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ABSTRACT 


The difficulty in managing a large collection of clothes is a common problem fac ed by 

many people, especially when there is litt le time to be spared on it. Co mplicat ion in handling 

this tash will lead to other problems such as unmanageable appearance and may affects the 

daily life of an individual. The conventional way of closet m anagement pro ves to be time 

consu ming and requires a lot of efforts. Thus, the proposed application is developed in order 

to solve the p roblems that a rise. 

Three objectives are specified for the proposed application. This inc lu.des the building 

of a fully fu.netional A ndroid-based cloth management app lication a nd the access ibility 

which is through offline. T he scopes ;,ncludes the form for user input, fnnc tion to trace the use 

of cloth in term of date of u,se, cloth p lacement, and recom mendation for maintenance with 

the add ition of search utility throu.gh keywords or fro m the inventory. Apart from tha t, the 

implementation phase of this application will adopt the Software Development L ife Cycle 

(SDLC) 

In th is approach, the implementatian will be div ided into seven phases, wh ich a re 

planning, analysis, design, p ratotyping, develap ment, testing, and evaluation . The flow of 

this methadology is in linear fo rm where one stage should be completed before m oving to. the 

next stage. 

Xl 
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ABSTRAK 


Kesukaran dal a m menguruska n koleksi pakaian adalah masala h umu m yang 

dihadapi oleh setiap individu teru tamanya apabila m asa yang diluangka n bagi 

menguru skannya a dalah teThad . Komplikasi dalam menge ndalikan tugas ini a kan 

membawa k epada masalah lai n seperti penam l'ilan ya ng tidak terUl'US dan boleh 

menjejaskan kehidu pan seharian. Cara konvensional dalam pen gurusan pakaian ternyata 

melibatk an usah a gigih dan mengam bil masa yang aga k lam a untuk di selesaikan. Oleh itu, 

aplikasi yang dicadangkan akan dibina bagi menyelesaika n masala h terse but. 

Tiga objektif ditetapkan bagi aplikas i yang dicadangkan Ini termasuk pembinaa n 

sebuah aplikasi Android bagi pengurusan pakaian ya ng berfungsi sepenuhnya dan boleh 

diakses seeara luar tallan . Skop pembinaa n ap likas i pul a ada lah te rmasuk boring digital 

untuk merekod input pengguna, fungsi untuk mengesan penggunaan pakaia n dari segi 

tarikh penggunaa n , penempata n kain, dan eadanga n untuk penyelenggaraan dengan 

tambahan utiliti earian melalui kata kunei atau carian da lam inventori pakaian Selain 

itu , fasa pelaksanaan pembinaan aplikasi ini akan mengguna paka i Kitaran H ayat 

Pembangunan S is tem (SDLC). 

Dala m pendekatan ini , perlaksa naa n projek di bahagikan kepada tuj uh fa sa , iaitu 

perancangan, analisis, rek a bent uk, p rotota ip , pemba ngunan , pengujian , da n penilaian. 

Aliran metodologi iill adalah da la m bentuk linear di mana satu peringkat perlu 

diselesaikan sebelum bergerak ke peringkat seterusnya. 

-

Xli 
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CHAPTER 1: INTRODUCTION 

1.1 Project Title 

Android-Based Cloth Ma nage ment Ap plication 

1.2 Introduction 

The Cloth Ma nagem ent Application is android-based applica tion that ca n h elp use rs to 

manage their clothes and wardrobe a nd is accessible through offline . This application 

provides three ma in functions. 

The firs t function would be to notify use r on the last da te and time th at the 

particula r cloth is used. The r eco rding of the date a nd time is done each time that the 

specific cloth is used by the user. This means tha t they have to select the cloth from the 

inven tory a nd the applica tion will a utoma tica lly r ecord the current ti me of the selection 

being made. Then , in the future, use r ca n check the da te a nd Time of the cloth in order to 

verify that th e cloth tha t they use h ave not been used before or for specific pe riod of time 

according to t heir preferences. 

