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ABSTRACT

Using a smart phone, which has a small screen, for browsing an online store is not an
enjoyable experience. Using a device with a very small screen size is not appropriate
since the web shop’s functionalities are not optimized to be accessed from these devices.
The solution was to develop both a server side plugin and a client side application. The
application which was designed for a mobile device should have used a generic
communication in order to connect to the plugin. The plugin was an online store's plugin
letting the mobile application do the online shopping experience from a mobile device
without using the web browser, which would obviously increase the device performance
in browsing a web shop.The result was that the implemented plugin and the application
worked for all of the E-commerce frameworks’ instances, so instead of developing a
server side plugin and a client side application for one single web shop, a variety of web
shops have been supported with a single plugin and an application.
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1.1 Introduction:

This project is a mobile based shopping system for an existing shop. The project objective is
to deliver the online shopping application into android platform. Online shopping is the
process whereby consumers directly buy goods or services from a seller in real-time, without
an intermediary service, over the Internet. It is a form of electronic commerce. This project is
an attempt to provide the advantages of online shopping to customers of a real shop. It helps
buying the products in the shop anywhere through internet by using an android device. Thus
the customer will get the service of online shopping and home delivery from his favorite shop

1.2 PROJECT OBJECTIVE:

The objective of the project is to make an application in android platform to purchase items
in an existing shop. In order to build such an application complete web support need to be
provided. A complete and efficient web application which can provide the online shopping
experience is the basic objective of the project. The web application can be implemented in
the form of an android application with web view.

1.3 PROJECT OVERVIEW:

The central concept of the application is to allow the customer to shop virtually using the
Internet and allow customers to buy the items and articles of their desire from the store. The
information pertaining to the products are stores on an RDBMS at the server side (store). The
Server process the customers and the items are shipped to the address submitted by them. The
application was designed into two modules first is for the customers who wish to buy the
articles. Second is for the storekeepers who maintains and updates the information pertaining
to the articles and those of the customers. The end user of this product is a departmental store
where the application is hosted on the web and the administrator maintains the database.

1.4 PROJECT SCOPE:

This system can be implemented to any shop in the locality or to multinational branded shops
having retail outlet chains. The system recommends a facility to accept the orders 24*7 and a
home delivery system which can make customers happy.

If shops are providing an online portal where their customers can enjoy easy shopping from
anywhere, the shops won’t customers to the trending online shops such as flipcart or ebay.
Since the application is available in the Smartphone it is easily accessible and always
available.
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1.5 Goal and Criteria

The aim would be duplicating the abstract online store's functionality for the mobile
device's client and providing a generic connection, so the application could be easily
customized for each of the framework instances. For this to be achieved we need a
similar connection to the one shown in Figure

)+ (E) +

Webshop

Figurel.1l: Mobile connection to a web shop’s database.

Depending on the framework's structure, they usually have some modules accessing

the database, for handling all the functionalities required for an online store. The mobile
device's client also needs the access to the database behind the framework to be able to
reconstruct the normal functionalities of a web shop. This could be done by extending or
writing some new modules on the server side and accessing them from the mobile device's
client with the aid of Internet. The goal is reached if the client fulfills the functionalities
required in the selected framework and fully duplicates what is happening during the online
shopping.

1.6 Tools:

Tools allow developers to test and debug their code and used for testing the user facing
interface of an application. Tools increase the abilities of developers and make easier, faster
and efficient of his works.

The tools we are used in this project to attain our aim given below...

Android Studio/Eclipse ADT
Java

XAMPP

Apache

MySQL

phpMyAdmin

YVVVVVY
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Chapter 2
Software Development Life Cycle
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2.1 Software Development Life Cycle

The systems development life cycle (SDLC), also referred to as the application development
life-cycle, is a term used insystems engineering, information systems and software
engineering to describe a process for planning, creating, testing, and deploying an
information system. The systems development life-cycle concept applies to a range of
hardware and software configurations, as a system can be composed of hardware only,
software only, or a combination of both.[4].

4

IMPLEMENTATION

THE
SOFTWARE

DEVELOPMENT
CYCLE

Figure 2.1 SDLC Cycle
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2.2 SDLC Models

The software development models are the various processes or methodologies that are being
selected for the development of the project depending on the project’s aims and goals. There
are many development life cycle models that have been developed in order to achieve
different required objectives. The models specify the various stages of the process and the
order in which they are carried out.[4]

The selection of model has very high impact on the testing that is carried out. It will define
the what, where and when of our planned testing, influence regression testing and largely
determines which test technigues to use.

There are various Software development models or methodologies. They are as follows:

Waterfall model
V model
Incremental model
RAD model

Agile model
Iterative model
Spiral model
Prototype model

NGO~ wWwdE

Choosing right model for developing of the software product or application is very important.
Based on the model the development and testing processes are carried out.

2.3 Scrutinizing the Project Model

Selecting accurate model for developing of the software invention or request is very
significant. Founded on the model the expansion and testing processes are accepted out. As
Waterfall Model is more traditional and easy to gather requirements and analyzing system, so
we choose the model according to complete the project. This technique works well for big
projects that may take numerous months to progress.

