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‭INTISARI‬

‭Mobile‬ ‭apps‬ ‭merupakan‬ ‭perangkat‬ ‭lunak‬ ‭berupa‬ ‭aplikasi‬ ‭yang‬

‭dikembangkan‬ ‭menggunakan‬ ‭program‬ ‭komputerisasi‬ ‭untuk‬ ‭disematkan‬ ‭pada‬

‭perangkat‬‭mobile‬‭seperti‬‭ponsel,‬‭tablet‬‭dan‬‭jam‬‭tangan‬‭digital.‬‭Awal‬‭kemunculan‬

‭mobile‬ ‭apps‬ ‭di‬ ‭tahun‬ ‭2000-an,‬ ‭tepatnya‬ ‭sekitar‬ ‭tahun‬ ‭2009‬ ‭,‬ ‭dimana‬ ‭dengan‬

‭hadirnya‬‭Mobile‬‭Apps‬‭dapat‬‭mempermudah‬‭kita‬‭dalam‬‭melakukan‬‭sesuatu‬‭dalam‬

‭keseharian‬ ‭kita‬ ‭salah‬ ‭satunya‬ ‭yaitu‬ ‭jual‬ ‭beli.‬ ‭Maraknya‬ ‭perkembangan‬ ‭dalam‬

‭dunia‬ ‭IT‬ ‭ini‬ ‭menuntut‬ ‭semua‬ ‭orang‬ ‭untuk‬ ‭peka‬ ‭terhadap‬ ‭perkembangan‬ ‭IT‬ ‭itu‬

‭sendiri‬ ‭terutama‬ ‭dalam‬‭hal‬‭transaksi/jual‬‭beli.‬‭Dengan‬‭hadirnya‬‭Mobile‬‭Apps‬‭Ini‬

‭tentunya‬ ‭dapat‬ ‭membantu‬ ‭penjual‬ ‭dan‬ ‭pembeli‬ ‭dalam‬ ‭melakukan‬ ‭transaksi‬ ‭jual‬

‭beli‬ ‭ini.‬ ‭Salah‬ ‭satunya‬ ‭yaitu‬ ‭jual‬ ‭beli‬ ‭tanaman‬ ‭hias.‬ ‭Sedangkan‬ ‭e-commerce‬

‭adalah‬ ‭segala‬ ‭aktivitas‬ ‭jual‬ ‭beli‬ ‭yang‬ ‭dilakukan‬ ‭melalui‬ ‭media‬ ‭elektronik.‬

‭Meskipun‬ ‭sarananya‬ ‭meliputi‬ ‭televisi‬ ‭dan‬ ‭telepon,‬‭kini‬‭e-commerce‬‭lebih‬‭sering‬

‭terjadi melalui internet.‬

‭Jual‬ ‭beli‬ ‭tanaman‬ ‭hias‬ ‭pada‬ ‭era‬ ‭ini‬ ‭masih‬ ‭cenderung‬ ‭menggunakan‬ ‭cara‬

‭lama,‬ ‭dimana‬‭pembeli‬‭akan‬‭langsung‬‭datang‬‭ke‬‭tempat‬‭penjual‬‭itu‬‭sendiri.‬‭Maka‬

‭dari‬ ‭itu‬ ‭kami‬ ‭bertujuan‬ ‭untuk‬ ‭membantu‬ ‭mempermudah‬ ‭hal‬ ‭ini‬ ‭dengan‬

‭menciptakan‬ ‭suatu‬ ‭aplikasi‬ ‭jual‬ ‭beli‬ ‭tanaman‬ ‭hias.‬ ‭Dimana‬ ‭dengan‬ ‭hadirnya‬

‭aplikasi‬ ‭ini‬ ‭diharapkan‬ ‭akan‬ ‭membantu‬ ‭para‬ ‭penjual‬ ‭dan‬ ‭pembeli‬ ‭dalam‬

‭melakukan‬ ‭transaksi‬ ‭itu‬ ‭sendiri.‬ ‭Karna‬ ‭kegiatan‬ ‭orang‬ ‭pada‬ ‭saat‬ ‭ini‬ ‭pasti‬ ‭tidak‬

‭akan‬ ‭lepas‬ ‭dari‬ ‭yang‬ ‭namanya‬ ‭internet.‬ ‭Orang-orang‬ ‭cenderung‬ ‭menyukai‬ ‭hal‬

‭yang‬‭berbau‬‭praktis‬‭dan‬‭tidak‬‭memakan‬‭banyak‬‭waktu‬‭atau‬‭bahkan‬‭bisa‬‭dilakukan‬

‭saat‬ ‭sedang‬ ‭melakukan‬ ‭kegiatan‬ ‭rutin‬ ‭biasanya.‬ ‭Hal‬ ‭ini‬ ‭yang‬ ‭mendorong‬ ‭kami‬

