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Abstract

Tumaratas is an agricultural village where most of the people's livelihood is farming. However, sales of agricultural
products are still carried out traditionally and are tied to certain times, this can make it difficult for farmers and
consumers to carry out the buying and selling process whenever they want. Limited market reach, farmers still
rely on intermediaries or retailers so that products are only available in local shops or traditional markets, and do
not reach consumers outside the area. E-Marketplace is an intermediary media that brings together sellers and
buyers on the internet, helping sellers market and offer merchandise on the internet. The aim of this research is to
build and develop an E-Marketplace for farmers as a forum for promoting and marketing their agricultural products
and to make it easier for consumers to find the agricultural products they want. This e-Marketplace was developed
using the PHP programming language with the Laravel framework and MySQL as the database. With the
development of this E- Marketplace, it is hoped that it can help local farmers market their agricultural products
and make transactions widely.
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1. Introduction

Agriculture is a significant sector of the economy, in addition to providing income for farmers, it also triggers
related sectors such as food processing and exports. The agricultural sector is still the mainstay of job creation in
a fairly large number compared to other sectors in the economy in Indonesia[1]. Based on BPS (Central Statistics
Agency) data, Indonesia's agricultural production increased 2.59% in the fourth quarter of 2021. Therefore,
agriculture is the source with the greatest role in becoming one of the pillars of the economy. Indonesia has great
potential in the agricultural sector with vast land and a variety of crops that can grow in the region. Most of the
rural population makes agriculture their main source of employment, and the Tumaratas village community is no
exception.

Tumaratas is a village in West Langowan District, Minahasa Regency, North Sulawesi. Tumaratas village is
located at the foot of the Kelelondei Mountains which has a cool climate with an area of 923 hectares, 558 hectares
of forest area and soputan mountains, and 263 hectares as a plantation area[2]. Therefore, Tumaratas village is an
agricultural village where most of the people's livelihoods are farmers. For this reason, one of the important things
to advance this potential is to increase community capacity for managing agricultural production and marketing.
However, the sale of agricultural products is still done traditionally. Traditional sales are tied to specific times,
such as store opening hours or market days, which can make it difficult for farmers and consumers to buy and sell
products whenever they want. In addition, the limited market reach due to traditional sales means that farmers still
rely on distributors or retailers so that products are only available at local stores or traditional markets, not reaching
consumers outside the region.

E-Marketplace is one of the most widely used e-commerce platforms for online trading in Indonesia. E-
Marketplace is an intermediary medium that brings together sellers and buyers on the internet. E-marketplace sites
help sellers market and offer merchandise on the internet and become a third party in online transactions and
payment facilities for buyers[3]. There are E-Marketplaces that are successful in connecting farmers and buyers,
for example SayurBox and TaniHub.

Therefore, it is expected that the application of e-marketplace technology can be a medium for promotion and
marketing of agricultural products, especially in Tumaratas Village. Helping farmers sell their products directly
to consumers or other buyers so that they can get greater profits than relying on intermediaries.

2. Theorical Basis

E-Marketplace

Marketplace is a website-based online media where buyers and sellers conduct business and transactions[4].
The marketplace functions as a meeting place for buyers and sellers to trade goods and services, with market
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management overseeing all transactions[5]. From some of these definitions, it can be concluded that a marketplace
is an electronic or internet-based market (website-based) that is used to conduct transactions or business activities
between buyers and sellers.

Website

Website is an internet facility that connects documents locally and remotely. Documents on the website are
called web pages and links on the website allow users to move from one page to another (hypertext), either between
pages stored on the same server or servers around the world. Pages can be accessed and read through browsers
such as Google Chrome, Mozilla Firefox, and others [6]. A website is a page of information provided through the
internet so that it can be accessed worldwide as long as it is connected to the internet network. A website is a
component or collection of components consisting of text, images, sound, and animation so that it is interesting to
Visit[7].

