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ABSTRACT 

 

Scholarships academic achievement is assistance from ISB Atma Luhur College 

for potential student candidates. This Scholarships academic achievement is given 

to prospective students who pass the selection test. The selection process of 

scholarship for academic achievement of prospective students at ISB Atma Luhur 

there are still a lot of shortcomings, for example: the process of filling answers 

manually requires a long time, the process of correcting answers takes a lot of 

time and requires a lot of accuracy, the selection process that still needs to be 

done manually. Bad things in the academic achievement scholarship selection test 

system can be overcome by a system that has been integrated with mobile 

technology and the application of the Fisher-Yates Shuffle algorithm that can 

randomize questions to be displayed to each participant. The development model 

used is a prototype model, while the development method used is object oriented 

programming method. On the tool there is a Unified Modeling Language (UML) 

diagram consisting of use case diagrams, Activity Diagrams, Sequence Diagrams, 

and class diagrams. With this application, it is expected to be able to help the 

organizing committee of academic achievement scholarships at ISB Atma Luhur 

in organizing the selection of scholarships for prospective and clean students. The 

results of testing the functional requirements of the application produce a 100% 

success rate. The results of randomization testing of the questions on the first 3 

questions that appeared to the respondents resulted in the conclusion of the 

Fisher-Yates Shuffle algorithm has a 100% success rate in randomizing the order 

of the questions displayed to the respondent. 

 

Keywords : Exam, Scholarships Academic Achievement, Algorithm, Fisher-yates 

shuffle, Mobile, Website 
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ABSTRAK 

 

Beasiswa Prestasi Akademik adalah bantuan dari perguruan tinggi ISB Atma 

Luhur bagi calon mahasiswa yang berpotensi. Beasiswa Prestasi akademik ini 

diberikan bagi calon mahasiswa yang lulus dalam ujian seleksi. Proses seleksi 

beasiswa prestasi akademik calon mahasiswa di ISB Atma Luhur masih terdapat 

banyak sekali kekurangan, misalkan saja: proses mengisi jawaban secara manual 

memerlukan waktu yang lama, proses mengkoreksi jawaban menghabiskan 

banyak waktu dan memerlukan banyak ketelitian, proses hasil seleksi yang masih 

perlu dilakukan secara manual. Hal buruk pada sistem ujian seleksi beasiswa 

prestasi akademik ini dapat diatasi dengan sistem yang sudah terintegrasi dengan 

teknologi mobile dan penerapan algoritma Fisher-yates Shuffle yang dapat 

mengacak soal yang akan ditampilkan ke masing-masing peserta. Model 

pengembangan yang digunakan adalah model prototype, sedangkan metode 

pengembangan yang digunakan adalah metode object oriented programming. 

Pada tools terdapat diagram Unified Modeling Language (UML) yang terdiri dari 

use case diagram, Activity Diagram, Sequence Diagram, dan class diagram. 

Dengan adanya aplikasi ini diharapkan dapat membantu panitia penyelenggara 

beasiswa prestasi akademik di ISB Atma Luhur dalam menyelenggarakan seleksi 

masuk beasiswa calon mahasiswa yang bersih dan akuntabel. Hasil pengujian 

kebutuhan fungsional aplikasi menghasilkan tingkat keberhasilan 100%. Hasil 

pengujian pengacakan soal terhadap 3 soal pertama yang tampil ke responden 

menghasilkan kesimpulan algoritma fisher-yates shuffle memiliki tingkat 

keberhasilan 100% dalam mengacak urutan soal yang ditampilkan ke responden. 

 

Kata Kunci : Ujian, Beasiswa Prestasi Akademik, Algoritma, Fisher-yates shuffle, 

Mobile, Website 
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Actor: 
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Dependency: 
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