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In the era of digital media, how can illustrations with mythological themes use new technologies to improve cross-cultural communication?
My Future Practice Plan: 
I will create mythological themed illustrations and design an interactive installation based on them

1.Introduction：
Mythology, as an important component of human culture, not only carries collective memories and polysemous symbols across eras, but also reflects human worldviews, values and social norms in different cultural backgrounds. However, with the acceleration of globalization and digitization, traditional forms of mythological expression are gradually being replaced by dynamic and interactive forms of expression. In this transformation process, illustration as an intuitive and expressive visual language, has become an important medium for the dissemination of traditional myths. However, how can mythological themed illustrations enhance their interactivity and immersion with the support of emerging technologies? And how can mythological themed illustrations achieve effective cross-cultural dissemination in a global context? These are still research topics that urgently need to be explored, so I have determined my future research direction as “In the era of digital media, how can illustrations with mythological themes use new technologies to improve cross-cultural communication?” The rise of the digital media era has provided possibilities for innovation in mythological themed illustrations. Technologies such as VR, AR and AI not only break through the media limitations of traditional illustrations, but also enable illustrations to rejuvenate in dynamic and interactive design. The application of these technologies enables the audience to gain a deeper understanding of mythological culture through immersive experiences, so I decided to create an interactive illustrative installation of mythological themes based on my future research.

However, current research on the interactive and cross-cultural dissemination of mythological themed illustrations is still limited, especially the relationship between their philosophical foundations and technical practices has not been systematically explored. Therefore, I will take a philosophical perspective and combine emerging technologies to explore the interactivity and cross-cultural communication abilities of mythological themed illustrations in the digital media era in this article. Specifically, I will carefully explore the following aspects: From the philosophical level, I will analyze how constructivist and interpretive perspectives provide theoretical support for the design and creation of interactive mythological themed illustrations. Constructivism ontology will help me understand the construction process of mythological meaning and the difference of meaning in different cultural backgrounds, while interpretivism epistemology emphasizes the initiative and diversity of audience in interpreting mythological stories; I will explore the relevance of immersive experience theory, Hall's coding/decoding and cultural refraction theory in interactive illustration design; Based on philosophy, I will analyze the role of emerging technologies in enhancing the interactivity and immersion of mythological themed illustrations.

The elaboration and analysis of this paper will enrich the theoretical system of interactive illustration, and provide a concrete guiding framework for the innovation and dissemination of mythological illustration in the global context. Its value lies in promoting the innovation and development of the art form of mythological themed illustrations, and exploring the application modes of digital media technology in cultural inheritance and cross-cultural communication to provide new ways to promote communication and understanding between different cultures. More importantly, I will also discuss how ethical considerations can be taken into account in the application of technology to avoid cultural misinterpretation and misuse of technology.

2. Philosophical Foundation:
2.1 Ontological Stance: Constructivism
My ontological stance is constructivism. In the following, I will first define constructivism and introduce its representative characters and ideas. On this basis, I will analyze the embodiment of constructivism in the field of art and explain why I choose constructivism as my ontological stance. Finally, I will further elaborate what I should pay attention to in my future artistic practice from the perspective of constructivism.

Constructivism is not a theory put forward by a single person at a specific time, but an ideological system gradually developed and perfected in psychology, pedagogy philosophy and other fields. Its core point of view is that knowledge does not exist objectively, but is actively constructed by learners in the process of interacting with the environment, integrating experience and constructing meaning. Different scholars interpret constructivism from different perspectives, but the common point is that they emphasize the initiative and proactivity of learners in the process of knowledge construction, rather than passively accepting external information. Representative figures of constructivism include Piaget and Vygotsky. In the field of psychology, Piaget's genetic epidemiology had a profound impact on the formation of constructivism. He believes that children's cognitive development is an active process of construction, where they construct their own cognitive structures through interactions with the environment. He emphasized the role of concepts such as schema, assimilation and accommodation in cognitive development. Although his theory is an important foundation of constructivist educational thought, he did not use this term to describe his work (Piaget, 1970). In the field of education, constructivism is widely applied in teaching practice. Vygotsky's sociocultural theory emphasizes the role of social interaction and cultural background in knowledge construction. His concept of "Zone of Proximal Development" highlights the role of social interaction in knowledge construction. He believes that learning occurs in a socio-cultural context and promotes individual cognitive development through interaction with more skilled individuals. Similarly, ZPD is not explicitly “constructivist”, but fundamentally consistent with the principles of constructivism (Vygotsky, 1978). Although their theories focus on cognitive development and learning, constructivist ideas have permeated multiple disciplinary fields, including artistic creation.

