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ABSTRACT

The project entitled ‘QuickCart’ is a dynamic e-commerce web application designed to offer a
seamless and efficient online shopping experience. Developed using the robust Django
Framework for backend operations, QuickCart ensures high performance, scalability, and
security. The frontend is crafted with HTML, CSS, JavaScript, and Bootstrap, delivering a
visually appealing and responsive user interface. By employing XAMPP servers and MySQL
for database management, QuickCart guarantees reliable data handling and smooth server-client
interactions. QuickCart stands out with its commitment to simplicity and user-friendliness. The
intuitive interface eliminates any ambiguity, allowing users to navigate through a diverse range
of products effortlessly. Built on the Traditional Waterfall model, the development process of
QuickCart was meticulously planned and executed, ensuring thorough testing and quality
assurance at each stage. QuickCart's design and architecture cater to the needs of modern online

shoppers, providing a convenient, straightforward, and enjoyable shopping environment.
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CHAPTER 1: INTRODUCTION

1.1 Background

The unheard importance of technology has given a great rise in the field of online stores,
electronic payment systems and digital markets. The world has changed in terms of digitally as
well. Ecommerce, also known as electronic commerce or internet commerce, refers to the buying
and selling of goods or services using the internet, and the transfer of money and data to execute
these transactions. Ecommerce is often used to refer to the sale of physical products online, but
it can also describe any kind of commercial transaction that is facilitated through the internet.
Ecommerce is fast gaining ground as an accepted and used business paradigm. More and more
business houses are implementing websites providing functionality for performing commercial
transactions over the web. It is reasonable to say that the process of shopping on the web is
commonplace. The main objective of this project is to develop a general-purpose e-commerce
store where any product (such as books, clothes, mobiles, home appliances, coffee, plants and
its machineries with some tools or accessories) can be bought from the comfort of home through

the internet.

Online shopping is the process consumers go through to purchase products or services over the
internet. Our site is one of those. This site provides items related to categories like gardening
accessories, various indoor plants, outdoor plants, ornamental plants, pet friendly plants etc. It
is an ecommerce project dedicated to people who are looking for products online and offline.
Plants provide shade and beauty around home, schools, markets, places of work and parks. They
also help to conserve energy and quality of air. So “QuickCart” is basically a store with different
types of plants, its seedlings, equipment and fertilizers. There are a number of options in today's
world when people want to buy indoor or outdoor plants from nurseries/ plant shops. Either they
can go to the physical nursery garden and clarify their queries regarding plants or they can go to
online shopping sites. So, it increases huge traffic in the store. Which would be beneficial for
the store. The store is intrinsically new in business and offers you a wide selection of plants,

equipment and fertilizers etc.

1.2 Objectives

The main target of building this site is to provide the customer wider options for the desired

items with reasonable prices. Furthermore, the general objectives can be summarized as:
. It aims to provide the people to shop their products from home.

. It saves the time and labor of the customer.



. To build a system with an application in real world scenarios.

. It provides a user-friendly interface for easy navigation and accessibility.

Attract customers more through the internet.

1.3 Brief History of E-commerce
The history of ecommerce started over 40 years ago, when the introduction of early technology
like Electronic Data Interchange (EDI) and teleshopping in the 1970s paved the way for the

modern-day ecommerce store as we know it today. [1]

The advent of the World Wide Web in 1991 and subsequent web browsers like Netscape
Navigator in 1994 ushered in the modern era of online retail. Amazon and eBay, founded in
1995, catalyzed the growth of e-commerce with their online marketplace models. The dot-com
boom of the late 1990s fueled rapid expansion, though the subsequent bubble burst in 2000 led
to consolidation. Web 2.0 technologies in the mid-2000s brought interactive and user-friendly
interfaces, while mobile commerce (m-commerce) gained prominence with the launch of the
Apple App Store in 2008. The COVID-19 pandemic further accelerated e-commerce growth in
2020, highlighting its resilience and adaptability. Today, e-commerce continues to evolve with
innovations such as Al, AR, and social commerce, shaping the future of retail with seamless

digital experiences and expanded market opportunities.

