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ABSTRACT 

 

The modern human lifestyle has been changed by smartphones. This is due to "Mobile 

Applications," which are Internet applications created especially to support smartphone users 

online. The majority of us always need quick updates, thus mobile applications may assist 

customers in promptly providing information. This generation's technical advancements have 

made work easier and saved time and effort. The "OpenTown: Desa Ilmu Night Market 

Android Application" is a groundbreaking mobile solution specifically designed to streamline 

the customer experience at Desa Ilmu Night Market. The problem of time-consuming decision-

making and purchases is prevalent, as customers often struggle to select and buy food, 

beverages, and other items efficiently. Evaluating alternatives and comparing costs further adds 

to the time-consuming process. By developing this innovative mobile application, customers 

will be able to place orders with ease, eliminating worries about time constraints. The 

application provides a convenient platform for customers to order items from Desa Ilmu Night 

Market at any time, ensuring a seamless and flexible shopping experience. With multiple stalls 

available in the application, a wide range of items is offered to cater to various customer 

preferences. Customers can easily view the available options without physically visiting each 

stall. Additionally, tracking order status is simplified through the application, keeping 

customers informed about the progress of their purchases. To further enhance the user 

experience, the payment method utilized in the application is by cash upon self-collecting the 

order. This approach ensures a smooth transaction process, reducing the potential for human 

errors during order placement and recording by the stall owners. This application offers a user-

friendly platform for customers to place orders seamlessly. It not only enhances customer 

satisfaction but also provides stall owners with an efficient means of recording and fulfilling 

orders, making it a significant advancement.   
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ABSTRAK 

 
Gaya hidup manusia moden telah diubah oleh telefon pintar. Ini disebabkan oleh "Aplikasi Mudah 

Alih," iaitu aplikasi Internet yang dicipta khas untuk menyokong pengguna telefon pintar dalam 

talian. Majoriti daripada kita sentiasa memerlukan kemas kini pantas, oleh itu aplikasi mudah alih 

boleh membantu pelanggan memberikan maklumat dengan segera. Kemajuan teknikal generasi ini 

telah menjadikan kerja lebih mudah dan menjimatkan masa dan usaha. "OpenTown: Aplikasi 

Android Pasar Malam Desa Ilmu" ialah penyelesaian mudah alih yang inovatif yang direka khusus 

untuk menyelaraskan pengalaman pelanggan di Pasar Malam Desa Ilmu. Masalah membuat 

keputusan dan pembelian yang memakan masa adalah berleluasa, kerana pelanggan sering bergelut 

untuk memilih dan membeli makanan, minuman dan barangan lain dengan cekap. Menilai alternatif 

dan membandingkan kos menambah lagi proses yang memakan masa. Dengan membangunkan 

aplikasi mudah alih yang inovatif ini, pelanggan akan dapat membuat pesanan dengan mudah, 

menghapuskan kebimbangan tentang kekangan masa. Aplikasi ini menyediakan platform yang mudah 

untuk pelanggan memesan barangan dari Pasar Malam Desa Ilmu pada bila-bila masa, memastikan 

pengalaman membeli-belah yang lancar dan fleksibel. Dengan pelbagai gerai tersedia dalam 

aplikasi, pelbagai jenis barangan ditawarkan untuk memenuhi pelbagai pilihan pelanggan. 

Pelanggan boleh melihat pilihan yang ada dengan mudah tanpa melawati setiap gerai secara fizikal. 

Selain itu, status pesanan penjejakan dipermudahkan melalui aplikasi, memastikan pelanggan 

dimaklumkan tentang kemajuan pembelian mereka. Untuk mempertingkatkan lagi pengalaman 

pengguna, kaedah pembayaran yang digunakan dalam aplikasi adalah secara tunai apabila pesanan 

itu diambil sendiri. Pendekatan ini memastikan proses transaksi yang lancar, mengurangkan potensi 

kesilapan manusia semasa penempatan pesanan dan rakaman oleh pemilik gerai. Aplikasi ini 

menawarkan platform mesra pengguna untuk pelanggan membuat pesanan dengan lancar. Ia bukan 

sahaja meningkatkan kepuasan pelanggan tetapi juga menyediakan pemilik gerai dengan cara yang 

cekap untuk merekod dan memenuhi pesanan, menjadikannya satu kemajuan yang ketara.
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CHAPTER 1 

INTRODUCTION 

1.1 Introduction 

 

Desa Ilmu Night Market is an area reserved for stall owners selling their items such as food, 

drinks, and other items. Usually, this night market will only be open in the evening every Friday 

and Saturday every week and it is estimated that almost 130 stalls will be operating. So far, it 

is seen that there are still many stall owners who have not done business online. With the 

increase in the number of vehicles and customers who come to the night market regardless of 

the various groups, it is seen that there are more and more disorganized because it causes the 

customers to have to crowd when they want to choose or buy food, drinks, other items. A trivial 

issue that customers often face in this regard is spending too much time choosing or buying 

food, drinks, and other items, and this problem occurs every week. Furthermore, according to 

Utusan Malaysia, the impact of the Covid-19 pandemic is felt strongly by small businesses, 

especially hawkers, and night market stall owners. 

