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Abstract. PukaPuCam is an application service that utilizes a camera attached 
to balloons, to capture users’ photo continuously from a third-person view. 
Then, users can glance through their photos by using PukaPuCam Viewer. 
PukaPuCam records the interaction between users and their surrounding objects 
or even with the people they meet. As balloon experiences air resistance, it can 
change its inclination according to the user’s speed and thus, capture pictures 
from different direction or angles. This gives rise to interesting and unusual 
records to be added to the user’s collection. As compare to other similar 
devices, PukaPuCam uses a common design people are familiarize with – a 
balloon; making it an interesting application to be used at tourist spots. As 
balloons are cute, we aim to give users a more enjoyable, delightful experience. 
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1 Introduction 

People goes through many daily experiences which invokes numerous emotions – 
from happy, sad, angry etc. One way to express themselves is through logging their 
daily events; either through a blog, diary or other archives. As technology advances, 
there exist many networking services that help people connect with each other 
through these loggings such as Twitter and Facebook.  

Sumi et al. mentioned that one of the meanings to recording experience is to share 
the records of memories [7]. Yamashita et al. mentioned that the popularization of the 
web log or web diary is to allow one to learn more and to understand oneself -- to 
express their satisfaction or emotion. They analyzed that feedbacks from the readers 
can result in satisfaction psychologically [10]. In recent times, contents through SNS 
such as daily recordings or pictures have been developing at great speed as it holds 
great values and high demands from the society. Especially interesting contents or 
experiences such as travelling, visits to the museum, or even outing at an amusement 
park. Through these activities, we can observe new sceneries and meet new people 
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art, equipped with a spherical dome screen to project images in the sky, taken from a 
camera attached to an airship in real-time [3]. Although these systems are similar to 
our study, our aim is to give user a new travel logging experience. Therefore, our 
system differs in terms of user experience awareness. 

In terms of life logging, Vicon Revue is a wearable camera system equipped with 
different sensors (temperature, luminance, accelerator etc.), which automatically 
captures the user’s pictures [9]. This system is suspended on the neck and captures 
from a first-person view at every 30 seconds intervals or from the influences of the 
surroundings it detects. 

While most experience recording system’s approach is to take videos and images 
from a first-person view, Sumi et al. proposed a combination of wearable sensors and 
environmental sensors to provide multiple camera view system: first-person view 
(mounted on the user), second-person view (mounted on the person the user is 
interacting with) and third-person view (placed in the surrounding environment) [8]. 
They observed that pictures from first-person view lack many things for users to learn 
more about their behavior and expression. Second and third-person view are equally 
important to remind users of their feelings and actions at a particular situation.  

However, most of the proposed system faces challenges to be used frequently 
when user goes for a walk. Or it may be hard to blend in with the surroundings. 
Among the researches in life logging, many can be mounted on the neck or blend into 
daily wearable. However, most of these systems captures from a first-person view and 
thus, one’s own figure is hardly reflected in the shots. Our thought of an ideal life 
logging system is where users are projected in the pictures while is unconscious about 
being photographed. This way, the records reveal the user’s natural expression. To 
achieve this, we propose the design of a camera system that captures in a third-person 
view and can blend easily into the surroundings.  

3 Concept 

3.1 PukaPuCam’s Concept 

This project aims to create a “Camera that continuously records your journey”. 
PukaPuCam is a design service to create a personal photographer that will capture the 
users’ journey experience and fun interactions between the users and their best 
friends. Here, we emphasize on three main design guidelines. 

(1) Users can take pictures that differs from the common first-person view 
camera – pictures from a bird's-eye view  

(2) Users can easily look back at their journey and explain to others.  
(3) Users can enjoy a fun journey experience. 

From these aim, we aim to accomplish (1) with a system utilizing a camera attached 
to balloons, (2) with a viewer where users can glance through back at their recorded 
pictures to recall their surrounding environment as well as the route they have taken 
and lastly (3), by using balloon to increase the fun experience. 
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5.2 User Study Contents 

On 12th December 2012 (sunny), H visited the Yume Migasaki Zoo. During her visit, 
she used both PukaPuCam and her own digital camera to take pictures (Fig. 6). After 
walking for 10 minutes, she met up with B and they walk together. We observed the 
whole situation. Four days later, H explained her journey using pictures from both her 
own digital camera and the viewer app “PukaPuCam Viewer”. We observed the 
situation again and lastly we interviewed her for her feedback. 

 

Fig. 6. Scenes of user experience recorded by PukaPuCam 

5.3 Result of Interview 

We interviewed the participants about their experience of using PukaPuCam, focusing 
on both the usage of PukaPuCam and PukaPuCam Viewer, which will be discussed in 
section 6. 

