Intended audience main points

Chapter 1: Introduction
The introduction part of the report aims to introduce to the intended audience main points of the project, conducted by the author.
1.1Problem drivers of the project
The main income of Greece gained comes from the tourism. The huge number of hotels increases the competition in this market, making forcing the hotel owners to expand their services and to find innovative ideas. The rapid increment increase of using the internet for finding and booking low-fare rooms and the power of e-commerce during the last years has drove driven all the hotels to enter in the e-commerce market. Therefore, an online booking system it is an essential tool that all the high-level hotels must have. The hotel 'Saoki' is a small-size hotel. and wantedIn order to increase its profits and to meet all of the above they thought that a system like the E-Hotel System will would be the solution.
1.2Project's Purpose
The aim of this project is to design and build an electronic hotel system for a web implementation for the Hotel Saoki that is located in Greece.The system it is going to build is to enable the customers to search, check and book rooms. Also In addition, it will inform the customers about the offers packages of the hotel and about general information (e.g. photo gallery) of for the hotel and the around surrounding area.
1.3Problem to be solved
The main income of Greece gained from the tourism. The huge number of hotels increases the competition in this market making the hotel owners to expand their services and to find innovative ideas.

The rapid increment of using the internet for finding and booking low-fare rooms and the power of e-commerce the last years drove all the hotels to enter in the e-commerce market.

Therefore, an online booking system it is an essential tool that all the high-level hotels must have.

The hotel "Saoki" is a small-size hotel and wanted to increase its profit and to meet all the above they thought that a system like the E-Hotel System will be the solution.
1.4Project Beneficiaries
The main beneficiaries will beare:
Client
· Saoki hotel will acquire a system that will increase its profits and its number of customers.Also by acquiring this system Saoki hotel is automatically entering in the e-commerce market.
Hotel's cClients
· The clients of the hotel have the opportunity to make their reservations online easily and without spending money to call them.

· Another important benefit for the customers is that they have an overall opinioncan obtain information about the hotel before they make their reservations, while they canby checking the photo gallery of the hotel and the area around the hotel.

· Also they can find some online offers of the hotel which it was very unmanageable without the E-hotel System.
The aAuthor
· Doing By developing this system the author will have the opportunity to improve his skills and to learn new skills about the production of a project along all the stages from the preliminary until the final design.
1.5 Project Objectives
The main project objective is to design and build an e-hotel system for web implementation for the client. The features that the system must have are the following:
· Objective: The e-hotel system shall allow the customers to be able to make online reservations.
· Sub-objective: Search for rooms and check the availability and the rate of the rooms .
· Objective: The e-hotel shall allow the customers to pay online.
· Sub-objective: Edit personnel personal details and card details to complete the payment.
· Objective: The e-hotel system shall give full information to the customer.
· Sub-objective: View photo gallery of the hotel and the area around area, view the features of the hotel and read the text about the hotel.
· Objective: The -e-hotel system shall allow the administrator of the system to control the bookings and to update the system.
· Sub-objective: Add new offers, upload new photos, perform text changes, change the prices.
· Objectives: The e-hotel system shall report charts showing the number of customers of the hotel for each period.
(The tests have been identified and are listed in each task below)

For the overall objective to be met, it has to be broken into tasks which are listed below:
Finding Requirements
· The most important task in order for the project to be completed successfully since incomplete requirements leads to project failure. This process is about what the stakeholders need the system to do for them and in order to find out this the author has apply applied some techniques like interviews and questionnaires.
This task is going to be tested by getting the client's approval.
Research
· Complete literature research and literature review of similar e-commerce solutions.Collect suitable data of different technologies like UML, PHP, MySql and many more for analysis, design and evaluation .
System Analysis and Design
· The phase after finding the requirements is the process of analysing and designing the system according the UML standards.
This task is going to be tested by getting the client's approval and applying the potential changes according to the client's feedback.
System Development and Testing
· This task has to do with development and the testing of the project. Is the phase after the analysis and the design.
This task is going to be tested by getting the client's approval. Frequent meetings with the client to ensure that the project development is on the right way.
Complete the Final Report Document
· After the system has been test successful complete the required contents for the final report.
This task is going to be tested by getting the supervisor's and the client's approval.
1.6 Work Plan.
In order to fulfill the objectives that have been defined, in a big and complex project like this, it is essential to make a work plan that will assist the author to identify the work that needs to be spend and the order that must be followed in order for the project to be completed successful and inside the time limits
1.7 Report Structure

