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Abstract Focusing on the differences in perceptions of color education fields between game majors and
game designers. As a result, game major college students were surveyed to have a low recognition rate
for the color field, the other group were not. for resolve the gap in perception, it's suggested need
to re-educate systematic color education of game major college students and color experience of game
designers in terms of securing expertise. it's expected to be presenting the direction of fostering game

designers with color sense that contributes for the competitiveness of the game industry.
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(Table 1) Field of application of color

Pecedent research list Shirizy
Keyword

Cho, Yoon-Kyung, Han, Hye-Jeong, Kim, Kyu-Jung. Color
(2008)A Study on the Application of Color as Process emotion
of Symbolic Metaphor in the Game Storytelling.
Ha, Dong-One, Lee, Tae—Eog.(2013).An Object Color
Placement Method for War Game Synthetic mixin
Environment Using Color Channels of Image. 9
Eunhwa Song.(2004).An inquiry into usefulness and color
application of the 21th century color studies arcention
—focused on Korean color studies P P
Kim Tae-Yul, Seo Mi-Ra, Kyung Byung-Pyo, Ryu Color
Seuc-Ho.(2005).Research About Effect that Color e
Gets in Durability of On - Line Game.
Ha, Dong-One, Lee, Tae—Eog.(2013).An Object Digital
Placement Method for War Game Synthetic Cg‘or
Environment Using Color Channels of Image.
Jang You Won, Doh Young Yim.(2007).Examining
the relationship between the types of color selecting Color
behavior and self-esteem in Mabinogi, the on-line harmony
game.
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(Table 2) Curriculum of game core course

Core Course Curriculum

1st Spring | Practice for Building Creative Ideas /Logical Thinking

year Fall Practice for Building Creative Ideas/ Logical Thinking

ond | Sering -

year Fall -

3rd Spring CK Program for Job Applicants |

year Fall CK Program for Job Applicants II
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(Table 3) Curriculum of game elective course

o]

NO NCS competency name Curriculum
1st | 2nd | 3rd

1 | Game development management 1 1

2 | Operation of game services 2 2 4

3 | Game business planning 3 4 1

4 | Game previous planning 1 1

5 | Game concept planning 5 2 1

6 | Game system planning 2 1

7 | Game level planning 2 2

8 | Game UI/UX planning 2

9 | Game 3D character production 1 1

10 | Game 3d background production 2 2 1

11 | Game Ul graphic design 1

12 | Game effect design 2 1

13 | Game background music 1 2 1

14 | Game effect sound 1

15 | Game algorithms 1 1

16 | Game engine application programming 1 3 1

17 | Game platform application programming 2 3 2

18 | Game UI/UX programming

19 | Game Artificial intelligence programming 1 1

20 | Game graphic programming 3 2

21 | Game data programming 1 1

22 | Game web programming 2 1

23 | Game network programing 1 2 1

24 | Game services planning

25 | Game character extreme production 5) 4

26 | Game background extreme production 2 3 1

27 | Game 2D character production 2

28 | Game 2D background production 1 2

29 | Game 2D animation production 1 2 1

30 | Game 3D animation production 1 2 3

31 | Game client programming 1 3 1

32 | E - sport 1 2

33 | Capstone design 1 2
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(Table 5) The profile of survey

Profile
Survey Method
v Requestion Respondents %
survey
Quantitative | Mobile A 50 46 (College) 92%
Research | Survey | g 50 42 (Designer) | 84%
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(Table 6) Questionnaire

Description

@ color perception

It means recognizing the state of color based on the sense of color.
It means the color perceived by the three attributes of color, color
constancy, color blindness, and spatial attributes.

@ Color emotion

Group Number
A College Kyugai K 2
Seoul C 24
C company 15
B Designers K company 10
N company 17
Total 88
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It means the human reaction related to color. It means the emotional
effect of color, psychological function, afterimage and contrast, image
and association, color characteristics and image, and symbolism of
color.

® Color mixing

It means mixing two or more colors to create a new color.

@ Color name

A color name with specially defined rules for color, lightness, and
saturation. Used for color classification

® Color harmony

It is harmony color. you can use
over than 2 colors

arrangement of color in including

® Digital color

It was created by digital signals among color expression methods. Use
digital colors to represent images with displays, monitors, images, 2D,
3D, and graphic programs.
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(Table 7) The result of A group

Likert Scale

1 2 8 4 5

Category M
f f f f f
% % % % %
) 18 18 10 0 0

color perception 1.83
39.1 39.1 21.7 0.0 0.0
. 8 20 16 2 0

Color emotion 2.26
17.4 43.5 34.8 43 0.0
. 6 18 22 0 0

Color mixing 2.35
13.0 39.1 47.8 0.0 0.0
4 18 18 6 0

Color name 2.57
8.7 39.1 39.1 13.0 0.0
8 24 12 2 0

Color harmony 217
17.4 52.2 26.1 4.3 0.0
» 18 24 4 0 0

Digital color 1.70
39.1 52.2 8.7 0.0 0.0
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(Table 8> The result of B group
Likert Scale
- 1 2 3 4 5) v
sy f f f f f
% % % % %
color 0 0 4 16 2. .
perception 0.0 0.0 95 | 381 | 524 y

0 2 10 20 10
Color emotion 3.90
0.0 4.8 23.8 47.6 23.8
" 0 0 2 24 16
Color mixing 4.33
0.0 0.0 4.8 57.1 38.1
2 4 16 14 6
Color name 3.43
4.8 9.5 38.1 33.3 14.3
0 4 16 22 0
Color harmony 343
0.0 9.5 38.1 52.4 0.0
0 0 6 18 18
Digital color 4.29
0.0 0.0 14.3 42.9 429
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(Table 9> The results of survey ranking

Ranking A GROUP(M) B GROUP(M)
1 Color name 2.57 Color emotion 4.43
2 Color mixing 2.35 Color mixing 4.33
3 color perception 2.26 Digital color 4.29
4 Color harmony 217 color perception 3.90
5 Color emotion 1.83 Color name 3.43
6 Digital color 1.70 Color harmony 3.43
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