INTERNATIONAL JOURNAL OF SCIENTIFIC & TECHNOLOGY RESEARCH VOLUME 10, ISSUE 07, JULY 2021

ISSN 2277-8616

Mobile Ticket For Darulaman Stadium In Alor Star
City
Mohammad Awni Mahmoud, Mohammed Fahed Tayfour, Mohammed Abuelaila Ali Baraka.
Abstract: With Mobile solution services can be obtained easily at any time in any way, This research introduces a prototype ―Mobile Ticket for
Darulaman Stadium in Alor Star City‖ that provides the crowed with the e-ticket for watching matches without losing time and effort. This research will
propose a Mobile E Ticketing Reservation Application Prototype for Darulaman Stadium in Alor Star city.
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1. INTRODUCTION
Mobile technology is most famous portable technology. The
mobile devices include laptop computers, Personal Digital
Assistances (PDAs), and mobile phones. The mobile
services different from the usually mode in the capacity to
provide services of temporal and spatial constraints. They
are also different from the usually interpersonal services
that are delivered in spot, or from other types of e-services,
such as online services, where the service delivery is linked
to a specific LAN network. Mobile application allows to the
users to use the Information Technology without being

bound to a single location; it provides the users with the
flexibility. This technology enables users to the access any
time in any location. A easy use of mobile and wireless
technology given a new application, Using M-Ticketing is
reduce the costs and the effort, and good example of client
services, and improve ticket validation will make it a good
selection choice for concerts, sporting games, movie
theaters, and public transportation (Adaptus, 2006). This
research will propose a Mobile E Ticketing Reservation
Application Prototype for Darulaman Stadium.

1.1 Problem Statement
Darulaman stadium: first of all, we must describe our scope
as bellow:
•
Location: Alor Star city.
•
Year of establish: 1967.
•
Capacity: 32,387seats.
•
Official stadium for ( kedah FA & Kuala Muda ).

It is usually difficult to go to the stadium and make the ticket
booking there, as it would consume a lot of time, choose
the match time and seat, also sometimes you reach there
but unfortunately you didn’t find any ticket Therefore it
would be efficient if we design mobile system that will
eliminate waiting lines, and best of all you can do the
booking while you're in home or office or street.

We can summarize the problem into:
•
Reason: the current system which it is the manual
one.
•
Matter: crowd wait in a long queue, and only one
place to sell the ticket.
•
Effect: crowd can’t found ticket and they loss time
and effort.

2. What are the requirements of a football
mobile ticketing application?
1.3 Objective
The main objective is to propose a mobile application for
booking ticket for Darulaman Stadium. The sub objectives
are:
 Identify the requirements of the proposed system
(scan bar code, etc).
 Develop the mobile application
 To Evaluate the prototype

1.2 Research Question
The research questions for this study are:
1. What is the current process of ticketing for football
games in Darulaman Stadium?
1.4 Scope
The scope of this study is to identify the process, the
design and development of mobile application for
booking of football tickets for Darulaman stadium.



1.5 Significant of the Study
 This study will provide many benefits as bellow:
 Expanded help provide service to fans.

•

•

Adding a valuable feature to the proposed solution
by providing a mobile
payment
method.
Ensure trust and speed in finding solution for ticket
booking process anytime and anywhere.
Increase the end-user satisfaction by means of
mobility.
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When the crowd wants to watch a concert
they decided to buy the ticket either by
credit card or by prepaid credit using
mobile, then the crowd arrive to concert
hall they just carry them mobiles close to a
reader fitted to the entrance turnstile,
which allows access after checking the eTickets (Philips. 2004).
Mobile booking allow to the crowed doing
them booking, using the browsers on their
mobile phones. This gives a highly quality
service when the customers didn’t have an
access to an Internet-connected PC. The
online booking is not only for PC Internet
users. (Mobile Computing, 2007)
Mobile Ticketing is a new technology of MCommerce service that uses the mobile. It
provides a quick and easy way for event
promoters to connect with their mobile
audience in a secure and convenient
environment. Mobile-Commerce ticketing
has been extending the ordering of paper
tickets on a fixed E-Commerce site to the
mobile channel.

Mobile Ticketing

Hesterbrink (1999)

E-Commerce Definition

DZNet (2007)

E-Business

Hoffman & Novak (1996)

E-Commerce

Zwass (1998)

E-Ticketing

Choi et al. (1997)

M-Commerce

Kustin (2002)

M-Commerce

2.1 Electronic Ticketing
E-Ticketing is one of the most important services in ECommerce. According to (Zwass, 1998), the traditionally
ticketing services are transactions that are not supported
with IT. This kind of ticketing conducts using paper,
telephone or fax. After the revolution of the internet we must
have change the way from traditional to e-ticket

