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ABSTRACT
We are living in an era where convenience and optimization is of highest priority. As we know that the students face a lot of problems standing in the Queue to pay the examination  fee, our website is purely obligated to our college administration branch in helping the students pay their  fee online. The students waste a lot of time bunking their classes, so this will be a kind of help to them. It also eases the work of college administration since it is based on the concept of digitalization. If the student wants to view his active backlogs he initially needs to visit the website and enter his hall ticket number and view his details and if he wants to pay the fee he will be directed to the payment page. There he can select the fee he wants to pay and he will be proceeded to payment. After the successful payment he will receive a message indicating that the payment has been done. This helps the students to make payment anytime, anywhere easily.

1. INTRODUCTION
          Online Fee Payment is the most convenient and effortlessness of Fee Collection process. 
By introducing the latest technology in the college system adds value to the whole automation 
process for the Parents and Colleges. Now days, it is most latest and smart way of payments 
globally. Online Fee Payment provides option to Parents to pay the Fees Online via various
 payment instruments like Credit Cards, Debit Cards and Net Banking.
1.1. OBJECTIVE:

· The main objective of fee payment system is to pay the fees of a student studying in the institution.
· It also includes maintenance of the records of the students in the institute. An institute may contain hundreds of students so to keep record of all of them we need a system that is user friendly and easy to understand and operate.
· The objective also includes searching of a particular student easy and less time consuming than the traditional method where the records were maintained by hand and searching involved hours.
· Updating the records of the students in the institute becomes much easier, simpler and less time consuming.
· The system helps to view the details of the student easily by giving their hall ticket number.
· To make storage of information more efficient and secure. To save time and energy of the Students.
1.2 EXISTING SYSTEM:
              The existing system does not have a website through which they can help students easily view the details and pay the fee. Always standing in lines for hours, has become very difficult. Even the faculty face issues while students pay the fee , especially during the last date of the payment, when students rush in large amounts to the counter.
1.3 PROPOSED SYSTEM:
        Here the web application facilitates students to make fee payment. The details of the student will be inserted, deleted and updated by the admin. The students can then view their details and can select the payment if they wish. The payment modes include Card Transaction and also Net Banking. After the payment  a message will be received stating the successful transaction.
1.4 SYSTEM REQUIREMENTS:


1.4.1 Hardware Requirements:
· Processor : 1 gigahertz (GHz)
· Hard Disk: 40 GB
· RAM: 2 GB

1.4.2 Software Requirements:
· Front end: HTML, CSS, JavaScript, Bootstrap
· Back end: PHP
· Database: MySQL Version 5.6.24
· Apache Tomcat Server
2. SOFTWARE REQUIREMENT SPECIFICATIONS
2.1. FUNCTIONAL REQUIREMENTS SPECIFICATION:
         Functional requirements are the functions that define the system. The following are the modules in the system: 
· Admin Login 
· Insert
· Update
· Delete
· Logout
· View 

· Pay

Login: 

· Allows the  admin  to login to the application using the given id and password.

· The system validates the username and password and logs the admin into the system.
· On entering an invalid username or password, the system generates an error message.
 Insert:

· The insert page allows the admin to add new student details.

Update:

· The update page allows the admin to update records of students.
 Delete:

· The delete page allows the admin to delete  the  details of  a student.
Logout:

· Admin can logout using the “logout” option. The page will be redirected to the login page and the admin session will be closed.
View: 
· This section allows the user to view his/her details
Pay:

· This option allows user to make an online payment in the mode he / she wishes to pay.
2.2 NON FUNCTIONAL REQUIREMENTS SPECIFICATION:
Platform/Browser independence:
                The system should be able to work on any of the modern browsers like Firefox / Explorer / Opera / Chrome, and any of the common Operating Systems like Linux, Windows and Mac OS. 

Data migration:
                There should be an easy way to migrate data from the current system to a new system.

 Performance

                The system should handle the simultaneous usage of almost 1000 users at a time.

 User Friendly
                 System should be interactive.
 Flexibility:

A flexible system is a system in which there is some amount of that allows the system to react in case of changes, whether predicted or unpredicted. 
 Ease of use and Documentation

                 The software should be designed for extensive customizability, even for people who are not used to computer programming. The user-interface should be intuitive and easy to navigate. There should be a proper documentation of the system. This document should be so simple yet precise so that a newly appointed faculty should do all the things on one’s own and distinguish all the features.

