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ABSTRACT

Nowadays people are looking forward for an application that makes life

easier and faster. While in fast food restaurants industries, most businesses people

look for any mobile application that improve their business functions for the

customers as well as increased the profit especially during peak hour. During the

peak hour period, the fast food restaurant will be very hectic and customers have to

queue in a long period. Hence, Simple Mobile Ordering System (SMOS) is

developed due to the issues facing by the fast food restaurant industry. This objective

is supported by some sub objectives which are to gain knowledge about Adobe

Integrated Runtime Technology (AIR), design SMOS with minimum errors and

develop the system which demonstrate the navigation of the SMOS. For this project,

the structured methodology which is waterfall model has been chosen to develop the

SMOS. The methodology used involved system analysis, system design, system

development, and system testing. The system result is described by basic flow

system and SMOS prototype which consists of customer module, counter module,

kitchen module and display module.  In conclusion, SMOS address major problems

in ordering process and restaurants management by reduce the customer’s time and

the management’s time for food ordering process.
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CHAPTER I

INTRODUCTION

Chapter 1 covers the introduction part of this Final Year Project of Degree. It

contains subchapters of objectives, problem statements, scopes of project and

methodology.

1.1 Introduction of Project

With the rapid growth of mobile technology, nowadays people are looking

forward for an application that makes life easier and faster. While in fast food

restaurants industries, most businesses people look for any mobile application that

improve their business functions for the customers as well as increased the profit.

Normally in manual system, human error, waiting time, wasting foods, wrong menu

preparation, ordering management and menu selection are the main issues in any

restaurants. This thesis presents the integration of mobile technology for simple

mobile ordering system (SMOS) for fast food restaurants which may solve these

issues. A prototype of SMOS was developed to enable the users; administrator,

kitchen staffs and customers to manage menu, manage user, manage bill

configuration, manage menu order, manage serve order, view order, and manage

billing. This prototype implements wireless data access by the users using mobile
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devices such as smart phone. It is aimed to provide an effective and efficient way for

the customers and the staffs of the restaurants to do the ordering process. It also

saves time, improve business management and reduce human errors.

Businesses based on food services have grown significantly in Malaysia in

the last decades where many fast food restaurants opened and offered various types

of menu for customers. The restaurants consistently improve their food ordering

system because this is the way of interaction between restaurants and customers.

Typically there are almost same for food ordering process in different fast food

restaurant but all requires the coordination of some tasks. Figure 1.1 shows the

common ordering process in the fast food restaurants.

Figure 1.1: Common Ordering Process

Thus, with the technology changed, mobile computing has become more

popular and demanding amongst the users especially in a food services business and

helps improving people’s businesses and lifestyle.  It embraces a host of portable

technologies that makes system access on the go not only possible, but integral to

everyday life. Wireless and handheld devices allowed one to one computing, instant

Foods served to the
customers.

The customer wait for the food
prepared while do the payment and
billing.

Staff will prepare the food
if the food is available. If
not, the staff will request
the food from the kitchen.

Staff at the counter will take an
order from customers.

Customer will queue to make
the order at the counter.Customer entered into restaurant.
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communication and everywhere accessed to the users. Mobile computing are widely

use in education, business, entertainment, tourism, transportation and medical. The

convenience and powerful functionality offered by mobile devices such as iPhone, or

smart phones have encouraged many people to investigate the benefits of using them.

The implementation of mobile computing in businesses helps increase profit and

decrease the operational cost for the food services businesses. This facility gives an

opportunity to the businessman to improve their services to the customers.

SMOS is a new application which can help the business people to run their

business and provide the services in an effective way within a time allocation.

Basically, the system has two user’s views; mobile view for the customers and

computer view for the management staffs and other staffs. The system can help the

staffs to work in an effective way and provide good services to the customers. The

main functionality of proposed SMOS is shown in Figure 1.2:

Figure 1.2: SMOS Processes

Foods served to the customers
while do the payment and billing.

Staff at the counter views
order from screen at kitchen
for menu preparation.Customer makes order.

Customer views menu for
food selection.

Customer gets and installs the
application and registers by
providing personal details and
login from the counter.
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1.2 Objectives of Projects

The main objective of this study is to develop SMOS for fast food restaurants

within Wi-Fi network. This objective is supported by the following sub objectives:

(a) To gain and develop knowledge about Adobe AIR technology.

