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Abstract. Pets are animals that are tamed and cared for by their owners and have
an emotional bond between the two that will form a relationship. The high interest
in raising animals has led many communities and animal lovers because animal
owners have the same interest in caring for and caring for animals. The author
has interviewed several animal lovers in the city of Mataram. Five out of seven
animal lovers who have left their pets at a pet shop experience the same problem:
it is difficult to find a reliable place of care when they want to travel far. It is
not possible to bring their pets to that time. Three out of five people are more
confident in entrusting their pets to the animal lover community because the care
and maintenance carried out by pet shops are often not optimal; The high cost of
the pet shop is also an obstacle. Based on these problems, the authors created a
“Mobile-Based Animal Care Application”, which is a forum that connects fellow
animal lovers who need each other’s help to deposit and care for their pets accord-
ing to the desired facilities and budget. Work on this system is carried out by the
author individually. This author must handle changes in the system’s functionality
that will be developed according to what the client wants quickly and precisely.
Therefore, this application is made using the PXP method, which makes it easy
to handle changes in the system’s functionality to be developed because PXP has
a high level of flexibility in planning and implementing an application/software.
This application system will use the Java programming language and firebase for
data storage in its design. From the test after developing and making the sys-
tem, the results obtained from black-box testing with the Linkert Scale that all
scenarios made are appropriate and can help the needs of the community and
clients, the score for strongly agree is 50% from the client-side and 57.1% from
the community side.
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1 Introduction

Pets are animals that are tamed and cared for by their owners and have an emotional bond
between two that will form a relationship between humans and animals [1]. Having a pet
is one of the ways that humans express their love for animals. Many positive things can
be obtained from raising animals, including reducing boredom and stress, training to be
more responsible, making someone more diligent, feeling at home, strengthening family
relationships, and positively influencing health [2]. Based on data obtained through
the Rakuten Insight Survey, Indonesia is a country that has quite a lot of pets, with a
percentage of only 28% of people who do not have pets and the country with the highest
percentage of cat owners in Asia [2]. The high interest in raising animals has created
many communities and animal lovers.

Based on interviews that have been conducted with several animal lovers in Mataram
City, five out of seven animal lovers who have brought their pets to a pet shop experience
the same problem when they want to leave their pets when they want to travel far, and it
is not possible to bring their pets at that time. Three of the five people are more confident
in entrusting their pets to the animal lover community because the care and maintenance
carried out by pet shops for animals are often not optimal. The high cost of the pet shop is
also an obstacle. Based on these problems, the authors make “Animal Care Applications
with Personal Extreme Programming Methods”.

The information system created will be used by pet owners to find a place of care
that meets the criteria for animal owners. This information system works by looking for
a place for pet owners to leave their pets. First, the system will display the profiles and
facilities of various animal care centers. Pet owners can choose the care they want after
browsing the profiles and facilities that have been displayed. After that, the pet owner
can send a message to the animal care provider to ask and confirm the pet care.

The pet care center must previously fill in complete personal data or profile and data
regarding the facility. The admin will check the data entered through the web admin,
which has been integrated with the mobile application. After the admin checks and
verifies, the data for the animal care center can be displayed on the application. They
can receive animal deposits from pet owners.

2 Literature Review

2.1 Related Research

The creation of this animal care information system refers to research conducted
previously. These studies will be use as a reference source in developing this system.

In a previous study released in 2020, there was an application for animal care using
the i10S-based payment feature. When the animal is deposit, this application serves to
monitor. The advantages of this application are online payments at cooperating pet shops,
which are still not widely found. SUS’s average score is 87.13%. These results indicate
that the application built can be used quickly and well [3].

In 2018, research was released on animal care services that make it easier to manage
admin data to minimize errors in making reports on animal care data faster, more precise,
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accurate, and relevant. In this study, it was found that the design of animal care applica-
tions can be used as an excellent solution to improve the quality-of-service quality [4].

The 2018 study had a reservation application for animal care services. The application
allows customers to make reservations and find animal care and care services available.
The advantage of making applications is that it can be done in a native way that can
use all the features of a smartphone, such as notifications, calendars, and others, and
use lighter memory. From this research, it can be concluded that this mobile application
can find healthy, comfortable, and safe animal care centers. In addition, pets who are
reliable daycare providers can use this application to offer their services and simplify
the process of booking a place [5].