3. ANALYSIS

Unified Modelling Language

Unified Modelling Language is a popular language that has been used for modelling the object oriented software. It is a language for visualization, specification, construction and documentation of software artefacts. Object Management Group (OMG) has first adopted in 1997 as a language for Object- Oriented Analysis and Design. It uses graphical notations to articulate the software design projects. UML is a very significant part of a development process. (Grady Booch and Jim Rumbaing, 1994)
Goals of UML

· It offers the user to express visual modelling language and ready to use.

· To extend the core concepts, various extensibility and specialization mechanisms are provided.

· Development processes and programming language which are in particular made to be independent of the UML design.

· Necessary understanding of the language is provided formally.

· Development concepts like components, frameworks, collaborations and patterns.

· The market of Object- Oriented tools growth must be encouraged.

UML Building Blocks
                As UML describes the real time systems, it is very important to make a conceptual model and then proceed gradually. Conceptual model of UML can be mastered by learning the following three major elements:

· UML Building Blocks

· Rules to connect the building blocks

· Common mechanisms of UML
This chapter describes all the UML building blocks. The building blocks of UML can be defined as: 

· Things

· Relationships

· Diagrams

Things:

Things are the most important building blocks of UML. Things can be:

· Structural

· Behavioural

· Grouping 

· Annotational

Structural Things

     Structural things define the static part of the model. They represent physical and conceptual elements. Following are the brief descriptions of the structural things:

Class

Class represents the set of objects having similar responsibilities.

	Class

	Attributes

	Operations


Fig 3.0.1: Class

Interface

Interface designs a set of operations which specify the responsibility of a class.

	Interface

	


Fig 3.0.2: Interface

Collaboration

Collaboration defines interaction between elements.

	


Fig 3.0.3: Collaboration

Use case

Use case represents a set of actions performed by a system for a specific goal.

[image: image19.png]



Fig 3.0.4: Use case

Component

Component describes physical part of a system.
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     Component


Fig 3.0.5: Component

Node

A node can be defined as a physical element that exists at run time.


[image: image2]
Fig 3.0.6: Node
Behavioural Things

A behavioural thing consists of the dynamic parts of UML models. Following are the behavioural things:

Interaction

Interaction is defined as behaviour that consists of a group of messages exchanged among elements to accomplish a specific task.
[image: image22.png]


   Message

Fig 3.0.7: Interaction

State Machine

State machine is useful when then state of an object in its life cycle is important. It defines the sequence of states an object goes through in response to events. Events are external factors responsible for state change.


Fig 3.0.8: State machine

Grouping Things
Grouping things can be defined as a mechanism to group elements of a UML model together. There is only one grouping thing available:
Package

Package is the only one grouping thing available for gathering structural and behavioural things.



Fig 3.0.9: Package

Annotational Things
Annotational things can be defined as a mechanism to capture remarks, descriptions, and comments of UML model elements. Note is the only one Annotational thing available.
Note
A note is used to render comments, constraints etc. of an UML element.


Fig 3.0.10: Note

Relationship

Relationship is another most important building block of UML. It shows how elements are associated with each other and this association describes the functionality of an application.

There are the four kinds of relationships available:

Dependency

Dependency is a relationship between two things in which change in one element also affects the other one.

  Dependency

Fig 3.0.11: Dependency

Association

Association is basically a set of links that connects elements of an UML model. It also describes how many objects are taking part in that relationship.

       Association

Fig 3.0.12: Association

Generalization
Generalization can be defined as a relationship which connects a specialized element with a generalized element. It basically describes inheritance relationship in the world of objects.
    Generalization

Fig 3.0.13: Generalization

Realization
In UML modeling, a realization relationship is a relationship between two model elements, in which one model element (the client) realizes (implements or executes) the behavior that the other model element (the supplier) specifies.
       Realization
Fig 3.0.14: Realization
UML Diagrams

UML diagrams are the ultimate output of the entire discussion. All the elements, relationships are used to make a complete UML diagram and the diagram represents a system. The visual effect of the UML diagram is the most important part of the entire process. All the other elements are used to make it a complete one.

UML includes the following nine diagrams:

· Class diagram

· Object diagram

· Use case diagram

· Sequence diagram

· Collaboration diagram

· Activity diagram

· Statechart diagram

· Deployment diagram

· Component diagram

Use case diagrams
Here, user is the main heart of our system. We provide so many options to maintain the administration functions. The client (user) has to give username and password. But the client cannot connect to the server by just giving information to the server. If both the username and password are valid, only then the user will be able to access the application.

