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ABSTRACT  

  

 

In recent days Augmented Reality is an emerging trend in marketing and sales strategies. Augmented reality ads are immersive, which means they help 

marketers create a certain emotional connection with customers. Unlike images or banners, for example, AR ads are interactive and lifelike consumers 

can see and even interact with them. Now-a-days people prefer online shopping rather than the traditional window shopping and Augmented Reality 

allows brands to give customers unique experiences with the convenience of tapping into their mobile devices. So the main purpose is to build an “AR 

Watch Try-On application” is to develop android application for trying different watches in a Virtual way using a mobile which supports AR camera. 

This application can be used on Online Watch Shopping websites and applications such as Titan, Fastrack, Sonata and so on. The application will 

eliminate the human efforts by physically visiting the Watch shops which is very time-consuming activity. User can try out multiple watches and 

different varients of those watches. 
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1.  Introduction  

Augmented reality has been a hot topic in software development circles for a number of years, but it’s getting renewed focus and attention with the 

release of products like Google Glass. Augmented reality is a technology that works on computer vision-based recognition algorithms to augment 

sound, video, graphics and other sensor-based inputs on real world objects using the camera of your device. 

                It is a good way to render real world information and present it in an interactive way so that virtual elements become part of the real world.  

               Augmented reality displays superimpose information in your field of view and can take you into a new world where the real and virtual 

worlds are tightly coupled. It is not just limited to desktop or mobile devices.  

               A simple augmented reality use case is a user captures the image of a real-world object, and the underlying platform detects a marker, which 

triggers it to add a virtual object on top of the real-world image and displays on your camera screen. 

 

 

2.  Literature Review  

  The research for augmented reality technology has brought up development of various applications in the field of computer science. In this literature 

review, it shows how the implementation of augmented reality in various fields using unity 3D. 

        

      [1] Santosh Sharma, Yash Kaikini, Parth Bhodia, Sonali Vaidya has proposed technique named “Marker less Augmented Reality based Interior 

Designing system”, which uses Marker- less Augmented Reality as a basis for enhancing user experience and for a better perception of things. It has 

advantage of no need of markers in the surface area and disadvantage is Object is aligned with camera so that it moves as we move a camera.  
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   [2] Snehal Mangale, Nabil Phansopkar, Safwaan Mujawar, Neeraj Singh has proposed technique named “Virtual Furniture Using Augmented Reality” 

which is a web based application where user, have to place the marker in a room where they want to try out furniture items. The user’s webcam will be on 

and through the webcam they will capture the live feed of the room. Application captures the image and passes through predefined marker detection 

algorithm. Algorithm is based on image processing techniques using color and other properties as the input to detect the marker. User initially selects the 

furniture to be placed from the given database. The application superimposes furniture on the original image with the center coinciding with the markers 

center in both directions. Furniture objects are overlaid on to the two dimensional image frame acquire from webcam. This will appear as if it is actually 

placed in the real world. And finally the user can view how the area looks with the furniture present.  

 

        [3] Khushal Khairnar, Kamleshwar Khairnar, Sanket kumar Mane, Rahul Chaudhari has proposed a technique named “Furniture Layout Application 

Based on Marker Detection and Using Augmented Reality” to develop an application where user have to place the marker in a room where he want to try 

out furniture items. The user’s webcam will be on and through the webcam he will capture the live feed of the room. Then application search the marker 

using fiducial marker detection algorithm. 

  

 

3.  Existing System 

     Traditional methods of designing include advising and assisting customers who have relied upon a combination of verbal explanations and 2D 

drawings through online shopping application. However, this medium of approach clearly restricted to the limit of explanations provided to customer for 

the particular model of a watch and makes him less efficient and confused to buy the watch. 

 

       The main drawbacks in the mediums of existing system are:   

         •  Cannot determine the watch will fit to our needs. 

         •  Information like size and comfortability can’t be known 

         •  Static view of design which is unable to convey 

    

 

4.  Problem Definition 

 

As the customer purchases various types of watches through online, but in online it shows only photo or 2D image and cannot be determined whether it is 

suitable for them or not. So, to overcome that we can use this application to check whether the watch is suitable or not by placing it in their own hand 

using augmented reality images. 