Design and Implementation of the Android-Mobile Marketing Surveyor System (A-
MS2) in the previous study using the personal extreme programming (PXP) method.
The development of the A-MS2 system will apply the personal extreme programming
(PXP) model. The PXP process model is considered more able to handle every stage
carried out during the A-MS2 system work process [6].

The information system is entitled “Program Keluarga Harapan (PKH),” and the
research was developed using extreme programming. This method is applied because it
will make it easier to explore the client’s needs and convert them into features that will
be applied to the system later. It also makes it easier to follow the changes that the client
wants so that the results provided are to the client’s needs [7].

The design and manufacture of “Android-Based Interactive Mobile Learning” in
previous studies used the personal extreme programming method. PXP is used because it
makes it easy to estimate and estimate the functional priority of the developed system [8].

3 Methodology

See Fig. 1.

3.1 Requirment

After collecting data, a needs analysis was carried out. The needs analysis describes
making information systems and analyzing needs using the collected data. Data were
obtained from many sources, such as through interviews with several pet shops and
animal lovers.

3.2 System Design

After collecting and getting all the requirements needed in system development, the
next step is making a system design. At this stage, the system design is using an
object-oriented approach, namely Unidentified Modeling Language (UML) and Design
Prototype (Figs. 2 and 3).
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Fig. 1. Research flow chart.

3.3 Product Testing

In this system, a test is carrying using a questionnaire. The questionnaire is a research
instrument that consists of a series of questions that aim to collect information from
respondents. The questionnaire can be considered a written interview. The assessment
of this questionnaire is intended for the custodian and recipient. In this research, we used
questioner that utilized the Linkert scale to measure acceptance of the application.

4 Result and Discussion

The chapter in this study will explain the stages carried out in the research process
including implementation, planning, and implementation of user stories obtained from
the requirements process.
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4.1 Estimated User Stories

User stories have three risk factors, and each factor has an index. The developer him-
self determines the index for each risk factor. The index determination is filled by the
knowledge and abilities possessed by the developer. Then the results of determining the
index for each risk factor will be discussed with the client so that the client can provide
input on the index that the developer has determined.

4.2 Iteration Planning

In this iteration, user stories work on during the process. Determination of user stories
carried out in iterations is determined by discussing with the client and based on the
priority of the user stories until the velocity value is met (Table 1).

Table 1. Iteration Planning

Iteration 1

User Code Priority Story Points
Stories Value Risk

Stories— 01 Critical (2) Medium 2

Stories— 02 Critical (3) Medium 1

Stories— 03 Critical (3) Medium 1

Velocity 4

Iteration 2

User Code Priority Story Points
Stories Value Risk

Stories— 09 Critical (2) Medium 2

Stories— 10 Critical (5) Medium 2

Stories— 07 Critical (3) Medium 2

Stories— 08 Critical (3) Medium 2

Velocity 8

Iteration 3

User Code Priority Story Points
Stories Value Risk

Stories- 04 Critical (3) Medium 2

Stories- 05 Critical (2) Medium 2

Stories- 06 Critical (3) Medium 3

Stories— 11 Critical (3) Medium 1

Velocity 8
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Iterasion 1. After the planning stage has been carried out, the results of this stage
have been found, namely in system development. There is an iteration plan which will be
carried out in three iterations. In the first iteration, developers will work on Stories — 01,
Stories — 02, and stories — 03. Stories - 01 works that the custodian, recipient, and admin
get access rights to the system. Stories - 02 functions as a place for depositors to become
recipients. Stories - 03 functions to verify the depositor’s data that will be the recipient
by the admin.

Design. The design made by the developer is a CRC Card and spike solution pro-
totype. The CRC Card will show each class’s tasks and what classes interact with that
class. Spike solution prototype is an interface design scheme based on the CRC Card
from user stories in the first iteration (Figs. 4, 5 and 6).

Program Code Generation. After completing the CRC prototype, it will continue
with the next stage, namely the creation of program code. This phase is divided into
three stages: Unit Testing, Code Generation, and Code Refactoring.

e Unit Test
Unit testing is done to test the function of the code to be made. In creating program
code for unit testing, the developer first makes unit testing based on the CRC Card
that has been made.

