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ABSTRACT 

 

Furniture is an essential item for homeowners. However, used furniture is hard to discard 

and sell. Therefore, this project develops a mobile application to buy and sell used furniture 

for the community of Padang Jawa and their housing area. This project aims to identify the 

user ‘s requirement, design, and develop the FurniThrift: Thrifting Used Furniture Mobile 

Application. The method used in making this mobile application is Mobile Application 

Development Life Cycle (MADLC) up till the testing phase. FurniThrift offers features such 

as user registration, update profile, selling used furniture, listing items, chat, and call 

function. The limitation of this application is that it only uses the “Cash on Delivery” COD 

method as the payment method. The testing application is tested by eight people which is 

among the IT students with the age of 20 till 24 years old., and the testing is made by using 

the System Usability Scale. For future recommendations, it is proposed to enhance the 

payment method and develop the application at the IOS platform.  

 

Keywords: Mobile Application Life Cycle (MADLC), Used Furniture, Android, Thrifting, 

Payment Method.  
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CHAPTER 1 

1.1 INTRODUCTION   

This chapter provides the project background and the rationale for the study. This study also 

details out the problem statement, objective, scope and limitations, and the project 

significance.    

 

1.2 PROJECT BACKGROUND   

 

A pre-loved item is considered to be something that is being transferred to a new user or 

end-user. It can also bring the meaning of something that is no longer in the same condition 

as it was while still maintaining its functionality (WRAP, 2013), according to the 12th goal of 

UN Sustainable Development Goals (UN SDGs), which is to ensure the sustainable 

consumption and production pattern. The 12th goal aims to foster eco-friendly production, 

reduce waste, and boost recycling (United Nations, n.d). The same goes for used furniture 

that can be resold to the next user through a mobile application that can avoid the current 

user throwing it away. The problem with pre-loved items is that there is no guarantee that 

the product can be changed to another one if it gets to the buyer with defective conditions as 

it is not a new product. This problem is mainly faced by users that have the hobby of using 

used items where they practically rebuy the effects that other people have used. The most 

common things bought as pre-loved items are clothes, shoes, cars, and furniture.  

 

Though there is system that involves with the buying and selling furniture in this country, but 

there is lack of system that involve with buying and selling used furniture. The main problem 

with the community of Padang Jawa is their used furniture is hard to discard and sell. 

 

Mobile applications are created to assist us in our everyday life. Many people have become 

familiar with computers and computer applications in the new age of information and 

communication systems. On the other hand, the use and development of mobile 

applications is a relatively new and rapidly growing industry (Islam, Islam, & Mazumder, 

2010). The significant of the mobile application is it is an excellent communication channel 

between the seller and buyer. The creation of a new mobile application can be used to ease 

its users to thrift used furniture. The importance of mobile application in buying and selling 

items are as the exposure to the seller to sell their products and allow the buyers to instantly 

view the products that they want through the mobile devices and receive the direct result as 

they can choose from the category that they wish to (Ayob, Hussin, & Dahlan, 2009).  