Constructivist thinking is reflected in various ways in the field of art and artistic creation. Philosophical/psychological constructivism believes that the meaning of an artwork is not predetermined, but is actively constructed by the viewers in the process of interacting with the artwork, in which the viewers combine their own experience and cultural background. Dewey's empiricism and art experience theory emphasize the process of subject participation and meaning construction in art experience (Dewey, 2008). Scruton (2011) proposed an aesthetic theory that artists do not simply convey predetermined meanings. Artworks have openness and need to provide such an open platform to stimulate active participation and diverse interpretations from viewers. This view highlights the subjectivity and agency in the process of artistic creation and appreciation, and holds that meaning does not exist objectively in the work itself, but is the result of continuous dialogue and construction between the viewer and the work. For example, interactive art installations and participatory art fully embody this constructivist view of art.

There are many studies and theories that can support this constructivist view of art: Dewey (2008) proposed empirical aesthetics that emphasizes the dynamic and procedural nature of artistic experience. He believes that artistic creation is inseparable from daily life experience, and the artist's experimentation and exploration are part of the artistic experience. Furthermore, constructivism questions the possibility of objectively presenting reality. Artists may focus more on subjective experiences, personal perspectives or constructing meaning through abstract forms and techniques, which is consistent with the idea that knowledge is constructed rather than discovered. Wittgenstein's philosophy of language provides a theoretical basis for constructivist art by questioning "objective reality". He believes that language and the world are not one-to-one correspondence, and meaning is constructed in social interaction through language games. This coincides with the artist's expression of subjective experience through non-figurative forms (Wittgenstein, 2019). The post-structuralist philosopher Derrida (1981) also criticized objective truth and centrality, which provided theoretical support for the rejection of objective representation in art. In addition, art is seen not as an isolated activity but as rooted in a social, cultural and historical context. The artist's own background and the audience's interpretation are crucial in shaping the meaning of a work of art. This is reflected in community engagement art, socially engaged art and art that deals directly with social or political issues. Gramski (2020) pointed out that cultural products play an important role in social and political struggles, and his theory of cultural hegemony provides a theoretical basis for the social participation of art. The social constructionism in social psychology also highlights the influence of social environment and cultural norms on people's cognition and behavior, which is closely related to the social context of art. Berger and Luckmann (2016) argue that social reality is not an objective existence, but is constructed through social interaction and shared meaning. This is closely related to the sociality of artistic creation and appreciation, as the meaning of an artwork does not exist independently of its socio-cultural context, but is constructed through the interaction between the artist, the artwork and the audience, as well as the broader socio-cultural context. For example, Bourdieu (2018) elaborates on how social class influences the formation of artistic taste and the evaluation of artistic works, and further explains the social constructivist nature of art.

I have a strong interest in traditional culture, especially mythology. I published a paper titled A Probe into the Mysterious One-eyed Tribe in Han and Tang Literature in 2018, and have long used mythology as the theme of my artistic creation. I have won many domestic and foreign awards and participated in many famous exhibitions at home and abroad. These research and creative experiences reflect my constructivist stance: the constructivist ontology does not assume that there is an objective and single "truth" in myth, but rather it accepts multiple valid interpretations based on different perspectives and contexts (Berger & Luckmann, 1966). My involvement in different interpretations of mythology in research and artistic creation implicitly accepts the diversity of this meaning. In addition, constructivism emphasizes the importance of context in shaping understanding (Berger & Luckmann, 2016). My previous illustration works considered the historical and cultural background of myths, acknowledging that meaning does not exist in myths themselves, but is constructed within a specific cultural and historical framework. My research on one-eyed tribe proves this contextualized understanding.

