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ABSTRAK 

 

Indonesia's fisheries sector holds abundant marine resource potential, yet its 

sustainability is threatened by rampant destructive fishing practices and a lack of 

public knowledge regarding proper maintenance techniques. The high mortality 

rate of ornamental fish due to poor water quality management serves as the primary 

background for this research. Therefore, this study develops an educational game 

titled "Galatama," designed as an interactive learning medium to introduce 

sustainable marine ornamental fish farming. The game's main focus is simulating 

the application of Recirculating Aquaculture System (RAS) technology, an efficient 

cultivation method capable of maintaining the stability of vital water parameters 

such as temperature, pH, ammonia, and dissolved oxygen within confined 

containers. Through simulation mechanics, players not only learn the technicalities 

of managing water quality but are also introduced to various eco-friendly fishing 

methods that do not damage natural coral reef habitats. Beyond visual and 

technical aspects, this game development emphasizes the vital role of audio 

elements in supporting cognitive processes. The implementation of background 

music with a relaxing tempo (95–120 BPM) is specifically chosen to build an 

immersive atmosphere, minimize negative emotions, and enhance player 

concentration in absorbing educational material. Overall, this research integrates 

insights from modern aquaculture technology and interactive game design to 

support marine ecosystem conservation efforts while empowering the community 

economy. 

Keywords: Educational Game, Marine Ornamental Fish, Recirculating 

Aquaculture System (RAS), Game Audio Engineer. 

Kekayaan sumber daya laut Indonesia saat ini menghadapi tantangan serius akibat 

praktik penangkapan yang destruktif serta minimnya literasi masyarakat mengenai 

teknik budidaya yang tepat, yang berdampak pada tingginya tingkat kematian ikan 

hias. Menanggapi hal tersebut, penelitian ini merancang "Galatama", sebuah media 

edukasi berbasis permainan simulasi yang bertujuan mensosialisasikan metode 

budidaya ikan hias air laut yang berkelanjutan. Melalui integrasi teknologi 

Recirculating Aquaculture System (RAS) ke dalam mekanika permainan, pemain 

dilatih untuk mengendalikan variabel kualitas air seperti suhu, salinitas, pH, dan 

ammonia. Selain aspek visual, pengembangan game ini memberikan perhatian 

khusus pada desain audio melalui penggunaan musik latar bertempo relaxing (95–

120 BPM) guna menciptakan suasana imersif yang mendukung fokus dan retensi 

materi pembelajaran. Inovasi ini diharapkan mampu menjadi jembatan efektif 

antara teknologi akuakultur modern dan media interaktif dalam upaya pelestarian 

lingkungan laut serta peningkatan kesejahteraan pembudidaya. 

Kata Kunci: Game Edukasi, Akuakultur Berkelanjutan, Ikan Hias Air Laut, Sistem 

RAS, Desain Audio. 
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