing Machinery, New York, NY, USA.
1–15. DOI: https://doi.org/10.1145/3313831.3376242.

[40] Sara Nabil, Lee Jones, and Audrey Girouard. 2021, Soft Speakers: Digital Embroi-
dering of DIY Customizable Fabric Actuators. In Proceedings of the Fifteenth Inter-
national Conference on Tangible, Embedded, and Embodied Interaction, <conf-loc>,
<city>Salzburg</city>, <country>Austria</country>, </conf-loc>, Association
for Computing Machinery. Article 11. DOI: 10.1145/3430524.3440630.

[41] Aditya Shekhar Nittala, AnushaWithana, Narjes Pourjafarian, and Jürgen Steimle.
2018, Multi-Touch Skin: A Thin and Flexible Multi-Touch Sensor for On-Skin
Input. In Proceedings of the 2018 CHI Conference on Human Factors in Computing
Systems (CHI’18), Montreal QC, Canada, Association for Computing Machinery,
New York, NY, USA. Paper 33. DOI: 10.1145/3173574.3173607.

[42] Thomas Preindl, Cedric Honnet, Andreas Pointner, Roland Aigner, Joseph A.
Paradiso, and Michael Haller. 2020, Sonoflex: Embroidered Speakers Without
Permanent Magnets. In Proceedings of the 33rd Annual ACM Symposium on User
Interface Software and Technology, Virtual Event, USA, Association for Computing
Machinery. 675–685. DOI: 10.1145/3379337.3415888.

[43] Majken Rasmussen, Esben Pedersen, Marianne Petersen, and Kasper Hornbæk,
2012, Shape-changing interfaces: A review of the design space and open research



Sonic Delights: Exploring the Design of Food as An Auditory-Gustatory Interface CHI ’25, April 26–May 01, 2025, Yokohama, Japan

questions. Conference on Human Factors in Computing Systems - Proceedings. DOI:
10.1145/2207676.2207781.

[44] Paul Resnikoff. An Artist Makes Vinyl Records Out of Chocolate — And They
Actually Play. Digital Music News (2018), 2024, from: https://www.digitalmusic-
news.com/2018/02/13/vinyl-records-chocolate/.

[45] Jess Rowland, 2013, Flexible Audio Speakers for Composition and Art Practice.
Leonardo Music Journal, 23: pp. 33-36. DOI: 10.1162/LMJ_a_00151.

[46] Jess Rowland. Paper Speakers. (2015), 2024, from: https://www.instructa-
bles.com/Paper-Speakers-1/.

[47] Deb K. Roy, Nitin Sawhney, Chris Schmandt, and Alex Paul Pentland. 2000.
Wearable Audio Computing: A Survey of Interaction Techniques. In Proceedings
of DOI: https://api.semanticscholar.org/CorpusID:3628378.

[48] R. Sharma, V. I. Pavlovic, and T. S. Huang, 1998, Toward multimodal
human-computer interface. Proceedings of the IEEE, 86(5): pp. 853-869. DOI:
10.1109/5.664275.

[49] Alina S. Sharova, Filippo Melloni, Guglielmo Lanzani, Christopher J. Bet-
tinger, and Mario Caironi, 2021, Edible Electronics: The Vision and
the Challenge. Advanced Materials Technologies, 6(2): pp. 2000757. DOI:
https://doi.org/10.1002/admt.202000757.

[50] Miroslav Sili, Markus Garschall, Martin Morandell, Sten Hanke, and Christo-
pher Mayer. 2016. Personalization in the User Interaction Design. In Pro-
ceedings of the Human-Computer Interaction. Theory, Design, Development
and Practice, 2016//, Cham. Springer International Publishing. 198-207. DOI:
https://doi.org/10.1007/978-3-319-39510-4_19.

[51] Charles Spence and Maya u. Shankar, 2010, The influence of auditory cues on
the perception of, and responses to, food and drink. Journal of Sensory Studies,
25(3): pp. 406-430. DOI: https://doi.org/10.1111/j.1745-459X.2009.00267.x.

