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The article discusses the types of system testing and the effective use of scenario in automated 

testing systems through optimization. 

 

Keywords: testing; autotest 

Self-test software optimization plays an important role in improving the quality of business 

management, improves quality indicators, optimally plans and distributes company resources, 

improves the efficiency of self-test software, which together leads to the provision of high-quality 

and convenient product / service for the client, thereby increasing the growth of loyal customers. 

There are different approaches to optimization, ranging from building block diagrams, 

identifying strengths and weaknesses, designating tasks and limits (temporary and financial), 

analyzing information resources, and ending with process automation. 

Reducing the time spent on collecting and processing systematic tasks is a small plus of 

automation. Automation also allows you to integrate business processes into a coherent 

environment. Thanks to automation, the management team has the opportunity to set tasks for 

employees and control the quality of their implementation, create transparent reporting, monitor the 

importance and interconnection of chain processes. This process allows you to objectively analyze 

the business process as a whole and provide timely feedback on negative deviations. 

At the present stage, there are several categories of automation areas: business process 

management; task planning and internal communication; work with human resources/personnel; 

communication with distributors and sales agents; attraction and communication with consumers, 

advertising analytics. Depending on the category and goals of automation, developers provide 

services with certain functionality. 

Automated testing framework 

The testing framework[1] is a user guide for test engineers to support the efficient execution of 

scenario tests. For each type of testing, a test scenario, principles and rules for its implementation 

should be defined. 

There are various frameworks depending on the purpose of testing. Figure-1 shows the step-

by-step scenario for creating or checking the status of a client. This script is written in the JUnit 

framework on Java 8. 
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Figure 1- Fragment of the script creating or checking the status ―Client‖ 

 

Figure 2- shows how in the ―Subject‖ case code, the values are written: last name, first name 

and gender. 

 

 
 

Figure 2 - Code fragment of the ―Subject‖ case: full name, IIN and gender of the client. 
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The aim of the project is to create a mobile application that interacts with the Flutter system, 

with which you can later test the knowledge of public service employees in Kazakhstan. In 

developing the mobile application performed a review of similar systems, the structure of their 

architectures. Selected and prepared a set of data. Designed the architecture and developed the 

application interface and real-time database libraries for cell phones running on Android and iOS, 

and tested its work.  
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