2.3.1 Waterfall Model

The waterfall model is a successive design procedure, used is software advance process, in
which development is seen as graceful steadily upwards through the stages of beginning,
opening, design, building, testing, implementation and maintenance [5]. It is also referred to
as a linear-successive life cycle model, it is very humble to recognize and custom, In a
waterfall model, each stage must be completed fully before the next stage can begin. This
type of model is essential charity for the plan which is small and there are no inexact
necessities, At the end of each stage, a review takes place to control if the plan is on the right
path and whether or not it endure or abandon the project, In this model the testing starts only
after the development is comprehensive. In waterfall model do not edge [6].
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2.3.2 Waterfall Model Design

Waterfall method was major SDLC model to used usually in Software Engineering to
confirm success of the project, In “The waterfall” methodology, the entire route of software
development acts as the input for the next segment successively. Ensuing is an consequence
of a phase acts as the input for the next segment successively [7]. Ensuing an illustrative
representation of dissimilar periods of waterfall model:

Reguirements

Design

H

Implementation

-

Verification

Maintenance

Figure 2.2 Waterfall model

2.3.3 Waterfall Model Phases

This segment is acute to the successfully complete project, hopes need to be fleshed out in
inordinate part and familiar. This an iterative procedure with much statement taking place
between investors, end customers and the project side. The following techniques can be used
to gather supplies [8];

1. Requirement gathering and analysis: Business supplies are assembled in this stage.
This segment is the main attention of the project manager and stake holders. Meetings
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like; that is going to habit the scheme? How will they use the scheme? What statistics
should be input into the scheme? What facts should be output by the organization?
These general question can get answer through the requirement gathering time

2. Design: In this segment the scheme and software plan is prepared from the obligation
stipulation which were deliberate in the major phase. System Design helps in
stipulating hardware and system requirement and also helps in crucial overall system
architecture. The system conditions serve as input for the following stage of the
perfect. In this phase the tester comes up with the test strategy, where they reference
what to trial, how to trial.

3. Implementation: On receiving system design documents, the work is alienated in
units and actual coding is started. Since, in this stage the code is formed so it is the
main attention for the developer. coding is the longest period of the software
development life cycle.

4. Testing: After implementation developed it is tested through the necessities to make
sure that the product is truly answering the request addressed and gathered during the
necessities phase. Through this period all sorts of functional testing like unit testing
integration testing , system testing ,acceptance testing are done as well as non-
functional testing are complete

5. Deployment: After effective testing the product is organized to the customer for their
use, as soon as the product is assumed to the patrons they will first di the beta testing,
if any changes are required or if any bugs are caught then they will crash it to the
engineering team, once those variations are made or the bugs are fixed then the final
placement will happen

6. Maintenance: Once when the clients starts using the advanced system the actual
glitches comes up and needs to be answered from time to time. This procedure where
the care is taken for the advanced artefact is known as maintenance.

2.4 Waterfall Model Advantages and Disadvantages

2.4.1 Advantages of Waterfall Model:

e This model is simple and easy to understand and use.

¢ In this model periods are treated and finished one at time. The stages of this model
never intersection

e |t is easy to achieve owing to the inflexibility of the model- each phase has specific
deliverables and an assessment procedure.

o Waterfall model works well for minor projects where necessities are very well
understood [8].
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2.4.2 Disadvantages of Waterfall Model:

e Once a request is in the testing stage, it is very difficult to go back and change
something that was not well-thought out in the idea stage

Working software cannot not be produced pending late through the life cycle.

High quantities of risk and doubt.

Poor model for long and ongoing projects.

Not appropriate for the projects where necessities are at a reasonable to high risk
altering [8]
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Chapter 3
System Tools Definition
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3.1 System Tools:

In this project we have used the following tools for our system requirement.

Hardware:
Laptop
o Corei3
o Hard Disk 1TD
o RAM 4GB
Software:
1. Android studio 2.2/ Eclipse ADT Bundle
2.  Xampp Server (Apache & MySql)
3. Java Development Kit

3.2. Android

Android is a mobile operating system developed by Google, based on the Linux kernel and
designed primarily mobile devices such as smartphones and tablets. Android's user

interface is mainly based on direct manipulation, using touch gestures that loosely correspond
to real-world actions, such as swiping, tapping and pinching, to manipulate on-screen objects,
along with a virtual keyboard for text input. In addition to touchscreen devices, Google has
further developed Android TV for televisions, Android Auto for cars, and Android Wear for
wrist watches, each with a specialized user interface. Variants of Android are also used

on notOebooks, game consoles, digital cameras, and other electronics.

This operating system is based on version 2.6 of Linux, so it has a monolithic system kernel,
what means that all system functions and drivers are grouped into one block of code.

Android consists of five layers:

-The Linux kernel 2.6-which includes useful drivers that allows for example WiFi or
Bluetooth.

-The library written in C and C + + that provide higher level functionality such as an HTML
engine, or a database (SQLite).

-A runtime environment for applications based on a virtual machine, made for inefficient
machines such as telephones. The aim is to translate JAVA in machine language understood
by Android.