Given the increasing advancement of technology, it has become a necessity to make 

improvements to existing systems to be more efficient and convenient for users. The main 

problem of stall owners is that they do not appear in the virtual market when they have item 

and good products. For example, night market stall owners are visited by the same customers 

every week because they want to buy the items they offer. However, after the implementation 

of movement restrictions, customers no longer have the opportunity to get the items or food 

they want because the night market site is not allowed to operate. If the items  is in the virtual 

market, it will make it easier for customers to find it. The shortcoming of the 
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current method is that it does not have a systematic data storage or database to store all the 

information related to stall sales. Therefore, an efficient application for Desa Ilmu Night Market 

is needed to overcome this tedious process by using the order execution of items sold online. 

This process is the same as in the GrabFood and FoodPanda applications for the process of 

collecting items on your own. This system will ensure convenience to stall owners in helping 

to increase their sales which so far only depend on not online. This also needs to be done with 

the use of an application based on the customer's Android application that can be used on a 

smartphone to facilitate the buying and selling process between the customer and also the stall 

owner indirectly. 

 
 

1.2 Problem Statement 

 

These are some of the problems encounter when selling and purchasing food, beverages, and 

other commodities is been done using manual approach: 

 
 

Costly 
 

Numerous apps, such GrabFood and FoodPanda, provide self-collection options or are 

comparable to takeout. However, when the delivery service is included, many customers must 

pay a high price that appears to be the same price. This is due to the application's fee rate, which 

is fairly expensive and burdensome to both customers and stall owners. 
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Lack of product information 
 

There are thought to be 130 stalls at the Desa Ilmu Night Market that provide a variety of foods, 

beverages, and other items. But many stall owners still fail to display the names and prices of 

the items they are selling. Additionally, it would be challenging for customers to select and 

research the numerous items offered for sale at Desa Ilmu Night Market in order to compare 

them before making a purchase. 

 
 

Time consuming 
 

Particularly at this time of the Covid-19 epidemic, when all customers are required to strictly 

follow every SOP that has been established, the scenario in the night market can become 

extremely chaotic and out of control. Customers will be forced to swarm and take a long time 

to select and purchase food, beverages, and other items as a result. Customers also require 

more time to view and evaluate the alternatives and costs of the food, beverage, or other items 

they wish to purchase. 

 
 

1.3 Objectives 

 

1. Develop a better platform for stall owners. 

 

2. Provide a product search option for customers. 

 
3. Design an application that can display a list of the items. 
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The numbered list above shows the goals that need to be achieved when developing the 

application. The main objective of this project is to develop a better platform for stall owners 

to solve selling issues by creating an Android application that can be used to list out their food, 

drink, and other things available at the night market at an affordable price online. Other than 

that, the objective is to design an application that can display a list of the items that will be 

offered, together with actual images of the items and complete item information. The 

application should be able to provide a product search option so that customers can quickly 

choose and order food, drinks, and other items and notify the stall owner of the list of item that 

has been ordered. 

 
 

1.4 Methodology 

 

The methodology refers to the theoretical analysis that researchers or developers use as 

guidance when working on a project. The waterfall methodology was selected since this project 

is more focused on the development of software than on planning. Project management using 

the waterfall paradigm is a sequential, linear process. It is divided into a number of distinct 

stages. Every phase has a beginning and an end, and no phase may begin until the previous 

phase is finished. The waterfall process prevents you from going back to a prior stage. Starting 

afresh from phase one is the only method to return to a phase. The six steps that make up the 

waterfall model are requirements analysis, system design, implementation, system testing, 

system deployment, and system maintenance. 
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Figure 1.1: Waterfall Model 

 
 

• Phases in Waterfall Model 

 

Requirements Analysis 

 

We should compile thorough information regarding the requirements for this 

project at this time. This data may be gathered in a variety of ways, including interviews, 

surveys, and collaborative brainstorming. We should have a requirements document that 

has to be created before the conclusion of this phase, and the project requirements 

should be clear. 

 
 

System Design 

 

Next is the system design phase. We may design the system based on the given 

specifications. Although no coding is done during this stage, we must specify 

specifications such as the required hardware or programming language. 
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Implementation 

 

The implementation phase, this stage involves coding. Using the knowledge 

gained in the earlier phase, we may produce a useful application. Code is often written 

in discrete chunks and integrated at the conclusion of one phase or the start of another. 

 
 

System Testing 

 

For the testing phase, the application may start being tested after the code is 

complete. Any issues are meticulously found and reported by testers. The project might 

need to go back to phase one for reevaluation if significant problems show up. 

 
 

System Deployment 

 

The application must now be submitted for deployment or release because it is 

finished during delivery or deployment phase. 

 
 

System Maintenance 

 

Lastly, the customer has received and is utilizing the application. We might need 

to develop fixes and updates when problems show up to fix them. Again, significant 

problems can call for a return to step one. 