[52] Charles Spence, 2011, Crossmodal correspondences: A tutorial review. Attention,
Perception, & Psychophysics, 73(4): pp. 971-995. DOI: 10.3758/s13414-010-0073-7.

[53] Charles Spence, 2015, Eating with our ears: assessing the importance of the
sounds of consumption on our perception and enjoyment of multisensory flavour
experiences. Flavour, 4(1): pp. 3. DOI: 10.1186/2044-7248-4-3.

[54] Charles Spence, Sound: The Forgotten Flavor Sense, in B. Piqueras-Fiszman and C.
Spence (Eds.), Multisensory Flavor Perception (pp. 81-105). Woodhead Publishing.
DOI: https://dx.doi.org/https://doi.org/10.1016/B978-0-08-100350-3.00005-5.

[55] Charles Spence, 2017. Gastrophysics: The new science of eating. Penguin UK.
[56] Lorenzo D. Stafford, Mya Fernandes, and Ed Agobiani, 2012, Effects of noise and

distraction on alcohol perception. Food Quality and Preference, 24(1): pp. 218-224.
DOI: https://doi.org/10.1016/j.foodqual.2011.10.012.

[57] Carlos Velasco, Felipe Reinoso Carvalho, Olivia Petit, and Anton Nijholt. 2016, A
multisensory approach for the design of food and drink enhancing sonic systems.
In Proceedings of the 1st Workshop on Multi-sensorial Approaches to Human-Food
Interaction (MHFI ’16), Tokyo, Japan, Association for Computing Machinery, New
York, NY, USA. Article 7. DOI: 10.1145/3007577.3007578.

[58] Carlos Velasco, Marianna Obrist, Olivia Petit, and Charles Spence, 2018, Multisen-
sory technology for flavor augmentation: a mini review. Frontiers in psychology,
9: pp. 26.

[59] Ron Wakkary, William Odom, Sabrina Hauser, Garnet Hertz, and Henry Lin.
2015. Material speculation: actual artifacts for critical inquiry. In Proceedings of
the Aarhus Conference on Critical Alternatives, DOI: 10.7146/AAHCC.V1I1.21299.

[60] Hongyue Wang, Jialin Deng, Aravind Mohan, Yinyi Li, Hao Peng, Linjia He, Don
Samitha Elvitigala, and Florian ’Floyd’ Mueller. 2024, pic2eat: Facilitating Social

Ice-breaking through Collaborative Design of 3D Printed Appetizer. In Extended
Abstracts of the CHI Conference on Human Factors in Computing Systems (CHI EA
’24), Honolulu, HI, USA, Association for Computing Machinery. Article 384. DOI:
10.1145/3613905.3651082.

[61] Hongyue Wang, Jialin Deng, Linjia He, Nathalie Overdevest, Ryan Wee, Yan
Wang, Phoebe O. Toups Dugas, Don Samitha Elvitigala, and Florian ’Floyd’
Mueller. 2025, Towards Understanding Interactive Sonic Gastronomy with Chefs
and Diners. In In Proceedings of the 2025 CHI Conference on Human Factors in
Computing Systems (CHI ’25), Association for Computing Machinery, New York,
NY, USA. DOI: https://doi.org/10.1145/3706598.3714237.

[62] Qian Wang, Andy T. Woods, and Charles Spence, 2015, “What’s Your Taste
in Music?” A Comparison of the Effectiveness of Various Soundscapes
in Evoking Specific Tastes. i-Perception, 6(6): pp. 2041669515622001. DOI:
10.1177/2041669515622001.

[63] Xu Wang, Wenwen Xu, Prithwish Chatterjee, Cheng Lv, John Popovich, Zeming
Song, Lenore Dai, M. Yashar S. Kalani, Shelley E. Haydel, and Hanqing Jiang, 2016,
Food-Materials-Based Edible Supercapacitors. Advanced Materials Technologies,
1(3): pp. 1600059. DOI: 10.1002/admt.201600059.

