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Effect of Size of the Drawing Canvas on Visual Details in Drawing Process
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Zhengyu Huang‡‡ Kazunori Miyata† Haoran Xie†

†Japan Advanced Institute of Science and Technology ‡Waseda University 

‡‡The Hong Kong University of Science and Technology (Guangzhou) 

Abstract In recent years, generative AI, including image generation, has had a significant impact on society. Image 

generation-based drawing support requires high-quality hand-drawn datasets for data training in order to produce higher 

quality output. Therefore, to collect human hand-drawn sketch datasets, it is essential to improve the visual detail of the user's 

imitation. In previous studies, human visual cognitive functions, such as the number of eye movements, have influenced the 

visual detail of imitation. Therefore, in this study, we hypothesized that cognitive factors such as the size of the drawing area 

would affect the accuracy of imitation. Using a web-based drawing interface we developed, we tested the hypothesis that the 

ratio of the drawing area size to the reference image affects the accuracy of imitation. The results suggest that an interface with 

a drawing area equal to the reference image is effective in improving drawing accuracy for users.  
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