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Abstract

E-Commerce Unique Regional Souvenirs in Indonesia is a buying and selling
application made to make it easier for tourists to find a place or location for typical
regional gifts and make it easier for tourists to order souvenirs during a pandemic like
now, as well as a means for traveler's local souvenir sellers to promote their products
online. Making regional e-commerce specialties in Indonesia uses the Web Engineering
paradigm and system modeling with UML (unified modeling language) with business
cases, activities, use cases, and class diagrams. At the same time, the database
management software uses MySQL with the PHP programming language and the Laravel
Framework. The system design is expected to make it easier for people to find local
souvenirs based on the place or location of souvenir merchants and local souvenir sellers
to promote their products online.
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1. Introduction

In today's era of technological development, e-Commerce is progressing very rapidly,
especially during a pandemic like this where e-commerce is a substitute for income
sources and retail sales. [1]. Some of the e-commerce that the customer loves now is the
type of marketplace [2]. With tourism conditions going down, finally, people who want to
buy specific SME products cannot buy directly at tourism places. They can buy in e-
commerce [3]. When traveling, local or foreign tourists often have difficulty finding the
location of a typical regional souvenir merchant and ordering souvenirs, and knowing the
kinds of souvenirs that exist in that location. In addition, many merchants selling
souvenirs are still not well known, and it is still difficult to promote their products so that
local or foreign tourists still do not know the location of the merchant and the products
they sell[4]. Using e-commerce, it is hoped that local or foreign tourists can easily find the
nearest souvenir merchant place or location and make it easier to order souvenirs and
souvenir sellers to promote the products they sell online easily.[5]. From this formulation,
what will be discussed in this research is how to develop e-commerce that sells regional
souvenirs using the Web Engineering method with the aim of a pandemic situation not
dampening the business of tourism SMEs and making it easier for tourists to find a place
or location by - regional specialties and make it easier for tourists to order souvenirs, as
well as a means for sellers of regional specialties to promote their products online.

2. Research Methodology

Web Engineering (Web Engineering) is an engineering process to create web-quality
applications with a systematic approach and a gradual process so that high-quality
systems and web applications can be obtained[6][7].
Web engineering processes are taken from the Web Engineering Framework developed
by Pressman [7].
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Figure 1. Web Engineering Process.

The stages in developing this application are following the web engineering process
engineering.
1) Customer Communication
In this stage, to determine the goals to be achieved, namely making it easier for tourists
to find and order souvenirs typical of the region, as well as providing information services
on what products are in that location and making it easier for souvenir sellers to promote
their products, it is necessary a web-based application to make it easier for tourists to find
the website www.oleholehkhasregion.com when looking for local souvenirs. In addition,
the application provides a complete map. It supports GPS (Global Positioning System)
technology which can provide information about making it easier to find a place or
location quickly and accurately using the google maps API library (Application
Programming Interface). The application is made using PHP and the Laravel framework.
MySQL is a storage medium for locating the coordinates of a place or as an attribute
(non-spatial data) to be stored. Given the breadth of the problem, this study only discusses
a few things as follows:
a) Make it easier for tourists to find a souvenir merchant location by using a map.
b) Make it easier for tourists to see their location using a map.
c) Make it easier for tourists to order souvenirs.
d) Make it easier for souvenir merchants to promote their souvenirs.
e) Make it easier for tourists to view information on souvenirs.
f) Managing souvenir merchant data.
g) Does not guarantee the authenticity of a souvenir merchant published by the
gift seller.
h) Does not guarantee the authenticity of a product promoted by a gift seller.
2) Planning
This research was carried out with the estimation of costs and personal scheduling of
the researcher, and in the unclosed condition, the planning stage was still carried out in
this research effort.
3) Analysis
Needs analysis is an activity to parse, sort, and regroup the needs needed in building a
system. Needs analysis in this e-commerce system is the need for visitors, namely the
product shopping process and product management needs for merchant owners or admins.
The following are the functional requirements needed in this e-commerce described in a
business case that the user will use.
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Code Business Use Case

Ul.1l | Login

Ul.2 | Admin page The admin page can be accessed after iﬁggmg in accordingto

admin access rights. i

U1.3 | Admin System Admin can set admin account
Configuration Pae

Ul.4 | Admin merchant System admin manages merchant data according to access
configuration Page rights

Ul.5 | Add souvenir type Merchant admins can add types of souvenirs.