<<CRC>>
Admin

RESPONSIBILITIES

- Mengelola data penitip
- Melihat data penitip

- Memverifikasi penerima

COLLABORATION
- Masuk DB

- Dashboard DB

- Lihatprofii DB

- Verifikasi DB

Fig. 4. Admin CRC Card

<<CRC>>
Verifikasi

RESPONSIBILITIES
- Memeriksa validitas dari
kesesualan data penitip

COLLABORATION
- Admin DB

Fig. 5. Verification CRC Card.
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<<CRC>>
Dashboard

RESPONSIBILITIES
- Menampilkan data profil
penitip

COLLABORATION
-Admin DB

Fig. 6. Dashboard CRC Card.

304,03 Conmested 19 Dhscers

Fig. 7. Iteration — 1 Code Generation.

e Code Generation
After all unit testing has passed the test, the next step is to create program code con-
sisting of the features that exist in each user story from the first iteration. This feature
is in the form of a login feature for admin verification, custodians and recipients.

e Code Refactoring
This stage is carried out after the completion of the program code, the developer then
maximizes the program code that has been created. In this iteration, the developer
does not refactor because the code created does not cause any redundancies (Fig. 7).

Iteration 2. After the planning stage has been carried out, the results of this stage
have been found. In system development, there is an iteration plan carried out in three
iterations. Developers are working on stories - 09, stories - 10, stories - 07, and stories —
08 in the second iteration. Stories - 9 serve to fill in complete information on pet shop
and pet lovers, stories — 10 serve to find out the facilities owned by the recipient, stories -
07 serve to enter pet data for each owner, stories - 08 serve to find out how many animals
have been deposited at a particular pet shop or pet lovers.

Design. The design made by the developer is a CRC Card and spike solution pro-
totype. The CRC Card will show each class’s tasks and what classes interact with that
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<<CRC>>
Penerima

RESPONSIBILITIES

- mengelola data penerima
- melihat data penitip

- melihat data hewan

- menginm pesan

- menerima pesan

COLLABORATION
- Penitip DB
- Hewan DB

Fig. 8. Pet Lovers and Pet Shop CRC Card for user stories in the second iteration.

<<CRC>>
Penitip

RESPONSIBILITIES

- mengelola data penitip
- melihat data penerima
- mengelola data hewan
- mengirim pesan

- menerima pesan

COLLABORATION
- Penitip DB
- Hewan DB
- Pesan DB
- Admin DB

Fig. 9. Pet Lovers CRC Card for user stories in the second iteration.

class. Spike solution prototype is an interface design scheme based on the CRC Card
from user stories in the second iteration (Figs. 8 and 9).

Program Code Generation. After completing the CRC prototype, it will continue
with the next stage, namely the creation of program code. This phase is divided into
three stages: Unit Testing, Code Generation, and Code Refactoring.

e Unit Test
Unit testing is done to test the function of the code to be made. In creating program
code for unit testing, the developer first makes unit testing based on the CRC Card
that has been made.

e Code Generation
After all unit testing has passed the test, the next step is to create program code con-
sisting of the features that exist in each user story from the first iteration. This feature
is in the form of a login feature for admin verification, custodians, and recipients
(Fig. 10).

e Code Refactoring
This stage is carried out after the completion of the program code, the developer then
maximizes the program code that has been created. In this iteration, the developer
does not refactor because the code created does not cause any redundancies.
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Fig. 10. Iteration — 2 Code Generation.

<<CRC>>
Penerima

RESPONSIBILITIES

- mengelola data penerima
- melinat data penitip

- melinat data hewan

- mengirim pesan

- menerima pesan

COLLABORATION
- Penitip DB
- Hewan DB

Fig. 11. Pet Lovers and Pet Shop CRC Card for user stories in the third iteration.

Iteration 3. After the planning stage has been carried out, the results of this stage
have been found, namely in system development, there is an iteration plan which will be
carried out in three iterations. In the third iteration, the developer will work on stories
- 05 which has a function to manage recruitment participant data. Meanwhile, stories -
06 have functions for managing value data and reporting participant results.

Design. The design made by the developer is a CRC Card and spike solution pro-
totype. The CRC Card will show each class’s tasks and what classes interact with that
class. Spike solution prototype is an interface design scheme based on the CRC Card
from user stories in the third iteration (Figs. 11 and 12).