1.4 Elements of E-Commerce
There are, essentially, eight different elements of e-commerce - Online Storefront, Shopping
Cart, Payment Processing, Payment Gateway, Infrastructure and Security, Inventory

Management System, Fulfillment and Shipping, Marketing and Analytics. [2]

e Online Storefront: Your online storefront serves as the digital representation of your
physical store, showcasing products with descriptions, categories, reviews, and prices
to attract and inform customers.

e Shopping Cart Software: Essential for order processing, this software allows
customers to add items, calculates totals, and integrates secure payment gateways to
facilitate smooth transactions and checkout processes.

e Payment Processing: Securely accepts and processes payments from customers using
various methods like online payment gateways and credit card processors to ensure

financial transactions are completed safely.



Payment Gateway: Connects your website to payment processors, enabling secure
acceptance of payment information and facilitating seamless transactions without
exposing customers' financial details.

Infrastructure and Security: Ensures the safety of customer data by deploying strong
encryption technology and implementing measures like two-factor authentication to
protect confidential information.

Inventory Management System: Streamlines tracking, organizing, and managing
stock levels across different locations, providing insights into product popularity and
ensuring efficient inventory control and restocking.

Fulfillment and Shipping: Involves packing, shipping, and tracking products ordered
online, ensuring timely delivery to customers and providing a seamless post-purchase
experience.

Marketing and Analytics: Utilizes marketing channels and analytics tools to attract
potential customers, optimize online presence through SEO and social media, and
analyze customer data to enhance marketing strategies and understand consumer

behavior.

1.5 Status of E-Commerce in Nepal

E-commerce in Nepal has shown promising growth, albeit with certain challenges:

Internet Penetration: Increasing internet access has opened up opportunities for
online businesses to reach a wider audience.

Challenges: Limited online payment options and concerns about online security have
hindered the rapid growth of e-commerce.

Marketplaces: Online marketplaces like Daraz and SastoDeal have gained popularity
as platforms for buying and selling various products.

Local Innovations: Local businesses are adopting e-commerce to overcome
geographical limitations and explore new markets.

Government Initiatives: The government of Nepal has taken steps to promote digital
transactions and provide an enabling environment for e-commerce growth.

Logistical Challenges: Addressing issues related to reliable delivery and transportation

infrastructure remains crucial.



CHAPTER 2: REQUIREMENT ANALYSIS

2.1 Requirement Analysis

Requirement analysis is an important stage in the development of any ecommerce website. It

involves gathering and analyzing the requirements of the website in order to identify the goals,

features, and functions that the website should have.

2.1.1 Data Requirement

Data requirements encompass vital information essential for the project's success:

Product Details: Users should have the ability to view comprehensive product details,
including vivid images, informative descriptions, accurate prices, and real-time
availability status.

Customer Information: Customers' convenience is prioritized through the provision
of a user-friendly interface where they can easily access their personal information,
such as names, addresses, contact details, and a record of their past purchases.
Inventory Updates: Seamless shopping experiences are guaranteed as the system
provides real-time updates on available stock, ensuring that customers can trust the
accuracy of their order placements.

Transaction Records: Transparency is maintained by providing users with complete
information about their transactions, including payment specifics and the current status
of their orders.

User Analytics: User engagement is improved through the collection of valuable
insights, which allow the system to tailor recommendations, optimize user experience,

and meet individual preferences.

2.1.2 Customer Requirement:

Customer satisfaction is paramount, and the system addresses their needs through the

following features:

User-Friendly Interface: To enhance user experience, the interface is designed to be
intuitive, enabling users to effortlessly discover products and navigate the platform.
Secure Transactions: Customers' peace of mind is guaranteed through secure payment

gateways and robust data protection, safeguarding their sensitive information.



Diverse Product Range: Users benefit from a wide selection of products, ensuring that
their diverse preferences and needs are catered to.

Responsive Design: The system's compatibility across various devices ensures that
customers can access the platform seamlessly, regardless of their chosen device.
Personalization: Customers are treated to a personalized shopping journey, as the
system utilizes historical data to make recommendations aligned with their preferences.
Effortless Checkout: Minimizing barriers to purchase, the system streamlines the
checkout process, reducing cart abandonment rates and facilitating seamless

transactions.

2.1.3 Process Requirement:

Efficiency in processes is guaranteed through the following functionalities:

User Registration: New users are empowered to register independently, creating
unique user identifiers for future differentiation.

Purchase Flow: Smooth purchasing experiences are enabled for users, offering secure
payment gateways and a user-friendly transaction process.