-A JAVA framework that allows applications running on the virtual machine to organize and
cooperate [9].
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APPLICATIONS

Contacts Phone Browser

APPLICATION FRAMEWORK

Activity Window Content View Notification
Manager Manager Providers System Manager

Package Telephony Resource Location XMPP
Manager Manager Manager Manager Service

LIBRARIES ANDROID RUNTIME

Surface Media
Manager Framework

Core

sl sl Libraries

OpenGL|ES FreeType WebKit

" Machine

LINUX KERNEL

Display Camera Bluetooth Flash Memory Binder (IPC)
Driver Driver Driver Driver Driver

usB Keypad WiFi Audio Power
Driver Driver Driver Drivers Management

Figure 3.1 Android-System-Architecture
3.3 History of Android

Initially developed by Android, Inc., which Google bought in 2005,[Android was unveiled in
2007 along with the founding of the Open Handset Alliance— a consortium
of hardware, software, and telecommunication companies devoted to advancingopen
standards for mobile devices. As of July 2013, the Google Play store has had over one million
Android applications ("apps™) published — including many "business-class apps" that rival
competing mobile platforms — and over 50 billion applications downloaded. An April-May
2013 survey of mobile application developers found that 71% of developers create
applications for Android, and a 2015 survey found that 40% of full-time professional
developers see Android as their priority target platform, which is comparable to Apples i0OS
on 37% with both platforms far above others. In September 2015, Android had 1.4 billion
monthly active devices.

Android's source code is released by Google under open source licenses, although most
Android devices ultimately ship with a combination of open source and proprietary software,
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including proprietary software required for accessing Google services. Android is popular
with technology companies that require a ready-made, low-cost and customizable operating
system for high-tech devices. Its open nature has encouraged a large community of
developers and enthusiasts to use the open-source code as a foundation for community-driven
projects, which deliver updates to older devices, add new features for advanced users or bring
Android to devices originally shipped with other operating systems.

Android has seen numerous updates which have incrementally improved the operating
system, adding new features and fixing bugs in previous releases. Each major release is
named in alphabetical order after a dessert or sugary treat; for example, version 1.5
"Cupcake" was followed by 1.6 "Donut”. In 2010, Google launched its Nexus series of
devices — a line of smartphones and tablets running the Android operating system, and built
by manufacturing partners. HTC collaborated with Google to release the first Nexus
smartphone, the Nexus One. Google has since updated the series with newer devices, such as
the Nexus 5 phone (made by LG) and the Nexus 7 tablet (made by Asus). Google releases the
Nexus phones and tablets to act as their flagship Android devices, demonstrating Android's
latest software and hardware features. From 2013 until 2015, Google offered several Google
Play Edition devices over Google Play. While not carrying the Google Nexus branding, these
were Google-customized Android phones and tablets that also ran the latest version of
Android, free from manufacturer or carrier modifications.

From 2010 to 2013, Hugo Barra served as product spokesperson, representing Android at
press conferences and Google 1/0, Google’s annual developer-focused conference. Barra's
product involvement included the entire Android ecosystem of software and hardware,
including Honeycomb, Ice Cream Sandwich, Jelly Bean and KitKat operating system
launches, the Nexus 4 and Nexus 5 smartphones, the Nexus 7 and Nexus 10 tablets and
other related products such as Google Now and Google Voice Search Google’s speech
recognition product comparable to Apple’s Siri In 2013, Barra left the Android team for
Chinese smartphone maker Xiaomi The same year, Larry Page announced in a blog post that
Andy Rubin had moved from the Android division to take on new projects at Google. He was
replaced by Sundar Pichai who became the new head of Android and Chrome OS and, later,
by Hiroshi Lockheimer when Pichai became CEO of Google.

In 2014, Google launched Android One, a line of smartphones mainly targeting customers in
the developing world. In May 2015, Google announced Project Brillo as a cut-down version
of Android that uses its lower levels (excluding the user interface), intended for the "Internet
of Things" embedded systems.

University of Cambridge research in 2015, concluded that almost 90% of Android phones in
use had known but unpatched security vulnerabilities due to lack of updates and support. In a
year since (mid-2015) that report, well over a billion Android smartphones have been sold
(more than the just over billion sold in 2014); and Android 5.0 (with better security) and later,
went from 5.4% market share to currently over half, which means that the 90% number must
be very outdated; those phones now very likely represent less than half of all Android phones.
Recent devices do get security updates Android 5.0 introduced an improved centralized
update system.
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3.4 Android Applications

Applications (“apps”), which extend the functionality of devices, are written using
the Android software development kit (SDK) and, often, the Java programming language that
has complete access to the Android APIs. Java may be combined with C /C++, together with
a choice of non-default runtimes that allow better C++ support; the Go programming
language is also supported since its version 1.4, which can also be used exclusively although
with a restricted set of Android APIs. The SDK includes a comprehensive set of development
tools, including a debugger, software libraries, a handset emulator based on QEMU,
documentation, sample code, and tutorials. Initially, Google's supported integrated
development environment (IDE) was Eclipse using the Android Development Tools (ADT)
plugin; in December 2014, Google released Android Studio, based on IntelliJ IDEA, as its
primary IDE for Android application development. Other development tools are available,
including a native development kit (NDK) for applications or extensions in C or C++, Google
App Inventor, a visual environment for novice programmers, and various cross platform
mobile web applications frameworks. In January 2014, Google unveiled an framework based
on Apache Cordova for porting Chrome HTML 5 web applications to Android, wrapped in a
native application shell.

