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ABSTRACT 

 

This project is about a mobile event management application named Samarahan4u. It aims to 

deliver the event information to the local community, while for the event organisers to digitalise 

and manage their event in the system. The Samarahan district is home to a variety of ethnic 

groups that speak a variety of languages, including English, Malay, Mandarin, Iban, etc. 

However, it can be observed that most of the mobile event management application language 

is used in English. This may cater to something other than the linguistic needs of the community. 

Additionally, most event management applications do not provide a messaging feature that 

local community users and event organisers can communicate. The users' ability to participate 

in the events is hampered by a lack of clear communication. Hence, it is proposed to have a 

multilingual mobile event management application to promote or commercialise the events 

digitally. In this proposed application, the local community and event organisers can view the 

available events in more detail. Besides that, both entities are able to send or receive messages 

from each other. This allows direct communication between them which creates engagement. 

The local community and event organisers can also register and login into their accounts in the 

system. Moreover, the event organisers will also allow to manage the event on the system along 

with the features of updating the event and cancelling the event. The local community can also 

register the event on the system that allows them to obtain QR code to be scanned during the 

event day by the event organisers. The local community and event organisers can also share 

the event to external platform for a wider reach. Overall, the Samarahan4u aims to have a 

significant impact to the local community and event organiser in the Samarahan district. 
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ABSTRAK 

 

Projek ini adalah mengenai aplikasi pengurusan acara mudah alih yang dinamakan sebagai 

Samarahan4u. Ia bertujuan untuk menyampaikan maklumat acara kepada komuniti 

Samarahan, manakala penganjur acara mendigitalkan dan menguruskan acara mereka dalam 

sistem. Daerah Samarahan mempunyai pelbagai etnik yang menggunakan pelbagai bahasa 

seperti Inggeris, Melayu, Mandarin, Iban dan sebagainya. Walau bagaimanapun, majoriti 

bahasa aplikasi pengurusan acara mudah alih yang digunakan adalah bahasa Inggeris. Ini 

mungkin tidak dapat memenuhi linguistik komuniti Samarahan. Selain itu, kebanyakan aplikasi 

pengurusan acara tidak menyediakan ciri pemesejan yang boleh membenarkna komunikasi 

antara komuniti Samarahan dan penganjur acara. Kekurangan komunikasi yang jelas 

menghalang pengguna daripada mengambil bahagian dalam acara tersebut. Oleh itu, adalah 

dicadangkan untuk mempunyai aplikasi pengurusan acara mudah alih berbilang bahasa untuk 

mempromosikan atau mengkomersialkan acara secara digital. Dalam aplikasi yang 

dicadangkan ini, komuniti Samarahan dan penganjur acara boleh melihat acara yang ada 

dengan lebih terperinci. Seterusnya, kedua-dua komuniti Samarahan dan penganjur acara 

boleh menghantar atau menerima mesej antara satu sama lain. Ini membolehkan komunikasi 

langsung antara mereka yang boleh mewujudkan penglibatan secara tidak langsung. Komuniti 

Samarahan dan penganjur acara juga boleh mendaftar dan log masuk ke akaun mereka dalam 

sistem. Bukan itu sahaja malah penganjur acara juga boleh menguruskan acara dalam sistem 

tersebut dan mengemas kini acara serta membatalkan acara. Komuniti Samarahan juga boleh 

mendaftarkan acara diminati dalam sistem ini. Selepas mendaftar, komuniti Samarahan akan 

mendapat kod QR untuk diimbas semasa hari acara oleh penganjur acara. Komuniti 

Samarahan dan penganjur acara juga boleh berkongsi acara tersebut ke platform luar untuk 

mendapatkan jangkauan yang lebih luas. Secara keseluruhannya, Samarahan4u bertujuan 
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untuk memberi impak yang besar kepada komuniti Samarahan dan penganjur acara di daerah 

Samarahan.
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CHAPTER 1 

INTRODUCTION 

 

 

 

1.1 Introduction 

 

This project is about a mobile event management application named Samarahan4u. It 

aims to deliver the event information to the local community while the event organisers can 

digitalise and manage their events in the system. This application can cater to the needs of the 

local community and event organisers in event management.  

