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Abstract—The lack of recognition of the current Banjar language is one of 
the causes of knowledge and the introduction of children about the reduced 
Banjar language. In an attempt to recognize, introduce, and improve the re-
knowledge of the Banjar language is to recommend the design and 
implementation of an educational game application called Bekantan 
Educational Game (BEG) containing material content and quizzes. Before this 
game application is used, it must be tested first. Test method used is black box 
testing, to test the functionality of game applications. Other tests are also 
conducted to obtain information about the material access frequency and reset 
quizzes by players. The result of black box testing is all the functionality in the 
BEG application in accordance with what is expected. The result of the 
frequency testing accessing the menu on BEG of Material Section is Wadai 
Banjar 2 Menu with 59 times, and the frequency reset on BEG of Quiz Section 
is a type of Drag and Drop quiz with 21 times and generate feedback from quiz 
in the form of final value with average 89.17%. 

Keywords—Educational game, black box testing, game application, user inter-
face, learning media 

1 Introduction 

South Kalimantan is one of the provinces in Indonesia that has a variety of art and 
culture. Today, many arts or cultures are slowly being forgotten. The interest of the 
younger generation to understand Banjar art and culture was reduced. The lack of 
recognition of Banjar art and culture since the early days has also been one of the 
causes of the lack of interest of children to learn and try Banjar art and culture, one of 
which is introducing and giving knowledge about Banjar language as one of Banjar 
art and culture that should be maintained [1]. Through the Culture and Tourism Office 
of Banjarmasin City, Banjarmasin Mayor directly instructed to preserve the art and 
culture of Banjar in particular continuously preserving the use of Banjar language in 
the daily life of Banjar people. Banjar language is very necessary to be preserved and 
reintroduced so as not to be eroded by the times. The introduction of the Banjar lan-
guage is not enough only orally or in writing, it needs a solution to face the current era 
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by recommending the use of learning media technology to increase the interest and 
interest of the children to be more familiar with and learn Banjar language. 

Educational game is a game application technology, which through the game, there 
are materials or information that is educational. Such material or information may be 
directly expressed in multimedia applications and may also be implied through the 
plot of the game in the application itself [2]. 

Quite a lot of research has discussed about educational games such as research by 
[5], [7], [10], [11], [12], [13], [15], and [16] which each deals with design, implemen-
tation, analysis, and identification of educational games, which distinguishes most of 
the educational game tools used and different materials. 

Research that raised and discussed about educational game with element of art and 
culture of region that is research conducted by [14] which discuss about traditional art 
education game on story puppet by using digital story. 

A highly relevant study is a study conducted by [4], which together promotes 
Banjar art and culture, which displays a character by the name of Si Palui who 
adventures to find the knowledge then at the end of the game will be given a quiz. 
However, for general content material covered from Banjar art and cultural subjects, 
not specified. Then to develop the game Si Palui this researcher [4] also uses Flash. 
One of the most widely used and easy-to-use programs for creating and developing 
learning media that contain animation, graphics, text and sound is the Flash 
application. With Flash Programming, we can create a variety of multimedia 
applications ranging from presentation, animation, learning media and even the 
making of games, especially educational games. In flash, use action script as its 
programming language [3]. 

What distinguishes the research [4] with the current recommended research is on 
the storyline of the game, game type, game background, and more specific material 
that is about the introduction of the Banjar language. 

Based on some backgrounds above, then do the design and implementation of 
educational game application called "Bekantan Educational Game (BEG)". Where 
with this educational game can make the teaching-learning process more interesting 
and easy in understanding and expected in the future with this application, knowledge 
of Banjar language can increase. This application can also make it easier for teachers 
to explain the material of Banjar language. In addition, applications built later can be 
used as a tool or media for the introduction of art and culture of Banjar to students in 
schools and general public, especially in preserving the language of Banjar as a 
colloquial. 