U1.6 | Merchant Confirmation | Confirming the merchant added by the merchant admin

U2.1 | Main Page Admin After logging in, the merchant admin can see the merchant
merchant admin main page

U2.2 | Configure account merchant admin can set up a merchant admin account
admin merchant

U2.3 | Profile admin merchant | Merchant admin can change merchant admin profile

U2.4 | Add merchant merchant admin can add new merchant

U2.5 | Manage Souvenirs merchant admins add, edit, and remove gift products

U2.6 | Manage Order Merchant admin can manage orders from visitors

U2.7 | View Visitor Message Merchant admin can see messages sent from visitors

U2.8 | Reply visitor messages | Merchant admins can reply to messages sent from visitors

U2.9 | Reply Comment Merchant admins can reply to comments from visitors

U2.10 | Voting Souvenirs Merchant admins can see the results of voting for souvenirs

from visitors

U3.1 | Main page visitor View the main page of the visitor

U3.2 | View visitor Visitors can view souvenirs

U3.3 | Search Location Visitors can search for souvenirs by location
Merchants

U3.4 | Search Souvenirs Visitors can search for souvenirs by product

U3.5 | Order Souvenirs Visitors can order souvenirs

U3.6 | Check Order of Visitors can check the order of souvenirs that have been
Souvenirs ordered before

U3.7 | Vote souvenirs Visitors can give votes or ratings regarding souvenirs

U3.8 | Message Visitor Visitors can send messages to the merchant admin.

U3.9 | Souvenirs Comment Visitors can leave comments about souvenir products

U3.10 | Merchant admin Visitors can register to be a merchant admin
registration

4) Engineering

In these steps, two main activity which is modeling and construction. This use case
diagram in e-commerce shows the relationship between visitor actors and merchant
owners and the functions that these actors within the system can perform. Meanwhile,
delivery and feedback are executed after the construction is done.
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Figure 2. Usecase Diagram
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Figure 3. Class Diagram

3. Result and Discussion
In this engineering stage, there is also an e-Commerce interface design process, as
follows:
a) E-Commerce Main Page

The website's main page interface is the website's interface when visitors first open the
local souvenir website. Here is the main page interface of the website:

Olah-Oleh Khas Daerah Terpopuler Toko Rekomendasi Oleh-Oleh

Dodol Garut Manisan Pala Manisan Kurma Toko Oleh-oleh Toko Oleh-oleh Toke Seblakk
Bandung Cianjur

NS Sa7 0 ENSS

Figure 4. User Interface of E-Commerce Maln Page

b) Merchant User Interface

The main page interface of the merchant's website is the website's interface when a
visitor opens the merchant's website for typical regional souvenirs. Here is the main page
interface of the website::

Toko Oleh—olev Cianjur

. o::::::::"‘ Manisan Kurma Dodol Garut Kripik Seblak m
T g :
Figure 5. Merchant

107



O\sinta®

c) Location Merchant Search User Interface
Visitors use these interfaces to search for the souvenir merc
user interface:

Oleh-Oleh Khas Daerah Di Indonesia

Oleh-olehKhasDaerah.com  Lokasi Toko Oleh-oleh

~
< >
ot Brune
# Malaysia
atmaNTav Monade
AuvLUNG Méﬂ,lndonesu
Sk
o ¢
Suratiy
Ba¥iny e
v Tome-Leate
Gstmas
st
sl T —

Figure 6. Location Merchant Search

d) Souvenirs Location User Interface
The souvenir search product interface is the interface used by visitors to search for
souvenir products. Here is the souvenir product search interface:

Toke Ole-olef Cianjur

e ETEEE
Manisan Kurma Manisan Py
Kolangkaling

ie
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* sk
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Figure 7. User Interface Souvenirs Location

e) Order Souvenirs User Interface
The souvenir ordering interface is the interface used by visitors to order souvenir
products. Here is the souvenir ordering interface:

Isi Keranjang Pesanan:

Figure 8. User Interface Order Souvenirs
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f) Vote Souvenirs User Interface

The souvenir vote interface is the interface used by visitors t
is the souvenir vote interface:

Toko Olel—olelr Cianjur

Oleh-olehKhasDaerah.com  Bemanda  Jenis Oleh-oleh =

Jenis Oleh-Oleh
ngan proses tradisional dan dengan

Mak

Kul

ai
njany
Nama ajar MSP

Berikan Komentar

[——
Figure 9. User Interface Vote souvenirs

g) Message Merchant User Interface

The visitor message interface is the interface used by visitors to send messages to the
merchant owner or merchant admin. Here is the visitor message interface:

Kirim Pesan

Figure 10. User Interface Visitor Message

h) Merchant Registration User Interface

The merchant admin registration interface is the interface used by visitors to register as
merchant admin. Here is the merchant admin registration interface:

Daftarkan Toko

Figure 11. User Interface Merchant Registration
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4. Conclusion :

srmation Syste

From the results of the discussion of research that has be Fried out, i

concluded as follows:

1)
2)

3)

This study produces E-commerce Typical Regional So’ggyenirs in Indonesia to
make it easier for tourists to find Indonesian souvenirs.

The system can generate information related to the location of typical regional
souvenirs by using maps and locations.

This system is accompanied by a cart system and payment gateway so that it can
be categorized as a unique marketplace for souvenirs

The development of this e-commerce using web engineering methodology has been
successfully carried out, but there are several suggestions:

1)

2)

E-Commerce is still website-based. It is better to develop mobile-based
applications for both Android and 10S in the future.
We recommend integrating with popular marketplaces such as Tokopedia
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