Transaction Security: To safeguard users, the application incorporates a basic
authentication mechanism, preventing unauthorized transactions.

Item Listing: Users have a comprehensive view of available items on the site,
empowering informed purchasing decisions.

Shopping Cart Management: The system ensures a transparent shopping cart
experience, notifying users of cart changes and facilitating straightforward navigation.
Categorization: Efficient browsing is facilitated through clear and logical product
categorization, simplifying user exploration.

Navigation: Intuitive navigation paths guide users seamlessly from the home page to
detailed product information and order options.

User-Focused Shopping: Users benefit from easy-to-locate shopping links or buttons,
enhancing their overall shopping experience.

User and Order Management: System administrators can efficiently manage user
accounts, including user deletion, and track the status of orders.

Admin Interface: A well-organized web interface empowers administrators to
effectively oversee and manage various components of the system, ensuring smooth

operations.



2.2 Use Case Diagram

A use case diagram is a visual representation that depicts the interactions between users
(actors) and a system (or systems) to achieve specific goals. It illustrates how users interact
with a system to perform tasks or functions, highlighting the relationships between actors and
various use cases (actions or services provided by the system). Use case diagrams are used in
software development and systems engineering to define and clarify system requirements and

functionalities, helping to ensure that the system meets user needs effectively.

Main objective of this project is to make customer satisfaction and gain trust by ensuring easy
and simple interface. Features such as about us, login, shop, filter/Category, orders, Cart,
checkout, verified payment system are included to show graphic depiction of interactions

among different elements in a system.
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Figure 1: Use Case Diagram

2.3 Data Flow Diagram

A data flow diagram (DFD) maps out the flow of information for any process or system. It

uses defined symbols like rectangles, circles and arrows, plus short text labels, to show data



inputs, outputs, storage points and the routes between each destination. DFDs can provide a
focused approached to technical development, in which more research is done up front to get to
coding.

2.3.1 Context Level Diagram
A context DFD is used to document the scope of the project of development. A project’s scope
defines what aspect of the business, an information system or application is supposed to

support and how the system being modeled must interact with other systems and the business

as a whole.
Registration Successful Login Successful
Register E-commerce ) Login
USER ] ADMIN

Login T

Login Successful

Figure 2: Context Level Diagram

2.3.2 First Level DFD

In the DFD diagram we can see that there are multiple modules like

Login/Registration, Manage items, Manage order, account, etc. We can see that the entities
interact with them and the database stores the details and provides them whenever it is asked
for it.
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Figure 3: First Level DFD



CHAPTER 3: DESIGN

Design is abstraction of a solution and general description of solution to a problem without the

detail. This phase can reduce time required to create the implementation.

3.1 Customer Interface

A customer interface is the point of interaction between a customer and a company's services or
products, typically through a website, mobile app, or other digital platform. It encompasses all
the elements that a customer interacts with, such as the layout, design, navigation, and
functionality, as well as the processes for browsing products, making purchases, and accessing
customer support. A well-designed customer interface is crucial for providing a seamless, user-

friendly experience that can enhance customer satisfaction and encourage repeat business.

3.1.1 Home Page

Quick Cart Store

Headphone Book e-book

Rs.5000.00 Rs.500.00 Rs.350.00

T el 52

Figure 4: Home Page
3.1.2 Shopping Cart

Quick Cart  Store

— Continue Shopping

Items: 3 Total: Rs.6000.00

Item Price Quantity Total

n Headphone Rs.5000.00 , A Rs.5000.00

R | Book Rs.500.00 A Rs.500.00
' ' T-Shirt Rs.500.00 A Rs.500.00

1w

Figure 5: Shopping Cart



3.1.3 Checkout Page with Shipping Information

Quick Cart  Store m 2

Order Summary

Shipping Information:

Kaushalar Bhaktapur

Headphone Rs.5000.00 x1
Three 98756

@ Book Rs.500.00 1
" T-shirt Rs.500.00 x1

Items: 3
Total: Rs.6000.00

Paypal Option | Make Payment

Figure 6: Checkout Page

3.1.4 Login Page

Sign in

Username

Password

Remember me Forgot password?

Figure 7: User Login Page

3.2 Admin Interface

Admin interface is a page or commonly called dashboard contains details about the products to

be added, edited or removed, also various product information.