Th e next function of this app is to locate the placemen t of the particu lar cloth. 

Someti mes, the users may h ave difficulty in finding th e exact place where t heir cloth is 

kept. Thus, by using this applica tio n, use r can choose the desired cloth by sea rching it from 

the lis t in the in ve ntory or the search tool provided. The location will be displ ayed in the 

form of pictures a nd descriptions of the location. 

1 
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Lastly, this app a lso provides a recommended method for m a intena nce and cleaning 

of the clothes. As different ma terials of cloth have its own way of maintai ning and clea ning, 

the a pp will displa y the most sui table method based on the cloth that have been chosen by 

the user from the from the inventory. 

This app lication is ve ry f1 ex ible and convenient to be use a s user wi ll only have to 

foll ow the flow of managing the cloth provided' in t he a pplication . However, befo re 

experiencing the funct ion provided by this app, users will need to fill in a form . In t his form, 

users have to provide the picture of the cloth eithe r by uploading from ex is ting phone 

gall ery or ca pture it by u sing the plugi n camera utility. Othe r informatio n needed would be 

the types of materials , and location where the cloth is kept. Al l the information is importa nt 

for the a pplication to provide precise a nd efficient functions to the user. Vague or incorrect 

information of the cloth will affect the way that the application manages the cloth. 

1.3 Problem Stateme nt 

Managing a whol e load of clo th is a ve ry tidiest work especially there is only a limited tim e 

to do so. This is a common prob lem faced by people with busy and hectic lifes ty le. The most 

common problem when it comes to managing cloth is to fi nd the exact place where those 

clothes are kept. The failu re in sea rch ing for th e desired cloth can be very irustrating and 

might a ffec t one's overa ll appearance physica lly . 

As for ind ividua l with active socia l lifestyle and highly co nscious about their 

appeara nce on a dai ly basis, or even professional workers who need to look good most of the 

time wh en meeting clients, choosing t he ri ght cloth to be use and avoid from us ing the same 
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cloth each day is a must. Howeve r, there might appea r some confusion som etimes when it 

comes to recalling the kind of clothes that a re being used in previous da ys or week. This 

com plication can h appen when there are several clothes with slightly different patterns, 

colors, Or designs. 

Another problem that surfaces when managi r:g our cloth is the method or procedure 

In maintaining a nd cleaning. Diffe rent m aterials of cloth ha ve its own method of 

maintenance. Applying the wrong m ethod can a ffect the condition and quality of clothes. In 

addition, most of the times, we had a hard time in finding the source of information 

regarding the suitable method to be used to ma intain or clean clothes of uncommon t.ypes of 

materi a l. 

There are sever al Android applications in t.he marke t. that may solve some of th e 

problems sta t.ed above . Howeve r, most of th e apps are focu sing on providing updates on the 

trend of fash ion, shoppin g ca talog, and even on a social s ite. 

1.4 Objectives 

• 	 To build a complete and fully functional android based cloth man ageme nt application 

t.hat can ass ist. users in managing their clothes a nd wardrobe. 

• 	 To incorporate dual search utility in all functions of the and.roid-based cloth 

man agement a pplica tion . 

• 	 To provide an easy and s imple navigation features throughout t he application . 

3 
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1.5 Methodology 

There are va rious methodology that can be used and deploy into the development of a n 

android a pplication. For the Cloth Management Application, Software Development Life 

Cycle (SDLC) is the mos t suita ble method to be deployed. This is becau se SDLC allow the 

tracking process a nd focus on the achievement of goa ls . Besides, the phases in SDLC are 

processed and completed one at a time which will le"d to the development of a high qua lity 

software or ap plication. 

SDLC consists of seven main phases. This includes planning, a na lysis, design , 

prototyp ing, development, testing, and evaluation. Planning is the first a nd the most critica l 

phase in SDLC. During this phase, the goals of the proposed project will be defi ned and the 

requirement are gathered th rough several methods s uch a s interv iew ing the users, 

questionnaires , and even from reviewing the ex isting softwa re or ap plication on the 

market. 