Android has a growing selection of third-party applications, which can be acquired by users
by downloading and installing the application's APK (Android application package) file, or
by downloading them using an application store program that allows users to install, update,
and remove applications from their devices. Google Play Store is the primary application
store installed on Android devices that comply with Google's compatibility requirements and
license the Google Mobile Services software. Google Play Store allows users to browse,
download and update applications published by Google and third-party developers; as of July
2013, there are more than one million applications available for Android in Play Store .As of
July 2013, 50 billion applications have been installed. Some carriers offer direct carrier
billing for Google Play application purchases, where the cost of the application is added to
the user's monthly bill.

Due to the open nature of Android, a number of third-party application marketplaces also
exist for Android, either to provide a substitute for devices that are not allowed to ship with
Google Play Store, provide applications that cannot be offered on Google Play Store due to
policy violations, or for other reasons.

3.5 Other platform Application

3.5.1 Windows mobile Application

This type of application based on windows mobile operating system and based on windows
CE (WiInCE). WInCE is compact OS specifically designed for pervasive devices .it is focused
on providing a consistent interface for application on various hardware platforms which
emphasizes portability by providing the user with win32 api. Software development for
windows mobile application is done using visual C++ making use of Microsoft’s NET
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framework. The SDK is setup to work using visual studio as the integrated Development
Environment

Windows application was designed for flexibility and the developer in mind. For that reason
it was designed to support lots of pre-emptive multitasking. It supports a whopping 256
priority levels for threads and up to 32 processes. It is ideal for smart phone because the users
typically demand multitasking and want to be productive as possible [9]

3.5.2 Symbian mobile Application

The Symbian application was specifically for mobile devices.it has very small memory
footprint and low power consumption.it is an open operating system. Most of the code is in
C++.very little code exists in C or assembly.it is optimized, heavily asynchronous, pre-
emptive, multitasking.it has Symbian application engines (20%), Symbian system layer
(55%),kernel (5%) and UL design (20%)[10]

3.5.3 Apple (ISO) mobile Application

This type of application based on Swift or Objective-C (with some elements optionally
in C or C++). 1SO application was designed for flexibility and the developer in mind. The
application is utilized in apple only hardware products including the iPhone and iPad. 1SO
has been a rapid rise in popularity and garnered a large and dedicated user base. It has
seamless utilization of the multi-touch. It not an open source and most of them are paid .it
does come with some limitation.[11]

3.6 Difference Between Android Application and
Other Application

Overtime, though we realised that perhaps an android that is modern with a lot more
flexibility in terms of a structured coding pattern with scope for applications that we deliver
to perform better is required. In a nutshell, this is the reason behind the switchover to android

« Applications

- Google applications

Android includes most of the time many Google applications like Gmail, YouTube or Maps.
These applications are delivered with the machine most of the time, except in certain cases,
such as some phones running android on which the provider has replaced Google applications
by its own applications.

-widgets

With android, it is possible to use widgets which are small tools that can most often get
information. These widgets are directly visible on the main window.

-Android Market
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This is an online software store to buy applications. Developers who created applications can
add them into the store, and these applications can be downloaded by users, they can be both
free and paid.

« Multitasking

Android allows multitasking in the sense that multiple applications can run simultaneously.
With Task Manager it is possible view all running tasks and to switch from one to another
easily.

« SDK

A development kit has been put at disposal of everybody. Accordingly, any developer can
create their own applications, or change the android platform. This kit contains a set of
libraries, powerful tools for debugging and development, a phone emulator, thorough
documentation, FAQs and tutorials.

 Modifiability:

This allows everyone to use, improve or transform the functions of Android for example
transform the interface in function of uses, to transform the platform in a real system
embedded Linux.

3.7 Android is user Friendly Application

Android is a free and Open Source. It is designed for the development of different
application according to the client requirements. It represents a simple, speed so that you can
express yourself in coding very well and become creative every time with more ideas. The
unique thing about the android is that it is very expressive and beautiful coding platform and
that’s why 1 am very sure about that you will get the good experience when you will do
coding with this platform.

As we all quite aware about the Android is a very demanding in the market today. In android
you can get multiple options on it. And I just like to add that android is the platform where
you must love to do coding as it is provide a better web environment to us. Now its new
updated version is also released frequently so it gives the healthy competition to other
technologies also. As per my knowledge conferences was already held in different location to
make sense that people will aware about new technology and at least you stay with this
industry for a longtime.

