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BERL (EX Quantitative Analysis of Factors Affecting Self-Efficacy in Artistic Creation
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In this study, I have focused on paper-cutting and tracing illustrations in artistic creation activities. I have
compared the pen pressure on the device, finger movements of the dominant and non-dominant hands, and
eye movements of beginners and experts according to the difficulty of the production target. As a result, I
have investigated how efficiently self-efficacy can be enhanced by accumulating practice experience at a
level of difficulty that initially causes many errors due to being too complicated, and whether beginners can

control their finger movements and flow state themselves in production.
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