The constructivist stance determines that I do not passively reproduce mythological stories, but view them as cultural symbols that can be interpreted and recreated. I regard myths as cultural texts and construct my own understanding and interpretation of myths by studying historical documents, the evolution of mythological stories and explanations in different cultural contexts. This research process eventually translates into unique artistic expression. The ontological perspective of constructivism has deeply influenced my artistic practice and prompted me to conduct in-depth research. Instead of simply imitating existing images, I will deeply explore the cultural connotation, historical background and relationship between characters behind myths. This critical thinking and research process will be transformed into visual language with more depth and connotation in illustration works. My artistic practice further strengthens the constructivist stance. I actively reinterpret and represent myths through my artistic perspective, and this creative process is a construction of meaning that directly conforms to the principles of constructivism. The awards I have received and the exhibitions I have participated in have proven that my unique interpretation constructed through art works has been recognized. The constructivist perspective has made my creations more innovative and diverse. The interpretation of the same myth by individuals in different cultural backgrounds will produce different perspectives and meanings. I try to understand myths from different perspectives and translate them into different visual expressions. For example, the same mythological story may have different symbolic meanings in different cultural backgrounds, and my illustration works can show this diversity, thus promoting cross-cultural understanding. My illustration works can stimulate the audience's thinking and association, and encourage them to participate in the construction of meaning.

The ontology of constructivism makes my creations focus on the dynamic characteristics of mythology. With the change of time and the cultural background, mythology has evolved, developed and been given new meaning. The illustration works I intend to create are not just static images, but more like a dynamic narrative and interpretation, showing the cultural and ideological changes embodied by myths at different times. My future research direction also perfectly aligns with my constructivist ontological stance. I will use digital media technology to make illustration works more interactive and dynamic, allowing the audience to actively participate in the interpretation of myths. Audiences can explore different interpretations of meaning according to their own understanding and cultural background, so as to better understand and appreciate the myths of different cultures. This will enable mythological stories to gain wider dissemination in the digital media era and promote cross-cultural understanding. In short, constructivism ontology has always been the basic framework of my creation and academic work. My research and creative methods are consistent with the core principles of constructivism.

Constructivism holds that knowledge is constructed through individual experiences and interactions (Glasersfeld, 2013). In interactive illustration, the audience constructs the meaning of symbols based on their cultural background and experience. Therefore, the design of interactive illustrations should pay attention to the ambiguity of symbols, providing viewers with multi-level interpretation possibilities. Constructivism ontology holds that reality does not exist objectively, but is constructed through the interaction between individuals and culture, and knowledge is not passively received, but actively constructed (Berger & Luckmann, 2016). This theory guides me from a unique perspective on which aspects to pay special attention to in the process of creating interactive mythological themed illustrations:

I should pay attention to the polysemy and cultural context of symbols. Constructivism emphasizes that the meaning of symbols is not inherent, but depends on cultural context and individual experience (Berger & Luckmann, 1966). For example, in Western culture, the phoenix (also known as the immortal bird) symbolizes rebirth, while in Eastern culture, the phoenix may be associated with imperial power and auspiciousness. For another example, the dragon in China symbolizes auspiciousness and strength, while in the West it may be seen as danger and threat. Therefore, I can not simply apply the single meaning of the existing symbols in the creation, but should fully explore its polysemy. I should combine different cultural backgrounds to show the different interpretations of symbols in different cultural contexts. I need to take into account the cultural background of the target audience and craft a narrative framework based on this. For example, I could design an installation that allows the audience to choose different versions of the story in different cultural contexts. Or I could design an interactive session, which would allow the audience to choose different elements to influence the direction of the story, thus experiencing different cultural interpretations of the same symbol. The presentation of this polysemy can not only enrich the connotation of the work, but also more effectively promote the cross-cultural communication of the audience in different cultural backgrounds.

