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CHAPTER 1 

1.0 PRODUCT DESCRIPTION 

1.1 Introduction 

The use of mobile wallet has become relevant these days due to increasing percentage 

of smart phone ownership. The advantages of mobile wallet has elevate consumer 

confidence in using it. Our mobile wallet product is created to ease user in doing any 

transaction whether it involved big or small amount of money. This product is suitable 

for young, technology oriented generation and also to elder generation that had 

embrace the mobile technology. 

1.2 Purpose of development! 

• To ease user in doing any transaction without having to bring money 

• To store transaction record in form of original receipt 

• To offer increase security compared to the use of credit card and cash 

1.3 Product' Concept 

• For users to do payment without using cash/ going cashless 

• Apps can be reload or be linked to credit card or debit card 

• Point is rewarded for every transaction 

1.4 Application 

Apps is targeted to be used from big malls, supermarket to mini market and night 

market. Apps also can be use when purchasing in big amount such as when purchasing 

laptop or smartphone. 
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