It is built by professional developers for the people like you who is very passionate about
coding and want to grow with the technology with great sense of understanding on it.
Android is for those developers who is very much interested to do a powerful coding in their
own way. The only reason to create this user friendly application by developers to provide
you a better platform as they can. You can also compare the features of application with
others so you can get more idea about why you have to use an android. | hope that you all
will keep doing quality work on the user friendly like android application and give the best
work as you can using advance technology for your precious client
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3.8 XAMPP

XAMPP is a free and open source cross-platform web server solution stack package
developed by Apache Friends, consisting mainly of the Apache HTTP Server, MariaDB
database, and interpreters for scripts written in the PHP and Perl programming languages.
XAMPP stands for Cross-Platform (X), Apache (A), MariaDB (M), PHP (P) and Perl (P).

3.9 Apache

The Apache HTTP Server, colloquially called Apache, is the world's most used web server
software. Apache played a key role in the initial growth of the World Wide Web. The Apache
HTTP Server Project is a collaborative software development effort aimed at creating a
robust, commercial-grade, feature-rich and freely available source code implementation of an
HTTP (Web) server. The project is jointly managed by a group of volunteers located around
the world, using the Internet and the Web to communicate, plan, and develop the server and
its related documentation.

3.10 MySQL

MySQL is an open-source relational database management system (RDBMS). MySQL is a
popular choice of database for use in web applications, and is a central component of the
widely used LAMP open-source web application software stack (and other "AMP" stacks).
MySQL can be built and installed manually from source code, but it is more commonly
installed from a binary package unless special customizations are required. On most Linux
distributions, the package management system can download and install MySQL with
minimal effort, though further configuration is often required to adjust security and
optimization settings.

3.11 phpMyAdmin

phpMyAdmin is a free and open source tool written in PHP intended to handle the
administration of MySQL or MariaDB with the use of a web browser. It can perform various
tasks such as creating, modifying or deleting databases, tables, fields or rows; executing SQL
statements; or managing users and permissions.

The phpMyAdmin program is handy for performing maintenance operations on tables,
backing up information, and editing things directly in the event that WordPress is not
working. Occasionally, in the Support Forums, someone will post a SQL query of some
benefit or other that can be run using phpMyAdmin. Although many of the same tasks can be
performed on the MySQL command line, doing so is not an option for many people.
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Chapter 4
Features and Architectures
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4.1 Use Cases

The selected frameworks have been analyzed to discover the required system features.
Since the online shopping process is almost always the same in a generic way, it could be

generalized.

According to the abstract web shop, the following features are necessary for the
whole online shopping process from a mobile device.

Login

Browse category
Search product

View product description
Add product to the cart
Remove product
Change quantity
Checkout receipt
Check item quantity
Paying order

Payment method

This chapter discusses about features and requirements of the system that can solve the
problem. The first section considers how the mobile shopping process looks like in general.
In this section, the use case diagram will show required features in detail. In the second
section, the functional and non-functional requirements will be addressed for the mentioned
features while making it easy in the upcoming sections to reference to different requirements.
As the choice of development, the waterfall method was chosen since the project's plan
or project's requirements were unlikely to change and the testing results or customer's
feedback were not supposed to effect the project. So each model's phase (project planning,
analysis, design, implementation, etc.) was accomplished before moving on to the next

phase.
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Figure4.1: Online shopping use case diagram
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Above figure shows the use case diagram for the abstract online store and contains
different features of shopping process. In the following sections, a brief description,
flow of events, actors, preconditions and post conditions for each feature of the use case
diagram has been presented and that will help determining the requirements in the next
step.

4.2 Architecture and Design

The first section of this chapter describes the overall architecture and design which is
the overview of the solution implementing the requirements in the abstract level.

4.2.1 Overall Architecture and Design

Different instances of web shops have more or less same functionalities on the abstract
level. Dedicated plugins inheriting from an abstract plugin could be used to implement a
general communication protocol. Thus a client could communicate with these plugins
and could also be easily instantiated in order to match a particular web shop.

The picked up frameworks have similar architectures, and to show the server side
architecture and design, the general communication to an abstract web shop would be
discussed.

Now Figure 1.1 could be presented more precise as shown in Figure

Admin }
Users

(Web Platform)

Apache
Tomcat [*

Y

MySOQL

Interviewee
Users

(A ndroid

Platform) \
-

Client side i Server side

Application Database
server server

Figure4.2 : Mobile’s client connection to a web shop’s plugin and database.

Instead of the Android's web browser, the Android's dedicated client connects to the
Internet as shown in Figure 4.1 (arrow A). Using the HTTP Client methods, the client
connects itself to the plugin which is installed on the server side (arrow B). The plugin
which is a PHP module in this case, has the required functions to communicate with
the MySQL database (arrow C).
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4.2.2 Server Side

On the server side, what matters the most is the communication between the plugin
and the database. The plugin should have functions for running different queries on the
database, so it could respond to the client's requests which have been fully explained in
the features and requirements chapter

confizuration
CuITE nClEE products_to_categories categories categories description
W
special products products_descriphon

' =
- T

<

<

custorne s custormers basket
o
- =
i
address book orders — orders product orders status
e
.y
zones_to_geo_zonse cuntries
r
L
Y W h
Zeo_Tonse TONSE fax_rates tax_u:lass

—> € >

Figure 4.3: The framework’s database structure.
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4.2.3 Client Side

The client must connect to the server side for making the connection and sending and getting
the required data. These data should be stored in appropriate data structures and be used in
shaping the user interface in the next step. The client's class diagram has been shown in
Figure 4.3.