Our application is a step in this direction, allowing users to view a 3D rendered model - a virtual resemblance of the watch which can be viewed and 

configured in real time using our Augmented reality application. 

This study proposes a new method for applying Augmented Reality technology to watches, where a user can view virtual watches and communicate with 

3D virtual watch data using a dynamic and flexible user interface. 

  

 

5. Proposed System 

With the approach of augmented reality application, this can be easily achieved. People today are well versed with the technology and are operating 

smartphones which support AR. Thus, the concept of creating a watch try-on application brings the designer step closer to being technologically 

advanced. 

With the recent emergence of better cameras and more accurate sensors in soon-to- be mainstream devices. In our current implementations of application, 

we use Vuforia Framework to accurately detect the real- world environment, such as the locations of walls and points of intersection, allowing users to 

place virtual objects into a real context. 

The proposed system uses Image tracking Augmented Reality as a basis for enhancing user experience and for a better perception of things. In Image 

tracking the user points his phone to an image, the app scans and recognises that image and overlays a 3-D model on top of that image. 

The basic premise of the proposed system is to overlay digital 3D models on top of target image using a camera. 

• This Application will use AR supported mobile phone to scan the target image and display the augmented watch object to check whether it adjusts the 

users hand and preferences of their needs. 

• Blender is a software which offers a comprehensive creative feature set for 3D computer animation, modeling , simulation, rendering, and composition. 

• The next step involves setting up light, shadow, and camera positioning of these models using various components of Unity 3D. 

• Next, the watch model is selected and the selected model is rendered and processed to be loaded on the scanned target image by Vuforia Framework. 

• Mapping of 3D model onto the smartphone screen takes place which decides the dimensions and appearance of the model which is then rendered and 

displayed onto the screen. 
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6.  Requirements 

 

Mobile Device Requirements 

• Android 5.0  or above 

• Camera 

Software Requirements 

• Android Studio 

• Unity Vuforia AR 

• Java  

Computer Device Requirements 

• 64-bit Microsoft Windows 8 or above 

• 4 GB RAM or above 

• 1280x800 minimum screen resolution 

• CPU: Intel i5 or higher  

• 8 GB of available disk space 

 

  

 
 

7.  Flow Diagram 

 

 
 

  8. Model Implementation 

 

First, we should establish virtual models with the help of Blender software to create 3D furniture models, the models mainly use Polygon and NURBS 

modeling methods, the animation mainly uses key frame and expression animation technology. After establishing models in Blender, four important 

information of the model will be stored in the file of each model, they are the model’s vertex coordinate, texture coordinate, normal coordinate and the 

total number of polygons, these data are the main data when rendering model. 

Application will store them in memory and read them to render models when calling rendering function. The data quantity of the model is very huge, so 

we need a loading module of the model to make it loaded into program conveniently. Later we export the model data, the file exported by Blender is .obj 

file, which stores above information, next convert the information to file which is available in program by model loader and obtain the model databy 

calling head file. After loading model data, we can render and display it in the scene through Unity 3D. 

 

As shown from the above image it shows how the 3D objects are developed for this application using the Blender. In the figure it shows the front view 

and 3D view of the object that is been created. 
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9. Output 

 

 

 

 

 

 
 

 

 
10. Conclusion 

 
The main objective of this “Augmented Reality Watch Try-on Application” is to analyze the use of augmented reality to render the watch model in real 

world. Augmented reality technology that allows the customers to decide and interact the watches with the real world, offering new possibilities for online 

shopping. It helps the customer to view and understand the watches for their requirements. Due to this customer will come to know that they can buy 

watches from whenever and wherever they want. Augmented reality support for watches help in creating many new opportunities for future research to 

anticipate new ideas in the field of online shopping as customer will get benefit with these types of applications and gives a better understanding and 

decision making for purchasing a watch in an efficient way. Augmented reality is new evolving technology in the field of computer science and will make 

us much more helpful than the traditional technologies. 