Laravel

Laravel is a web application framework with expressive, elegant syntax. Laravel aims to make it easier for
developers without sacrificing the functionality of an application[8]. Laravel is an open source PHP platform that
is stable and easy to understand and widely used around the world. It follows the model-view-controller style
pattern. Laravel uses current components from various frameworks that help build web applications. Therefore,
web applications are designed to be more organized and pragmatic.

PHP

PHP is a common server-side scripting language that we can use to develop dynamic websites and applications.
PHP only needs to be installed on the web server that will host the web application and client applications can
access server resources through a web browser[9]. Another benefit that comes with the PHP language is that it is
a server-side scripting language. PHP is a cross-platform syntax which means it can deploy applications on a
number of different operating systems such as windows, Linux, Mac OS etc.

XAMPP

XAMPP is open-source software developed by Apache Friends. The XAMPP software package contains the
Apache 4 server distribution of Apache, MariaDB, PHP, and Perl. And it is basically a local host or local server.
This local server works on a desktop or laptop computer. The use of XAMPP is to test clients or websites before
uploading them to a remote web server. This XAMPP server software provides a suitable environment for testing
MYSQL, PHP, Apache, and Perl projects on a local computer[10]. The full abbreviation of XAMPP is X stands
for Cross-platform, (A) Apache server, (M) MariaDB, (P) PHP, and (P) Perl. Cross-platform usually means that it
can run on any computer with any operating system.

Visual Studio Code

Visual Studio Code is a code editor application made by Microsoft that can be run on all desktop devices for
free. The completeness of features and extensions makes this code editor the top choice of developers. Visual
Studio Code even supports almost all operating systems such as Windows, Mac OS, Linux, and so on.Visual
Studio Code offers a fairly broad extension and ecosystem. This makes it highly compatible with other languages
or runtime environments, including Python, PHP, .NET, and Java.

Bootstrap

Bootstrap is an HTML, CSS, and JavaScript-based web development framework designed to design and speed
up the responsive web development process. Besides being able to be used to develop websites faster, Bootstrap
is a free framework that is open-source. The scripts and syntax provided by Bootstrap can be applied to various
components in web design. Bootstrap consists of a collection of syntax compiled in three main files: Bootstrap.css,
Bootstrap.js, and Glyphicons. Keep in mind that Bootstrap requires a JS library called jQuery to run plugins and
JS components.

3. Research Methodology
Research Flow Chart
The following is a flow chart of this research
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System Design

Implementation

Figure 1. Research Flow Chart
Data Collection Technique

1. Data Observation
Make direct observations of the object to be studied. To obtain relevant website research data according to
needs, researchers have made direct observations on Tumaratas village farmers.

2. Literature Study
Collecting theories and previous research related to application development from books, articles, and
journals.

3. Interview
The interview method is a data collection technique where the researcher directly dialogues with the
respondent to obtain information from the respondent. This method was carried out by means of direct
questions and answers between researchers and several farmers in Tumaratas Village to seek information
about the problems experienced by farmers in Tumaratas Village. The main problem encountered is that
farmers still experience difficulties in selling their agricultural products.

Research Methods
In the E-Marketplace Marketing of Agricultural Products that researchers build this uses the waterfall system

development method. The waterfall method is a systematic, sequential system development model. The waterfall
method has the following stages:
1. Requirements Analysis

At this stage the researcher must know all the information regarding the user's needs for the system. By
collecting data, namely observations, literature studies and interviews with related sources, namely farmers,
regarding what kind of system is needed, the problems experienced by farmers.
2. System Design

This process is a continuation of the Requirements Analysis process, which presents the design required by
the user which will later be implemented into a programming language. To find out the flow, researchers make
an initial design of the application in the form of database and system design, and design of input or output from
the system. The design will be explained in detail using UML diagrams. Use Case Diagram to present a system
created based on functionality requirements. Activity Diagram to present a system based on the activities carried
out. Sequence Diagram to present processes in the system to access one function. Class Diagram to present a
database built in the system.
3. Implementation

