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OBJECTIVE

The development of KEMMA is to meet these three main objectives: 

i. To identify the current business process, problems and requirements of 

business transactions between students of this campus. 

ii. To design and develop an e-marketplace mobile application specialize for  

business transactions between students of this campus. 

iii. To evaluate usability and functionality of proposed e-marketplace mobile  

application. 

i. There are no suitable  platform for sellers to conduct business 

transactions. 

ii. Lack of certain information provided by seller to their buyer before buyer 

can make their decision on the transactions.

iii. Business activities (buying and selling transactions) among students 

cannot be controlled by the management.

i. Students will be able to conduct buying and selling transactions easier and faster. 

ii. Enable the management to manage the buying and selling transactions among 

students of this campus.

iii. Encouraging students to participate in buying and selling transactions.

iv. Enable KOSISWA to generate income for their club.

v. Buying and selling transactions among students of this campus can be conducted 

in a more secure and organized manner.

In a conclusion, all of the proposed objectives for the project has been achieved

successfully. KEMMA was initially developed to address several issues related to the

buying and selling transactions among students at this campus. All of the previous

problems can be solved efficiently through the use of KEMMA as this application provide

several functionalities that can address the problems. The current version of KEMMA

have several limitations and weakness which can be improved later in the future in order

to make the application more secure, organized and well-functioning.

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. This application will be developed based on Extreme Programming (XP) methodology which is one of agile development. There are three type of user for this application which is Students, Club Admin and HEP Staff. The testing was

conducted by selecting few testers based on suitability with each of the user type of the application using test case provided. The user evaluation of this application 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, 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.

KEMMA allowed students of UiTM Cawangan Terengganu Kampus Kuala Terengganu to conduct

buying and selling transactions in a more effective and efficient ways. If before this, there are no

platform that cater the transactions of buying and selling among students at this campus, KEMMA

enable students to conduct the buying and selling transactions by providing many features and

functionalities which are important for a buying and selling transactions such as shopping cart and

product catalogs. KEMMA allow the management to regulate students’ buying and selling

transactions in an indirect ways which is through the Club Admin assigned by the management.

KEMMA also enable KOSISWA to generate extra income for their club through the commission

earned for each of the successful transactions conducted.

i. KEMMA enable transactions of buying and selling among students become more lively as it encourage

students to participate in buying and selling transactions by providing a suitable platform.

ii. KEMMA provide the management a basis to control and regulate buying and selling transactions among

students.

iii. KEMMA makes buying and selling transactions among students more organized, effective, efficient and more

secure.

iv. KEMMA provide a platform for students to generate extra income and learn personal development skills such

as entrepreneurship skills and negotiating skills which are important for their life.

v. KEMMA enable KOSISWA to generate income for their clubs, attract more members as well as achieving club

objective which is developing students interest in entrepreneurial activities.