6 Discussion 

PukaPuCam is a service proposal, to give users a new journey experience never 
experienced before. Here, we will discuss the results from the user study dividing then 
into 3 main points. 

 
(1) Users can take pictures which differs from the common first-person view 
camera – pictures from a bird's-eye view. 
Air resistance and wind 

As balloon receives air resistance, it changes direction depending on the wind and 
the user’s walking speed. However, thanks to this, when the balloon moves to the 
front, H was able to get a shot of a pose with her friend as shown in (Fig. 7). H was 
really fond of this picture when she looked through the viewer. H also mentioned that 
the balloon was really easy to use. Even situations where the wind was strong, she can 
intuitively aim to record different scenes. 



 PukaPuCam: Enhance Travel Logging Experience 435 

 

 

Fig. 7. Photo taken by PukaPuCam when participants were posing 

Due to the wind, some of the pictures taken were blurred. However, this blurriness 
gave a touch of difference to the pictures such as in Fig. 8 where both users 
introduced the picture to M as “interesting pictures”. They mentioned happily, “It 
doesn’t feel look like a picture taken when it is windy right?”  

 

Fig. 8. Blurred picture 

Natural Expression 

As PukaPuCam captures from a third-person view, it can capture pictures of oneself 
naturally – to capture the expressions of the users, giving great pictures where the 
users can learn more about themselves. For example, “the type of expressions the user 
usually have” or “how the user smiles in daily conversations” etc. From this, users 
can learn the type of atmosphere that can lift up their own happiness. 

When H met up with B, many of the pictures captured reveals their smile and 
happy faces. H mentioned, “I am really glad to be able to capture my natural smile, 
as I am quite camera shy and I hardly smile in most pictures.” She also added, “If the 
picture was taken from my own camera, most of the time I will not be part of the 
picture. However, when taken from a third-person view, both our pictures and the 
surroundings are taken as well. We can really feel the atmosphere of the journey.”   

Besides, some of the other interesting pictures which were captured unexpectedly 
by the camera are such as, user looking up at the balloon when the wind blows 
slightly, or when there was a strong wind, user was pulling and looking at the 
direction of the balloon. Therefore, PukaPuCam allows capturing these interesting 
expressions caused by the balloon. 

Interest 

PukaPuCam can capture scenes which the users themselves hardly notice, such as 
what type of objects which the user are interested in or when user sees object which 
do not catch their interest, they would just walk by them quickly. Some examples are 
B’s figure who was engross in taking pictures or H’s figures peeping at the animals.  
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Cute 

This is attracts a lot of attention from females and children as by using balloons, 
PukaPuCam can capture pictures which can increase the cuteness values. Balloon can 
capture pictures such as H’s face looking up (Fig. 9) or H posing with her friend B 
(Fig.7). The two participants really like these two pictures. Other than that, as the 
camera follows and captures a lot of picture from the back of the participant, it was 
able to capture the “cute unprepared moments”. Fig. 10 shows the picture taken from 
the front by the user’s camera where the user posed for it together with a picture of 
back captured by PukaPuCam. 

 
Fig. 9. User looking up at the balloon 

  

Fig. 10. Photo by the user’s camera (Left), Photo by PukaPuCam at same place (Right) 

(2) Users can easily look back at their journey and explain to others. 
Video sequence 

The pictures captured by the camera shows the subtleties of emotion, movement 
and behavior of the users with the surrounding. While browsing through the viewer, 
M said, “As PukaPuCam captures the pictures at short intervals, we can feel the flow 
of the journey recorded.” He added that, “I can really understand their interaction 
and relationship such as how did they feel when they were walking or what interests 
them the most.” H commented, “It was really fun to look at pictures taken at different 
moments as there are many interesting things I had missed or had never known.”  

Participants reviewed that the Viewer was really smooth and interesting to use. 
They also commented that this system really guides them to explain their journey to 
people. Therefore, from our observation, having interval shot recorded from a third-
person view supports the story telling of the users’ behavior in their journey. 

Indexing the Location 

The MapView on the PukaPuCam Viewer record the location and each picture taken 
will be added to the photographing point using GPS information. By having an index 
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be a great motivation for travelling if users can save and store the picture on a 
national map, rather than just the route they have taken.  

8 Conclusion 

In this project, we propose a balloon camera system PukaPuCam to give users a new 
journey experience that differs from the ordinary way of travelling. As a result of our 
user study from both interview and observation, PukaPuCam has exceeded our 
expectation. Participants had a fun journey and PukaPuCam was very useful for 
participants to glance back through their journey. Furthermore, this system can record 
the atmosphere and can bring out the “cuteness” of the users.  
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