The system that has previously been designed is translated into a program so that it can later become an e-
marketplace website. The developer uses PHP version 8.2.4, MariaDB version 10.4.28 for the database, the
writer uses PhpMyAdmin version 5.2.1 which is found in XAMPP version 3.3.0. The writer also uses Visual
Studio Code as a text editor to manage coding, Laravel version 10.48.5 as a framework and Google Chrome as a
web browser. For the interface the writer uses Bootstrap version 5.3.3.
4.  System Testing
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In this fourth stage, an inspection and testing of the system as a whole is carried out to identify possible
failures and errors in the system. This system will carry out testing using the black box testing method. Black box
testing aims to test the system by observing the results of execution or system output through test data and checking
software functionality.

5. Maintenance

This researcher will carry out maintenance on the e-marketplace system by periodically checking the data in

the software.

System Design

In the design stage, displays the initial design of the application in the form of database and system design, and
the design of the input or output of the system. The design will be explained in detail using UML diagrams. Use
Case Diagram to present a system that is made based on functionality requirements. Activity Diagram to present
a system based on the activities performed. Sequence Diagram to present the process in the system to access one
function. Class Diagram to present a database built in the system.
1. Use Case Diagram
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Figure 2. Use Case Diagram
2. Activity Diagram
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Figure 3. Activity Diagram Seller Registration
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3. Sequence Diagram
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Figure 5. Sequence Diagram Login
4. Class Diagram
Seller Product Category
-id_seller - int -id_product - int -id_category - int

-email : varchar
-password : varchar
-name - varchar
-address : text
-phone_numb : int
-dale : date
+index()

+create()

+store()
+5how()
+edit()
+update()
+destroy()

Withdraw
-id_withdraw : int

-id_seller - int

~index()
+createl)

+store()

4. Research Results
Requirements Analysis
Functional requirements:

-id_seller - int
-id_category :int
-name : varchar
-category : varchar
-picture: varchar

-desc : varchar

+index()
~create()

+store()
+show()
~edit()
+update()
+destroy()

Order
-id_pemesanan : int
-id_seller: int
-id_produk: int

jumiah: int

+checkout()
+store()
~+index()
+show(}
+edit()
+update()

-category_name : varchar
+index()

+create()
+store()
+show(
+edit()
+destroy()
+update()

Costumer
-id_customer - int
-email : varchar
-password - varchar
-name : varchar
-address : varchar

-phone_numb : int

+index()
+create()
+store()
+show(
+edit()
+update()
+destroy()

Payment

Order Order
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Figure 6. Sequence Diagram User Order

Admin
-username : varchar

-password: varchar

“vigw_user()
+inzert_data()

+delete_data()

Testimoni
-id_testimoni - int
-date : date
-desc - varchar
-id_product : int
-id_costumer - int

-reply - varchar

+viewtestimoni()

Figure 7. Class Diagram

Payment Method
-id_payment : int
~rekening ° varchar
-ugemame : varchar
-tate : date
+index()
+create()
+store()

+show()
+edit()
+update()
+destroy()

Functional requirements are the system's ability to carry out processes and display any information.
1) The system can log in as seller, customer and admin.
2) The system is able to display product information in the form of images, prices and product details.
3) The system can place product orders.
4) The system is able to manage; add, delete, and edit products as a seller.
5) The system is able to manage orders, categories, payments and seller data as admin.
6) The system is able to manage user data

Non-Functional Requirements:
Apart from functional needs, non-functional needs are also needed to support this marketplace application,

namely
1. Operating System

In the internet world, whatever operating system is used by the client and server to communicate will not be a
problem for both of them, both can communicate as long as they use the same protocol, the protocol used to access
a web is the http protocol (Hypertext Transfer Protocol).
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2. Web Server
The web server that will be used in creating this system is Apache.
3. Web Browser
This web browser will be used to display web pages so that they can be accessed by users. The web browser
must support the http protocol. The web browsers used are IE, Mozilla Firefox, Opera, Google Chrome.
4. Editors
The editor is the most important factor in designing a website, the editor used is Visual Studio Code.