Chapter 2: Outputs Summary
The aim of this section is to introduce a description of two outputs produced from the project. This contains an overview description, what the output is, its recipient, how the recipient will use the output and links between the chapters of the report document that interpret an insight view of the output.
Chapter 3: Literature Review
The purpose of this chapter is to summarize the reading that the author undertook in order to be able to complete the project work successfully. Also, allows the reader to have a view of what methods and techniques have been used by the author.
Chapter 4: Method
The purpose of the method chapter is to provide an objective description of the work undertaken in the project. It contains the description of the analysis, design, implementation and evaluation processes of the project in detail.
Chapter 5: Results
The result chapter presents all of the results produced during the project. This include outputs from analysis, design, prototype, experiment, evaluation and other activities.
Chapter 7: Conclusions and Discussion
This chapter aims to conclude and discuss of all of the project themes. More particularly, it focuses on revisiting the project's objective and to what extend the objectives have been met.
Chapter 8: Glossary
The purpose of this chapter is to define the specialist terms that might be unknown to the audiencereader.
Chapter 9: Appendices
This Th ese chapters presents all the materials used for the development of the project. These include all data used in producing the results of the project and all the outputs that are not part of the main report.
Chapter 2: Outputs Summary

2.1 Output 1
to be completed...
2.2 Output 2
to be completed...
Chapter 3: Literature Review

3.1 Introduction
In order for the author to being able to complete the project successfully and meet the objectives it was essential to make a literature survey. By gathering all the relating information to the subject the author set the foundations for the project. Also enables the audience interested in the work to see the basis from which the project developed. "A thorough literature survey will give other project work further with a comprehensive literature base."

(Christian W.Dawson, 2000 pp.63)
3.2 E-Commerce

What it is.
E-commerce is a way of expanding a business and increasing its profits. By taking advantage of the World Wide Web, a business can sell its product online and improve its services enhancing the relationship with its clients ( businesslink.gov.uk, 2009).
Undertaken reading.
Reading the materials found on (businesslink.gov.uk, 2009) the author took a deeper insight of e-commerce. Information such as "how to make an e-commerce site easy to use", "how online payment works and how to set up a payment facility using a payment-processing company" and "regulations you need to comply when undertaking e-commerce and e-marketing facilities" were important subjects to know before starting the development of the site.
3.2.1 E-commerce payment systems
The online payments system is a very critical website module and it is required to provide high security of the data being processed.

The big number of online payment solutions providers and factors, such as: cost, level of security and protection, became more clear by reading the information and using the tool found on (electronic-payments.co.uk).
3.3 Hotel business
The first and most important research made by the author in order to identify the current state in the area of hotel business, it was to search for relevant technologies that already exists online. This helped the author to understand better the area of hotel business and how it can be applied electronically to shape an online hotel system. In addition, checking the relevant technologies was an important issue in terms of specifying the requirements of the system with the client by using an existed existing website as a prototype making this process easier

( london.langhamhotels.co.uk, 2009).
3.4 Web tools
These are essential tools for the development of a website. In nNowadays, there is a variety of web tools that comes as packages providing all the required functionalities (databases, scripting languages, server, programming languages) for the creation of a website. A very popular one is XAMPP.
3.4.1 Xampp