The Electronic Commerce is a good
example which shows how the internet can
be used as a marketing, and business.
There are many definitions of the ECommerce
E-Commerce is the project that designed
for get the success in the Information
Economy. Electronic-Commerce trade and
doing business online.
E-Commerce provides and supplies an
effective channel for supporting, marketing
and distributing perfect information
services.
E-Ticketing is one of the most important
services in E-Commerce; the traditionally
ticketing services are transactions that are
not supported with IT. This kind of ticketing
conducts using paper, telephone or fax.
After the revolution of the internet we must
have change the way from traditional to eticket.
Defined M-Commerce as the levels that
the E-Commerce refers to the use of
electronic means and technologies to
conduct commerce on mobile devices,
including business-to-business, or
business-to-consumer interaction.
Mobile Commerce is the area in which
innovation and powerful solutions are
anticipated. Mobile Commerce is the use
of information technologies and
communication technologies for purpose of
mobile integration of different value chains
a business processes, and for the purpose
of management of business relationships"

E-Ticketing is one of the most important chances to reduce
the costs and to improve the easy of use, eliminates the
time and the effort losing and the need for paper and allows
flexibility to the crowed t let them did every thing in the
easiest way
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2.2 Electronic Commerce
Nowadays the internet becomes one of the most important
communications; marketing and business become medium

in the world. It shows a collection of new ways to reach the
customers for what he asks for.

The Electronic Commerce is a good example which shows
how the internet can be used as a marketing, and business.
There are many definitions of the E-Commerce, according
to (Hesterbrink, 1999), E-Commerce is the project that
designed for get the success in the Information Economy.
Electronic-Commerce trade and doing business online,
(DZNet, 2007). Choi et al. (1997) levels that the ECommerce refers to the use of electronic means and
technologies to conduct commerce, including even it were business, business-to-business, or business-to-consumer
interaction. Hoffman & Novak (1996) found that ECommerce provides and supply an effective channel for
supporting, marketing and distributing perfect information
services.

for Internet access, including e-mail, the WWW,
newsgroups, and instant messaging (MobileComputing,
2007).

2.3 Mobile Commerce
The latest advances in devices, applications and
networking infrastructure, the wireless Internet is becoming
a reality. Some of the main drivers of the wireless internet
will be emerging mobile applications such as Mobile EBusiness, or Mobile-Business, with a more focus on Mobile
Commerce, or, for both the customer and business
markets. Mobile E-Commerce is the area in which
innovation and powerful solutions are anticipated. Mobile
Commerce is the use of information technologies and
communication technologies for purpose of mobile
integration of different value chains a business processes,
and for the purpose of management of business
relationships". Also that M-Commerce is similar to ECommerce in that the customers make purchases through
the internet. Kustin (2002) The M-Commerce different from
the E-Commerce in that the Internet access will be done
using mobile devices such as PDA (Personal Digital
Assistant) and the hand phones. M-Commerce is a
technology that provides commerce anywhere and anytime.
2.3.1 WAP (Wireless Application Protocol)
The emerging technology behind M- Commerce is based
on the Wireless (WAP). It is a new technology that links
wireless devices to the Internet. WAP is a specification for a
set of communication protocols to standardize the way that
wireless devices, such as mobile telephones can be used

3. Research Theory Adopted:
(Technology Acceptance Model)
Technology acceptance model (TAM) expected wide
support through validations, applications, and replications.
TAM is the most powerful research model in the studies of
the determinants of information technologies (IT)
acceptance (Chau, 1996). Users to accept and using the
technology, the model TAM is the most cited. According to
TAM, apparent usefulness and perceived ease of use are
the primary inspiring factors for the adoption and use of
new technologies. One of the apparent usefulness are

2.3.2 Mobile -Commerce Applications
Mobile commerce is too important for a wide variety of
industries, including telecommunications, IT, finance, and
the media, as well as for end-users. M-Commerce
applications refer to conducting business and services
using wireless devices. These applications can be grouped
into: transaction management- digital content- and
telemetry services. (Mobile Computing, 2007).
2.4 Mobile Ticketing
Mobile Ticketing is a new technology of M-Commerce
service that uses the mobile. It provides a quick and easy
way for event promoters to connect with their mobile
audience in a secure and convenient environment. MobileCommerce ticketing has been extending the ordering of
paper tickets on a fixed E-Commerce site to the mobile
channel. According to (Mobile Computing, 2007). Mobile
ticketing contains many applications such as follows:
 Cinemas, concerts, theaters and museums and
stadium.
 Transportation
2.5 Mobile Booking
Mobile booking allow to the crowed did doing them booking,
using the browsers on their mobile phones. This gives a
highly quality service when the customers didn’t have an
access to an Internet-connected PC. The online booking is
not only for PC Internet users. (Mobile Computing, 2007)
2.6 E-payment
When the crowd wants to watch a concert they decided to
buy the ticket either by credit card or by prepaid credit using
mobile, then the crowd arrive to concert hall they just carry
them mobiles close to a reader fitted to the entrance
turnstile, which allows access after checking the e-Tickets
(Philips. 2004)
using technology will bring better results are considered to
have a degree. Useful capacity is used being used
advantageously. However, perceived ease of use a specific
need to use the system, the degree of effort is about the
recognition. In this case, the great difficulty and the freedom
from work is the concept of ease. Perceived usefulness in
TAM model at first refer to task related efficiency,
performance, and effectiveness (Davis, 1989). Figure2.9
shows the TAM model, a key purpose of the TAM to give a
basis for tracing the contact of external issues on internal
values, attitudes and intentions (Davis. et al. 1989)
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3.2 Perceived Ease of Use is:
 Four variables were used to measure
perceived ease of use:
 Easy to get to do what I want it to do.
 Interaction with a mobile device is clear
and understandable.
 Easy to use.
 Easy to learn (does not require a lot of
mental work to figure out).

