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Abstract
This paper examines how myth is reframed in contemporary myth-based cinema, focusing on cinematic representation and its impact on character design. Drawing on film studies and myth theory, it argues that myth in film is not simply retold but reshaped through visual language, narrative structure, and stylistic choices. By analysing Stage design, visual symbolism, and character construction, the paper demonstrates how these differing cinematic strategies influence both the interpretation of myth and the process of character design. A practice-based component further applies these insights to the development of original designs. Overall, the study suggests that film not only reinterprets myth but also expands new possibilities for visual and conceptual approaches in character design.
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Introduction
Mythology has long served as a foundational narrative system through which different cultures construct meaning, identity and imagination. However, in contemporary cinema, myths are no longer merely retold in traditional forms, but are reinterpreted through cinematic language, visual design and narrative reconstruction. This shift is particularly evident in films based on mythological themes, where ancient archetypes are reinterpreted to suit modern aesthetic, cultural and industrial contexts. Consequently, mythology has become a flexible visual and conceptual resource, directly influencing character design and the construction of world-building.
[bookmark: OLE_LINK1]This paper explores the ways in which mythology is reinterpreted in film, and how such reinterpretation influences character design. The study focuses on two contrasting cinematic expressions: Creation of the Gods I: Kingdom of Storms and Beyond the Veil. The former constructs mythology through structured narrative, grand spectacle and clearly defined archetypal characters; the latter presents mythology through ambiguity, symbolism and atmospheric presentation. By comparing these two films, this paper aims to analyse how different cinematic strategies shape the visual representation of mythology and the construction of character identities.
Combining film studies with mythological theory—particularly concepts such as archetypes and mythic structure—this paper analyses the films’ Stage design, visual symbolism and character construction. Furthermore, the practical section applies these theories to the development process of original character design. Ultimately, this paper argues that the reinterpretation of mythology in film not only alters narrative meaning but also expands the creative possibilities of character design as a visual and conceptual practice.


3. Cinematic Reframing of Myth
3.1 Myth as Narrative and Structural Construction in Cinema
In films based on mythology, the myths themselves are not fixed narratives, but are constantly being reimagined within a contemporary context. By reconfiguring elements such as heroes, fate and divine authority to suit modern narrative structures, the film creates a flexible narrative system.
Creation of the Gods I: Kingdom of Storms employs a clear, linear narrative centred on political conflict and character development, placing humans, gods and supernatural forces within an ordered hierarchy, thereby presenting mythology as a stable and easily comprehensible grand narrative(Bordwell and Thompson,2012). In contrast, Beyond the Veil expresses mythology through a fragmented and ambiguous structure, using symbolic fragments and sensory experiences to undermine the narrative centre, shifting mythology from being ‘told’ to being ‘felt’ and ‘interpreted’, and presenting it as open and fluid.
It is thus evident that mythology in film is not a static form, but is constantly being reconstructed under different narrative strategies, thereby shaping distinct modes of viewing and experience.
3.2 Visualisation and Symbolic Representation of Myth in Film
If narrative structure determines how a myth is organised, then visual language determines how it is perceived and received. In the medium of film, myths are not merely reproduced, but are transformed into visible imagery through cinematography, art direction, lighting, costume design and spatial composition. These visual elements give concrete expression to abstract concepts such as divinity, power, order and metamorphosis, and shape the audience’s understanding of the mythical world(Monaco,2009).
In Creation of the Gods I: Kingdom of Storms, grand visual spectacles and highly materialised set designs imbue the mythical world with a distinct sense of reality. Complex and exquisite set design, meticulous costume design, and expansive spatial dimensions collectively create an epic visual grandeur. At the same time, different factions, realms and hierarchical orders are clearly distinguished through colour schemes, spatial arrangements and compositional techniques, allowing power dynamics to be swiftly recognised by the audience and thereby establishing a stable and [image: ]persuasive narrative space for the myth.Fig 2: The Great King’s Sacrifice to Heaven

[image: ]Fig 1: The King boards the plane



In contrast, Beyond the Veil adopts a more restrained and atmospheric visual strategy, presenting mythical elements through suggestive imagery rather than direct display. The film utilises shifts in light and shadow, enclosed spaces and the manipulation of partial visibility to blur the boundaries between reality and the otherworld, ensuring that mythology no longer appears as a distinct visual object but becomes a perceptual experience latent within everyday spaces. Consequently, the audience is no longer merely passive in identifying mythological symbols, but must actively participate in the generation of meaning through symbolic clues.
These two distinct visual approaches demonstrate that mythology in film does not adhere to a fixed mode of presentation, but rather depends on specific aesthetic choices and the mechanisms of media expression. It can manifest as a visually spectacular spectacle with a clear structure and grand scale, or as a subtle, ambiguous and symbolic visual experience. However, regardless of the form adopted, visual language consistently plays a central role in reconstructing the experience of mythology and its contemporary reception(Bordwell,1985).