 

 

 
11. Future Scope 

 
In future our “Augmented Reality Watch Try-on Application” dataset and scope will be scalable. The user might not only be able to try out different watch 

models but they can also try out this application by trying on garments, goggles, hair styles etc. It can also be used for various applications in shopping 

malls, interior designing, Medical Science etc. New technology may come into existence in future that will help in developing 3D models automatically. 

 

REFERENCES  

  

 

1. A Rapid Deployment Indoor Positioning Architecture based on Image Recognition. In Proceedings of the IEEE 7th 

International Conference on Industrial Engineering and Applications (ICIEA), Bangkok, Thailand, 16–21 April 2020; pp. 

784–789.18. Gerst weiler G.; Vonach E.; Kaufmann, H.HyMoTrack.  

 

2. Performance Evaluation of Augmented Reality based 3D Modelling Furniture Application 2018. Tahir Ahmed T; Vijaya 

Shetty S ; R. Samira simha; Sushmitha BedereJ 

  

3. (c2018). Language integrated query (linq), [Online]. Available: https://docs.microsoft.com/en-



2312  International Journal of Research Publication and Reviews, Vol 3, no 4, pp 2307-2312, April 2022  

  

us/dotnet/csharp/programming-guide/concepts/linq/ (visited on 05/12/2018).  

 

4. (2017). Unity arkit plugin, [Online]. Available: https://assetstore. unity . com / packages / essentials / tutorial - projects / 

unity - arkit-plugin- 92515 (visited on 05/02/2018).  

 

5. M. Lanham, Augmented Reality Game Development. Packt Publishing, 2017, ISBN: 1787122883 9781787122888.  

 

6. Mami Mori, Jason Orlosky, Kiyoshi Kiyokawa, Haruo Takemura. (2016, Sep.). A Transitional AR Furniture 

Arrangement System with Automatic View Recommendation. IEEE Adjunct. [Online]. 21(3).pp.21-24. ISBN: 978-1-5090-

3740-7. Available: https://ieeexplore.ieee.org/document/7836488  

 

7. Snehal Mangale, Nabil Phansopkar, Safwaan Mujawar, Neeraj Singh. (2016, May). Virtual Furniture Using Augmented 

Reality. IOSR Journalof Computer Engineering. [Online]. e- ISSN: 2278-0661, p-ISSN: 2278-8727, pp.42-46. Available: 

http://www.iosrjournals.org/iosr-jce/papers/Conf.16051/Volume1/9.%204246.pdf?id=7557  

 

8. Khushal Khairnar, Kamleshwar Khairnar, Sanket kumar Mane, Rahul Chaudhari. (2015, Oct.). Furniture Layout 

Application Based on Marker Detection. International Research Journal of Engineering and Technology. [Online]. 02(07). 

p-ISSN: 2395-0072, e-ISSN: 2395- 0056. Available: https://www.irjet.net/archives/V2/i7/IRJET- V2I780.pdf  

 

9. Indoor localization and navigation using smartphones augmented reality and inertial tracking. In Proceedings of the 

IEEE International Conference on Electronics Circuits and Systems, Abu Dhabi, UAE, 8– 11 December 2013; pp. 929–

932.16. Nam, G.H.; Seo, H.S.; Kim, M.S. Gwon, Y.K.; Lee, C.M.; Lee, D.M. AR-based Evacuation Route Guidance.  

 

10. Elizabeth Carvalho, Gustavo Maçães, Isabel Varajão, Nuno Sousa and Paulo Brito. (2011, Nov.). Use of Augmented 

Reality in the furniture industry. Presented at Center for Computer Graphics. [Online]. Available: 

https://www.researchgate.net/publication/23 6863499_Use_of_Augmented_Reality_in_the_furniture_industry 

https://ieeexplore.ieee.org/document/7836488
http://www.iosrjournals.org/iosr-jce/papers/Conf.16051/Volume1/9.%204246.pdf?id=7557