2 Educational Game 

According to Thomas Grill defining about the notion of games is a game is struc-
tured playing, usually undertaken for enjoyment and sometimes used as an education-
al tool. Games are distinct from work, which is usually carried out for remuneration. 
Games generally involve mental and/or physical stimulation [6]. 
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Educational game according to Andang Ismail in his book titled education games, 
which is a very fun activity and can be an educational way or educational tool. The 
functions of the educational game are as follows: 

• Providing knowledge to the child through the process of learning to play while 
learning. 

• Stimulate the development of thinking power, and creativity and language in order 
to foster attitudes, mental, and good morals. 

• Create an exciting playing environment; provide a sense of security, and fun. 
• Improving the quality of learning [8]. 

Educational game is a creative game that can help children in providing 
knowledge, education and how to solve problems. An educational game is also able to 
apply the logic of thinking for player and train the learning system on a positive effect 
on the brain of Pre Fortal Cortex. Educational games are widely used as a learning 
medium capable of supporting the wheel of education in the community with the 
concept of learning and playing along with an interesting visual for the players [16].  

3 Banjar Language 

The Banjar language is an Austronesian language of the Melayik language group 
spoken by the Banjar tribe in South Kalimantan, Indonesia, as the mother tongue. 
Some linguists argue the Banjar Language includes the Malay Local Borneo East 
group. The Banjar language is included in the list of dominant languages in Indonesia. 
In his native land in South Kalimantan, the Banjar language is an oral literary 
language divided into two major dialects namely Banjar Kuala and Banjar Hulu. 
Before known as the national language of Indonesia, in ancient times when making 
speeches, writing or composing Banjar people using Banjar Malay language using 
Arabic script. The writings or letters used are mostly Arabic letters or Arabic writing 
with Malay language (Banjar version). All ancient hand-written manuscripts such as 
poetry, Syair Siti Zubaidah, Tajul Muluk poetry, Karuang Bird poetry, and even 
Hikayat Banjar and Tutur Temple use Arabic Malay (Banjar). The use of Banjar 
language in daily conversation and interaction in South Kalimantan and its 
surroundings is more dominant than Indonesian language. Various tribes in South 
Kalimantan and surrounding areas try to master the language of Banjar, so we can 
also encounter Banjar language spoken with Javanese or Madura accents that still feel 
thick as we encounter in the city of Banjarmasin. 

The Banjar language is still used in some Banjar settlements in Malaysia such as 
Kampung (Desa) Parit Abas, Mukim (Kecamatan) Kuala Kurau, Kerian District, 
Darul Ridzuan State. The language of Banjar is much influenced by Malay, Javanese, 
and Dayak languages. The similarity of lexical Banjar language to other languages is 
73% with Indonesian, 66% with Tamuan language (Malayic Dayak), 45% with 
Bakumpai language, 35% with Ngaju language. Results of research Wurm and 
Willson (1975), kinship relationship between Malay and Banjar language reaches 
85%. The kinship with Maanyan language is about 32% and with 39% Ngaju 
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language, based on Zaini HD research. The Banjar language is related to the language 
used by the Kedayan tribe (a dialect in Brunei) that is separated for 400 years and the 
Banjar language is often also called Banjar Malay. In its development, Banjar 
language is suspected to have contamination from Indonesian and foreign language 
intervention. The Banjar languages are in a fairly safe category of extinction because 
they are still used as a colloquial language by the Banjar community as well as by 
outsiders. Despite the decline in Banjar language playings, the rate of decline is not 
very subtle. Currently, Banjar Language has begun to be taught in schools in South 
Kalimantan as local content. The Banjar language also has a number of proverbs [9].   

4 Research Methodology 

There are several steps in doing this research as shown in Fig. 1. This is a general 
explanation of the steps in the research methodology. 

 
Fig. 1. Research Methodology 

4.1 Requirement analysis 

Initial stage is requirement analysis that is complete requirement gathering then 
analyzed and specified requirement which must be fulfilled by application to be built. 
This step analysis needs to be done in full to be able to produce a complete design. 
Collection of materials and reviews of art and culture textbooks to discuss Banjar 
language materials. In this discussion discussed about some function and purpose of 
making application so that later target more appropriate and as expected. 

