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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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The main purpose of the mobile knowledge testing application for public service employees 

and candidates for these positions, is the implementation of users to prepare and pass tests at any 

convenient time. Users initiate an event, the mobile app sends a request to the server. The server 

processes the request and transmits it to the application, which outputs the data in a user-friendly 

form [1].  

The server processes the request and sends it to the application, which then outputs the data in a 

user-friendly form. The functional structure of the mobile application "Gostestnik" is shown in 

Figure 1. 

 

 
 

Figure 1 - Functional structure of the application 

 

At present there are more and more different frameworks for developing high quality products 

which supposedly replace native ones.  

Flutter [2] has a new architecture that includes widgets that are fast, customizable and 

extensible. The interface between the Dart program and the native IOS platform code still exists, 

and it does the encoding and decoding of data. This is several orders of magnitude faster than 

through a JavaScript bridge.  

The Gostestnik mobile application was implemented in the Visual Studio Code development 

environment. The application can be launched in two ways: in the development environment using 

the "Run" function button or through the command line using the appropriate commands. In this 

case, the application will be launched through Visual Studio Code IDE. To do this it is necessary to 

run the environment and specify the path to the folder, where the mobile application is stored 

Launch the application with the help of Run - Start Debugging or using the function key F5. 

The mobile application in this environment can be run via an emulator or by connecting the 

device to a PC. On the device itself you should first configure the USB Debugging feature which is 

shown in Figure 2. 

 

 
 

Figure 2 - Configuring USB Debugging 

 

 The next step is to launch the mobile app on the IOS device. The first screen when 

launching the app is the "Login Screen" which contains the user's registration and account 

information. 

The program code of this screen is stored in the file auth_screen.dart, which is shown in 

Figure 3.  
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Figure 3. Program code of the file auth_screen.dart 

 

If the user already has a valid account, he should click on the button "Login" and enter the 

existing data in the login form.  From the above shown code of the program file you can see that all 

the errors in the user registration to the application are handled. Then you can do the test by clicking 

on the button "Exam", which is shown in Figure 4. 

 

 
 

Figure 4 - Example of a question in the application 

 

After analyzing similar applications for testing of different kinds of industries, the most 

practical one was chosen, with viewing all the questions and moving between them.  

Conclusion. In the era of information technology and digitalization of public services, the main 

factor in the competitiveness of any state is a high science and education system, which prepares 

truly creative professionals. Kazakhstan's economy can improve only with the improvement of the 

quality of the educational system and the provision of public services. For independent training of 

public service staff, it is possible to prepare and improve your knowledge of the laws of the 

Republic of Kazakhstan with the help of similar software applications, which will lead to an 

increase and consolidation of knowledge of the laws and responsibilities of public service 

employees. 
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