The goal of creating interactive mythological themed illustrations is to promote cross-cultural communication and understanding. Therefore, in the practical process, it is necessary to fully consider the cognitive habits and values of audiences from different cultural backgrounds to avoid cultural bias and misreading. I need to conduct in-depth research on the target culture to understand the differences in mythological symbols and narrative patterns among different cultures. I will design works that combine cultural inclusiveness and artistic appeal based on this basis. In the early stages, I may need to conduct extensive cross-cultural research to ensure that my work can be understood and accepted by audiences from different cultural backgrounds. In addition, space should be reserved in the design to allow the audience to express their understanding and feelings about the work. I can promote cross-cultural dialogue and communication through this interactive feedback mechanism.

Constructivist epistemology emphasizes the initiative of knowledge construction (Dewey, 2008). In interactive illustration, the audience is no longer passive recipients, but active constructors of meaning. The audience will interpret the symbols and narratives in the illustrations based on their own cultural background, life experience and aesthetic preferences. They will participate in the process of constructing meaning. My interactive illustration design must take this into account and provide a mechanism for the audience to actively participate. This requires that the design of interactive illustrations should not be linear or predetermined, but should have openness and variability. The design should allow the audience to influence the direction and ultimate meaning of the illustration narrative based on their own choices and interactions. For example, based on the audience's different choices, I can design some branching plots and open-ended endings in the illustrations. By granting the audience this autonomy, they can actively construct their understanding and feelings towards mythological stories during the experience. 

The ontological stance of constructivism emphasizes the dynamic characteristics of mythological themes, and interactive technology provides new possibilities for cross-cultural dissemination of mythological illustrations, but technology itself is not an end but a means to realize meaning construction. Technological means can enhance the interactivity of illustrations so that the audience can experience mythological stories more immersive. For example, VR and AR technologies can create immersive experiences, while gamified design can enhance audience engagement and interactivity of the work. However, the choice of technological means must serve the narrative purpose. For example, using VR technology to construct a virtual mythological world that allows the audience to freely explore can enhance immersion, but if the narrative logic is chaotic or lacks cultural connotations, the use of technological means becomes meaningless. Therefore, when designing interactive elements, it is necessary to carefully consider how to organically combine technology with narrative content. This is to better present the ambiguity and dynamism of mythology, and to encourage the audience to actively construct meaning.

In short, from the perspective of constructivism, the creation of interactive mythological illustrations needs to pay attention to multiple aspects, such as the ambiguity of symbols, the combination of technical means and narrative strategies, the consideration of cross-cultural communication and understanding, the active participation of the audience and continuous feedback. Only by taking these factors into full consideration can I create interactive mythological illustrations with real artistic value and cultural significance to effectively promote cross-cultural communication and understanding.

2.2 Epistemological Stance: Interpretivism
My epistemological stance is interpretivism. I will first define interpretivism and introduce its representative characters and views. Secondly, I will analyze the embodiment of interpretivism in the field of art and explain why I choose interpretivism as my epistemological stance. Finally, I will elaborate on how to create interactive mythological themed illustrations from an interpretive perspective.