4.2 Design 

After the results of the analysis of the data obtained into an idea in the development 
of applications, the problems that may occur, what needs are required in the 
development of this application. After all the needs are analyzed, the next step is to 
design the system and software, which is to design the system to be built such as the 
storyboard and wireframe design. 

4.3 Implementation 

Implementation is the stage of applying the results of design, interface design, and 
system into an application. The software used in making this application is 
Macromedia Flash 8, Photoscape, and Corel Draw X7. 
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4.4 Testing 

The testing phase is done after the application is completed. This test is done using 
black box testing method. This test is performed to test the functionality of game apps 
as well as testing to get information about the frequency of accessing the menu on the 
BEG of the material part and frequency of reset the quiz on the BEG quiz section of 
the game app by selecting the player's sample to use this BEG. 

5 Results and Discussion 

5.1 Requirement analysis 

This application is in the form of an educational game containing material content 
and quiz, players can learn by themselves visually about writing Banjar language at 
the same time see picture which is explained in Banjar language. The material 
presented is a Brief History of Banjar Language, Daily Language, Family, Fruit, 
Animals, Wadai Banjar 1 (Banjar Food 1), and Wadai Banjar 2 (Banjar Food 2). After 
the player finishes the material, then will be directed to work on the quiz in which the 
quiz system is random, consisting of 6 types of quiz: Drag and Drop, Fill in the Blank, 
Hot Objects, Hot Spots, Multiple Choice, and True or False. In this BEG application, 
a few menus are described and presented in Table 1 and Table 2. 

Table 1.  Features on the BEG menu of the material section 

Id Menu Features Description 

MU Utama Initial view of the BEG application of the Content section that 
contains some of the options menu. 

M1 Petunjuk Aplikasi Displays a page that contains the rules or guidelines for using 
BEG applications. 

M2 Sejarah Singkat Bahasa Banjar Displays a page containing a brief history of Banjar language. 

M3 Bahasa Keseharian 
Displays a page containing daily language materials that are often 
used daily by Banjar people who have been sorted from the letter 
A-Z. 

M4 Keluarga Displays pages that contain about family introduction materials, 
such as father, mother, sister, and so forth in Banjar. 

M5 Buah Displays a page containing the image and the name of the fruit in 
Banjar. 

M6 Binatang Displays a page containing the image and the name of the animal 
in Banjar. 

M7 Wadai Banjar 1 Displays a page containing the pictures and writing of Banjar's 
unique food names in Banjar. 

M8 Wadai Banjar 2 Displays a page containing the pictures and writing of Banjar's 
unique food names in Banjar (Continuation). 
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Table 2.  Features on the BEG menu of the quiz section 

Id Quiz Features Description 

MUK Menu Utama Initial view of the Quiz section BEG app containing some selection menus. On 
this page provided the next button that serves to start working on the quiz. 

K1 Drag and Drop 

Displaying the quiz type by pairing or matching the image, this quiz system is 
the picture presented totaling 4 pieces on the left side and on the right side is 
where to put a picture of 4 pieces corresponding to the naming. Then, if the 
player wants to repeat the answer provided by the reset button, if the player is 
sure with the answer then click the check button answer, and raises the message 
in the form of: "Is your answer right or wrong?” This quiz system should not 
return to the previous problem and the appearance of quizzes between random 
players. 

K2 Hot Objects 

Displays the quiz types of the image guessed by the question asked. This quiz 
system is a picture presented totaling 6 pieces, the player will select the image 
that has been provided and adjust it. Then, if the player wants to repeat the 
answer provided by the reset button, if the player is sure with the answer then 
click the check button answer, and raises the message in the form of: "Is your 
answer right or wrong?” This quiz system should not return to the previous 
problem and the appearance of quizzes between random players. 

K3 Fill in the Blank 

Displaying the quiz type field, the player will fill in the answer on the text box 
that has been provided, and the system does not set case sensitive. So, the player 
can enter the answer whether it is uppercase or lowercase. If the player is confi-
dent with the answer then click the check button answer, and raises the message 
in the form of: "Is your answer right or wrong?” This quiz system should not 
return to the previous problem and the appearance of quizzes between random 
players. 