What it is.
"XAMPP, or Xamp, is a (L[inux] or W[indows])AMPP server package installer, principally for a simple installation of Apache server and its required ancillaries on a Windows PC. It is a 'one-click' complete server install." ( a3webtech.com, 2009).
Reasons for using it.
The main reason that drove the author to use it is that "it makes a combined Apache, mySQL, PHP, and Perl install on Windows very smooth compared to the individual build & config method normally necessary. Together with several other add-ons also installed with the package, it produces a top-class full working server install."( a3webtech.com, 2009).
Undertaken reading.
The material read by the author helped him to solve the problems appeared appearing during the installation and configuration of the package. Also significant information was gained ofn how to use the application contained in the package called phpMyAdmin "which allow the developer to administer and maintain MySql databases."( dalibor.dvorski.net, 2007),
3.4.2 Adobe Dreamweaver

What it is.
Another popular web tool for designing and developing a website is the Adobe Dreamweaver. It supports all the relevant technologies for web builting such as CSS, Javascript, and server-side scripting languages such as PHP and ASP.
Reasons for using it.
The main reason is about time saving, it lets the user preview and test the pages much faster than previewing in it in a browser. Also it is convenient in applying CSS because it lets the user implement CSS without writing code and it tests the results dynamically. Another reason is that there is good online training and many forums.(Adobe, 2009).
Undertaken Reading.
In order for the author to being able to use Dreamweaver efficiently and take advantage of the extra features that it provides to the users, it was essential to read the documentation provided online by (Adobe, 2009). The documentation contributed significant information and help to the author during the developing of the project in various problems appeared by provided practical examples.
3.5 Scripting languages
According to (c2.com/cgi/wiki?ScriptingLanguage, 2006) "The origin of the term was similar to its meaning in "a movie script tells actors what to do": a scripting language controlled the operation of a normally-interactive program, giving it a sequence of work to do all in one batch. "

Scripting languages can be categorized into: server side and client side. Client side scripting languages affect the data that the end user sees in browser window while server side scripting languages manipulate the data usually in database, enabling the creation of dynamic websites where the information changes according to the database content. Some examples of such languages are: JavaScript, ASP, JSP, PHP, Perl, Tcl and Python.

Important role for the implementation part of the project played the popular site for developers (w3schools.com, 2009). The various difficulties and problems appeared on this process faced studying the tutorials from this site. Studying the step by step tutorials provided on this site on various languages, help the author to improve his knowledge for the particular languages. It contains a huge number of examples for many languages that cover all the levels of programmers from beginners to advance.

Another helpful source of knowledge used is the php manual (php.net/ 2010).In order to advance my knowledge on php functions needed to use to implement the project, this site used as a reference guide. Reading the examples found on this site and posting specific questions to the corresponding forum enable the author to reach the demanded level.
Chapter 4: Method

4.1 Introduction
This chapter aims to provide the audience an objective description of the work undertaken in the project from the early stages until the completion of the project. The chapter is divided into smaller parts where each part corresponding to one stage.
4.2 Software process model
The model has been chosen for this project is the waterfall model.

The Waterfall Model is the first and most widely used model in software engineering in order to ensure a successful completion of a project. The software development process of this model is constituted by five separate and autonomous phases: Requirement Specification, Software Design, Implementation and Testing, Operation and Maintenance. These phases are arranged in a way so that the followed phase cannot be started off before the preceding phase is complete, which means the every phase needs to be approved by the client in order to carry on the next phase avoiding problems such as changing and meeting the requirements, bugs in coding can been identified and fixed before testing. More reasons that have be taken into account for choosing this model comes from the advantages the model offers which are: it is the simplest software process mode, easy to be implemented and the amount of resources required to be implement is small.
4.3 Finding Requirements
This phase plays important role for the project to be completed successful. Wrong requirements can cause serious problems to the next phases, development, implementing and testing, driving the whole project to the failure. A classical case of project failure is when the client and the end users are not satisfied with the software system. In order for this to be avoided all the appropriate techniques for gathering the requirements have been used:
· Observation