4. From Myth to Character Design
4.1 Archetype Transformation and Visual Identity in Character Design
	In the practice of character design, mythology serves as a generative framework that transforms archetypal figures into concrete visual identities. Archetypes are no longer merely abstract narrative figures, but are translated into design elements that determine appearance, symbolic meaning and the perception of identity. This process is closely linked to Jung’s theory of archetypes, in which he posits that heroes, rulers, the shadow and other such figures constitute the fundamental structures of the human imagination(Jung,1964).
	In films based on mythological themes, these archetypes are typically stabilised through clear visual expression and recognisable design codes. Creation of the Gods I: Kingdom of Storms constructs its characters through a unified visual system, where costumes, colours and textures directly indicate their status, moral attributes and mythological functions, rendering the characters’ identities clearly distinguishable and reinforcing their hierarchical position within the mythological framework.
	By contrast, the archetypes in Beyond the Veil are more fluid and ambiguous. Rather than relying on explicit symbolic markers, characters are constructed through suggestion, fragmented expression and atmospheric rendering, keeping their identities open to interpretation. The archetypes have not disappeared, but have become unstable, thereby forming a more fluid visual identity.
4.2 From Cinematic Representation to Design Practice
		Character design is not separate from the film’s visual expression, but is shaped by its visual and narrative strategies. The transition from cinematic mythology to design practice essentially involves translating Stage design, symbolic imagery and narrative tone into concrete decisions regarding form, material and visual language; thus, the film serves both as a source of reference and as a methodological foundation.
	In Creation of the Gods I: Kingdom of Storms, visual spectacle, spatial hierarchy and clear visual coding are transformed into structured forms, rich textures and distinct contours, enabling the characters to occupy a clear position within the mythological framework. In contrast, Beyond the Veil conveys meaning through the ambiguity of light, shadow and space, facilitating a more abstract, atmospheric and open-ended approach to character design, rendering the characters more symbolic entities than fixed identities.
	Consequently, character design constitutes a reinterpretation of cinematic visual logic, transforming narrative and imagery into constructed forms of identity.
5. Methodology: Film Analysis, Comparison and Practice-Based Research
5.1 Analysis and Review of Film Texts
This study employs a qualitative interpretative approach to analyse film texts. The primary method utilised is film analysis, focusing on how narrative structure, Stage design and visual symbolism collectively construct meaning. Film is treated here as a cultural and visual text rather than merely a form of narrative entertainment, thereby enabling a structured analysis of how mythology is presented and reconstructed within film(Rose,2016).
The analytical process is based on a close reading of selected scenes and visual elements, paying attention to recurring patterns in characterisation, spatial organisation, and symbolic imagery. This approach helps to identify how myth operates as a cinematic construction mechanism, rather than existing as fixed narrative content.
5.2 Comparative Case Study Approach
[bookmark: OLE_LINK3]This study employs a comparative case study approach to examine the differences in the representation of mythology in the selected films. The study selects Creation of the Gods I: Kingdom of Storms and Beyond the Veil as two contrasting case studies.
The comparative analysis is conducted across three dimensions: narrative structure, visual language, and character construction. By applying the same analytical framework to both films, this study identifies systematic differences in how mythology is constructed, stabilised, or fragmented within different cinematic contexts. This comparative approach enables the study to move beyond the case study of a single text, thereby achieving a comprehensive, cross-textual interpretation.
5.3 Practice-Based Translation Method
The final stage of the research methodology employs a practice-based research approach, which involves translating the findings of the preceding analysis into character design outcomes. This process entails extracting conceptual and visual principles from the film analysis and reinterpreting them as specific design parameters.
This method does not directly mimic the visual style of the film, but rather focuses on identifying core transferable elements—such as archetypal structures, symbolic logic and visual composition—and utilising these elements as generative tools for character design development.
The concept of the ‘archetype’, derived from Carl Jung’s analytical psychology, serves as the theoretical framework guiding this translation process(Jung,1969). Through this method, the visual expressions found in the film are systematically transformed into design practice, thereby achieving a cross-disciplinary transition from cinematic narrative to character design.