Interpretive epistemology holds that knowledge does not exist objectively in the world, but is constructed through an individual's subjective interpretation and understanding of experience. It emphasizes understanding how individuals give meaning to the world and how those meanings are shared and constructed in social interactions. Contrary to positivist epistemology, interpretive epistemology holds that the acquisition of knowledge is a process of explanation rather than discovery. It focuses on the creation, interpretation and understanding of meaning, rather than the description of objective facts. There are many representatives of interpretative epistemology, who come from different disciplines, such as philosophy, sociology, anthropology and so on. Weber (1978) emphasized the importance of "Verstehen" in social science research. He believes that understanding social action requires entering the subjective world of the actor to understand the meaning of the action. His concept of "ideal type" also reflects the interpretative construction of social reality. Schutz's phenomenological sociology explains the role of common sense knowledge and typification in the construction of social reality by individuals. He proposes that individuals do not passively accept social reality, but actively construct and interpret it (Schutz, 1970). Geertz (2017) believes that understanding culture requires interpreting its symbols and meanings, and placing them in their specific social and historical contexts. Gadame (2013) emphasizes the dialogic and historical nature of interpretation, and believes that any understanding depends on the interpreter's own pre-understanding and historical background. He believes that understanding is a continuous dialogue process rather than a restoration of fixed meaning. Moreover, Dilthey distinguished between the natural sciences and the humanities, arguing that the research object of the humanities is the spiritual life and experience of human beings, and its research methods should also be different from the natural sciences. He emphasized the central role of explanation and understanding in the study of the humanities, and believed that understanding is the fundamental way to grasp human experience. He emphasized the central position of interpretation and understanding in the study of humanities, believing that understanding is the fundamental way to grasp human experience (Brown, 1976). Although their viewpoints differ, they both emphasize the central role of subjectivity, meaning construction, and interpretation in the process of knowledge formation. Their ideas together form the foundation of interpretive epistemology, influencing the discussion of research methods and epistemology in the social sciences.

As an illustrator who focuses on traditional Chinese culture, especially mythological themes, my future research direction and futurer practice are deeply related to interpretive epistemology. My choice of interpretivism as my epistemological stance is not accidental, but based on the essence and goals of my artistic creation.

In contrast to positivism, interpretivism emphasizes the understanding of the subjective meaning that individuals ascribe to experiences and actions. It holds that knowledge does not exist in the world objectively, but is constructed through the interpretation and understanding of experiences by individuals (Schutz, 1970). In the field of art, interpretivism is reflected in focusing on the intentions of the creators of the artwork, cultural context, audience interpretation, symbolic meaning and emotional expression contained in the artwork itself, rather than simply pursuing objective descriptions or technical analysis of the artwork (Geertz, 2017). My future artistic practice reflects the application of interpretivism in the field of art, and my choice of Chinese mythology as the theme of my creation reflects a cultural choice and value judgment, which is not a pure objective record, but my understanding and identification of the connotation of Chinese culture. My interpretation of Chinese mythology not only contains my personal aesthetic taste and understanding, but also is influenced by my education, cultural background and personal experience. These subjective factors jointly shape my interpretation of mythological stories and will eventually be reflected in my illustration works. Interpretivism focuses on the process of constructing meaning (Gadamer, 2013). This is highly in line with my creative concept. My work is not a simple replication of mythological stories, but a unique interpretation and recreation of these stories. This process of re-creation, which combines traditional culture with contemporary artistic language and gives these ancient stories new vitality is itself a process of interpretation. I will reinterpret and present Chinese myths through my own artistic language, techniques and creative ideas. And I will establish communication and dialogue with contemporary audiences.

I will create interactive illustration installations with mythological themes, which further strengthens the interpretive perspective. The design of this interactive installation should take into account the audience's participation and experience, as it will make the audience no longer passive viewers but active meaning constructors. Through interaction with the installation, the audience can independently explore the details, scenes and characters of mythological stories, and interpret these contents based on their own experience and understanding. This can not only promote their understanding of mythology, but also stimulate their interest in traditional culture. This interactivity will break the one-way dissemination mode of traditional art works and promote multi-level dialogue and communication between creators and audiences, thereby achieving a common construction of meaning. In addition, since interpretivism attaches importance to the subjective experience and understanding of individuals (Schutz, 1970), my illustration works will incorporate my personal understanding and emotions of myths to arouse the emotional resonance of the audience. The interactive installation is designed to enhance this subjective experience, so that each audience can obtain a unique sensory and spiritual experience. My creation is also designed to give mythology a new glow in the age of digital media. This interactive illustration installation I designed is an attempt to transform the concept of interpretivism into artistic practice. It is not only an artistic work, but also a platform for cultural exchange and meaning construction. In this way, I am not only spreading traditional culture, but also engaging in an ongoing dialogue with the world to co-create and understand new meanings of myth. This is not only the cross-cultural communication of art, but also the cross-cultural construction in the cultural sense.

