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ABSTRACT

This project is about a mobile application, KOSISWA E-Marketplace Mobile 
Application (KEMMA) which is developed to cater on buying and selling transactions 
among students of UiTM Cawangan Terengganu Kampus Kuala Terengganu 
(UiTMCT KKT). The main purpose of this project is to solve all of the problems 
existing in the current process of conducting buying and selling among students of this 
campus. The problems identified and will be solved by developing this project are 
there are no suitable platform for students of this campus to conduct buying and selling 
transactions, lack of information of the product provided by sellers to the buyers and 
finally the buying and selling activities conducted by students cannot be monitored or 
controlled by the management. This application will be developed based on Extreme 
Programming (XP) methodology which is one of agile development. Before starting 
to develop this application, several similar apphcation have been identified. This 
application will be used as a comparison in order to ensure that the developed 
application will be able to fulfill all of the user and system requirement effectively in 
catering the buying and selling transactions among students of this campus. There are 
three type of user for this application which is Students, Club Admin and HEP Staff. 
This apphcation have been tested by the developer and selected testers. All of the 
selected tester are selected based on the qualification and suitability with each the type 
of user of the application. The testers selected for the first type of user, Students are 
consist of student in UiTMCT KKT who have an experienced in conducting buying 
and selling transactions at this campus. As for the second type of user. Club Admin 
the testers selected are consist of the member of KOSISWA, the club who will manage 
the application. Lastly, the testers for HEP Staff are selected among the Student 
Representative Council of UiTMCT KKT. This is because there are several limitations 
and constraints due to the pandemic that occurred in tins country currently making that 
the system cannot be tested by the actual HEP staffs. Hence, substituting the staff with 
Student Representative Council is the best method as there are the one that understand 
about the expectations and requirements of HEP the best. The user evaluation of this 
apphcation was conducted virtually by using platform such as WhatsApp and Google 
Meet. The evaluators selected will give commands and instructions while the 
developer controlled the application according to the given instructions. There are 30 
students that were selected to evaluate the application. All of those evaluators will then 
evaluate the application based on the questionnaire given through the Google Form. 
Based on the testing and evaluation conducted, the developer able to obtained 
suggestions, recommendations and the possible improvements that can be made to the 
application. The result of the testing and evaluation suggested that the application have 
been successfully developed but there are some functionalities that do not function as 
what was expected. These problems however are minor and do not affect the core 
function and process of the application developed. These problems should be fixed and 
improved by the developer to ensure that the application will be able to be used by 
users without any problems in an efficient and effectively.



TABLE OF CONTENTS

CONTENT PAGE

TABLE OF CONTENTS

LIST OF FIGURES i

LIST OF TABLES iv

CHAPTER ONE: INTRODUCTION

1.1 Background of Study 1

1.2 Current Business Process 4

1.3 Problem Statement 7

1.4 Objectives 9

1.5 Scope 10

1.6 Significance 12

1.7 Project Framework 14

1.8 Gantt Chart 15

1.9 Conclusion 17

CHAPTER TWO: LITERATURE REVIEW

2.1 Introduction 18

2.2 Mobile Application 19

2.2.1 Native Mobile Application 19

2.2.2 Web-Based Application 20

2.2.3 Hybrid Application 21

2.3 E-commerce 22

2.3.1 Unique Features of E-commerce 22

2.3.2 Type of E-commerce 24



2.3.3 Benefits and Limitations of E-commerce 25

2.3.4 Business Model of E-commerce 26

2.4 E-marketplace 28

2.4.1 Type of E-marketplace 28

2.4.2 Benefits and Limitations of E-marketplace 29

2.4.3 Components and Participants of E-marketplace 31

2.5 System Development Life Cycle Model 32

2.5.1 Agile Methodology 32

2.5.2 Extreme Programming 34

2.6 Similar Systems 37

2.6.1 Shopee 38

2.6.2 Lazada 42

2.6.3 Carousell 46

2.6.4 eBay 49

2.6.5 Mudah.my 52

2.6.6 Shpock 56

2.6.7 Comparison of Similar Existing System 58

2.7 Implication of the System 60

2.8 Conclusion 63

CHAPTER THREE: METHODOLOGY

3.1 Introduction 64

3.2 Project Methodology Framework 64

3.3 Feasibility Study 66

3.4 Extreme Programming Software Development Process 68

3.4.1 Planning 69

3.4.1.1 Hardware and Software Requirements 71

3.4.2 Iteration Process 72

3.4.2.1 Preparation of Draft Design 72

3.4.2.2 Scenario 1: Student as a Buyer 78