K4 Hot Spot 

Displays the quiz types of the image guessed by the question asked. This quiz 
system is a picture presented totaling 6 pieces; the player will select the image 
that has been provided and adjust it. Then, if the player wants to repeat the 
answer provided by the reset button, if the player is sure with the answer then 
click the check button answer, and raises the message in the form of: "Is your 
answer right or wrong?” This quiz system should not return to the previous 
problem and the appearance of quizzes between random players. 

K5 True or False 

Displaying a quiz type chooses whether the answer is true or false and only one 
correct answer, the player will choose between the true or false options that have 
been provided according to the instructions of the statement by clicking the 
option on the answer. If the player is confident with the answer then click the 
check button answer, and raises the message in the form of: "Is your answer 
right or wrong?” This quiz system should not return to the previous problem and 
the appearance of quizzes between random players. 

K6 Multiple Choice 

Displaying a multiple-choice quiz type, the player will select some of the correct 
answers that have been provided according to the instructions of the question by 
clicking on the options in the answer. If the player is confident with the answer 
then click the check button answer, and raises the message in the form of: "Is 
your answer right or wrong?” This quiz system should not return to the previous 
problem and the appearance of quizzes between random players. 

QR Quiz Results Displays the results of a quiz work consisting of total correct, total incorrect, and 
total score. 

5.2 Design with storyboard and wireframe 

Storyboard game explains the storyline or plot of the game on a BEG app. One ex-
ample of storyboard from BEG is shown in Fig. 2. 
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Fig. 2. Storyboard game for quiz section 

The game's wireframe here visualizes the User Interface (UI) design of the games 
in this BEG app. This BEG application is divided into 2 main scenes namely Scene 
Material and Scene Quiz. The designed wireframe is visualized using a desktop and 
web-based and mobile-based. Examples of BEG wireframes from the material section 
are presented in Fig. 3 and Fig 4. Examples of BEG wireframes from the quiz section 
are presented in Fig. 5 and Fig. 6. 

   
Fig. 3. BEG wireframe from the material section using desktop and web-based 

     
Fig. 4. BEG wireframe from the material section using mobile-based 

  
Fig. 5. BEG wireframe from the quiz section using desktop and web-based 
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Fig. 6. BEG wireframe from the quiz section using mobile-based 

5.3 Implementation 

After the process of analysis and data collection, as well as system design, then 
made this BEG application using flash programming language. The following will 
present the results of the UI design implementation that has been made, shown in Fig. 
7 for the BEG section of the material and in Fig. 8 for the BEG quiz section. 

   
Fig. 7. Implementation of BEG from the material section 

   
Fig. 8. Implementation of BEG from the quiz section 

5.4 Testing 

Test method used in this research is black box testing. Black box testing focuses on 
the functional requirements of the software. Thus black box testing allows software 
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engineers to get a set of input conditions that fully utilize all functional requirements 
for all programs. The software truths tested are only viewed based on the outputs 
generated from the data or input conditions provided for the existing functionality 
regardless of the process to obtain the output. From the output of the program's ability 
to meet the needs of users can be measured at once can be known errors. Trial with 
black box on this system aims to determine the function of how to operate, whether 
the input data output has been running as expected [17]. This test step uses two test 
cases that is when the system runs in accordance with expectations and when input 
error occurs. The black box testing results of BEG from Material Section are shown in 
Table 3 and the black box testing results on BEG from Quiz Section are shown in 
Table 4. 

