Annual Report

B R T The Research Institute for Science and Technology
G FE AT A Tokyo Denki University
REES Q21J-02
ZITHIVETRENC 31T D HIVER Hipe & fIEEES T b & SV o8 X A HEie B A

FE4 (F0130)
2R3 D%

FEA (X Skill learning by combining skills and difficulty in artistic production

rE (S, R - R - R TRAD)
HRERRE AT ATFFA LT THA TR B
R4 /O FX

g (R, A - 5% - R BRAL)

K4

BIGECESHIN

1
=
i
}lﬂ

< SRAL AL

K4

B SHINE

1%
e
4
}lﬂ

< SRAL JAL)

K4

B SHINE

1%
e
4
}lﬂ

< SRAL JAL)

K4

MEMROBE (F130)

AWFZETIE, ZWAIEEED 1 S THHU D e YELER L Lz, U0 RBIEIVIBIRO T A ) o
TEBIT DI THRERBMT 22600, ba—~vrarta—2A %2573 g HCDY B OBMEH
b, RUEY O L BUYER O E TR T 5. FOMER, L L HRROFHE, RIEREO LERREEZ FHE T 5
L TR~ —PERBRNEN T D 2 &, EREUER ICHDE THEL b LIC TRz d25 2 &L T HCI
I L DWW EZINREICR T A UX 0om ESw5 2 L 2fas L.

MEMROBE (F0)

In this study, I focused on producing paper-cutting, an artistic, creative activity. Paper cutouts are cut by
steering a pen-shaped design knife. I quantify the difficulty of the production and the maker's skill from
the perspective of the field of human-computer interaction (HCI). As a result, this study quantitatively
reveals that differences in difficulty affect the user's flow experience by evaluating the maker's
psychological state. I also confirmed that the selection of drafts based on the difficulty level of the artwork

according to the maker improves the UX in art production based on the HCI field.
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