(b) To design the navigation model for SMOS with a minimum errors in a fast

food restaurant.

(c) To develop the system which demonstrate the navigation of the SMOS in a

fast food restaurant.

1.3 Problem Statements

During the peak hour period, the fast food restaurant will be very hectic and

the conventional ordering system that manually jots down the order are not efficient.

This problem can obviously be seen and realized when there is a long queue at the

counters. This problems need to be resolved as fast as possible in order to achieve the

fast food restaurant mission.

The rapid growths of mobile computing in the business area make customers

intend to demand for applications that able to reduce their waiting time for the staff

to take an order from the counter. In a medium to large and busy fast food restaurant,

it requires an efficient ordering system. When customers intend to select the menu

before make an order, they have to refer to the many menu list options which

sometimes do not attract them, fulfil their choice and make them difficult to choose,

hence, it will increase the waiting period in the queue. Waiting for too long while

standing in the queue can make the customer feel so bored and tired. So this system

can avoid all that by make the order from their sit through their phone. The

application will show the selection options from the list on the menu by using nice

and simple interaction. This option will provide an easier selection and give such a

pleasure to the customers in enjoying their meals. They also do not have to worry

about the other customer in the queue.
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Speed is seen to be the major requisite of fast food. It is therefore taken to be

food, which is intended to be ready for consumption in less than 15 minutes from

ordering. Every second is counted in this fast food business and the food will be a bit

out of taste from the original flavor if there is advance preparation of food.

1.4 Scope of Project

This project focuses on developing and implementing mobile food ordering

system for the fast food restaurants which is developed using Adobe Flash Builder

4.6 approach using Adobe AIR technology with PHP server integration, an

enterprise-class Eclipse™ based IDE, ActionScript 3.0, and Flash. This project scope

can be classified into operability, functionality and user for customer, counter,

kitchen and display modules.

1.4.1 Operability for Customer Module

(a) Smart phone that support Adobe Integrated Runtime (AIR) 2.6 or a higher

version of AIR.

(b) AIR 2.6 or a higher version can be installed only on supported Android

devices that run Android 2.2 or a higher version.

(c) For apple products, the program only compatible with iPhone 3GS, iPhone 4,

iPod touch (3rd generation), iPod touch (4th generation), and iPad. Requires

iOS 3.2 or later.

1.4.2 Operability for Counter, Kitchen and Display Modules

Desktop with Adobe Integrated Runtime (AIR).
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1.4.3 Functionality for Customer Module

(a) Login to the application.

(b) Make order and confirmation notification.

(c) View status, ready notification and receipt.

1.4.4 Functionality for Counter Module

(a) Manage customers.

(b) Manage foods.

(c) Manage orders.

(d) Manage payments.

1.4.5 Functionality for Kitchen Module

Update status orders.

1.4.6 Functionality for Display Module

Display status orders.

1.4.7 User for Customer and Display Module

Customers.

1.4.8 User for Counter Module

Counter staff.

1.4.9 User for Counter Module

Kitchen staff.
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1.5 Methodology

A software development methodology or system development methodology

in software engineering is a framework that is used to structure, plan, and control the

process of developing an information system. For this project, waterfall development

method is used.

The Waterfall model is a chronological development advance, in which

development is seen as flowing steadily downwards just like a waterfall. The phases

are requirements analysis, design, implementation, testing or validation, integration,

and maintenance. The details about methodology are discussed in Chapter III.
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CHAPTER II

LITERATURE REVIEW

This chapter presents an overview of the previous works on the related topic

for providing the background of this study. The discussion starts with the review of

mobile and handheld device and history of mobile food ordering system for the

restaurants. Discussion on the operation of manual food ordering system is

continuing with the architecture of the system through wireless mobile and the

limitations of system. Discussion also covers demands for fast food operation.

2.1 Mobile and Handheld Device

According to Lee, Sceinder & Schell [1] Mobile is defined as:

The capability of being able to move or moved easily. Whereas in context of

mobile computing, mobile pertains to people’s use of portable and

functionally powerful mobile devices that offer the ability to perform a set of

application functions un-tethered, while also being able to connect to, obtain

data from, and provide data to users, applications and system.
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