Table 3.  Black box testing results on BEG of material section 

Menu Features Expected Results Test Result 

M1 Displays a page that contains the rules or guidelines for using BEG 
applications. OK 

Exit Button on M1 Return to Main Menu (MU) OK 
M2 Displays a page containing a brief history of Banjar language. OK 
Exit Button on M2 Return to Main Menu (MU) OK 

M3 Displays a page containing everyday language material that is often 
used daily by Banjar people. OK 

Exit Button on M3 Return to Main Menu (MU) OK 
M4 Displays a page containing family introduction materials in Banjar. OK 
Exit Button on M4 Return to Main Menu (MU) OK 
M5 Displays a page containing images and fruit names in Banjar. OK 
Exit Button on M5 Return to Main Menu (MU) OK 
M6 Displays a page containing images and animal names in Banjar. OK 
Exit Button on M6 Return to Main Menu (MU) OK 

M7 Displays a page containing pictures and writings of Banjar's unique food 
names in Banjar. OK 

Exit Button on M7 Return to Main Menu (MU) OK 

M8 Displays a page containing pictures and writings of Banjar food names 
in Banjar (continued). OK 

Exit Button on M8 Return to Main Menu (MU) OK 
 

The results of functionality testing on the BEG part of the material as shown in Ta-
ble 3 shows that when a player successfully opens this game app that appears is the 
main page. Then press the Petunjuk Aplikasi (M1) menu, the system reaction dis-
played successfully with OK status showing the application's guide page that serves to 
provide information about how to use the game. Next pressing the exit button on M1, 
the system reaction shown succeeds with the OK status ie back to main page (MU) 
and close the page M1. Pressing the Sejarah Singkat Bahasa Banjar (M2) menu, the 
system reaction displayed successfully with the status of OK that displays a short 
history page of banjar language that serves to display a brief story of the history of the 
formation of banjar language. Next pressing the exit button on M2, the system reac-
tion shown successfully with OK status is back to the main page (MU) and close the 
page M2. Pressing the Bahasa Keseharian (M3) menu, the system reaction displayed 
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successfully with the status of OK that displays a daily language page that serves to 
display a variety of Banjar languages are often used in everyday activities. Next press-
ing the exit button on M3, the system reaction shown succeeds with the OK status ie 
back to the main page (MU) and close the page M3. Pressing the Keluarga (M4) 
menu, the system reaction displayed succeeds with an OK status displaying a family 
page containing the names of family names in Banjar. Next pressing the exit button 
on M4, the system reaction shown succeeded with OK status ie back to the main page 
(MU) and close the M4 page. Pressing the Fruit menu (M5), the system reaction dis-
played succeeds with an OK status displaying a fruit page containing the image and 
names of fruit summings in Banjar. Next pressing the exit button on the M5, the sys-
tem reaction shown succeeded with the OK status that is back to the main page (MU) 
and close the page M5. Pressing the Binatang (M6) menu, the system reaction dis-
played succeeds with an OK status displaying an animal page containing the image 
and names of the animal summoning in Banjar. Next pressing the exit button on the 
M6, the system reaction shown succeeded with the OK status is back to the main page 
(MU) and close the page M6. Pressing Wadai Banjar 1 (M7) menu, the system reac-
tion displayed successfully with OK status showing Banjar 1 pawn page containing 
the pictures and names of Banjar pawn callers in Banjar. Next pressing the exit button 
on M7, the system reaction shown succeeds with the OK status ie back to the main 
page (MU) and close the page M7. Pressing Wadai Banjar 2 (M8) menu, the system 
reaction displayed successfully with OK status showing Banjar 2 pandemic page 
containing the picture and the names of Banjar pawn callers in Banjar language, this 
menu is a continuation of page M7. Next pressing the exit button on the M8, the sys-
tem reaction shown succeeded with the OK status is back to the main page (MU) and 
close the page M8. Based on this it can be said that the results of functionality testing 
on the BEG of the material part as a whole is in accordance with what is expected. 

The result of function testing on the BEG part of the quiz as shown in Table 4 
shows that when a player successfully opens this game app that appears is the main 
page. Then press the next button, the system reaction is successfully displaying the 
first quiz page of Drag and Drop (K1) quiz type, then the player plays the quiz by 
pairing or matching between 4 pieces of Wadai Banjar with 4 names of Wadai Banjar 
by dragging to the right then drop it with OK status. Next press the reset button on 
K1, the system reaction shown is to successfully reset the quiz if the player wants to 
rearrange the quiz because it is caused by mistake put the object, any doubt about the 
answer given, or any other cause, with OK status. Still on page K1 if the player has 
been convinced by the answer, press the answer check button with the system reaction 
is lock the answer and bring up the information whether the answer of the player is 
right or wrong, with OK status. Lastly after working on the question and the infor-
mation appears from the answer, the player is welcome to press the next button to 
proceed to the next quiz page and the player is not allowed back to the main menu. 

