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Abstract 

 
Traditional method of transferring money (money order) with small amounts is normally 

slow and costly in Sri Lanka. Banks also demand substantial fees to transfer money from 

one account to another account. Apart from that there are hardly any branches in some 

rural areas. Also most of money receivers may not have their own bank accounts. 

Therefore it is very useful to have a fast and cost effective money transfer method for Sri 

Lanka. 

 

The fear of using Credit Cards has prevented many a potential customer to shop using 

credit cards. Credit Card fraud has caused apprehension among customers.  Therefore it 

is essential to have a secure and fast method to pay without using credit card or cash.  

Developing market economies have benefited hugely from mobile telephony bringing a 

communications revolution to the masses. 

 

Therefore mobile devices could be used to transfer money easily. This would be more 

secure and cost effective when compare with the existing money transferring methods in 

Sri Lanka.  

 

The purpose of this project is to show the usefulness of such a system for Sri Lanka and 

implement a prototype for person to person mobile money transferring and to handle 

cashless payments using mobile devices, mainly for goods purchasing.  

 

To complete the whole system it had to develop the mobile operator sub system, bank sub 

system and retailer sub system. Basically it had to develop every business user who 

connects with the system. 

 

This system contains main modules like SMS send/receiving module, client server 

module, web module etc. In the SMS module it has been used a 3G modem to send and 

receive SMSs. It has been used one of the open source java API called JSMEngine to 

develop this module. TCP/IP Client-Server technology used to connect bank and mobile 
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provider. Web interface module implemented for retailer, to check the customer validity 

and status. Other web modules are used to check customer validity and report generation.  

 

Thesis is organized as Abstract and with eight chapters. Also include with references and 

Appendix A, B, C and Appendix D.  Appendices contain design diagrams and user 

interface diagrams. 
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