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Abstract

The extent
center becomes a problem for consumers, with coasum
easethe development ofthe shortest
the stores that want  to target. Dijkstra's algoniib
used for path search problem solving shortest jrathe
retrieval of
data on electronic maps using wifi technology drehtconnec
ted to aserver. Development and Information Teatmotook
the first berkembangnyabentuklarge map into a
digital map that can
application helps consumers reach
for without wasting much
application running on android platform.
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of a shopping

INTRODUCTION

Background The development of Indonesia's |abiom

path to reachho do a lot of urbanization from rural to urbaneas

increased from year to year [1]. Increased urbaioizaannot
be separated with an increasingly modern urbanldpwent.
Jakarta is one of the cities that many villagergrided to
urbanization to the city. The rapid developmenbig cities
make the promotion of information technology intbulding
and know the contents of buildings, especially ime t

be seen Smartphone. This mobilconstruction of a mall, they need to plan a stardooation

where they will go.

time and energy, and this

The breadth of the size of a mall sometimesanhg visitor
coming puzzled to find a store that you visit esalcfor new
entrants visited a mall. Mall which already proddepointing
device or a small map of the mall but still visiddifficult to
find because of the extensive size of the mallestdhat make
the map too large and waste a lot of time in tteede

Smartphone developments [2] is a mobile teagplthat
rapidly its development in recent years, conscipusl not
people are now dependent on Smartphone’s, andyreasty
community has Smartphone. Smartphone is suppottieg
community in the city lifestyle, the lifestyle ohis modern
city want information quickly and easily.

Smartphone is a great tool in helping to feaié the
activities performed by users, almost every soaiety have a
Smartphone and always carry a Smartphone wherewer s
goes. The development of smart phones is alsolajgng
applications for Smartphone’s; Smartphone appboatis
widely used to obtain information needed users.
application was developed to search for the nedaest in a
mall visitor needed to find a store that you vis#t well as
navigation in a mall run on smart phones.

The

Scope



The scope of our language is the design of faatwring
systems shortest path search on a shop in theusialy the
Dijkstra algorithm and provides the requested im@tion
according to the user. This application is desigiwedse the
Android mobile platform.

Discuss the mapping of the store at the mall

Search the shortest path from one place, whereolject
stands to the destination using the algorithm rigks

Using Wi-Fi technology in take data, in this apption wi-fi
internet access is used to retrieve the databasedrserver.

These applications are run on android mobile piatfohat
uses kernel Linux and GNU.

Stakeholders in which the application is usefuldoyone, and
anyone using this application

.Methodology
Analysis Method

The analysis method is used to find informationhow the
system is running now with a tool called KIOSK jgranswer
to the information. The concept of solving the peoib of
finding the shortest path algorithm using Dijkstedso
designing mobile applications on Smartphone’s tiset the
Android platform. The analysis performed above gsthe
information search through the books or articlegerview
technique is also used to search data in ordeoliee ghis
problem and useful applications.

Design methods

In this paper the design method is done usdiregUnified
Modeling Language (UML). All activities were dedwed in
an application in UML models, which each model vk
explained the activities of application activity
Stages of Research
Conduct field studies in the mall, with the obs¢iMato one
of the malls in Jakarta to see the facilities aodditions in the
mall

Conducting interviews in the community or studeon
campus

Conducted a study to determine Android
techniques and apply Android applications.
Conduct literature study to get a theoretical hadeta or
information regarding the application to be made.

gpronming

Applying the concept shortest path using wi-fi aset
connection in the Android application
Designing database applications with php mysq|
Designing a connection from the mobile to the sebyeweb
service

Designing interfaces that applications can beessed via
mobile (Android).

Translating the design and application prograngmin
interfaces Android.

Theoretical Framework

UML (Unified Modeling Language)

UML is a graphical notation that helps desctitbe system
software; particularly software systems built usingject
orientation [3]. In designing software, create a lUvould be
useful because it can facilitate discussion amoexgldpers
about the design and how the system works. Here WML
used to design an application where each model fitoen
UML will explain each activity in this application.

Scenario Model

In this scenario the model used Use Case diagrdjmdefine
the use case as a scenario that describes howaseftwsed in
certain situations. The following use cases araterk based



on the application Shopper Tracking.

Register ID

Temart

Shopper Input Profle

.

Input Event

Picture 1 Use Case

Analysis and Design Applications

Analysis and design of this application is ded into
two parts, namely the purpose of analysis and gsoce
analysis applications

Dijkstra's algorithm is named by the inventor of a
computer expert named Edsger Dijkstra [5]. The
algorithm used for solving the shortest path probtd a
directed graph with weights is not worth the negati
side and the example image below graph.

Objectives and Benefits

The purpose of making this tracker shopping
application that runs on smart phones which issgisa

the visitors in a mall or a store looking for itethsit are
being sought will be faster when compared to see
KIOSK mall map, ask the information, security oéfis,

or see the maps available manually in the mallsThi
application will show the location of stores ornite
being sought and the position of visitors in thenfef a
map of the mall, and then this application will ose the
shortest path to reach the goal so that the user
applications more quickly achieve its objectivedsoA
help users get the appropriate information itemsisar
needs.

The benefits for mall visitors is the ease inifyasing
the desired goods or stores, the time requiredhe t
search faster when compared to asking the infoomati
security, and look at the map manually.

Benefits to the mall is the mall gets data abibet
search for potential visitors as interest that tsead, so
the mall can customize the theme of the mall or the
conduct of activities - activities that interessitars in
accordance with the trend.

Benefits to the store is a store gets data ablwait
searches conducted by visitors, so the store cahtlie
desired item visitors who have not been there i th
store, and goods being sought. Analysis Application
Process

First set

G M€ 8:30pPm

Screen label

Username




Picture 2 Login Page

This is when the application first page on ldynbere
shown at the top of the logo and the name of thmicadion,
then provided a place to enter a username and pesstine
user is also given the option to remember the atm@ecount
will be logged, so as not to require a log in répdly when
will use the application again. On this page theru=n also
create an account by selecting the "create accaoumth will
then be redirected to the registration page. Usbis already
have an account and login will be directly transfdrto the
home page.

Home

2

Notification

Picture 3 Home Page

On the home page, at the top there is the apjalicat
name, the search option to search for the goodeeddsy the
user, in addition to any section about the seanation to
provide information about the application, develspeand
parties - the parties involved in the developmédre shopping
application tracker. Underneath there are 3 opti@ts the

home, interest, and notification. Tab home thahésaded to
the home page of the application, the tab will riesé to a
page, the tab will go to a pager notification. Umaath there
are five menu options are: an event to see thedstheof
events - the event is in the mall, favorite platesee - the
favorite places that have been rated by visitorsht mall,
store to see a list of existing stores in the ntak, position
will be redirected to a page, the promo to seermétion -
information provided by the store promos around.

Conclusion

These applications are used as navigatiomialato search
for the shortest path to the store you want ta vig user so
the usser does not waste much time in finding aestora long
time. The application also provides cool info-ussos that
userss know what info is there in the mall he vibite

Recommendation
Advice - advice given additional develop this apgion:

1. Serrvers are always maintained so that userthgetata
quickly and meet the needs of the user application

2. Conduct routine checks on operation navigatiap, nso if
there can be known easily and handled with ease.

3. Additional features info for view what suits theer desires.
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