Class diagram

Class diagrams are widely used to describe the types of all 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 i.e. conceptual, specification and implementation. These perspectives become evident as the diagram is created and help to solidify the design. Class diagram tell about the list of classes with their attributes and methods which are used in each and every module. 

Object diagram

Object diagrams are derived from class diagrams. So, object diagrams are dependent upon class diagrams. Object diagrams represent an instance of a class diagram. The basic concepts are similar for class diagrams and object diagrams. Object diagrams also represent a static view of a system but this static view is a snapshot of the system at a particular moment. Object diagrams are used to render a set of objects and their relationships as an instance. The purpose of a diagram should be understood clearly to implement it practically. The purposes of object diagrams are similar to class diagrams. The difference is that a class diagram represents an abstract model consisting of classes and their relationships. But an object diagram represents an instance at a particular moment which is concrete in nature.
Sequence diagram

Sequence diagram demonstrates the sequential flow of software architecture used in this application. Sequence diagrams document the interactions between classes to achieve a result, such as a use case. Because UML is designed for object oriented programming, this communications between classes are known as messages. The sequence diagrams lists objects horizontally and time vertically and models these messages overtime.
Activity diagram
Activity diagram is another important diagram in UML to describe dynamic aspects of the system. Activity diagram is basically a flow chart to represent the flow from one activity to another activity. The activity can be described as an operation of the system. So, the control flow is drawn from one operation to another. This flow can be sequential, branched or concurrent. Activity diagram deals with all types of flow control by using different elements like fork, join, etc. 

State diagram

The name of the diagram itself clarifies the purpose of the diagram and other details. It describes different states of a component in a system. The states are specific to a component/object of a system. A state chart diagram describes a state machine. Now to clarify it, state machine can defined as a machine which defines different states of an object and these states are controlled by external or internal events. Activity diagram explained in next chapter is a special kind of a state chart diagram. As state chart diagram defines states, it is used to model life time of an object.
Component diagram

Component diagrams are defined in terms of nature and behaviour. Component diagrams are used to model physical aspects of a system. Now the question is what are these physical aspects? Physical aspects are the elements like executables, libraries, files, documents, etc. which resides in a node. So, component diagrams are used to visualize the organization and relationships among components in a system. These diagrams are also used to make executable systems.
Deployment diagram

Deployment diagrams are used to visualize the topology of the physical components of a system where the software components are deployed. So, deployment diagrams are used to describe the static deployment view of a system. Deployment diagrams consist of nodes and their relationships.

3.1 USE CASE MODEL

3.1.1. Admin
Here, admin is the main heart of our system. We provide so many options to maintain the administration functions. The admin has to give username and password. But the admin cannot connect to the server by just giving information to the server. If both the username and password are valid, only then the admin will be able to access the application.

[image: image3.jpg]Admin

cinclude» -
delete student details. includes

login to the admin account

wincludes

: update details
Insert student detaifs
eexten




                   

 

                      Fig 3.1.1: Use case diagram of admin                                                                           
3.1.2. User

 The admin has to give the Hall ticket number in order to obtain the details from the database. If he wants to pay the fee, he can select the payment and make the payment. 
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 Fig 3.1.1: Use case diagram of User 
3.2. ACTIVITY DIAGRAM

Activity diagram is another important diagram in UML to describe dynamic aspects of the system. Activity diagram is basically a flow chart to represent the flow from one activity to another activity. The activity can be described as an operation of the system. So, the control flow is drawn from one operation to another. This flow can be sequential, branched or concurrent. Activity diagram deals with all types of flow control by using different elements like fork, join, etc. 
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 Fig 3.2: Activity diagram 
4. DESIGN

4.1 SEQUENCE DIAGRAM

Sequence diagram demonstrates the sequential flow of software architecture used in this application. Sequence diagrams document the interactions between classes to achieve a result, such as a use case. Because UML is designed for object oriented programming, this communications between classes are known as messages. The sequence diagrams lists objects horizontally and time vertically and models these messages overtime.
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Fig 4.1: Sequence diagram showing the sequence of steps being carried out in the process
4.2 DEPLOYMENT DIAGRAM

[image: image7.jpg]User

make payment

view details

update




                                                           Fig 4.2: Deployment diagram of the system
4.3. DATABASE DESIGN

i. Admin Table
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ii. Student Table
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5. IMPLEMENTATION

This chapter includes the system implementation. This chapter also includes the various technologies used for system development and the coding part.