My research direction is "In the era of digital media, how can illustrations with mythological themes use new technologies to improve cross-cultural communication?" Based on this research direction, I have developed a future practice plan: creating mythological themed illustrations and design an interactive installation based on them. Based on interpretivism, the key to future practice lies in enhancing audience participation and experience in the process of constructing meaning in mythological narratives through technological means, and ultimately achieving cross-cultural communication. This is not simply digitization, but a reexamination and reinterpretation of mythological meaning, which can guide the audience to participate in meaning construction.

Firstly, in the future creative process, I need to have a deep understanding of the cultural connotations and symbolic meanings of the selected mythological stories, and I need to interpret them from multiple perspectives rather than simply retelling them. For example, when creating an illustration about“Nuwa mending the heavens”, I need to explore the evolution of its image and the symbolic meanings of each stage. I need to understand the cosmology and values contained in the story of “Nuwa mending the heavens”, and then further explore the connection between its deep cultural code and contemporary social values. Secondly, the design of interactive elements is crucial. My future related designs should guide the audience to actively participate in story understanding and interpretation, rather than passively watching. This can be achieved through multiple perspectives (experiencing the story from different characters' perspectives), open-ended endings (audience participation in story continuation), symbol interpretation (guiding the audience to interpret symbols in the story), emotional resonance (using music and sound effects to enhance emotional experience) and cross-cultural comparison (comparing Chinese mythological elements with similar elements in other cultures). The presentation from different perspectives implies the diverse construction of meaning. An open-ended ending can encourage the audience to actively participate in meaning construction, symbol interpretation can help the audience understand deep meanings, emotional resonance can enhance audience participation and cross-cultural comparison can promote cultural understanding. The choice of technology should serve the interpretive philosophy, and creation needs to emphasize meaning construction and interactive experience. Therefore, I can consider using technologies such as AR, VR, Haptic Feedback and AI to enhance the immersion and interactivity of my illustration installation‌ and adjust the content based on the audience's interactive behavior. For example, AI technology can dynamically generate different storylines and endings based on the choices and behaviors of the audience, thereby maximizing personalized interactive experiences and empowering the audience with the construction of meaning. Finally, cross-cultural communication needs to pay attention to language selection (providing multilingual versions), cultural sensitivity (avoiding offensive elements) and user experience design (ensuring usability) to ensure that audiences from different cultural backgrounds can easily participate and have a good interactive experience.

In summary, in my future art practice based on interpretivism, I need to combine technical means with cultural interpretation, guide audiences to participate in meaning construction and finally achieve more effective cross-cultural communication. This is not only the application of technology, but also the exploration of cultural connotations and artistic expression of common human emotions, aiming to create an artistic experience that triggers cross-cultural dialogue and resonance.

2.3 Explain the relationship between constructivism and interpretivism based on my research direction and practical plan
My future research direction and related practical plans integrate constructivism and interpretivism. Constructivism is reflected in the audience actively participating in meaning construction through my interactive installation, rather than passively receiving information. Interpretivism is reflected in my in-depth interpretation and cultural exploration of mythological stories, and I will imbue the works with personal understanding and cultural background. The two are not opposed, but complementary. Constructivism provides an interactive mechanism, while interpretivism provides resources and frameworks for constructing meaning. My creation will combine the two. The interactive platform of mythological themed illustration installation will promote active construction by the audience, while my interpretation will provide cultural resources for it. The design of multiple perspectives, open-ended endings and symbol use embodies the interactivity of constructivism and the cultural interpretation of interpretivism. Ultimately, my work will combine technology with cultural interpretation to achieve more effective cross-cultural communication and spark deeper cultural thinking.