· Questionnaires

· Interviews
4.3.1 Observation
By applying this technique the author managed to identify the client's business domain and to get familiar with it. The way that this technique applied is by researching the existed online hotel systems. The results of this research helped the author to get a deeper insight of client's domain, shaping an overall picture of the project. The application which used for the research is available at: http://london.langhamhotels.co.uk/en/. This application also used as a sample during the interview and the questionnaire making these processes easier in terms finding the requirements.
4.3.2 Interview
Interviewing the client is the most popular technique for gathering requirements. As it has been mentioned above the use of the application found on the internet as sample together with the questions asked to the client resulted an efficient way to define the requirements. Asking question such as (What the homepage should include?) and showing the customer what the existed applications usually have, helped the author to derive requirements accurately minimizing the possibilities of finding wrong or changing the requirements. The full list of notes made during the interview can be found in the Requirement specification document (Appendix C).
4.3.3 Questionnaire
This technique used to supplement the interview. It is constituted by questions derived during the interview and that have not been covered. These questions are more specific questions to the questions that have already been asked, such as (for the login form of the administrator panel were asked if the client wanted different panel for the crew members and different for the managers). This helped to uncover all the details that some requirement have and also, to understand the requirements in more depth.

The full list of the questionnaire can be found in the Requirement Specification document (Appendix C).
4.4 Software Requirement specification (SRS)
According to (J. Arlow - I. Neustadt, 2008 pp.53) SRS is "the very beginning of the software construction process. It is generally the initial input to OO analysis and design." It contains the results from finding the requirements grouped into a requirement model and a use case model. The requirement model in turns contains the requirements grouped into functional and non-functional and the use case model contains the requirements represented in use cases.
4.4.1 Requirement model
As it is mentioned above this metamodel includes the requirements organized into functional and non-functional. The format used for categorizing the requirements is recommended by (J.Arlow - I. Neustadt, 2008 pp.57) in which "each requirement has a unique identifier (number) and keyword (shall) and a statement of function". The use of this format makes the requirements being more usable by requirements management tools.

The organized requirements were sent to the client for approval. After receiving the approved requirements, no changes needed to be made, establishing that process could go to the next phase. The approved list of requirements can be found in the Requirement specification document (Appendix C).
4.4.1.1 Functional Requirements
In this category are placed the requirements that state system functionality, what services the system should offer such as: "The Saoki Hotel-Admin system shall display the details of the room."
4.4.1.2 Non-Functional Requirements
In this category are placed the requirements that state a constraint on the system such as: "The Saoki Hotel-Admin system shall be user friendly. It shall be easy for the administrator to change it or to update it." The non-functional requirements have been identified covers the attributes needed a system to be considered good, which are known as R.A.M.U.R.S.E.S. characterizing a system dependable. (A. Zisman, 2003 - C. Kloukinas, 2010.)