5.1 HTML
Hypertext Markup Language (HTML) is the standard markup language for creating web pages and web applications. HTML elements are the building blocks of HTML pages. With HTML constructs, images and other objects, such as interactive forms, may be embedded into the rendered page. It provides a means to create structured documents by denoting structural semantics for text such as headings, paragraphs, lists, links, quotes and other items. HTML can embed programs written in a scripting language such as JavaScript which affect the behavior and content of web pages. 
5.2 CSS
Cascading Style Sheets (CSS) is a style sheet language used for describing the presentation of a document written in a markup language. Along with HTML and JavaScript, CSS is a cornerstone technology used by most websites to create visually engaging web pages, user interfaces for web applications, and user interfaces for many mobile applications. CSS is designed primarily to enable the separation of presentation and content, including aspects such as the layout, colors, and fonts.
5.3 CODE SNIPPETS
Sample Code 
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1 H<opmp

2 [ slink-mysqli_connect ("anuragweb.club”, "anuraw2z_fee", "mysql1234") ;
3 |mysqli_select ab(Slink, 'anurauzz fee'):

< | svar=s_posT('no’1;

5 | //if (S_SERVER["REQUEST METHOD "BOST™) ¢

6 Lo

7 E<hcml><body>

& H<zpnp

o [$sql = "SELECT * FROM studentdetails WHERE Hallticketno='S$val'";
10 | saResult-mysqli_query(Slink,$sql);// SaResults=mysqli_fetch_array(SaResult);
11

12 | //wnile(Srows = mysqli_fetch array(SaResult,MYSQLI_ASSOC))
15 | //foreach (SaResults as Sitem)

14 | //srows = mysali_fetch array(SaResult);

15 Elwhile(Srows - mysqli_fetch array (SaResult,MYSQLI ASSOC)) {
16

17 |sia Srows['Hallticketno']:

15 | Sname = Srows['Name'];

15 | Sfathername - Srows['Fathername'];

20 | snob = Srows['Numberofbacklogs'l:

21 |ssun = Srows['Subsects']:

22 | saggregate =Srows('Aggregate’];

23 fo>

24 | <opmp 3

25 | if(empty ($1a))

26 Hltdie('INVALID HALLTICKET NUMBER'):

27 [y

28 fo>

28 f</body>

30 Le/nems

31 El<neml>

32 El<head>

33 <titles</title>

34 <meta charset="utf-8" />




                  
                                                             Trial2.php
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70 | <inpac type=ntext® name"fname" /><span class=rerroe"> <2php echo §fnameErr?3</span>
.
72 | <laberswamber of backlogs</1abel>
75 | | <iopac type=ntext® namestmobn /><br /><span class=error"s <7php echo fnobEre;?></span>
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                                                                       Insert1.php
[image: image12.jpg]Bupdateoh 03 |EliegiEepi 13| Elpaa |

T <ephp include 'config.php'; 2>
2 <

3 [extract(s_post);svai=s_post('no'1;

4 | 1f(isset (Supdate))

s

& Ht

7 [ mysqli_query(Slink,"update notice set Subjects='S$sub',Aggregate'Saggregate’,Numberofbacklogs='§nob' where Hellticket number='S$val'
& | Serr="<font color'blue'>Notice updated </font>";

B

10

11

12 | //select old notice

13

14 | Sqmysqli_guery(Slink,"select * from studentdetails where Hallticket number=' $val'™);
15 | szesmysqli_fetch array(Sq,MYSQLI ASSOC) :

16

17 Lo

i <n2>Update Notice</n2>

19 El<form method="post">

20 <input type="text" name="no" placeholder ~"Enter Hallticket mum...">

21 <input type="submit" value="GET DATA"><br><br>

22 B <div class="row">

23 <div class="col-sm-4"></div>

2¢ <div class="col-sm-4"><?php echo @Serr;?></div>

25 </div>

26

27

28

29 B <div class="row">

30 <div class="col-sm-4">Enter Number of backlogs</div>

! <div class="col-sm-5">

32 <input Type="text' name="sub" value="<?php echo Sres('Numberofbacklogs'l; ?>" class="form-control"/></div>
£ </div>




                                                            Update1.php
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<ntml>
<body>

<form name="form2" action="delete2.php">

<input type="text" name='mo" placeholder ="Enter Hallticket num
<input type="swmit" value="Delete"><br><br>

