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These days, every programmer may face the need to work with Python in their mobile or web 

application. Python does not have tools for programming for mobile devices, although there are 

packages that can be used to build mobile applications. This is Kivy, PyQt and even Beeware's 

Toga library. 

 Libraries are the core elements of the mobile world of Python. However, when it comes to 

Kivy, the advantages of this library cannot be ignored when working with mobile applications. The 

appearance of the application is automatically adapted to all platforms, the developer does not 

need to check the code after each revision. Additionally, you can use pure Python syntax to build 

applications here. 

 

Devices on iOS must use Objective-C or Swift programming languages. In turn, they work 

using the XCODE programming tool, which runs only on the Macintosh operating system. And the 

Android system, on the other hand, requires Java or Kotlin programming languages. That is why it 

is the best way to create a separate program for each group in order to cover the majority of users. 

However, such a step requires human and financial resources. And in most cases, this approach is 

used only in high-demand corporate projects. 

In this article, we will show you an effective way to create a project, that is, to choose a 

universal approach, rather than writing a separate program for all platforms. 

The factors that led to this are: 

- Time saving. Ability to create the program once and run it on multiple mobile devices. 

- Ease of programming. Leverage the power of Python using the Kivy framework. The ability 

to work on any system, regardless of the operating system. 

Nowadays, anyone can use mobile devices. Of course, their primary purpose is to 

communicate with other devices, but they have much more uses. From this we have the question 

"why do users of mobile devices use it?" - the question arises. 

- More than half (53%) use downloaded applications 

‑ About half (52%) visit sites via mobile phone 

- More than a third (38%) use social networks 

- Less than a third of users play games (34%) 

‑ Three quarters of users communicate via mobile phones (in addition to calls): it can be SMS, 

social network application, messenger 

Python is an advanced general-purpose programming language. This language also allows the 

production of web applications. The Python programming language allows programmers to write 

code quickly and efficiently. Also, the written code remains easy to read. 

The Python programming language can support a wide variety of programming paradigms - 

imperative, structured, functional, object-oriented, and aspect-oriented. The Python language 

includes dynamic typing, automatic memory management, self-checking, exception handling 

mechanisms, support for multi-threaded computations, and advanced practical data structures. 

It can be said that Python is a perfect, universal, programming language. Aim: to be an object-

oriented programming language. Python is also freely distributed under a license similar to the 

GNU General Public License 

Advantages of Python: 

‑ open programming 

- very easy to learn, especially at the initial stage 
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‑ syntax features encourage the programmer to write more readable code 

‑ offers rapid prototyping and dynamic semantics tools 

‑ there is a large community with a positive attitude towards beginners 

‑ many useful libraries and language extensions can be easily used in your projects thanks to 

the import mechanism and programming interfaces 

‑ modular mechanisms are well thought out and easy to use 

‑ Everything in Python is an object in the OBB sense, but the object approach is not imposed 

on the programmer 

 

 
Figure 1 - users of operating systems in 2021 

Note - generated by statcounter based on source data 

 

Disadvantages of Python: 

‑ multi-threading support is not very good 

‑ Python has fewer high-quality software projects compared to other general-purpose 

programming languages, such as Java 

- lack of commercial support for development tools (this situation changes over time) 

- initial limitation of tools for working with databases 

‑ benchmarks show Python's lower performance than the mainstream Java VM, giving the 

language a slow reputation 

A Python function is an object that takes arguments and returns a value. Typically, a function 

is defined using the def statement.  

A function can take any number of arguments, or none at all. Functions with any number of 

arguments, positional and functions with named arguments are common, and can be optional or 

mandatory. 

We have made sure that it is an executable program in the middle of the Android operating 

system, which allows us to run the application on any mobile platform using the Python 

language.The article discusses the creation of an application for the Android operating system using 

the Python programming language and the Kivy cross-platform programming library. 

The Android operating system for mobile devices is one of the most modern operating 

systems, however, mobile devices need to use applications written specifically for their 

consumption. 
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This paper presents the development of a website for a private company where potential 

customers can get the necessary information about the services: provided by the organization 

related to powder coating of metal structures on different types of surfaces. The website has a 

convenient and concise design, combined with its completeness of the content and relative ease. The 

user can easily obtain the necessary information. A developed website can be further easily 

modified with information and additional programming modules. The website fully satisfies the 

company's needs. 

 

Websites play a vital role in the promotion of services and branding of the company to achieve 

business development goals. The purpose of the research is to develop a website for the company IE 

"TAT", engaged in polymer powder coating for different surfaces to meet the requirements and 

needs of customers. A new website will allow the company to use the website as a marketing tool to 

promote awareness of its services and information about the company. 

IE "TAT" is a small company located in Almaty. The company has extensive experience and 

equipment to provide a wide range of services for polymer powder coating: customers can get high-

quality service that meets international standards of surface coating technology on metal, moulded, 

corrugated, small items and many other materials. 

The task is to develop a website to promote the services of IE "TAT" on the Internet. To do 

this, you need to solve the following tasks: to carry out a theoretical analysis of the chosen 

direction, explore ways and concepts to build a correct layout, choose a template and its 

preparation, and make a layout for use in the development and progress of the website based on the 

prepared structure and layout. 

When developing a website, you need to create a user-friendly and successful website for a 

polymer painting company, study the website designs of companies presenting similar services in 

the market and use these results for marketing strategy when building a website[1]. 

This research helps developers create a framework for building a website that can be used to 

promote the company's services. Two groups of people were interviewed to understand the 

requirements of the website. The customer survey helped determine the content of the website, and 

the company's employee survey gave insight into their computer skills. 

The results of the survey of other companies' websites could be compared and measured the 

time it takes for the package to handle several requests. This is called a benchmark test. These tests 

are conducted in a controlled environment and are a great way to measure the performance of two 

or more electronic resources in a standard environment. When developing a Web site, the challenge 

was choosing a platform to fit the client's needs. The challenge was to explain the existing platform 
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