Program Code Generation. After completing the CRC prototype, it will continue
with the next stage, namely the creation of program code. This phase is divided into
three stages: Unit Testing, Code Generation, and Code Refactoring.

e Unit Test
Unit testing is done to test the function of the code to be made. In creating program
code for unit testing, the developer first makes unit testing based on the CRC Card
that has been made.
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<<CRC>>
Penitip

RESPONSIBILITIES

- mengelola data penitip
- melinat data penerima
- mengelola data hewan
- mengirim pesan

- menenima pesan

COLLABORATION
- Penttip DB
- Hewan DB
- Pesan DB
- Admin DB

Fig. 12. Pet Lovers CRC Card for user stories in the third iteration.

Fig. 13. Iteration — 3 Code Generation.

e Code Generation
After all unit testing has passed the test, the next step is to create program code con-
sisting of the features that exist in each user story from the first iteration. This feature
is in the form of a login feature for admin verification, custodians, and recipients
(Fig. 13).

e Code Refactoring
This stage is carried out after the completion of the program code, the developer then
maximizes the program code that has been created. In this iteration, the developer
does not refactor because the code created does not cause any redundancies.

4.3 Application Result
See Figs. 14, 15, 16, 17, 18 and 19.

4.4 System Testing

After doing code refactoring, the next thing to do is test the overall implementation
results in the third iteration of user stories. Testing uses the black box method, which the
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Don't have an account?

Fig. 14. Login Feature.

PELIHARAAN

D Phone Number
082341097941

N4 Email
name@email.com

' Address
hhh, Mataram, Nusa Tenggara Barat.

]  Logout 7  EdmProfke

Fig. 15. User Profil Feature.

developer and the client will carry out. Black box testing focuses on the system’s func-
tionality, so developers will create test cases to test the system’s functionality previously
determined. Furthermore, the functions of the system will be operated and reviewed.
The client will provide input if changes or additions to the system are based on the
visible test case results. In determining the assessment of the system, developers use the
Linkert scale because many previous researchers used the Linkert scale to determine the
assessment of the system.

5 Conclusion and Future Work

Based on the descriptions and explanations in the previous chapters, an analysis of the
system running on the Mobile-Based Animal Care Information System has been carried
out and tried to provide solutions by developing the system. Design of Mobile-Based
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JELAJAH

PETSHOP PETLOVER

PETLOVERS

Fig. 16. Jelajah Feature.

dedel

admin

afif

afif

Fig. 17. Chat Feature.

DISCUSS-ION

Gimana Cara Mengatasi
Kucing Badmood?

si kaos kaki aku tinacalin belaiar seharian

Iguana Aku Kok Gabisa
Berubah Warna?

Pada senaaia beli iouana biar bisa kavak ikla...

Peliharaan untuk Anak Kost

permisi temen temen, mau nanya dong hewan apa...

5 Cara Memelihara Ayam
1. Cari Tahu Hukum dan Peraturan tentang Meme.

Fig. 18. Disscussion Feature.
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ACCOUNT

ADDRESS DETAILS

Already have an a

Fig. 19. Register Feature.

Animal Care Information System as an alternative solution in dealing with problems
that occur.

5.1 Conclusion

Based on the descriptions and explanations in the previous chapters, an analysis of the
system running on the Mobile-Based Animal Care Information System has been carried
out and tried to provide solutions by developing the system. Design of Mobile-Based
Animal Care Information System as an alternative solution in dealing with problems
that occur.

1. Mobile-Based Pet Care Information System can make it easier for customers to find
Pet Shops or for Pet Lovers to leave their pets

2. Mobile-Based Animal Care Information System can add job opportunities for some
people

3. Mobile-Based Animal Care Information System can make it easier for customers to
get information online about animal care.
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5.2 Future Work

This Mobile-Based Animal Care Information System still has many shortcomings. As
for suggestions to improve application performance in the future, namely:

1.

Mobile-Based Pet Care Information System can make it easier for customers to find
Pet Shops or for Pet Lovers to leave their pets

2. Mobile-Based Animal Care Information System can add job opportunities for some
people

3. Mobile-Based Animal Care Information System can make it easier for customers to
get information online about animal care.
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Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the source,
provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter’s Creative
Commons license, unless indicated otherwise in a credit line to the material. If material is not
included in the chapter’s Creative Commons license and your intended use is not permitted by
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder.
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