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Abstract: Augmented Reality is the field in which 3D virtual 

objects are integrated into a 3D real environment in real time. 

Augmented Reality is a variation of Virtual         can also be 

implemented in military and law enforcement, medical field, 

automobiles, education, entertainment, impossible 

simulations, astronomy and in holographic mounted devices. 
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I. INTRODUCTION 

 “Satis Pay” is an android application which utilizes the 

concept of augmented reality. It is an exclusive shopping 

application which makes to shop in a smarter, reliable & 

easier way. Here Augmented Reality is being tried out as a 

virtual trial for the user to select among several dresses 

while shopping online. Using the android phone’s camera 

the user will see himself displayed on the screen. When the 

user selects any of the available clothing options, the 

application will augment that item onto the user’s image 

and display it on the screen. The user can turn to view 

himself from all angles. In the current lifestyle time 

management is very important, this application helps the 

customer to shop by consuming less time. And it gives 

more innovative style to explore shopping. 

During the last 30 years the access of personal computers 

has increased all over the world. Along with the 

development of new technology and computers, the ability 

to connect computers all over the world emerged in the 

1970s. With better knowledge of how and why consumers 

shop online, marketers will be able to plan their marketing 

efforts in a better and more efficient manner. 

Virtual try-on of clothes has received much attention 

recently due to its commercial potential. It can be used for 

online shopping or intelligent recommendation to narrow 

down the selections to a few designs and sizes. In this 

paper, we present an augmented reality system for 3D 

virtual clothes try-on that enables a user to see herself 

wearing virtual clothes while looking at a front camera 

display, without taking off her actual clothes. The user can 

select various virtual clothes for trying-on. The system 

physically simulates the selected virtual clothes on the 

user's body in real-time and the user can see virtual clothes 

fitting on the her mirror image from various angles as she 

moves. The major contribution of this paper is that we 

automatically customize an invisible (or partially visible) 

avatar based on the user's body size and the skin color and 

use it for proper clothes fitting, alignment and clothes 

simulation in our virtual try-on system. We present three 

scenarios: i) virtual clothes on the avatar, ii) virtual clothes 

on the user's image and iii) virtual clothes on the avatar 

blended with the user's faceimage 

 

II. E-COMMERCE STUDY ON ONLINE 

SHOPPING 

The E-commerce is definitely the tendency of commercial 

development .  Although it has been developing greatly, E-

commerce is still on its initial stage. Comparing with 

traditional procurement methods, it still has many problems 

to deal with and to be improved. Both E-commerce and 

traditional commerce can be found in future commercial 

market. Therefore, E-commerce has great potentials of 

development. The one, which masters the solution of E-

commercial fatal flaws, grasp its vitals and improve them, 

will take more shares of the market, whether now or in the 

future . Then what are the disadvantages of E-commerce? 

What could be improved? After comparison, we get the 

following result as shown in Table 
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Taking home by 

yourself 
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company do it 
for you but have 

to wait 

 

 

draw 

 

In the modern society, it is no doubt that shopping online is 

much more efficient compared with shopping in a particular 

mall. Customers are offered wider choice and save time, 

absolute advantages compared with traditional method, by 

shopping online. However, like advantages, weaknesses of 

online shopping do exist. For instance, customers cannot view 

products from different angles, or try on clothes virtually; they 

may worry about the fitness of the clothes. To reduce 

uncertainty, we design an engineering project, 3D modeling 

virtual fitting. Customers can try the clothes in any angle in 

real-time and choose the clothes they like; they will see 

themselves wearing the clothes they choose for the systems 

will synthesis the figure model with cloth  models 

automatically. Taking this project can attract potential 

customers and reduce the logistics costs for return the unfit 

clothes. 
 

1) ONLINE ANDROID CONTROL OF ACTIVE 

CAMERA FOR VISION TASK 
Large networks of cameras have been increasingly employed 

to capture dynamic events for tasks such as surveillance and 

training. When using active cameras to capture events 

distributed throughout a large area, human control becomes 

impractical and unreliable.  This has led to the development of 

automated approaches for on-line camera control. 