6 Defining a Proposal Plan
[bookmark: OLE_LINK2]This study focuses on two contrasting films: Creation of the Gods I: Kingdom of Storms and Beyond the Veil. Creation of the Gods I: Kingdom of Storms presents mythology through visual spectacle, a structured world-building framework, and a clear system of archetypes; whereas Beyond the Veil expresses mythology through ambiguity, symbolism, and fragmented narrative. A comparison of these two films provides a framework for analysing the representation of mythology within different cinematic contexts(Campbell,1949).
The research is divided into three phases: theoretical research, comparative film analysis, and practice-based character design creation.
Stage One: Contextual and Theoretical Research
A literature review will establish the conceptual framework of the study through film theory, myth studies, and visual methodologies. Key areas include narrative construction, scene direction, archetype theory, symbolism, and representation. This stage will clarify how myth functions as both cultural narrative and cinematic language.
Stage Two: Comparative Film Analysis
The selected films will be analysed as visual texts through close reading of scenes, environments, costume systems, character presentation, and symbolic imagery. Particular attention will be given to how each film constructs myth through narrative organisation, spatial design, and visual identity.
Stage Three: Practice-Based Character Design
Findings from the analytical stages will be translated into original character design outcomes. Rather than copying film aesthetics, the project will extract transferable principles such as archetypal role construction, silhouette language, symbolic motifs, and material logic. These principles will then be applied in the development of a design portfolio.
This proposal therefore establishes a research-led practice model in which critical analysis directly supports creative production. The written dissertation and practical outcomes are intended to function together as complementary forms of knowledge.
6.1 Targeting and Focus upon Proposal Plan and Outcome(s)
The primary objective of this project is to explore the relationship between mythology, film and character design, with a particular focus on how the meaning of mythology changes when translated into contemporary visual media. This study does not aim to provide a historical retelling of mythology, but rather seeks to understand how mythology is reconstructed through cinematic expression to suit the sensibilities of contemporary audiences.
To ensure clarity and academic rigour, this study will be confined to the following four specific areas.
6.1.1 Myth as Cinematic Construction
This project treats mythology as a product created through the medium of film, rather than as content inherited unchanged from traditional sources. This process encompasses various aspects, including narrative structure, staging, atmosphere, costume design, the relationship between sound and image, and symbolic composition. Consequently, the focus of this research lies on ‘modes of representation’ rather than the origins of the text.
6.1.2 Comparative Visual Approaches to Myth
By comparing Creation of the Gods I and Beyond the Veil, the study explores how different cinematic strategies shape audience understanding of myth. One film uses coherence, spectacle, and recognisable archetypes, while the other uses ambiguity, fragmentation, and interpretative openness.
6.1.3 Character Identity and Archetypal Transformation
A central focus of the proposal is how mythic figures such as hero, ruler, warrior, guide, or shadow are transformed into visual characters. The study investigates how archetypes are communicated through costume, proportion, silhouette, gesture, and symbolic detail.
6.1.4 Translation into Design Practice
The final focus is methodological: how critical research can become a practical design tool. The project explores how film analysis can generate new methods for concept art and character development.
6.2 Intended Outcomes
The final outcomes of the project will include:
1.A written dissertation analysing how myth is reframed in selected contemporary films. 
2.A comparative framework for understanding structured versus fragmented myth representation in cinema. 
3.A portfolio of original character designs informed by myth theory and cinematic analysis. 
4.Visual development materials including sketches, iterations, symbolism studies, and reflective process documentation. 
5.A critical evaluation of how research-led practice can connect film studies with contemporary character design.
[bookmark: _Hlk228889509]7 Proposal creature design
The bio-design ‘Ming Qi’, as the practical outcome of this research, translates the theoretical framework of ‘mythological reconstruction’ into a concrete visual form. Rather than directly reproducing a traditional mythological figure, the design constructs a liminal entity situated between the deep sea and moonlight, symbolising the boundary between reality and myth. Its form blends biological, architectural and symbolic elements; through fragmented structures, suspended ornamentation and the use of translucent materials, it collectively creates an atmosphere of ambiguity and perceptual instability.
In terms of form, Mingxi presents an overall hybrid structure reminiscent of both fish and flying creatures, with flowing, directional body lines that emphasise its transitional nature between aquatic and aerial environments. Its external structure blends biological tissue with architectural elements: fin-like structures are broken down into overlapping skeletal frameworks and membranes, creating a visual effect akin to fragmented ruins; the body’s surface is covered in a crack-like texture, reinforcing its sense of ‘incompleteness’ and the passage of time.This approach echoes the study’s analysis of contemporary mythological films: myths are no longer presented directly through fixed narratives, but are reconstructed through visual language and atmospheric expression. Drawing on the contrast between ‘structured spectacle’ and ‘symbolic ambiguity’ in the selected films, Ming Qi adopts a fluid visual identity that resists clear categorisation, allowing meaning to emerge through the viewer’s interpretation rather than being confined by direct representation.
Consequently, this design demonstrates how archetypal concepts—such as the guide or the guardian of the threshold—are transformed into non-human forms through cinematic visual strategies. It further illustrates the potential of research-oriented practice in bridging film theory and character design: in this process, mythology ceases to be inherited, fixed content and instead becomes a generative system for contemporary visual creation.
[image: ]





Fig 3 : Ming Qi


8 Conclusion
This project examines how mythology is reinterpreted in contemporary cinema and applies these insights to character design practice. Through a comparative study of Creation of the Gods I: Kingdom of Storms and Beyond the Veil, the findings reveal that mythology is not merely retold, but is constantly reshaped through narrative techniques, visual styles and symbolic systems.
The study also demonstrates that film analysis can support original character design through the use of archetypal systems, costume logic and the construction of visual identity.
Overall, mythology retains its relevance to the present day because cinema continually reimagines it, thereby creating new possibilities for contemporary design practice.
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