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Abstract This study studied the improvement of job-Related skills by grasping the status of color use of
game designers. The use of color centered on designer was surveyed. As a result, the ranking of color
use was in the order of digital color, color harmony, color perception, color mixing, color emotion, and
color name. Finally, it presents the opinion that it is necessary to open a color curriculum centered on

practitioners and to focus on the Ist to 4th in color fields.
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Fig. 2. OSMU(One Source Multi-Use)
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