Implementation
The implementation stage is the final stage in describing the system, namely placing the system so that it is ready
to operate. Implementation is useful for making it easier to implement the system that has been prepared so that
data entry leads to the presentation of information in accordance with planned procedures.
1. Main Page
The initial display that appears for the first time when we access the system will display a display like Figure

maiSpuce. BERANDA  KATEGORI+ PRODUK  KERANJANG Q @ Login Penjual

-
Y 100% Organic Foods w
Langsung dari
Petani

DISCOVER MORE »

2. Login Page
The following is a display of user login..

Figure 8. Main Page

Masuk

maniw' Segera masuk dan memulai TaniSpace

Email

Email
l Kata Sandi
I O Ingat Saya
- “

Figure 9. User Login

)

BELUM PUNYA AKUN? DAFTAR

3. Product Page
On this page, customers can see the various products available.

BERANDA  KATEGORI+ PRODUK  KERANJANG
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FTaniSpace. BERANDA  KATEGORI+ PRODUK  KERANJANG

Showing 1-6 of 6 results

Pra Panen Pasca Panen Pasca Panen Pasca Panen
Bibit Tomat Beras Superwin Kentang Bawang batang
Rp. 500 / pohon Rp. 12,000 / liter Rp. 18,000 / kg Rp. 10,000 / ikat

RS Ui Masiban Laranians PR APy B TR R

Figure 10. Product Page

4. Cart Page
After selecting a product, customers can add the product to the cart and then it can be processed for checkout.

maiSpoce. BERANDA  KATEGORI+ PRODUK  KERANJANG Q Q A

Gambar Nama Produk Harga Kuantitas Total Hapus

Tomat Rp. 24,000 1 Rp. 24,000 (i

Kentang Rp. 18,000 1 Rp. 18,000 [T

Order Total Rp. 42,000 LANJUTKAN KE PEMBAYARAN

®

Figure 11. Cart Page

5. Checkout Page
To checkout, on this page customers will fill in the type of payment method, proof of payment, desired type

of delivery, and address details.
thl'I'Spnm. © Semua Pesanan

BERANDA

Harga
@ Beranda
FiTuR Metode Pembayaran *
@ Pesanan Bayar Ditempat

Pengantaran *
Antar Ke Alamat
Bukti Pembayaran (Opsional Jika COD)

Choose File  No file chosen

Nama Jalan

Figure 12. Checkout Page

6. Order Page
On this page, customers can see their order data and delivery status and can comment when the order process

is complete.
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WianiSpace.  ©
acraNDA

@ Beranda
Daftar Pesanan

© Pessnan Show 10 v Entries

REFF GAMBAR METODE PEMBAYARAN TOTAL HARGA STATUS AKst

3/JVPLONTHEMIX

Figure 13. Customer Order Page

7. Seller Manage Product Page
On this page, sellers can manage the products they want to sell. Can be seen in Figure 14

\;'Taism ® Semua Produk

BERANDA

@ Beranda

[} GAMBAR NAMA HARGA SATUAN sTOK AKst

Sl T I NO

Figure 14. Manage Product Page

8. Manage User Page
On this page the admin can manage users. Admin can view, edit and delete users.

WlaniSpace. @ aon ¢ © @ wminv

BERANDA
@ Beranda

Fitur Utama

& Konfirmasi Penjual

B Order Data

0 Kategori D NAME EMAIL ROLE EMAIL VERIFIED ACTION

@ Metode Pembayaran

® Riwayat Transaksi

ermintaan Penarikan
Uang

USER e Seller

S Gmail.Cc Seller 1 Minggu Yan

Figure 15. Manage User Page

5. Conclusion
Based on the results of testing and discussion that has been done, it can be concluded that the development of

E-Marketpalce for marketing agricultural products was successfully made. This E- Marketplace system can carry
out the product ordering process and can be a medium of promotion and transactions between buyers and farmers,
especially in the Tumaratas village.
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