4. Research Methodology
The research methodology used in this study is an
agreeable method, excellently
Chosen, described and accepted among many
researchers in Information System
Research Design (Vaishnavi & Kuechler, 2004).
According to Vaishnavi & Kuechler (2004), the
design research methodology includes the major
steps as shown in Fig.9 these phases are:
 Awareness of Problem
 Suggestion,
 Development
 Evaluation
 Conclusion.

Figure 1: Technology Acceptance Model (Davis, et
al, 1989).

3.1 Perceived usefulness is:
 Decreased the time needed for work.
 Increase the effectiveness of life.
 Improve works.
 Increase opportunities.
 Increase varieties.
 Increase flexibilities.
 Gain job security.



Figure 2: Research Design Methodology (Vaishnavi & Kuechler, 2004)

4.1 Awareness of Problem
The most important thing in the methodology is the
understanding the objectives and the scope, and also the
problems which you are trying to solved. So, the awareness
of the problem rises because of the need to reserve Alor
Star stadium using mobile devices any where any time.
After that the problem statement, the objective and the
scope will be clear.
4.2 Suggestion

This study suggests using Mobile to make booking for Alor
Star stadium, so the customers can easily access and get
the ticket information. The output of this phase is the
temporary Design. The design of the system includes UML
diagrams. The UML diagrams are general use case
diagrams, detailed sequence diagrams for each use case,
and class diagrams.
4.3 Development
The prototype will be developed using ASP.net (Microsoft
Visual Web Developer 2005
Express Edition (VB))
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programming language environment. In this level the
booking for Alor Star stadium Prototype will be developed.
The prototype will be use as method. The prototype
process include three steps: interacting between the
prototypes and the users, users can have a good idea of
their information requirements. The users approved the
application if it can be used as a final system (Laudon &
Laudon, 2000).
4.5 Conclusion
No one can deny the importance of the mobile it is like the
backbone of our society and one of the best solutions to
make every thing easy and effective on the users, In this

ISSN 2277-8616

4.4 Evaluation
The prototype will be evaluated after the development
phase is done, through the interview with the stadium
management if it matches their acceptance and through
distributing questionnaire on the respondents.The form of
the questionnaire will be attached with final report .
study using mobile to get a ticket for watching match will
simply make every thing is possible and done in a short
time.

5 Summaries:
Objective

methodology

Activities

Preliminary
investigation, and
then collecting data
about the problem
statement.

Awareness of the
problem.

An interview with the management board or part of the
board to get adequate information about the problem.

Suggest solution for
the problem that
have been
mentioned earlier to
be evaluated or
tested, by drawing,
analyzing and
designing a solution
for the problem.

Suggestions

Drawing and designing a tentative design of the study
possible elements, these drawings are done through the
UML diagrams of sequence, use cases and class using
the rational rose.

Development

Visual web developer software is used to make the
prototype and periodically check on the source code
and diagrams use inside the prototype.
Microsoft access and Active Server Pages are used
also.
Like-system (Prototype) behave virtually as a system.

Evaluation

30 respondents are going to evaluate the system using
the questionnaire model compatible to the usability and
TAM form, SPSS is used to analyze the questionnaire
and measure the user acceptance on the new
technology.

Actualize the
suggestion output
and theoretical
designation into a
real elements
interacting to each
other like a real
system.

Proof the study
correctness and
integrity by using
the prototyped
system, and getting
the user acceptance
to proof the
success.

output

1.
2.
3.
4.

Problem statement.
Research question.
Objectives.
Research proposal.

1.
2.
3.
4.

Logical design.
UML Diagrams.
Requirement table.
Design specifications

1.
2.
3.

Prototype of the system.
Integrated designation.
More detailed designs of the
system

1.
2.
3.
4.

Reliability result of the study.
General information statistics.
Acceptance of the user.
Review statement of the
objectives.
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Finishing the study
and ensures the
objectives
achievement.

Conclusion

Study will be done by this step, which enclose the
session, and finishes the research with the user
acceptance and clarifying the further studies.
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