</form>

</body>

</ntml>

PRCP P




                                                              Delete1.php
6. USER SCREENS
i. Home page:
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Home Page
ii. Login page:
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 It consists of two options “Email-id” and “Password”. Admin can login with the existing 

email-id and password
ii. Admin page:
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On successful login, the admin page is displayed.
iv. Details Page:
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                       This page appears after the user types a hall ticket number 
v. Payment  Page:
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7. TESTING METHODOLOGIES

7.1 SOFTWARE TESTING

Testing is the process of detecting errors. Testing performs a very critical role for quality assurance and for ensuring the reliability of software. The results of testing are used later on during maintenance also. The aim of testing is often to demonstrate that a program works by showing that it has no errors. The basic purpose of testing phase is to detect the errors that may by present in the program. Hence one should not start testing with the intent of showing that a program works, but the intent should be to show that a program doesn’t work. Testing is the process of executing a program with the intent of finding errors. The main objective of testing is to uncover a host of errors, systematically and with minimum effort and time.
Levels of testing

In order to uncover the errors present in different phases, we have the concept of levels of testing. A series of testing is done for the proposed system before the system is ready for the user acceptance testing.
                                       Client Needs                                                  Acceptance Testing

                                       Requirements                                                    System Testing

                                            Design                                                       Integration Testing

                                             Code                                                             Unit Testing

                                                               Fig 7.1.1: Levels of Testing

7.2 TESTING METHODOLOGIES

7.2.1 Unit Testing

Unit testing focuses verification efforts on the smallest unit of the software design, the module. This is also known as “Module Testing”. The modules are tested separately. This testing is carried out during programming stage itself. In this testing each module is found to be working satisfactorily with regard to the expected output from the module.
7.2.2 Integration Testing

Data can be grossed across an interface; one module can have adverse effects on another. Integration testing is a systematic testing for constructing the program structure while at the same time conducting tests to uncover errors associated with in the interface. The objective is to take unit tested modules and build a program structure. All the modules are combined and tested as a whole. Here correction is difficult because the isolation of cause is complicated by the vast expense of the entire program. Thus in the integration testing stop, all the errors uncovered are corrected for the text testing steps.
7.2.3 System Testing

System testing is the stage of implementation that is aimed at ensuring that the system works accurately and efficiently for live operation commences. Testing is vital to the success of the system. System testing makes a logical assumption that if all the parts of the system are correct, then goal will be successfully achieved.

7.2.4 Validation Testing

At the conclusion of integration testing, software is completely assembled as a package, interfacing errors have been uncovered and corrected and a final series of software tests begins, validation test begins. Validation test can be defined in many ways. But the simple definition is that validation succeeds when the software functions in a manner that can reasonably expected by the customer. After validation test has been conducted one of the two possible conditions exists. 
7.3 DESIGN OF TEST CASES AND SCENARIOS

7.3.1 Test Data

Taking various kinds of test data formulates the above testing. Preparation of test data plays a vital role in the system testing after preparing the test data, the system under study is tested using the test data. While testing the system by using the test data errors are again uncovered and corrected by using above testing steps and corrections are also noted from the future use.

	Test case ID
	Test case name
	Input
	Expected Output
	Actual Output

	01
	Login
	Email-id, Password (incorrect)
	Alert & Redirect to Login Page
	Alert & Redirect to Login Page

	02
	Login
	Email-id, Password (correct)
	Redirect to admin page
	Redirect to admin page

	03
	View Details
	Hall ticket Number (incorrect)
	Redirect and alert 
	  Redirect and alert                                    

	04
	View Details
	Hall ticket Number  (correct)
	 Redirect to details page
	Redirect to details page


Table 7.3.1 Test case documentation
8. FUTURE ENHANCEMENT

Though the project is itself matured enough but still betterment is always an open door. Even in this case, we can add some features to this application to make it even more reliable. The Fee Payment System made is one of its kinds. Currently, the application allows only the regular fee. We further want to add the feature of supplementary fee payment in which students can select the subjects which they want to write. 
9. CONCLUSION

From the proper analysis of positive points and the constraints on the web application it can be safely concluded that the application is a highly efficient web based application for storing, managing, uploading, displaying ,payment etc. This application can be easily accessed, customized according to needs, admin can easily add, view, update details of student. Also, the application is user friendly, reduces time and fast in response.
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