In this digital era, functionalities such as creating an event, messaging, and scanning 

attendance have helped the process of handling event management more efficiently and 

organised. However, finding these features to be implemented in an application is uncommon. 

Besides that, a multilingual event management platform is challenging to find as not all event 

management provides this feature. If a mobile event management application includes all the 

features, it can help to create more engagement and reach a wider audience. This also makes 

managing the event effortless and hassle-free. 

For the past few years, event management applications such as All Events and Ticket2U 

have become popular in the nation, receiving positive feedback from users, and reaching over 

10,000 installs as presented on the Google Play Store. However, these applications have a 

limitation for the diverse ethnic groups in the Samarahan district, such as limited language 



 

2 
 

options. The local community in Samarahan also prefers to use Malay and Mandarin as the 

language for the application, as obtained from the survey data, but currently, both applications 

are only available in English. Therefore, this project aims to address the needs of the Samarahan 

community by offering language options in Malay and Mandarin. 

 

1.2 Problem Statement 

 

The targeted community in this project is Samarahan district. It has diverse ethnics group 

that uses different languages such as English, Malay, Sarawak Malay, Mandarin, Iban and etc. 

However, it can be observed that most of the mobile event management application language 

is used in English. This may not cater to the linguistic needs of the community. Raventós (2021) 

stated that the language limits in the platforms hinder the number of potential clients that can 

be reached. In addition, numerous event information is available on social media platforms, 

but this information may not be trustworthy for users due to fraud and scams. This can be 

proven by a record of nearly $117 million in scams on social media in the first half of 2020 

(Small, 2020). Moreover, data ownership issues arise when an event management company 

uses the user's information to conduct research and analysis. According to Antwonne (2021), 

the user information is passed to the third party, which is the event organisers. This has caused 

the users to feel wary when using the event management application, as their personal 

information has been shared without them knowing. Furthermore, most event management 

applications, such as Ticket2u, do not provide a messaging feature that allows users and event 

organisers to communicate. The lack of clear communication hinders the users from 

participating in the events. Robinson (2021) supported that the messaging feature allows for 

direct communication between the event organisers and the community can lead to a successful 
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event. Hence, is it effective and secure to have a multilingual designated event management 

platform to promote or commercialise the events digitally. 

 

1.3 Objectives 

 

1. To design and develop a mobile event management application for the event organiser and 

the Samarahan community. 

2. To evaluate the functionality and usability of the mobile event management application. 

2.1  To implement a multilingual feature in the event management application that 

comprised English, Bahasa Melayu, and Mandarin. 

2.2 To implement the messaging feature in the event management application that 

allows the local community and event organiser to communicate. 

 

1.4  Scope 

 

The scope of this project focuses on the Samarahan community, particularly the locals 

and the event organisers. The mobile application will be exclusively designed for Android and 

include all the necessary features. The goal is to publish it on the Google Play Store once the 

project is completed. 

 

1.5 Methodology 

 

The selected methodology to carry out the project to achieve the solution is the agile 

methodology with Dynamic Systems Development Method (DSDM) framework. Agile 

methodology is required as this project involves iterative and incremental approaches when 
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developing the application. Additionally, this project is subject to a strict deadline for 

completion. The benefits of this framework include predictable project completion within a set 

timeframe and clear communication between developers and clients, as stated by Intellectsoft 

(2019). According to Agile Business Consortium (n.d.), the DSDM framework has eight 

principles to deliver the best value business solutions. This framework guarantees that the 

project is scheduled on time, focuses on fulfilling deadlines, and enables the production of a 

quality application with a strict time limit and a defined scope. This framework is divided into 

three phases, comprising of a pre-project stage, a project lifecycle phase, and a post-project 

phase. The project lifecyle phase has five stages as shown in Figure 1.1. The following section 

are the phases that emphasise this methodology: 

 

Source: Sharma (2021) 

Figure 1.1: DSDM Phases 

 

1.5.1 Pre-Project Phase 

 

According to Simplilearn (n.d.), determining a suitable project that offers significant 

benefits is vital throughout the DSDM pre-project phase. The project was referred to as having 