‭untuk mulai merancang prototype dari aplikasi ini terlebih dahulu.‬

‭Dengan‬‭hadirnya‬‭aplikasi‬‭ini‬‭diharapkan‬‭akan‬‭mempermudah‬‭para‬‭penyuka‬

‭atau pengoleksi tanaman hias dalam melakukan hobbinya tersebut.‬

‭Kata kunci:‬‭Mobile apps, internet, transaksi, tanaman‬‭hias,‬‭E-commerce‬
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‭ABSTRACT‬

‭Mobile‬ ‭apps‬ ‭are‬ ‭software‬ ‭in‬ ‭the‬ ‭form‬ ‭of‬ ‭applications‬ ‭developed‬ ‭using‬

‭computerized‬‭programs‬‭to‬‭be‬‭embedded‬‭in‬‭mobile‬‭devices‬‭such‬‭as‬‭mobile‬‭phones,‬

‭tablets‬‭and‬‭digital‬‭watches.‬‭The‬‭beginning‬‭of‬‭the‬‭emergence‬‭of‬‭mobile‬‭apps‬‭in‬‭the‬

‭2000s,‬‭to‬‭be‬‭precise‬‭around‬‭2009,‬‭where‬‭the‬‭presence‬‭of‬‭Mobile‬‭Apps‬‭can‬‭make‬‭it‬

‭easier‬ ‭for‬ ‭us‬ ‭to‬ ‭do‬ ‭things‬ ‭in‬ ‭our‬ ‭daily‬‭lives,‬‭one‬‭of‬‭which‬‭is‬‭buying‬‭and‬‭selling.‬

‭The‬ ‭rise‬‭of‬‭developments‬‭in‬‭the‬‭IT‬‭world‬‭requires‬‭everyone‬‭to‬‭be‬‭sensitive‬‭to‬‭the‬

‭development‬ ‭of‬ ‭IT‬‭itself,‬‭especially‬‭in‬‭terms‬‭of‬‭transactions‬‭/‬‭buying‬‭and‬‭selling.‬

‭With‬ ‭the‬ ‭presence‬ ‭of‬ ‭Mobile‬ ‭Apps,‬ ‭this‬ ‭can‬ ‭certainly‬ ‭help‬ ‭sellers‬ ‭and‬‭buyers‬‭in‬

‭this‬‭buying‬‭and‬‭selling‬‭transaction.‬‭One‬‭of‬‭them‬‭is‬‭buying‬‭and‬‭selling‬‭ornamental‬

‭plants.‬‭While‬‭e-commerce‬‭is‬‭all‬‭buying‬‭and‬‭selling‬‭activities‬‭carried‬‭out‬‭through‬

‭electronic‬ ‭media.‬ ‭Although‬ ‭the‬ ‭facilities‬ ‭include‬ ‭television‬ ‭and‬ ‭telephone,‬ ‭now‬

‭e-commerce is more often done through the internet.‬

‭Buying‬ ‭and‬ ‭selling‬ ‭ornamental‬ ‭plants‬ ‭in‬ ‭this‬‭era‬‭still‬‭tends‬‭to‬‭use‬‭the‬‭old‬

‭way,‬ ‭where‬ ‭buyers‬ ‭will‬ ‭come‬ ‭directly‬ ‭to‬ ‭the‬ ‭seller's‬ ‭place.‬ ‭Therefore‬ ‭we‬ ‭aim‬ ‭to‬

‭help‬ ‭make‬ ‭this‬ ‭easier‬ ‭by‬ ‭creating‬ ‭an‬ ‭application‬ ‭for‬ ‭buying‬ ‭and‬ ‭selling‬

‭ornamental‬ ‭plants.‬ ‭Where‬ ‭the‬ ‭presence‬ ‭of‬ ‭this‬ ‭application‬ ‭is‬ ‭expected‬ ‭to‬ ‭help‬

‭sellers‬‭and‬‭buyers‬‭in‬‭conducting‬‭the‬‭transaction‬‭itself.‬‭Because‬‭people's‬‭activities‬

‭at‬ ‭this‬‭time‬‭will‬‭definitely‬‭not‬‭be‬‭separated‬‭from‬‭the‬‭internet.‬‭People‬‭tend‬‭to‬‭like‬

‭things‬ ‭that‬ ‭are‬ ‭practical‬ ‭and‬ ‭don't‬ ‭take‬ ‭much‬ ‭time‬ ‭or‬ ‭can‬ ‭even‬ ‭be‬ ‭done‬ ‭while‬

‭doing‬ ‭their‬ ‭usual‬ ‭routine.‬ ‭This‬ ‭is‬ ‭what‬ ‭prompted‬ ‭us‬ ‭to‬ ‭start‬ ‭designing‬ ‭the‬

‭prototype of this application first‬

‭With‬‭the‬‭presence‬‭of‬‭this‬‭application,‬‭it‬‭is‬‭hoped‬‭that‬‭it‬‭will‬‭make‬‭it‬‭easier‬

‭for hobbyists or collectors of ornamental plants to carry out their hobbies.‬

‭Keyword:‬‭Mobile apps, internet, transactions, ornamental plants, E-commerce‬
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