+setCategories_id():
+getCategories_name()
+setCategories_name():

+setCategories_im age(

+getCategories_image():

+getCategories_id(x
+setCategories_id():
+getP roducts_model ()
+setProducts_model(x

+add_image():
+get_image():
+get_images_count():

+getP roduds_description(t
+setProducts_description():
+getDefault_currency_symbol():
+setDefault_currency_symbol():

ConvertToDocument Conmunicatoin == interface =»
‘WebShopAddress
+readiXm i +downloadD ata():
+downloadimage():
DataHandler
SearchReport
\[ +getCategories():

CategoriesReport +getP roduct(x OrderD etails +getDefault_currency_symbol():
+addToCart(y +setDefault_currency_symbol(:
+getCartContent(: — +getFramework_name()

+getDefault_currency_symbol(): sremoveFromCan(y +getDefault_currency_name() +setFramework _name():
+setDefault _currency_symbol (): +checkoutProcess(: +setDefault _currency_name(): +&ddProduds()
+setFramework_name(): +getOrdeetails(x +getDelivery_with_tax(): +getP roduds():
+getFramework_name() +loginP racess(x +setDelivery_with_tax(): +getP rodudtsSize()
+&dd Categories(): +getlogoAddress() +getDefault_currency_symbol():
+getCategories(): +check Address(x +setDefault _currency_symbol(:
+getCategoriesSize(): +searchProducts(): +getSub_total(:
+&ddProduds(t +setSub_total(x
+getP roduds(): +ggetTax_sum():
+ggetP roductsSize(t +setTax_sum():
+getGrand_parent_id(): +ggetTax_description(x
+setGrand_parent _id() CartReport +setTax_description():
+ggetT otal():
+setTotal(x
1 +getDefault_currency_symbol(): F0.*
1 +setDefault _currency_symbol():
+A&ddProducts(X Product
+getP roducts(:
+getP rodudsSize(
+productClear(x +getCustomers_basket_quantity():
+setCustom ers_basket_quantity(x
1 o +getSum _without_tax(:
% +setSum _without_tas(x
+getSpecdials_newy products_price():
+0.# +setSpecials_new_produds_price():
+getP roducts _id():
+setProducts_id(:
+0.* +getP roducts_name():
+setProducts_nam e():
Category +getP roduds_image():
+setProducts_image(x
L +getP roducts _price():
*getCategories iy +setProducts_price(t

Figure4.4: Client side class diagram.
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5.1 Android

5.1.1 Front-end

Front-end and back-end are terms used to characterize program interfaces and services
relative to the initial user of these interfaces and services. (The "user" may be a human being
or a program.) A "front-end" application is one that application users interact with directly. A
native mobile app is developed for a particular mobile platform and is written in a language
that is supported by the operating system of that platform. Since a native app can fully
leverage a device’s hardware and functionality, it offers the best user experience. This is the
end design Ul that customers would use in their mobile phones

¢ Category

Project- ¢ ommercs

by A Hasan

Iffat Rumpi a
Camera Cars
Clothes Computer
Music Other
@
Smartphone Sports

Checkout Profile
Arif - Rumpa
Online Store 0 Q

Figure 5.1: Front End of our app

5.1.2 Back-end

A "back-end" application or program serves indirectly in support of the front-end services,
usually by being closer to the required resource or having the capability to communicate with
the required resource. The back-end application may interact directly with the front-end or,
perhaps more typically, is a program called from an intermediate program that mediates
front-end and back-end activities. Here are some glimpses of our back-end of Eclipse
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strings xml [J] Adapterinformation java [J] SwipeTabFragment java Constantjava [3) ActivityAbout java 2

backage com.rif.ecommerce;

2
3® import android.app.ActionBar;
9

10 public class ActivityAbout extends Activity {

11 /** Called when the activity is first created. */

= public void onCreate (Bundle savedInstanceState) {
super.onCreate (savedInstanceState);

setContentView (R.layout.about) ;

o
n

ActionBar bar = getActionBar():

bar.setBackgroundDrawable (new ColorDrawable (getResources () .getColor (R.color.header))):
bar.setTitle ("About");

bar.setDisplayHomeAsUpEnabled (true);

bar.setHomeButtonEnabled (true) ;

] o bW

> W

= @Override
public boolean onCptionsItemSelected (Menultem item) {
switch (item.getItemId()) {
case android.R.id.home:

b W N C

ST ST T O T T T S SC R SR O B T I =

o0

Figures5.2: Android/JAVA IDE Sample Code

backage com.rif.ecommerce;

=)

N

@ import java.io.IOException:

w
n W

N

@SuppressLint ("Newlpi™)

public class MainfActivity extends FragmentActivity {
private DrawerLayout mDrawerLayout;
private ListView mDrawerList:;
private ActionBarDrawerToggle mDrawerToggle:;
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// =2lide menu items
private String[] navMenuTitles;
private TypedArray navMenulIcons;