We introduce a new automated camera control approach that 

consists of a stochastic performance metric and a constrained 

optimization method. The metric quantifies the uncertainty in 

the state of multiple points on each target. It uses state-space 

methods with stochastic models of the target dynamics and 

camera measurements. It can account for static and dynamic 

occlusions, accommodate requirements specific to the 

algorithm used to process the images, and incorporate other 

factors that can affect its results. 
 

The optimization explores the space of camera configurations 

over time under constraints associated with the cameras, the 

predicted target trajectories, and the image processing 

algorithm. The approach can be applied to conventional 

surveillance tasks (e.g., tracking or face recognition), as well 

as tasks employing more complex computer vision methods 

(e.g., markerless motion capture or 3D reconstruction). Many 

computer vision applications, such as motion capture and 3D 

reconstruction of shape and appearance, are currently limited 

to relatively small environments that can be covered using 

fixed cameras with overlapping fields of view. 
 

There is demand to extend these and other approaches to 

large  environments,  where   events   can   happen   in 

multiple dynamic locations, simultaneously. In practice,      

many      such       large       environments are sporadic: events 

only take place in a few regions of interest (ROIs), separated 

by regions of space where nothing of interest happens. If the 

locations of the ROIs are static, acceptable results can be 

obtained by straightforward replication of static camera 

setups used for small environments. However, if the locations 

of the ROIs are dynamic, coverage needs to be ensured 

throughout the entire volume. Using an increasing number of 

fixed cameras is impractical due to  concerns over increased 

requirements in terms of computation and monetary cost, 

bandwidth and storage. 

 

III RELATED WORK 
 

A demonstration version of Magical Mirror was shown at 

various expositions around Catalunya (Spain), in 2003, to 

check the reaction of the public, and received a positive 

feedback. We hand-designed graphical  interfaces on Magical 

Mirror for interactive television, a multimedia player, weather 

data and news services. Since we could not yet control the 

actual applications by voice commands, we simulated control 

with a laptop (connected to the interface of the mirror) that 

responded to commands and signals from the users by playing 

multimedia content that closely matched the response 

expected of the actual applications. Most people attending the 

expositions, including kids and seniors, interacted with the 

mirror speaking in complete comfort. Magical Mirror at a 

public exposition The average time spent interacting with it 

was about 5 minutes per person; longer in the case of kids. 

The attribute that attracted the greatest deal of attention was 

not the function as information-services provider, but rather 

the capability of differentiating among interlocutors. 

 
In other words, the high degree of personalization and 

humanity was the most appreciated feature identified by the 

public. Visitors could listen to their favorite songs and see 

images corresponding to their specific requests. The 

importance of the use of stereotypes was absolutely clear at 

the moment of the mirror’s deployment. About 80% of the 

visitors requested the same artists and type  of images; and 

these artists corresponded to the ones at the top of the charts 

of the season. Sport, and specifically soccer, was often the 

object of search requests. 

A prototype of a device that incorporates interactive services 

of leisure and information, offered to the user through a 

natural interface in form of language and the visual 

superposition of images on the surface of a  mirror, is being 

developed. 
 

Fig 1: Magical Mirror at a public exposition
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OVERVIEW OF SATISPAY 
By utilizing the technique of augmented reality our application 

helps to shop online more efficiently. It provides trial system in 

android phones to shop reliably. It recognize the human body in 

real time and gives the fitness through 3D virtual clothing. The 

following images gives the basic idea on how the application 

works. 

 
Fig2: Selection of appropriate clothing. 

The above figure indicates the related work on virtual 

reality. It is the work based on large display. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The above figure indicates the procedure of identifying the 

human body and imposing the virtual clothes on human 

body 

Fig4: Selection process of Dress. 

The above figure indicates the application view of selecting 

dress. The application gives the grid-view of dresses which 

consumers can try-on and check whether it suits them. They 

can also take a picture of trialed clothes for 

IV CONCLUSION 

With the rapid development of hardware and software use of 

augmented reality in engineering is becoming more and more 

adopted. In this paper, we present current trends in use of AR 

applications. AR applications, offers numerous opportunities 

for integrating and improving conventional methods used  in 

all fields. The application is the best way for reliable online 

shopping of clothes in android phones. It gives the platform 

for augmented reality in android. Satis-pay is time saving and 

provides trialing of clothes in real time with a single click. 
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