3.2.1 Admin Login

Django administration @

Username:

Password:

Figure 8: Admin Login



3.2.2 Admin Home Page

Recent actions

Groups +add  # Change
Users + add Change My actions.
+ Orderitem object (2)
+ Orderitem object (1)
Customers +add  # Change araer
+1
Grder items +add  # Change
Orders +add  # Change
Products +add  # Change
Shipping addresss +Add  # Change o
Watch
T-Shirt
shoe
Watch

Figure 9: Admin Home Page

3.2.3 Add Products

Add product

Name: | ]

Price:

Digital: No v

Image: Choaose File | No file chasen

Save and add another Save and continue editing

Figure 10: Add Products

3.2.4 Update and Delete Products

Change product

T-Shirt

Name: T-Shirt

Price: 500.00

Digital: No hd

Image: ‘Currently: tshirtjpg D Clear

Change: | Choose File | No file chosen

Save and add another Save and continue editing

Figure 11: Update and Delete Products
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CHAPTER 4: MODELS AND PROCESS

4.1 Models of E-Commerce

An ecommerce business model refers to how a business operates to sell goods and services
online. There are 6 main types of ecommerce business models, namely Business-to-Government
(B2G), Business-to-Business (B2B), Business-to-Consumer (B2C), Consumer-to-Consumer
(C2C), Consumer-to-Business (C2B), and Business-to-Business-to-Consumer (B2B2C) [3]. E-
commerce models offer numerous benefits, including convenience, broader market reach, and
cost-efficiency. For businesses, e-commerce enables access to a global customer base, reduces
overhead costs associated with physical stores, and provides valuable data insights into
consumer behavior. Customers benefit from the convenience of shopping from anywhere, the
ability to compare prices easily, and access to a wide variety of products. Additionally, e-
commerce fosters competition, which can lead to better prices and improved products and
services. However, challenges such as cyber-security threats, logistics, and maintaining

customer trust must be managed to fully capitalize on the advantages of e-commerce.

4.1.1 Business-to-Business

The Business-to-Business (B2B) model involves transactions between businesses, such as a
manufacturer selling products to a wholesaler or a wholesaler selling to a retailer. B2B
transactions often include bulk orders and long-term contracts, focusing on supply chain
efficiency and relationship management. The B2B model is characterized by its emphasis on

volume, negotiated pricing, and customizability to meet specific business needs.

Business Organization

A
1

Supplies |
PP 1 Order
1 Processing
Orders
Wholesaler ———— Website
‘ Sells
Customer

Figure 12: B2B Model
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4.1.2 Business-to-Consumer

The Business-to-Consumer (B2C) model refers to the process in which businesses sell products
or services directly to individual consumers. This is the most common e-commerce model and
encompasses a wide range of online retail activities. B2C transactions typically involve lower

volumes per transaction compared to B2B, but they occur more frequently and are driven by
consumer demand.

Business Organization

A
1
1
1 Order

1 Processing
¥

Supplies

Orders
Customer p——— Website

e o

Figure 13: B2C Model

4.1.3 Consumer - to - Consumer

A website following the C2C business model helps consumers to sell their assets like residential
property, cars, motorcycles, etc., or rent a room by publishing their information on the website.
Website may or may not charge the consumer for its services. Another consumer may opt to buy

the product of the first customer by viewing the post/advertisement on the website.

Places advertisement

Website

Want to sell products Want to buy products

receives products

Customer 1 )

Figure 14: C2C Model

4.1.4 Consumer-to-Business

In this model, a consumer approaches a website showing multiple business organizations for a
particular service. The consumer places an estimate of amount he/she wants to spend for a

particular service. For example, the comparison of interest rates of personal loan/car loan

12



provided by various banks via websites. A business organization who fulfills the consumer's

requirement within the specified budget, approaches the customer and provides its services.

Website

Processes Order Places money for
particular service

receives products

Business Organization Customer

S - —_
—— —

Figure 15: C2B Model

4.1.5 Business - to - Government
B2G model is a variant of B2B model. Such websites are used by governments to trade and
exchange information with various business organizations. Such websites are accredited by the

government and provide a medium to businesses to submit application forms to the government.

Business Organization |, Website |[__ | Government

Figure 16: B2G Model

4.1.6 Government - to - Business

Governments use B2G model websites to approach business organizations. Such websites

support auctions, tenders, and application submission functionalities.