3. Theoretical Framework and Application：
3.1 Stuart Hall's Encoding/Decoding Theory and Its Implications for My Creation
The encoding/decoding theory proposed by Hall emphasizes the complexity of information propagation, which lies in the encoding and decoding process of information propagation, as well as the diversity of decoding. Encoders (such as illustrators) encode specific symbols, meanings and values into their works, while the audience decodes the information based on their cultural background, including dominant, negotiated and adversarial decoding positions (Hall, 2019). This theory is highly relevant to constructivism because it holds that meaning is not an inherent attribute of information, but is constructed through the process of encoding and decoding, and the audience does not passively receive information but actively constructs understanding. The theory is also closely related to interpretivism because of its emphasis on the subjective initiative of the audience and the pluralism of interpretation. Audiences need to consider their own socio-cultural background and personal experience when decoding, and different decoding methods reflect the multiple and effective understandings of the same information. Hall's encoding/decoding theory provides an important framework for understanding mass media information dissemination and audience interpretation, as well as a theoretical basis for studying audiences' different interpretations of my illustration works.

Hall's encoding/decoding theory can provide valuable guidance for my future artistic practice (the creation of illustrations with mythological themes and the design of an interactive installation based on these illustrations). The core of Hall's theory is that meaning does not exist objectively, but is constructed through the interactive process between creator and audience (Hall, 2019). This inspires me that my creation should not pursue a single interpretation, but should use new technologies such as VR to combine multi-level symbolic design and guided interactive design. My work should encourage the audience to actively participate in meaning construction, promote multiple interpretation and realize more effective cross-cultural communication. I can use multi-level symbol design to help audiences from different cultural backgrounds better understand the cultural connotations of symbols and promote negotiated interpretation between different cultural backgrounds. For example, I can combine the auspicious symbol of the Eastern dragon with the power symbol of the Western dragon, and express it through details such as color and dynamic effects. Multi-level symbol design can not only enhance the visual experience of the audience, but also provide them with different levels of interpretation. Through guided interactive design, the audience can independently explore the cultural symbols in the illustrations. For example, viewers can click on a mythological symbol to learn about its cultural background, or choose different paths to explore different storylines. This design allows the audience to deepen their understanding of symbols in the interaction process, so as to get closer to my coding intention.

3.2 Cultural Refraction Theory and Its Application in My Interactive Illustration
Hall's cultural refraction theory is not a formal theory, but a perspective for analyzing cultural phenomena. It emphasizes that culture is a complex network of power, ideology and differences intertwined. Cultural texts are not direct reflections of reality, but products encoded and interpreted. And the meaning of cultural texts is constantly constructed (Hall, 2015). This theory is closely related to constructivism. Because it emphasizes that cultural significance is not predetermined, but constructed through encoding and decoding processes, and different groups construct different understandings of reality. In addition, it is consistent with interpretivism. Because it attaches importance to the subjective initiative of the audience and the diversity of interpretation, it emphasizes that the understanding of cultural texts needs to consider individual experience and cultural background.

The cultural refraction theory holds that cultural dissemination is not a "direct replication" of information, but rather a reflection that occurs due to differences in cultural backgrounds (Hall, 2015). Therefore, when this theory is applied in my illustrations, it can help me realize the cross-cultural interpretation differences of symbols. So that I can adopt diverse symbol presentations in my design to cater to diverse audiences. I can juxtapose Eastern and Western cultural symbols in the same illustration to enhance cultural contrast. For example, placing Eastern and Western dragons on the same screen and showcasing their respective cultural connotations through different colors and details, so as to help the audience understand the cross-cultural differences of symbols. When displaying illustrations, I can also add cultural background information to help the audience understand the mythological symbols in my illustrations. For example, when I show the process of phoenix rebirth through dynamic effects, I can attach both eastern and western explanations on the symbolic meaning of phoenix, which can effectively reduce misunderstandings caused by cultural differences.

3.3 Immersive Experience Theory and Its Application in My Interactive Illustration
The immersive experience theory is not a clear theory proposed by a single scholar, but an interdisciplinary concept that has gradually developed with the rise of virtual reality, interactive art and immersive experiences. Its theoretical foundation integrates ideas from various disciplines, including psychology, literature, media studies and technology studies. For example, literary and media scholar Ryan (2000) proposed the concept of "Immersion," particularly the immersive experience of storytelling in digital media. He defines immersion as a “being there” psychological state, where the reader or viewer becomes fully engrossed in a virtual world. As a pioneer in the field of virtual reality, Lanier (2017) proposed the concept of VR and explored how to create immersive experiences through technological means.