[64] YanWang, Zhuying Li, Robert Jarvis, Rohit Ashok Khot, and FlorianMueller. 2019.
iScream!: Towards the Design of Playful Gustosonic Experiences with Ice Cream.
In Proceedings of the Extended Abstracts of the 2019 CHI Conference on Human Fac-
tors in Computing Systems, Glasgow, Scotland Uk. Association for Computing Ma-
chinery, New York, NY, USA. Paper INT047, 1–4. DOI: 10.1145/3290607.3313244.

[65] Yan Wang, Understanding the Design of Playful Gustosonic experiences. 2021,
Monash University.

[66] Yan Wang, Zhuying Li, Rohit Ashok Khot, and Florian Floyd Mueller. 2021, Sonic
Straws: A beverage-based playful gustosonic system. In Adjunct Proceedings of
the 2021 ACM International Joint Conference on Pervasive and Ubiquitous Com-
puting and Proceedings of the 2021 ACM International Symposium on Wearable
Computers, Virtual, USA, Association for Computing Machinery. 81–82. DOI:
10.1145/3460418.3479293.

[67] M. Wiberg, 2018. The Materiality of Interaction: Notes on the Materials of Inter-
action Design. MIT Press.

[68] Mikael Wiberg and Erica Reyna Robles, 2010, Computational Compositions: Aes-
thetics, Materials, and Interaction Design. International Journal of Design [Online]
4:2. DOI: http://www.ijdesign.org/index.php/IJDesign/article/view/757/301

[69] Mikael Wiberg, Hiroshi Ishii, Paul Dourish, Anna Vallgårda, Tobie Ker-
ridge, Petra Sundström, Daniela Rosner, and Mark Rolston, 2013, Mate-
riality matters—experience materials. interactions, 20(2): pp. 54–57. DOI:
10.1145/2427076.2427087.

[70] A. T. Woods, E. Poliakoff, D. M. Lloyd, J. Kuenzel, R. Hodson, H. Gonda,
J. Batchelor, G. B. Dijksterhuis, and A. Thomas, 2011, Effect of background
noise on food perception. Food Quality and Preference, 22(1): pp. 42-47. DOI:
https://doi.org/10.1016/j.foodqual.2010.07.003.

[71] Yingzhu Wu, Dongdong Ye, Yingfa Shan, Shuohai He, Ziyue Su, Jiahao
Liang, Jinren Zheng, Zihang Yang, Haokai Yang, Wenwen Xu, and Hanqing
Jiang, 2020, Edible and Nutritive Electronics: Materials, Fabrications, Compo-
nents, and Applications. Advanced Materials Technologies: pp. 2000100. DOI:
10.1002/admt.202000100.

[72] Massimiliano Zampini and Charles Spence, 2004, The Role of Auditory Cues
in Modulating the Perceived Crispness And Staleness of Potato Chips. Jour-
nal of Sensory Studies, 19(5): pp. 347-363. DOI: https://doi.org/10.1111/j.1745-
459x.2004.080403.x.


	Abstract
	1 Introduction
	2 Related Works
	2.1 Auditory-Augmented HFI Designs
	2.2 Food Electronics as I/O Interfaces

	3 Methodology
	4 Designing Sonic Delights
	4.1 Conceptual Development: Designing Food as A Sound-Emitting Source
	4.2 Fabrication of the Food Speaker
	4.3 Designing a Vessel to Facilitate Sonic Delights Engagement
	4.4 Measurements of the Sound

	5 A Study on Experiencing Sonic Delights
	5.1 Study Procedure
	5.2 Findings

	6 Discussion
	6.1 Cross-sensational Experience via Material Interactions
	6.2 Personalization of Multisensory Experiences

	7 Limitations & Future Works
	8 Conclusion
	Acknowledgments
	References