Governament whebsite Business Organization

Figure 17: G2B Model
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4.2 E-Commerce Process

E-commerce process is applied in almost every company working in this field. Process of E-

Commerce Business includes the following elements:

Marketing: The purpose of marketing is target to potential buyers, engage them to enter
your website by using internet advertising, email or creating fairs. In addition,
businesses should also establish communities (user groups), forums, chats or customer
surveys through surveys to create the return of customers.

Customers: Customers are indispensable for e-commerce businesses. However, we also
need to distinguish two types of purchases.

Purchasing between businesses: A buyer is another business that needs to buy.

Buying goods between customers and businesses: The buyer is usually an individual
who pays by credit card and sends home goods.

Visit Website: As soon as a customer enters the website, a business site is downloaded.
Now you can start tracking and creating profiles for this customer. Based on that
information, you can target the products that this customer is most interested in.

View product: Customers see the product on the website if the item is arranged by stall,
category for easy search. Once customers are attracted to the items on sale or
promotions, this is really a potential customer.

Add to cart: On the e-commerce website, there is always a shopping cart for customers
to shop most conveniently and easily. The shopping cart is simply a list of items
selected by the buyer, quantity, price, attributes (colors, sizes, etc.) and any other
information related to the order. The shopping cart often provides options to clean the
basket, delete items, and update quantities.

Checkout: As soon as the customer has all the items to buy, they will begin the billing
process.

Payment: After calculating the total value of items (including tax and shipping) the
buyer will present the payment method.

For credit cards, there are options to process credit cards offline or online. The online
processing on the internet through services is provided by reputable companies.
Processing orders: If you do not automatically process your credit card, you must first
process your financial transactions. Standard business rules govern this step, such as

ordering by phone or mail.

14



4.3 E-Commerce Payment System

Electronic payment system is the alternative to the coin or paper-based cash payment system to
ease the user to make payment for their purchased goods or services over the network or
internet and in absence of the physical presence. The good payment system should satisfy the

user's acceptance and merchants in the mass scale.
Currently there are three methods for payment being used in this system which are:

e Cash on Delivery: payment is done through cash once product is delivered.

e Credit Card: Payment is done with the help of a card that is connected to customer’s
bank.

e E-Wallet: Customer pays for the product digitally through the help of the payment site

connecting the bank account. The wallet being used in this project are: Khalti, Esewa.

15



CHAPTER 5: IMPLEMENTATION AND TESTING

5.1 Implementation

Systems development is the process of defining, designing, testing and implementing a new
software application. It can include the internal development of customized systems, the
creation of database systems or the acquisition of third party developed software. The tool,

hardware and software used in making system are as follow:
e Tools

1. Database: MySQL
2. Backend: Django Framework (Python)
3. Frontend: HTML, CSS, Bootstrap

e Hardware requirement

1. Computer /Laptop
2. WIFI

e Software requirement

1. Office package
2. Visual Studio 26
3. XAMPP

5.1.1 HTML

HTML (Hypertext Markup Language) is the code that is used to structure a web page and its
content. For example, content could be structured within a set of paragraphs, a list of bulleted
points, or using images and data tables. HTML is a markup language that defines the structure
of your content. HTML consists of a series of elements, which you use to enclose, or wrap,
different parts of the content to make it appear a certain way, or act a certain way. The enclosing
tags can make a word or image hyperlink to somewhere else, can italicize words, and can make

the font bigger or smaller, and so on.

5.1.2 Django Framework

Django is a high-level web framework for Python that promotes rapid development and clean,
pragmatic design. It follows the Model-View-Template (MVT) architectural pattern, which
helps developers build robust web applications efficiently. Django comes with built-in features,
such as an admin interface, user authentication, and an ORM (Object-Relational Mapping)

system, making it easy to manage database interactions.
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5.1.3 MySQL

MySQL is an open-source relational database management system (RDBMS) with a client
server model. RDBMS is a software or service used to create and manage databases based on a
relational model. MySQL allows you to handle, store, modify and delete data and store data in
an organized way. MySQL comes with an in-built tool known as MySQL Workbench that
facilitates creating, designing, and building databases. MySQL offers support for multiple
storage engines along with plug-in storage, making it more flexible.