(&

LS LI ¥ LI ¥ L Y S S
C

}8)

private ArravList<NavDrawerItem> navDrawerItems:

wn
w

Figures5.3: Android/JAVA IDE Sample code 2
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5.2 XAMPP

5.2.1 Database

Commonly used databases include MySQL, PostgreSQL, and MongoDB, though there are
many more. Database development primarily consists of creating relational or non-relational
table structures and utilizing a query language (like SQL) to query the database for the data
you need. In order to properly facilitate communication between a server and the mobile app
(or any other clients it may have), some sort of communication protocol is necessary.
Examples include REST (Representational State Transfer) and SOAP (Simple Object Access
Protocol).:

Here is the sql database from phpMyAdmin

P CTiServer- 127.001 » B Database: ecomsierce

4 Structure | L] SQL L Search Query =} Export [& Import J* Operations == Privileges & Routines & Events
Table = Action Rows & Type Collation Size Overhead
[] tbl_category ¥% (5] Browse 4 Structure &% Search ¥ Insert @ Empty @ Drop 2 MyISAM utf8_general_ci 2, &=
[] tblLmenu ¥ |7 Browse s Structure % Search %t Insert &g Empty @ Drop 23 MyISAM utf8_general_ci 11-7 XiB =
[] tbl_reservation i [=] Browse 4 Structure % Search & Insert f Empty @ Drop 9 MyISAM utf8_general_ci 1 KiB -
[] tbl setting ¥ir [-] Browse Tt Structure & Search Fc Insert [ Empty @ Drop 2 MyISAM utf8_general_ci iy o
[] tbl_user fir (5] Browse 4 Structure % Search < Insert g Empty @ Drop 1 MyISAM utf8_general_ci 2. L KIB -
5 tables Sum 34 InnoDB utf8_general _ci 18-2 KiB o B
4+ [ Checkall With selected: v

Figure 5.4: Database

Often abbreviated DB, a database is basically a collection of information organized in such a
way that a computer program can quickly select desired pieces of data. You can think of a
database as an electronic filing system.

Traditional databases are organized by fields, records, and files. A field is a single piece of
information; a record is one complete set of fields; and a file is a collection of records. For
example, a telephone book is analogous to a file. It contains a list of records, each of which
consists of three fields: name, address, and telephone number.
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5.3 PHP
5.3.1 Admin Panel:

Here is the admin panel where authorized admin can login and make modifications

Login Administrator

( E-=Commerce Android App )

Username:

Password :

Figure 5.5: Admin Panel

5.3.2 Dashboard:

After a successful login this dashboard will appear

Arif-Rumpa Shop Dashboard

a—
L]
—
0 8 23
Order List Category Menu List Setting

Figure5.6: Dashboard
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5.3.23 Functions of Admin

The details of the functions of the admin are given below:

Order list:

Admin can see the order list

Order List

Search by Name :

Name Address Email Shipping by
Haf vgh fgtd Free Shipping
21412412421421 padadng 12412412@21312312.com JNE

Vdg Kaisan CTS Humph fax basic@FDIC.HDTV Free Shipping
Mojo mojo@waeel.com mojo@waeel.com POS

Akhilesh nagpur tiwari_gis@rediffmail.com Cash On

Category List :

Date & Time

2016-09-08
19:22:00

2016-09-07
01:41:00

2016-09-06
12:38:00

2016-09-05
21:24:00

2016-09-05

Figure 5.7: Order List

Admin can add and modify categories

Category List

Search by Name :

Name

Cars

Sports

Music

Other

Clothes

Image

2L
J3
o
«

Action

Edit Delete

Edit Delete

Edit Delete

Edit Delete

Edit Delete

Figure 5.8: Category List

Phone

33

213124214124214

5556858

0936901487

9867616501

Status Action

NOT PROCESSED Detail
Delete

PROCESSED Detail
Delete

Detai
Delete

PROCESSED Detail
Delete

PROCESSED Detail
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Menu List :

Admin can add and modify menu list

Menu List

Search by Name -

Name Image Status Stock Price Category Action

Sample 4 3 Available 10 9BDT Other View Edit Delete
Sample 3 3 Available 8 65 BDT Other View Edit Delete
Sample 2 ﬂ Available T 18 BDT Other View Edit Delete
Samnle 1 > Availahle 8 30 RNT Other View Fdit Delete

Figure 5.9: Menu List

Currency and TAX :

Admin can add and modify currency and VAT

Setting

Tax (%) :

0

Currency :

AUD - Australian Dollar hd

Update

Figure 5.10: Currency and TAX
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Password :

Admin can change his password

Admin

Username :

admin

Email :
arif25169@gmail.com
Old Password :

New Password :

Re Type New Password :

Figure 5.11: Password Change
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6.1 Software Maintenance

Software maintenance in software engineering is the modification of a software product after
delivery to correct faults, to improve performance or other attributes. A public awareness of
maintenance is that includes setting defects. However, a study specified that more than 80%
of maintenance is used for non-corrective movements [18]. This insight is continued by user
acquiescing problem reports that in certainty are functionality enrichment to the system [19].

