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ABSTRACT

Universiti Teknologi Mara (UiTM) are welcoming mobility students from the whole world to
gain a new learning experience. The mobility student can explore the uniqueness of this
Malaysia with the diversity of races. The mobility student itself can learn more knowledge in
terms of the language and culture. They can also learn how to build friendship, take the risk
and responsibilities, respecting each other and tolerating the religious of others. The main
problem of the mobility student specifically in UiTM Shah Alam is the low communication
skill. The mobility student tends to be shy to start the conversation with the UGlam Buddies.
Hence the objective of the proposed project is to help them to gain new friends, increase their
communication skill as well as matching the Mobility Student with the buddies based on their
preferences. The additional features of find the compatibility soulmate personality would be
beneficial for the users to know what kind of characteristics of their suitable partner would be.

This project is developed as a web based application project.
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CHAPTER 1

INTRODUCTION

The chapter discussed regarding the project background that contains history of web
application, statistics of user who used web application and a synopsis of the project
itself. The problem of the project included from the observation of the surrounding. The
objectives of the project stated as the solution of the problem. The project scope
included the limitation and how it being used. The significance of the project consists
the benefits for the user who used the MyBuddy Web Based Application.

1.1 PROJECT BACKGROUND

According to (NR Dissanayake, 2017), nowadays, the client-server
based distributed systems commonly known as “web applications” are mainly
built exploiting the service of the web. This domain is evolving and expanding
rapidly. A web-based application is any program that is accessed over a network
connection using HTTP, rather than existing within a device’s memory. Web-
based applications often run inside a web browser. Web-Based Application be
defined as a web application, is a computer application that makes use of web
browsers and web science to operate duties over the Internet (Robert Gibb,
2016). Web based applications have become one of the essential tools we use in
our own daily and professional lives in the era of fast innovative technological
field. It can be browsed by using our smartphone, laptop, tablet and computer

as well.



	MyBuddy Web Based Application for Mobility Student in UiTM Shah Alam
	AFIQAH RAIHANAH BINTI AHMAD RIDZUAN @ ANAS
	2017292154
	STUDENT DECLARATION
	ACKNOWLEDGEMENT
	ABSTRACT
	TABLE OF CONTENT
	CHAPTER 1: INTRODUCTION
	CHAPTER 3: METHODOLOGY
	CHAPTER 5: CONCLUSION

	INTRODUCTION
	1.1 PROJECT BACKGROUND
	1.2 PROBLEM STATEMENT
	1.3 OBJECTIVES
	1.4 PROJECT SCOPE
	User
	Platform
	Testing Environment
	Geographical Area
	Program development

	1.5 SIGNIFICANCE
	SUMMARY

	CHAPTER 2
	INTRODUCTION (1)
	2.1 TECHNOLOGY CONSIDERATION
	2.1.2 Web Based Applications Development Tools
	Sublime
	Playcode
	Atom
	Brackets
	Visual Studio Code
	2.1.3 Programming Language
	Ruby
	C++
	Java
	CSS
	2.1.4 Framework
	Angular can be viewed as the fantastic framework for web applications, and it genuinely starts to lead the pack among the product of the Google association for developers. AngularJS, its predecessor has been first released in 2009 and have been change...
	In an evaluation of web programming structures, a significant favorable position of this stage is its adaptability and rich arrangement of capacities. Angular is a top notch alternative for bulky applications because of Typescript support. It require...
	REACT
	Back End Framework
	RUBY ON RAILS
	2.1.5 Web Based Application Interface Design
	Minimalis
	Advanced Animation
	Dark Themes

	2.2 RELATED WORKS
	2.2.2 Web Page Ranking Using Multilingual Information Search Algorithm – A Novel Approach (P.V.Vidya, P.C. Reghu Raj, V.Jayan)

	2.2.3 Fuzzy Logic in Natural Language Processing – A Closer View (Charu Gupta, Amita Jain, Nisheeth Joshi)
	2.2.4 Case study: Development of the Find Friend Application (Mark Strassman)
	2.2.5 Swiping more, committing less: Unraveling the links among dating app use, dating app success, and intention to commit infidelity. (Cassandra Alexopoulos PhD, Elisabeth Timmermans PhD, Jenna McNallie PhD)
	2.2.6 Privacy-preserving multi-hop profile-matching protocol for proximity mobile social networks. (Entao Luo, Qin Liu, Jemal H. Abawajy, Guojun Wang)
	2.2.7 Online discourse in a teen chatroom: New codes and new modes of coherence in a visual medium (Patricia Marks Greenfield, Kaveri Subrahmanyam)
	2.2.8 Design and analysis of enumeration attacks on finding friends with phone numbers: A case study with KakaoTalk. (Eunhyun Kim, Kyungwon Park, Hyoungshick Kim, Jaeseung Song)
	2.2.9 Circulation of loyalty: Relationships between mobile instant messenger and offline character emoticon store. (Junghwan Kim, Mideum Choi, ShinYoung Hwang)
	2.2.10 People are experience goods: Improving online dating with virtual dates (Jeana H. Frost, Zoë Chance, Michael I. Norton, Dan Ariely)
	CHAPTER 3
	3.1 AGILE METHODOLOGY
	3.2 MEET PHASE
	3.3 PLAN PHASE
	Hardware Requirements
	Software Requirements

	3.4 DESIGN PHASE
	System Design
	Interface Design

	3.5 DEVELOP PHASE
	3.6 TEST PHASE
	3.7 EVALUATE PHASE
	GANTT CHART
	CHAPTER 4
	4.1 Work Delegation Process
	4.1.2 Preferences Page
	4.1.3 Display Match Buddy Result Page
	4.1.4 Chatroom Page
	4.1.5 Find Soulmate Personality Page
	4.1.6 Display Compatible Soulmate Personality Page
	4.2 Result of All Test
	4.3 Result of Evaluation
	SUMMARY

	CHAPTER 5
	5.1 CONCLUSION
	5.2 LIMITATION
	5.3 FUTURE WORK
	SUMMARY

	REFERENCES
	APPENDIX