In the ana lysis phase, t he information t hat is collected fro m the previous phase will 

be reviewed . From this rev lew a nd investigation, the most appropr ia te methods in 

implementing the projec t can be determined and deployed. Then, the req uireme nts a nd 

specification of the software or application will be defined as well as the func t.ionalities . 

The next. phase in SDLC is designing and prototypi ng. The requiremen t 

specifica tions from the first phase are being studied in this phase a nd system design is 

prepa red. System Design helps in specifying hardware and system requirem ents and a lso 

4 
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helps in defining overa ll system architec ture. Th is phase is ext remely important lind 1\ big 

portion of focu sed should be gi ven as the design will determine the nature, behavior a nd 

appea rance of the system. As soon as the design is comple ted, checked for consistency and 

reviewed, the prototyping of the system will be implemented . Prototyping is essential as it 

can be the medium for collec ting users experience and feedback on the system. 

Development or implementation phase is the major phase in SOLe. Most of the 

effort in developing is concentrated on this phase. During this stage, the software design is 

realized as a set of programs or program units. This phase is the n, followed by testing phase 

which divided in to unit testing a nd sys tem testing. U ni t testing involves verifying t ha t each 

unit meets its specifIcation. Then the individual progra m units or programs are integrated 

and tested a s a complete system in system testi ng, to ensure tha t the software requireme nts 

bave been m et. 

Th e last phase in SDLe is the eva lua tion. In thi s phase, the system that was 

developed, as well as t he entire process, is evaluated. The sys tem is once again checked for 

the reliabili ty and fau lt tolerance. The sys tem is also evaluated in term of the function and 

its consis tency with the approved functiona l require ments. 

5 

- --------- ---~ -



-


1.6 Scope 

• 	 Develop an android-based cloth ma nagement ap plication tha t is accessible through 

offli ne. 

• 	 The functionali ty of this a pplication will only cove r the followi ng: 

1. 	 For ms that are used by user to input their cloth informa tion or s pecifica tion. 

Jl. View the history of use for particular ~loth in term of last date of use. 

Ill. Locate t he placement of cloth. 

IV. 	 Recommendation fo r ma intenance and cleaning of clothes. 

v. 	 Search u tility which is by tags, keywords, or select manua lly from a list of 

clo th in the inventory. 

1.7 Significant of Project 

The Cloth Management Appli cation will be a useful too l for pub lic use, especi a lly fo r people 

with a significant collection of clothes. This application is a lso handy for people with 

professiona l ca reer that needs them to manage and decide on th e cloth that th ey wear on a 

daily bas is. The avai lability of notifica tions on the use of a pa rticula r cloth can a lert the 

user on the frequ ency of use of the cloth . The recommendation for maint~'nance a nd the 

uti lity to locate the placement of cloth, on the other hand , ca n be a useful ass istance for user 

t.o keep their cloth in a good condition . 
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1.8 Expected Outcome 

The expected outcome of this project is the cloth management application th at works on 

android OS of a sma ltphone. This a pplication is expected to provide an appropriate a nd 

precise function a lity to the users on the effective way of managing the clothes . Ap a rt h om 

that. the application is a lso accessible tlu·ough offline. which mea ns that the user can use it 

at a nytime and anywhere by us ing their android devi~es. 

1.9 Project Schedule 

Project schedule is a n element that shapes the fiow of a project. It used as guidelines for the 

progression of the project. For this project, the Ga ntt chart is selected t.o identifY t he se t of 

time frame for each t ask in order to make sure that the project ca n be completed on time. 
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Figure 2.2: Project schedule for F'YP 2 

1.10 Report Organization 

This report is orga nized as follows: 

• 	 Chapter 1 introduces the project by providmg important de tails of th e overview, th e 

problem s tatement, objectives , methodology. scope, significant of project , and 

expected outcome. 