After pressing the next button on the K1 page, the system reaction is successfully 
displaying the second quiz page of Hot Objects (K2) quiz type, then the player plays 
the quiz by guessing the picture of the fruit based on the question, available 6 pieces 
of fruit to choose, by clicking on the image of the fruit that is considered correct ac-
cording to the  instruction of  the question  with  the status of OK. Next press the reset 
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Table 4.  Black box testing results on BEG of quiz section 

Quiz Features Expected Results Test Result 
Next Button on MUK Starts the quiz by displaying the first quiz page. OK 

K1 

Displays the Drag and Drop quiz type by pairing or matching 
images, this quiz system is a picture presented as 4 pieces on the 
left side and on the right side is where to put 4 pictures in accord-
ance with the naming. 

OK 

Reset Button on K1 Resetting the answer from the quiz K1. OK 

Check Answer on K1 Check out the answers from the quiz K1. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K1 Continue and display the next quiz. OK 

K2 

Displays the Hot Objects quiz type in the form of an image that is 
guessed by the question asked. This quiz system is a picture 
presented as many as 6 pieces, the player will select the image that 
has been provided and adjust it. 

OK 

Reset Button on K2 Resetting the answer from the quiz K2. OK 

Check Answer on K2 Check out the answers from the quiz K2. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K2 Continue and display the next quiz. OK 

K3 
Displaying the Fill in the Blank quiz type, the player will fill in the 
answer on the text box provided, and the system does not set case 
sensitive. 

OK 

Check Answer on K3 Check out the answers from the quiz K3. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K3 Continue and display the next quiz. OK 

K4 

Displays the Hot Spot quiz type of the image guessed by the 
question asked. This quiz system is a picture presented as many as 
6 pieces, the player will select the image that has been provided 
and adjust it. 

OK 

Reset Button on K4 Resetting the answer from the quiz K4. OK 

Check Answer on K4 Check out the answers from the quiz K4. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K4 Continue and display the next quiz. OK 

K5 

Displaying the True or False quiz type is choosing whether the 
answer is right or wrong and only one correct answer, the player 
will choose between the right or wrong options that have been 
provided according to the instructions of the statement by clicking 
on the option on the answer. 

OK 

Check Answer on K5 Check out the answers from the quiz K5. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K5 Continue and display the next quiz. OK 

K6 
Displaying a multiple choice quiz type, the player will select some 
correct answers that have been provided in accordance with the 
question instruction by clicking on the options in the answer. 

OK 

Check Answer on K6 Check out the answers from the quiz K6. Then bring up the state-
ment whether the quiz that you answer is right or wrong?. OK 

Next Button on K6 Continue and show results from the quiz. OK 

QR Displays the end result of the quiz work, consisting of true totals, 
total wrongs, and total score. OK 

 
button on K2, the system reaction shown is to successfully rearrange the quiz if the 
player wants to rearrange the quiz because it is caused by mistake pressing the object, 
any doubt about the answer given, or any other cause, with OK status. Still on page 
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K2 if the player has been convinced by the answer, press the check button the answer 
with the system reaction is lock the answer and bring up the information whether the 
answer of the player is right or wrong, with status OK. Finally after working on the 
question and the information from the answer appears, the player is invited to press 
the next button to proceed to the next quiz page and the player is not allowed to return 
to the previous quiz page.  

