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My Future Research Direction：
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：
In contemporary visual culture, mythological themed illustrations occupy a unique position. As an ancient and vibrant form of visual expression, mythological illustration not only carries rich cultural connotations and historical memories, but also attracts audiences from different cultural backgrounds with its unique narrative style and visual charm. From ancient murals and scrolls to modern books and movies, mythological illustrations convey profound human reflections on the universe, life and morality through their unique artistic language. However, with the advent of the digital media era, traditional static mythological illustrations are gradually unable to meet the needs of contemporary audiences for interactivity and immersion. Exploring how to make mythological illustration dynamic and interactive with new technologies is not only an inevitable trend of technological progress, but also the key to activate the cross-cultural communication potential of mythological illustration.

In the context of globalization, the communication between different cultures is becoming more and more frequent. As an important cultural carrier, mythology has become increasingly prominent in its cross-cultural dissemination significance. However, there are differences in people's interpretation and acceptance of myths under different cultural backgrounds, which poses challenges for the cross-cultural dissemination of mythological illustrations. Therefore, how to use new technologies to compensate for the limitations of traditional illustration, eliminate cultural misunderstandings and better promote cross-cultural communication has become the core issue of my future research. This essay aims to explore the role of transdisciplinary approaches in promoting the dynamic and interactive process of mythological themed illustrations. The transdisciplinary approach is a way of thinking that transcends the boundaries of traditional disciplines. It emphasizes the integration of theories and methods from different disciplines in order to understand and solve complex problems in multiple dimensions. As defined by Nicolescu (2002), transdisciplinary is "dialogue between disciplines". For my future research and practice, using transdisciplinary approaches means that I need to integrate knowledge and methods from multiple fields such as cultural anthropology, cognitive psychology, communication studies, digital art, game design and interaction design, in order to better understand the cultural connotations of myths and analyze users' cognitive patterns and emotional experiences. Only in this way can I design mythological illustrations that are more culturally sensitive, emotionally rich and interactive.
In this essay, I will first define transdisciplinary approach and explain its importance. Then I will review the evolution of mythological illustrations from traditional static forms to dynamic digital presentations, analyze the limitations of traditional practices and explore how transdisciplinary approaches can provide solutions. Next, I will elaborate on the reasons for choosing "Blending Theories" and explore how transdisciplinary frameworks can guide the research and practice of dynamic/interactive mythological illustration. Through the study of immersive VR experience cases, I will analyze the impact of new technologies on audience participation in mythological themes. In addition, I will predict the future development trends of transdisciplinary strategies in mythological themed illustration and propose potential directions for future research. Finally, I will also explore ethical issues that may arise in cross-cultural communication. I hope that the analysis and exploration in this essay can provide theoretical support and practical guidance for the innovative development of mythological themed illustrations, so as to give them new vitality in the digital media era and make greater contributions to promoting cross-cultural communication.

2. Defining Transdisciplinary Approach：
Basil Nicolescu (2002) defined multidisciplinary, interdisciplinary and transdisciplinary approaches as representing an incremental hierarchy of integration in knowledge production and research methodologies. These are not simply linear stages, but reflect a continuously increasing level of interaction and fusion between disciplines. My simplified understanding and description of each follow：
Multidisciplinary approach is like a jigsaw puzzle, which juxtaposes knowledge from different disciplines, while each discipline retains its unique methodology, theoretical framework and research objectives. Researchers work independently in their respective fields, and the final result is a simple accumulation of contributions from each part, but this method lacks true integration and synergy. For example, in a large-scale art exhibition, sculptors, oil painters and performance artists showcase their respective works and state their viewpoints in their respective art fields, which reflects a multidisciplinary approach.

Interdisciplinary research emphasizes collaboration and communication between disciplines. Researchers from different fields work together on a common research problem, sharing methodologies and perspectives to produce integrated findings that go beyond any single discipline’s scope. For example, artists and historians take an interdisciplinary approach to create a virtual reality experience in which they recreate the streets of ancient Rome based on archaeological and historical records, allowing users to "walk" through history and interact with virtual residents and artifacts. This is a highly interdisciplinary work that combines historical research, visual arts and digital media to vividly present history in an immersive and interactive manner. Disciplinary boundaries still exist, but the degree of knowledge integration is significantly higher than that of Multidisciplinary approaches.

Transdisciplinary approaches represent the highest level of integration, transcending disciplinary boundaries and fundamentally shifting the paradigm of knowledge production. They require researchers to possess open-mindedness and a collaborative spirit that transcends disciplinary limitations, working together to construct new conceptual frameworks, methodologies and research paradigms. The goal of transdisciplinary research is to address complex, holistic problems that span multiple disciplines, ultimately producing a novel knowledge system irreducible to any single disciplinary perspective. For example, when I study the field of mythological themed illustration using new technologies in the future, I need to integrate knowledge from various aspects such as art design, mythology, cultural studies, digital technology, new media, narrative, user experience, psychology and communication studies. This process may lead to the development of new theories and practical models, which is a prime example of transdisciplinary approaches.