5.1.4 XAMPP Server

XAMPP is the most popular PHP development environment. XAMPP is a completely free,
easy to install Apache distribution containing MariaDB, PHP, and Perl. The XAMPP open-
source package has been set up to be incredibly easy to install and to use. It is free and easy to
use and easily available for Windows, Linux and Mac OS. It is a beginner’s friendly solution
package for full stack web development. It is an open-source software package which gives an

easy installation experience.

5.2 Testing

5.2.1 Test Cases for Unit Testing
The modules of application are tested alone in an attempt to find any errors in its code. In this

application, we have taken different procedures and interfaces as the small unit and tested them

individually.
Table 1: Test Case for Registration and Login Page
Test Test Case Test Expected | Actual Remarks
Case Description Data Outcome | Output
1 Re_glste_rlng with i Display As Passed
invalid data errors expected
Registering with Redirect As
2. valid data i to login | expected Passed
3 Lo_gglng in with i Display As Passed
invalid data errors expected
Logging in with i Display As
4 valid data candidates | expected Passed

17



Table 2: Test Case for Adding to Cart

Test Test Case Expected | Actual
Case Description Test Data Outcome | Output Remarks
Clicking on Add Flements |
1. | to Cart button in - . Passed
shopping | expected
a product card.
cart.
Table 3: Test Case for Checkout
Test Test Case Expected | Actual
Case Description Test Data Outcome | Output Remarks
Display
. total items
Click Checkout Products | and price As
1. button on . . Passed
shopping cart in cart in expected
' checkout
page.

5.2.2 Test Cases for System Testing

It is executing programs to check logical changes made in it with intention of finding errors.

Table 4: System Testing

Test Test Case Expected | Actual
Case Description Test Data Outcome | Output Remarks
1 Registration - Redlre_ct AS Passed
to login expected
Logging in with Username Display As
2 . and Passed
valid data products | expected
password
Display
Clicking on Add Elements As
3 to Cart button in - in Passed
. expected
a product card. shopping
cart.
Display
: total items
Click Checkout Products | and price As
4 button on . . Passed
shopping cart in cart in expected
' checkout
page.
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CHAPTER 6: CONCLUSION AND FUTURE RECOMMENDATION

6.1 Conclusion

Quick Cart is an e-commerce platform designed to simplify the shopping experience by enabling
customers to browse, select, and purchase a wide range of products online. It provides an
intuitive and secure way for users to access and buy items from the comfort of their homes. As
a newcomer in the digital marketplace, Quick Cart is already making a significant impact,
especially in areas where online shopping is gaining momentum. The convenience of online
payments and home delivery has encouraged more people to adopt this modern shopping
method. In conclusion, Quick Cart aims to develop a user-friendly web application that offers a
diverse selection of products, catering to various customer needs. By providing an easy and
efficient shopping experience, it enhances daily life for consumers. Additionally, the digital
presence of Quick Cart boosts revenue for physical stores by expanding their reach and
popularity through the internet. This e-commerce solution creates a mutually beneficial scenario

for both customers and business owners, promoting growth and convenience in the retail sector.

6.2 Future Recommendation

To ensure sustained growth and customer satisfaction, Quick Cart should consider integrating
advanced technologies and expanding its service offerings. Implement comprehensive digital
marketing strategies, including social media campaigns, email marketing, and influencer
partnerships. Utilize targeted ads and SEO to increase visibility and attract a broader audience.
Develop loyalty programs and personalized promotions to retain customers and encourage
repeat purchases. Leverage advanced analytics to gain insights into customer behavior, sales
trends, and market demands. Utilize these insights to optimize product offerings, pricing
strategies, and inventory management. Implement tools to track customer feedback and
reviews, enabling continuous improvement of the shopping experience. Incorporate Al-driven
recommendation systems to personalize the shopping experience, suggesting products based on
customer preferences and past purchases. Use chatbots for customer support to provide instant
assistance and enhance user satisfaction. Explore Al for predictive analytics to forecast trends
and make data-driven business decisions. Enhance security measures to protect customer data
and ensure safe transactions. Implement multi-factor authentication (MFA), end-to-end
encryption, and regular security audits. Stay updated with the latest cybersecurity trends and

best practices to safeguard against potential threats and build customer trust.
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By focusing on these key areas, Quick Cart can position itself as a leading e-commerce
platform, providing exceptional value to both customers and business partners while ensuring

sustained growth and success.
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