Then after pressing the next button on the K2 page, the system reaction is success-
fully displaying the third quiz page of Fill in the Blank (K3) quiz type, and then the 
player plays the quiz by filling the answer in the text box directly input or typed in 
quiz question or quiz with status OK. In this type of quiz K3 is not disedikan reset 
button because the player such as doubt can directly delete the answer before clicking 
the check button answer. If the player has been convinced by the answer, press the 
check button with the reaction of the system is lock the answer and bring up the in-
formation whether the answer from the player is right or wrong, with the status OK. 
Finally after working on the question and the information from the answer appears, 
the player is invited to press the next button to proceed to the next quiz page and the 
player is not allowed to return to the previous quiz page.  

After pressing the next button on the K3 page, the system reaction is successfully 
displaying the fourth quiz i.e. Hot Spot quiz (K4), then the player plays the quiz by 
guessing the animal image based on the question, available 6 pieces of animal image 
to choose, by clicking the picture animals considered true according to the instruction 
of the question with OK status. Next press the reset button on K4, the system reaction 
shown is to successfully rearrange the quiz if the player wants to reset the quiz be-
cause it is caused by mistake pressing the object, any doubt about the answer given, or 
any other cause, with OK status. Still on the K4 page if the player has been convinced 
by the answer, hit the check button with the system reaction is to lock the answer and 
bring up the information whether the answer of the player is right or wrong, with OK 
status. Finally after working on the question and the information from the answer 
appears, the player is invited to press the next button to proceed to the next quiz page 
and the player is not allowed to return to the previous quiz page. 

Then after pressing the next button on the K4 page, the system reaction is success-
fully displaying the fifth quiz page ie True or False (K5) quiz type, and then the play-
er plays quiz by selecting one answer between true or false based on query question or 
statement with OK status. In this type of quiz K5 is not disedikan reset button because 
the player can directly switch options on the radio button before clicking the check 
button answer. If the player has been convinced by the answer, press the check button 
with the reaction of the system is lock the answer and bring up the information 
whether the answer from the player is right or wrong, with the status OK. Finally, 
after working on the question and the information from the answer appears, the player 
is invited to press the next button to proceed to the next quiz page and the player is 
not allowed to return to the previous quiz page. 

After pressing the next button on the K5 page, the system reaction is successfully 
displaying the sixth quiz page which is the quiz type Multiple Choice (K6) is the last 
quiz, the player plays this quiz by selecting some answers from 5 options provided 
based on questions or statements from the quiz, the correct answer will amount to 
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more than 1 of the players have to answer it, this quiz has succeeded with status OK. 
In the K6 quiz type is not disedikan reset button because the player can directly 
switch the option on the radio button before clicking the check button answer. If the 
player has been convinced by the answer, press the check button with the reaction of 
the system is lock the answer and bring up the information whether the answer from 
the player is right or wrong, with the status OK. Lastly, after working on the question 
and the information appears from the answer, the player is invited to press the next 
button to proceed to the final results page of the quiz and the player is not allowed to 
return to the previous quiz page. 

Lastly after pressing the next button on page K6, the system's reaction is to suc-
cessfully display the Quiz Result page (QR) which is a quiz result consisting of total 
true, total wrong, and total score. Once the player knows the final result on this QR 
page, the live gamer closes the game app and the final quiz is done successfully and 
finishes with OK status. Based on this it can be said that the results of functionality 
testing on the BEG quiz section as a whole is in accordance with the expected. 

This stage is done after the application is finished designed. Testing is done by 
selecting the sample to use the application directly from the player. There are twelve 
people from university students in Malang City where they are native people of South 
Kalimantan who tend to be able to speak Banjar.  Implementation of testing to one of 
the players is shown in Fig. 9. 

   
Fig. 9. Implementation of testing to one of the players 

Twelve sample persons to use BEG applications with test results are presented in 
Table 5 and Table 6. 