The maintenance process model described in IEEE, the standard for software maintenance,
starts the software maintenance effort during the post-delivery stage and discusses items such
as planning for maintenance and measures outside the process model[20] . That process
model with the IEEE maintenance phases in figure

Modification
Request

Figure 6.1: Maintenance process model
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6.2 Maintenance Activities

In the late 1970s,a renowned and extensively cited review study by Litentz and swanson
showing the actual great portion of life-cycle cost that were being used on maintenance. They
considered maintenance activities into four classes [18]

Adaptive Maintenance

Corrective Maintenance

Perfective Maintenance

Preventive Maintenance.

Adaptive Maintenance is practical when alteration in the outside situation precipitate
changes to software. It contracts with adjusting the software to new surroundings.

Corrective Maintenance doings to precise mistakes that are exposed after the software is in
practice. It contracts with fitting bugs in the code

Perfective maintenance includes enrichments that are wished by the use. It contracts with
fitting bugs in the codes.

Preventive Maintenance advances upcoming maintainability and dependability and delivers a
foundation for future enrichment.it contracts with informing certification and constructing the
software more maintainable.

6.2 Difficulties of Maintenance

There are four difficulties that can sluggish down the maintenance process
e Formless code

Maintenance programmers having inadequate knowledge

Documentation being inattentive

Out of date or inadequate.

The achievement of the maintenance stage trusts on these problem being earlier in the life
sequence. In mu application I try to follow the maintenance phases to complete those
activities. The code is structured and we have adequate knowledge programming
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7.1 Conclusion And Future Plan

Online Shop mobile app provides a complete description of all the function and specification
of the online system. Mobile Shop which are legal, important for human life and available in
Bangladesh that will keep in our database. So any one can buy their product from our website
and can save their time. This is a complex project. So we need some time to complete full
project

e Dose not upload notice timely
e No credit Cards
e There is no mobile text confirmation system

7.1.1 Future Plan

Here are the future plans of this project

Will add more features to improve this application
There will be email and mobile verification system
Text alert for customers

Will implement Credit Cards checkout

36|Page



Reference

[1]. [Online] Available:
Android Application for Ecommerce
https://thesai.org/Downloads/Paper_10-E-commerce_Smartphone_Application.pdf

[2]. Mark L. Murphy, "The Busy Coder's Guide to Android Development,”
United States of America, Commons Ware, LLC,2008.

[3]. [Online] Available:
Android Documentation
https://developer.android.com/guide/index.html

[4]. [Online] Available:
Software development models
http://istgbexamcertification.com/what-are-the-software-development-model.

[5]. [Online] Available:

Waterfall model
http://istgbexamcertification.com/what-is-waterfall-model-advantagesdisadavantages-and-
when-when-to-use-it/.

[6]. [Online] Available:

SDLC-Waterfall model
http://www.tutorialspoint.com/sdlc/sdlc/sdlc_waterfall_model.htm.
http://lwww.softwaretestinghelp.com/what-is-sdlc-waterfall-model/

[7]. [Online] Available:

The software development cycle (SDLC) phases

http:// Istgbexamcertification.com/what-are-the-software-development-life-cycle-sdlc-
phases/.

[8]. Microsoft Corporation.2009. “Windows Embedded Developer Center.”
[9]. Morris Ben. 2005. “The Symbian OS Architecture”.
[10]. [Online] Available:

10S
http://www.imore.com/ios

[11]. [Online] Available:
Functional requirement
http://www.ofnisystems.com/services/validation/functional-requirements/

[12]. [Online] Available:

Use case
http://searchsoftwarequality.techtarget.com/definition/use-case

37|Page



[13]. [Online] Available:
Actor (UML)
https://creately.com/diagram-type/objects/use-case/actor

[14]. [Online] Available:
Use Case Diagram
http://csis.pace.edu/marchese/CS389/L9/Use%20case%20Diagram.pdf.

[15]. [Online] Available:
UML —Activity Diagram
http://www.tutorialspoint.com/uml/uml_activity_diagram.html.

[16]. [Online] Available:
http://P.Chen ,”The entity-relationship model---toward a unified
View of data”, ACM Transaction on Database System, VVol. 1,no 1,pp. 9-36,1976

[17]. [Online] Available:
“What is entity relationship diagram?” — definition from whatls.com”, Search CRM,2016
[Online] Available: http://search.techtarget.com/definition/entity-relationship_diagram.

[18]. [Online] Available:
http://Pigoski, Thomas M,1997 : Practical software maintenance: Best practices for
managing your software investment.

[19]. [Online] Available:

http://S.Eick,T.Graves,A. Karr, J.Marron and A. Mockus, “Does code decay?” Assessing the
evidence from change management data, IEEE Transaction on Software Engineering ,vol.
27 ,n0.1, ppl-12,2001

[20]. [Online] Available:

Software maintenance
http://swebokwiki.org/Chapter_5:_ Software Maintenance

38|Page



