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Abstract - The rapid development of mobile devices and 

augmented reality has recently extended from personal 

computers to mobile devices. The highly interactive nature of 

augmented reality with its user has given rise to various mobile 

device applications, ranging from more interaction to 

marketing, games, navigation, and so on. As such, augmented 

reality has been a mobile device application development focus 

for years. There are many physical toys with integrated 

electronic sensor chips or wireless communication mechanisms 

so the toys are no longer boring and it produced new ways to 

interact. We have developed an application where customers 

can order toys based on categories and view product details 

such as ratings and prices. Shopkeepers can add products and 

set their prices. Once an order is placed, it is sent to the nearest 

shop for packing and delivered to consumers, who can pay 

online or with cash. The app also offers daily consumer rewards 

and a premium option. It is accessible on both Android and iOS 

devices. 
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1. INTRODUCTION 

  This is a simple B2C app Where customers can simply use it 

and order the toys as per their requirements. This is B2C 

(business to customers) application. this application has 

multiple categories based on the toys category Users can select 

as per their requirement of toys and also see the details of that 

product like rating, price, review, feedback, etc.  This 

application has two dashboards for the customer and the 

consumer. In this application, the customers are the shopkeeper 

and the consumer is toy purchasing people.  

  So, the customer mean’s shopkeeper can add the product base 

on the category available in their shop and set prices to add 

product details, and based on that shopper area that product will 

be displayed to the consumer (people) this application is 

displaying the product base on the area and comer can order the 

toys. When a consumer orders a product that order is going to 

the nearest shopper side and the shopper is packing the order 

the application has a tracking system so the consumer can track 

the order after packing the order shopper is give that order to 

the delivery boy deliver bis deliver diver that order and take the 

feedback of order the application has the two-payment option 

online or cash on delivery so the consumer can select the 

payment status as per their need. The application has some 

extra offers for daily consumers and it also has a premium 

option. this application can work on any device android or IOS 

device. There is no specific platform for the toys where users 

can purchase the specific toys based on their interests and 

shopkeeper do not have an online platform to showcase their 

items to very large people so we identify this need and 

developed an online platform that is easy to use and purchase 

the items. 

 

2. LITERATURE REVIEW 

1) Meesho fails to deliver products on time, which can be a 

problem for consumers. However, Meesho does take the 

time to understand their customer’s needs and then inform 

them about the services they provide. 

 

2) Zepto appears to prioritize fast delivery over collecting and 

considering customer reviews. However, it is important to 

note that gathering customer feedback is critical for 

improving services. Zepto should consider placing greater 

emphasis on soliciting and incorporating customer reviews 

to ensure they provide the best possible experience for their 

customers. 

 

 

3) While Zomato and Swiggy may sometimes fail to deliver 

the correct items, their tracking systems are highly effective 

for keeping customers informed about their orders. It's 

important to acknowledge the strengths and weaknesses of 

a service, and both Zomato and Swiggy excel in providing 

real-time updates on order status, despite occasional issues 

with delivery accuracy. 

 

4) Netflix have don’t have a good offer facility but there the 

subscription plan that increases the sale of their product. 

 

 

5) Zomato’s marketing strategy. Which is very innovative and 

entertaining. 
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 3. PROPOSED SYSTEM- 

 

  This B2C app allows customers to order toys based on 

categories and area, with two dashboards for shopkeepers and 

consumers, online or cash payment options, and a tracking 

system. 

           Fig 1: Block Diagram  

3.1 Feature –   

i. It provides a platform for buying and selling the 

product.[7] 

ii. A product refund option is available [2] 

iii. The subscription model is present for their daily 

customers to give special offers.[4] 

iv. Provide a tracing system to track the product [3]. 

3.2 Technology –  

i. UI/UX: - Figma. 

ii. Front-end: Flutter. 

iii. Back-end: Node.js, Express.js 

iv. Database: MongoDB. 

v. Testing: Selenium.  

vi. Deployment: Heroku. 

3.3 Hardware – 

 Windows, macOS, or Linux operating systems. 

 At least 8 GB of RAM, and sufficient storage. 

3.4 Software – 

i. Flutter SDK for building mobile apps using Dart 

programming language. 

 

ii. Node.js for building the backend server using 

JavaScript runtime Express.js for building the 

RESTful API server in Node.js  

iii. MongoDB for database management  

iv. The relevant Flutter and Node.js packages and 

dependencies, such as flutter mongo, mongo dB, and 

Mongoose, for seamless app integration and backend 

integration. 

4. RESULT DISCUSSION – 

 

4.1 User Interface – 

   

   

       

 

4.2 Admin Interface - 

   

 

http://www.ijsrem.com/


          International Journal of Scientific Research in Engineering and Management (IJSREM) 

                       Volume: 07 Issue: 06 | June - 2023                                SJIF Rating: 8.176                                 ISSN: 2582-3930                   

 

© 2023, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM22669                                                  |        Page 3 

 

5. CONCUSSION – 

    The application is, completion deployed an online web 

application that provides the platform for the toy business side 

interfaces available inside the application one is the customer 

side and another one is the shopkeeper. Inside the customer side 

interface, customers can select the products and also see detailed 

descriptions of those products inside the application., Also, 

customers can see that product's price, brand n warranty, and 

rating. Inside the shopkeeper interface, it gets the request after 

ordering from the customer these are two interfaces present 

inside the toy’s application. This application also allows you to 

see the live tracking of the product. Provide flexible, versatile, 

secure, user-friendly, and specific web applications for toys that 

make available the products to customers within hours. 
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