The immersive experience theory is closely related to constructivism and interpretivism. Constructivism emphasizes that users actively construct meaning through experiences, while immersive experiences provide a rich environment for users to actively explore and build understanding of information. Interpretivism emphasizes subjective understanding of reality, and the differences in personal experiences and perspectives in immersive experiences lead to different interpretations. Therefore, successful immersive experiences utilize these two theories, provide rich sensory data, facilitate the construction of individual knowledge and allow for multiple interpretations.

The immersive experience theory emphasizes multisensory participation and interactive design to enhance the audience's experience. This theory is suitable for application in my interactive illustrations, where dynamic effects and interactive design make the audience not only recipients of information but also participants, thereby deepening their understanding of other cultures. Therefore, I can enhance the audience's perception of mythological elements and increase the depth of their experience of cultural symbols by adding sound and tactile design to the illustration installation. Through AR or VR technology, viewers can enter virtual mythological scenes for immersive experiences. Viewers can explore mythological symbols through interaction, thereby gaining a deeper understanding of the symbolic meanings of these symbols in their original culture.

4. Ethical Considerations：
Ethical considerations are paramount throughout the creation of interactive mythology-themed illustrations, requiring a careful balance between respecting cultural sensitivities, safeguarding user privacy, promoting cross-cultural understanding and using technology responsibly. My future research and artistic practice should actively foster intercultural understanding and avoid exacerbating cultural differences or misunderstandings.

4.1 Interpretation and Respect of Mythology
I need to pay attention to cultural sensitivity, and my creations must demonstrate respect and understanding of myths from different cultural backgrounds. My creation requires avoiding misinterpretation, distortion or offensive interpretation of myths. I need to conduct in-depth research on the significance and status of the mythological stories I have selected in their source culture, and carefully express them artistically to avoid cultural appropriation. In addition, regarding myths involving specific cultures, I should obtain authorization and feedback from that cultural group to ensure that my creations conform to their cultural norms and values. Mythology usually has multiple interpretations and versions, and my creations should present multiple perspectives as much as possible to avoid imposing a single perspective on the audience.

4.2 Application of Technology 
I need to establish strict data and privacy protection policies to ensure the security and confidentiality of user data. And I need to transparently inform users of my data collection policy and obtain their consent. In addition, my device design should consider the needs of different users to ensure that it can be understood and used by as many people as possible, such as people with disabilities and users of different age groups. I also need to ensure technological fairness as much as possible and introduce new technologies that may create a digital divide in their application to ensure that all users can equally enjoy my work.

4.3 Cross-cultural Communication 
Cross-cultural communication can easily lead to misunderstandings and biases. My creations should avoid reinforcing stereotypes or cultural biases, and promote understanding and respect between different cultures. And my creations should avoid cultural appropriation and cultural hegemony, respect the uniqueness of different cultures, and promote equal dialogue between cultures. In the creative process, I need to respect intellectual property rights. And I need to properly label and authorize all referenced materials.

4.4 Interactive Design
When designing interactive elements, I should fully consider the user's feelings and experience, and ensure that users have control and autonomy over their own experience. I also need to predict and evaluate the potential unintended consequences of my interactive design, and take measures to prevent them.

5. Conclusion:
In this article, I explore the philosophical foundation of the application of interactive technology in illustrations with mythological themes, hoping that it can provide useful guidance and creative inspirations for my future research and practice. Based on constructivist ontology and interpretive epistemology, I analyzed how these perspectives will affect my future research and practice. I also combine Stuart Hall's coding/decoding theory and cultural refraction theory, as well as immersive experience theory to elaborate on how these theories can be applied in my interactive illustrations and the role of these theories in promoting cross-cultural understanding. Finally, based on my future research direction and practice plans, I elaborated on the possible practical applications of emerging technologies such as AR, VR and AI in my future creations, and analyzed the relevant ethical considerations in the article.
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