In Table 5 analyzed which menu is frequently accessed by players, the lowest or 
least accessed total is M1: Petunjuk Aplikasi with a total of 26. The Application In-
struction menu is most likely not too often or rarely accessed because players tend to 
look for the way itself to playing apps and also the average player is an adult, so the 
App Guide Menu is only considered as a reference or regular instruction that indirect-
ly does not read any player who has understood how to use the app. The menu is often 
accessed menu M8: Wadai Banjar 2 with a total of 59. Wadai Banjar 2 menu on the 
results of this analysis is a menu that is often accessed by players, the possibility that 
players like the form of material visualized in the form of images and text is good and 
interesting, and specificity in BEG applications This material section is located in 
Wadai Banjar 1 and 2 menus, as it is characteristic of regionalism. 
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Table 5.  Result of frequency test accessing menu in BEG material section 

Players Initial Name Menu Features 
M1 M2 M3 M4 M5 M6 M7 M8 

1 ZM 3 4 4 4 4 5 5 6 
2 YA 2 2 3 3 4 4 4 5 
3 SM 3 3 2 3 3 2 5 6 
4 MN 1 2 3 3 4 5 4 7 
5 MEiA 1 3 3 2 5 2 3 6 
6 MEaA 2 2 3 4 4 3 3 5 
7 MHA 3 3 2 3 5 4 4 4 
8 MG 2 2 4 2 4 3 3 5 
9 RAS 3 3 3 4 4 3 5 4 

10 JI 3 2 2 2 2 4 3 3 
11 LM 2 3 4 3 3 3 5 4 
12 EPD 1 2 3 2 4 3 4 4 

Total 26 31 36 35 46 41 48 59 

Table 6.  Result of frequency test accessing menu in BEG material section 

Players Initial Name Quiz Features Score K1 K2 K3 K4 K5 K6 
1 ZM 3 3 2 2 1 0 100% 
2 YA 1 0 2 3 0 1 90% 
3 SM 3 2 1 1 0 0 80% 
4 MN 1 0 0 0 1 1 80% 
5 MEiA 2 0 0 0 0 2 80% 
6 MEaA 1 2 3 1 1 1 100% 
7 MHA 2 2 3 1 1 0 100% 
8 MG 1 1 1 2 1 1 100% 
9 RAS 1 0 1 2 1 1 90% 

10 JI 2 0 0 0 0 1 100% 
11 LM 3 1 2 0 0 2 70% 
12 EPD 2 1 1 1 0 1 80% 

Total 21 12 16 13 6 11 89.17% 
 

In Table 6 analyzed is how often players rearrange answers when answering a quiz 
based on quiz types. Based on Table 6, the quiz that is often rearranged by players is 
K1: Drag and Drop quiz with a total of 21 reset. Drag and Drop here may be a rather 
difficult quiz type because of the way layout between the image object and the name 
object that should match it, the player in this case tends to hesitate to put the image to 
the name object and is released to another name object, resulting in the player must 
reset the answer. Quizzes that rarely rearrange the answers by players are K5 quiz 
types: True or False with 6 reset totals. This type of quiz True or False is quite easy 
because there are only two choices of objective answers, and questions or statements 
presented there are some players tend to have been known. Then reviewed from the 
final result after the quiz works, the player provides excellent feedback as evidenced 
by the average score obtained is 1070/12 = 89.17%. 
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6 Conclusion 

Through this research has been successfully done the design and implementation of 
educational game applications called Bekantan Educational Game (BEG) which can 
be recommended for use as a medium of learning Banjar language. It has been tested 
for twelve players. Based on testing with black box testing that all the functionality in 
the BEG application matches what is expected. Based on the results of the analysis of 
players, players are more interested in material that has visualization of images and 
text than text only because the proof is on the analysis of how often the menu is ac-
cessed in M8: Wadai Banjar 2 menu with a total of 59 times access. The result of 
player behavior analysis on frequency reset the answer on the quiz, got K1: Drag and 
Drop quiz with 21 times reset. With the quiz, the player has provided excellent feed-
back with an average end score of 89.17%. 

7 Limitations and Future Work 

Current research focuses on the design and implementation of Bekantan Educa-
tional Game (BEG), its implementation is still on BEG using desktop and web based, 
then testing is done by black box testing method, frequency of accessing menu test in 
BEG part of material, and frequency of reset quiz in BEG quiz section. In the future, 
BEG applications are also expected to be implemented on a mobile base, test white 
box testing, usability testing, and evaluate the implementation of BEG to the general 
public. 
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