The full list of requirements can be found in the Requirement specification document (Appendix C).
4.5 Database and Languages Selection
The languages have been selected for the project developments are: mySQL, PHP, combined in the XAMPP platform, which also combines the Apache server, Javascript, HTML and CSS using Dreamweaver. This decision has been taken after researching between the many existed technologies and taking account the advantages and the disadvantages that each technology offers. Also, important reason for this decision was the choice of the e-commerce module by the author in which the above languages were used.
4.6 System Design
This is the phase in which the requirements gathered from the previous phase have been processed in order for the system to be designed. The system design helped the author to define the overall system architecture. It is constituted by class diagrams, sequence diagrams, state machine diagrams which have been modeled using UML(Unified Modeling Language) as well as an entity relational diagram, the database schema and the DDL and DML statements. All the above diagrams are listed in the appendix D.
4.7 UML(Unified Modelling Language)
"The Unified Modeling Language (UML) is a standardlanguage for specifying, visualizing, constructing, and documenting the artifacts of software systems, as well as for business modeling and other non-software systems. Provide users with a ready-to-use, expressive visual modeling language so they can develop and exchange meaningful models "(atlas.kennesaw.edu, 2009). The use of this language enabled the author to manage this complex system modeling the following diagrams.
4.7.1 Class Diagrams
"Class diagrams are widely used to describe the types of objects in a system and their relationships. Class diagrams model class structure and contents using design elements such as classes, packages and objects. Class diagrams describe three different perspectives when designing a system, conceptual, specification, and implementation. These perspectives become evident as the diagram is created and help solidify the design." They are model by the author in order to identify and describe the classes of the system and their relationship"(atlas.kennesaw.edu, 2009).
4.7.2 Sequence Diagrams
"Sequence diagrams demonstrate the behavior of objects in a use case by describing the objects and the messages they pass"(atlas.kennesaw.edu, 2009).They are used to show interactions between lifelines as a time-ordered sequence of events. (J.Arlow - I. Neustadt, 2008 pp.249)
4.7.3 State Machine Diagrams
"State diagrams are used to describe the behavior of a system. State diagrams describe all of the possible states of an object as events occur. Each diagram usually represents objects of a single class and track the different states of its objects through the system.They are used to demonstrate the behavior of an object through many use cases of the system. Only use state diagrams for classes where it is necessary to understand the behavior of the object through the entire system. Not all classes will require a state diagram and state diagrams are not useful for describing the collaboration of all objects in a use case"(atlas.kennesaw.edu, 2009).
4.8 Database Design
In order for the database to be built it was essential to be designed first. This helped the author to describe the different parts of the database before being created. After identifying which data to be stored in the database in the Requirement Analysis phase, a relation schema defined to represent a precise database structure. Also an entity relationship model was created based on the relation schema representing a pictorial representation of the database and finally DDL(Data Definition Language) and DML(Data Manipulation Language) statements were created based on the database schema. All of the above are documented in appendix D.
4.9 Interface Design
For the interface design the author initially researched the existing hotel systems. After having an overall idea about the domain of the client a card-based prototype created, representing the layout of front and back end sides of the system. The prototype demonstrated to the client during the interview and decided for the interface to be as simple as possible with elegant aesthetic and user friendly for both of the prototypes (user side, administrator side). The final design completed using Adobe Dreamweaver and Adobe Photoshop.
4.10 Implementation
..being completed
4.11 Testing
..being completed
Chapter 5: Results
..being completed
Chapter 6: Conclusions and Discussion
To be completed
Chapter 7: Glossary
· JavaScript: A scripting language usually used for client-side web development.
· Dreamweaver: A web development application that support web technologies such as JavaScript and PHP.
· MySQL: A multi-user SQL database management system.
· phpMyAdmin: Is a tool written in PHP used for administering MySQL through the Internet.
· Functional Requirement: A requirement that specifies the system's behavior.
· Non-functional requirement: A requirement which specifies criteria that is used to test the qualities of a system and not the behaviour.
· Interface: An abstraction of a software component.
· DDL: Data Definition Language.
· DML: Data Manipulation Language.
· GUI: A graphical user interface (GUI) is a type of user interface which allows a person to communicate with a computer system.
· Server: A computer that performs services for connected clients, which usually has good performance and a large memory.
· UML: An object modeling and specification language.
· HTML: Hypertext Markup Language (HTML) is a markup language for web pages, which is used for describing the structure of text document.
· PHP: A computer scripting language used for creating dynamic web pages.
· SRS: Software requirement specification.
· E-commerce: The process of buying, selling, transferring or exchanging products, services and/or information via computer networks, including the Internet.
· Database: A collection tables, which store data.
· Requirement: A condition which the system should meet.
· Alternative Flow: Represents an alternative event flow, which is executed if its specified condition is met.
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