• 	 Chapte r 2 discusses on the background study of the project . 

• 	 Chapter 3 discusses methodology of achiev ing the objectives of the project. 

• 	 Cha pter 4 discusses th e im plementation a nd testing process of the project. 

• 	 Chapter 5 presenting the conclus ion a nd fu ture work regarding t he proJect. 

• 	 Chapte r 6 rep resenting on the fu ture works and limitations of the project. 

1.11 Summary 

This chapte r discusses the introduction of the Cloth Mana ge me nt applica tion which is 

android-based . This applica tion is ma inly to assis t in ma naging a collection of cloth in a 

more effective a nd s tructured way. The applica tion of android system to this proposed 

system ca n enhance the flexib ility of use as the user ca n cond uet it by us ing smartph one 

t.hrough offline. 
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CHAPTER 2: LITERATURE REVIEW 

2.1 Introduction 

Android operating system is the booming trend nowadays. It has been in tegrated in ma ny 

diffe rent types of mobile devices s uch as smartphones , watch, a nd eve n P Cs. Currently, 

android powers hundreds of millions of mobile devices in more than 190 countries a round 

the world. It is r ecognized as the la rgest installed base of an y mobil e platform and growing 

extremely fast. It is estimated that each day, a nother million users power up their Android 

. devices fo r the first time and start looking for apps, games, and other digital content. 

2.2 Overvie w of Objectives 

The Android·based Cloth Management Application would be developed to achieve the 

foll owing goals: 

• 	 To build a complete and fully functiona l android based cloth management appli cation 

that ca n assist users in managing the ir clothes and wardrobe. 

• 	 To incorporate dual search utility in all fu nctions of the a ndroid- based cloth 

m anagemen t application. 

• 	 To provide an easy a nd sim ple navigation features throughout the application. 

Th e rising t rend of andro id pla tform mobile devices has directly led to t he popularity 

of android-based application . And roid -based a pplications are also known a s na tive apps . In 

lhis project, the Cloth Management Application is developed a s a native app ra t.her t hat a 

web· based app for severa l reasons. A na tive app is built for a speciflc platform, suc h as lOS 

or android, using their code libraries and accessing their available hard wa re features 
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(camera , GPS, etc. ). A web-based app , on the other ha nd, is one tha t is hos ted on the web 

and accessed from a browser on the mobile device. Native a pps tend to be fas ter and more 

responsive_ Because t.he code tha t. runs the app is st.ored locally on the phone, t.here is no 

time spent wai t. ing for sta tic content (such as images and t.ext.) to be downloaded from the 

web. While dynamic cont.ent may st.ill need to be accessed from t.h e web, it is a n 

improvement over the web-based model in which eV,erything n eeds t.o be downloaded each 

time. Bes ides, native apps can r un asynchronously, which means tha t dynamic information 

can be s tored locally on t.he phone t emporarily a nd synced with the ce nt.ra l. web-based server 

later. While new technologies and fea tures such as t.hose in HTML5, will a llow for this to 

also be done in a web-based env ironme nt, native apps a re still ahead of web-based on this 

front. 

A s imple r ender of interface will be used in the development of the Cloth 

Manage ment Application. In orde r to implement this goal, unnecessary elemen t of t.h e 

interface is to be a voided and t he use of explicit. la nguage on la bels a nd in messag ing will be 

epplied thoroughly. A sim ple in terface also means t.hat the consistency level in using a 

standard user in terface should be practiced t.hroughout. the applica t ion design. The design 

should a llow the user to learn on how t.o usc t.he app lication without. milch assis ta nce and 

able to apply the skill to other parts of t.he application. 

The ava ilability of application that works through offline is currently s howing a 

decreasing trend. This may be due to the ex istence of cloud s torage which provides a n 

advant.age to th e user in t.erm of extending th e storage of a device s uch as smartphone 

rather than depending on the limi ted local storage . However , retrieving data from a cloud 

storage or server can be time consuming and decrease the effectiveness of the application in 
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