Define what makes a monster in Graco-Roman mythology. What are the artistic challenges in representing these monsters?
[bookmark: _GoBack]Monsters within Graco-Roman mythology have fascinated people from since they were created and have appeared in modern day literature and film. They come in all different shapes and sizes, merging everyday animals together to create something fascinating which absorbs the human mind and imagination. They can be a help or a hinderance providing a thrill to those who read/hear about them.  Monsters and their counterparts represent the struggles of daily life, a reality away from our own world but how can a monster be defined? How can it be represented in a time where CGI did not exist and still be recognisable as the monster it is in literature? What was a monster to the Greeks and Romans and hoe did they portray them within their artwork and what were the artistic challenges they faced in doing so?
According to Murgatroyd, defining a monster can be complex as they are known be cross classificational boundaries such as size, form and function (Murgatroyd, 2013).  The word monster derives from the Latin “montrum”, a word connected to “moneo” which has the meaning “advise” and “warn”, a potential usage of the idea of monsters in society (Murgatroyd, 2013). The word “monstrum” was originally linked with supernatural phenomenon’s such as a rain shower of blood, an omen or warning sent by the gods. Later, the definition no longer applied to supernatural omens but to a strange person, creature or thing which were associated to being someone or something wicked and menacing (Murgatroyd, 2013). The Greeks and Romans saw monsters as abnormal, alien-like and extraordinary creatures which could be both good (Pegasus) and bad (Manticore) (Murgatroyd, 2013). Monsters are often malformed by having multiply limbs such as 50 heads, as seen with Cerberus, or by having combining parts from different forms (hybrid) such as the Minotaur who has a man’s body and a bull’s head (Murgatroyd, 2013). The ability to change their form is another characteristic seen within monsters, such as werewolves though, they were generally believed to be curable (Murgatroyd, 2013). The Greeks and Romans portrayed monsters as being vast in size, were very powerful (but could be destroyed by heroes and gods) and some were known to have supernatural powers like the Chimera, a hybrid who could breathe fire (Murgatroyd, 2013). Monsters were seen and believed to be terrifying, savage, evil and malevolent, with a few exceptions which were harmless and helpful to mankind (Murgatroyd, 2013). 
The creation of monsters is difficult to distinguish down to a single purpose and is more likely to be a combination of psychological, metrological, etymological and tales of far away lands told by travellers. Others says that monsters had existed; people would have encountered one-eyed babies, ginormous men and sea beasts (Adriano 1999, cited in Murgatroyd, 2013). New research suggests how the ancients must have seen the bones of the dinosaurs and other prehistoric, extinct, animals and identified the remains as belonging to giants and monsters (Mayor, 2000). Errors in judgment when encountering other species which the graceo-romans have not seen before in foreign lands would have been monsters such as the baboon, which were seen and believed to by dog headed people (Murgatroyd. 2013).  Travellers and merchants would have come to the country and told exaggerated tales of their journeys, what lands they came across and what beasts roamed them. This can ben seen in Herodotus where, in India, there were large ants which dug up gold and chased after those who stole it (Herodotus, Histories). 
Monsters provide a deeper understanding to the culture which produced them (Murgatroyd, 2013). Monsters deliver a contained and safe thrill, scare and entertainment for the population whilst also providing an insight to the social fears of the population and their worries whilst also showing what they found fascinating and captivating.  Human situations such as the trials and horrors of life and the overcoming of them situate around the involvement of monsters, a metaphor for life’s difficulties such as the power of nature and the danger of ‘outsiders’ and the merging of borders (Murgatroyd, 2013).  Modern research explores   the idea of integration portrayal in monsters further and suggest that the general idea of foreign civilisations was represented as ‘alienised’ and how these foreigners and their gods are monstrous as they are a threat to the graco-roman way of life (Murgatroyd, 2013). Anthropologists also agree with the concept of monsters being a representation of a foreign threat to a community’s integrity and moral order (Murgatroyd, 2013). 
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