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INTISARI

Game merupakan salah satu media hiburan yang disukai banyak orang
terutama anak muda untuk mencari keseruan atau mencari teman baru. Game juga
mempunyai banyak berbagai jenis genre masing - masing dari FPS, RPG, Simulasi
dan lain - lain. Game sekarang juga tersedia di banyak platform terutama
Smartphone yang dulu hanya sekedar Game Casual sekarang banyak terdapat Game

seperti layaknya Game lain di PC dan Console.

Untuk membuat Game yang menarik maka Game harus mempunyai daya
tarik tersendiri seperti Game Horror yang diciptakan untuk orang - orang yang
mempunyai keberanian untuk memainkannya. Dalam Game Horror Asset
terpenting yang perlu diperhatikan salah satunya adalah Audio di dalam Game
tersebut agar membuat pemainnya merasakan atmosfir menakutkan yang membuat
pemain merasa merinding ketika memainkannya. Penulis disini mengambil
pembuatan asset Audio Game Ghosty Ghost yang mencakup dari Ambience hingga
SFX dalam Game Ghosty Ghost. Penulis membuat asset Audio dengan cara Mixing
dan Mastering yaitu dengan cara mengolah Audio asli dengan menambahkan efek
seperti pitch shifting, reverb dan delay kemudian di balancing Audio pada tahap

Mastering.

Kata Kunci: Game, Audio, Mixing, Mastering, Ghosty Ghost, SFX.



ABSTRACT

Games are one of the entertainment media that are liked by many people,
especially young people, to find excitement or find new friends. Games also have
many different types of genres, each from FPS, RPG, Simulation and others. Games
are now also available on many platforms, especially Smartphones, which used to
be just Casual Games, now there are many Games like other Games on PC and

Console.

To make an interesting Game, the Game must have its own appeal, such as
Horror Games created for people who have the courage to play them. In the Horror
Game, the most important Asset that needs to be considered is the Audio in the
Game so that players feel a scary atmosphere that makes players feel goosebumps
when playing it. The author here takes the creation of the Ghosty Ghost Game Audio
asset which includes from Ambience to SFX in the Ghosty Ghost Game. The author
creates Audio assets by Mixing and Mastering, namely by processing the original
Audio by adding effects such as pitch shifting, reverb and delay, then balancing the
Audio at the Mastering stage.

Keywords: Game, Audio, Mixing, Mastering, Ghosty Ghost, SFX.
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