3. The Importance of Transdisciplinary Approach:
Nicolescu (2023) proposed the viewpoint of "Transdisciplinarity as a solution to the challenges of the contemporary world", I argue that a transdisciplinary approach is crucial for understanding and innovation in the field of mythological illustration incorporating new technologies. This is because it emphasizes interaction and integration across disciplines. Mythological illustration cannot be fully encompassed by a single discipline, it integrates multiple fields. However, a purely multidisciplinary approach or interdisciplinary approach, where disciplines work in isolation, struggles to achieve true synergy. In contrast, a transdisciplinary approach encourages researchers from different fields to collaborate on shared research problems, sharing resources and learning from each other, ultimately yielding integrated results that transcend the limitations of any single discipline.

This collaboration is particularly crucial given the integration of new technologies into mythological illustration. Digital technologies have revolutionized the creative process, forms of expression and dissemination of illustrated works. Transdisciplinary research effectively integrates knowledge of art design and digital technologies, enabling exploration of new creative tools and techniques, and investigating their impact on narrative, aesthetics and user experience. The involvement of psychology and communication studies further enhances understanding of audience perception and emotional responses, informing the creative process and improving the impact and dissemination of the artworks. Therefore, a transdisciplinary approach is key to understanding the complex interplay between technology and mythological illustration, and it can drive continuous innovation in this field.

4. The Evolution of Mythological Illustration: A Historical Overview from Static to Dynamic Digital Forms
Simplified Timeline: Mythological Illustration
	Period
	Style & Technology
	Key Features

	Pre-1800s
	Hand-drawn/painted (manuscripts, frescoes)
	Stylized, symbolic, culturally specific

	1800s-1900s
	Printmaking (lithography, woodcuts), realism
	Wider dissemination, artistic interpretation

	Mid-1900s
	Modern & Surrealist influences
	Psychological, symbolic, abstract

	Late 1900s-Present
	Digital tools (Photoshop, 3D modeling)
	Dynamic, interactive, immersive experiences (games, animation, VR/AR)


Table 1: A historical overview of mythological themed illustrations from traditional static forms to dynamic digital presentations.This timeline was created for my own use in 2024.

The evolution of mythological illustration from static to dynamic digital forms spans millennia, reflecting broad shifts in artistic techniques and technological advancements. Early depictions of myths found in cave paintings, illuminated manuscripts and classical art, were inherently static. These illustrations relied on symbolic representation and artistic skill to convey narrative, serving ritualistic, educational or aesthetic purposes, such as some mythical animal images, Buddhist scriptures and religious books (Figure 1-3). The advancement of printing technology in the 15th century expanded the scope of mythological imagery dissemination, but Lupton (2024) believes that this medium is still largely static. Because it does not allow for internal motion or variation within the image itself, every printed image is a fixed presentation. Although skilled artists can create the illusion of motion or narrative through composition and fine details, the image itself remains static.
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Figure 1: This is an ancient Balinese grotesque, photographed in the Saraswati Temple of Ubud on the Indonesian island of Bali (Male, 2019). Its context is clear: deference and veneration to the deity and an iconic reminder of faith and servility.
Figure 2: The Diamond Sutra (AD 868), produced as a woodblock print, the imagery and accompanying texts 
form a scroll approximately 16 feet long (5 metres).
Figure 3: Book of Hours (AD 1407), produced throughout Europe. Most were unique in theme and design but all contained psalmsb and prayers.

The 20th and 21st centuries witnessed a profound transformation, with the digital revolution profoundly impacting the visual representation of mythology. Software such as Adobe Photoshop and Illustrator provided unprecedented control over image creation and manipulation, enabling artists to craft and process images with greater precision and flexibility to increase detail and complexity. This facilitated more dynamic compositions, blending traditional artistic techniques with the possibilities of digital tools (Clark & Phillips, 2019). The advent of animation and interactive media opened entirely new avenues for storytelling. Mythological narratives, once confined to static images, are now experienced through animation, video games, virtual reality (VR) and augmented reality (AR). Whyke and Brown (2023) explored the protection and remediation of traditional myths in contemporary Chinese animation in their book Chinese Film in the Twenty First Century. And based on the box office success of such animated films in the past few years, they analyzed the potential for success in combining mythology with artistic creation in the contemporary concept of "national style". Sanchez-Lopez et al. (2020) explored the explosive growth of digital storytelling from a creator’s perspective, analyzing the creative processes of new narrative forms through case studies. Research in areas such as user experience (UX) design is pushing the boundaries of creativity and promoting new academic research avenues, such as studying the impact of interactivity on understanding and emotional responses. Contemporary artists use these technologies to explore new interpretations and creative reimaginings of ancient myths, creating personalized and interactive experiences tailored to specific audiences. This continuous evolution reflects the enduring power of mythology and its adaptability to the constantly evolving artistic and technological environment.

5. Addressing Challenges and Biases:
Illustration, as a powerful visual language, plays a crucial role in conveying information and expressing emotions. It uses concise and clear images to communicate complex ideas quickly and effectively, fostering reader engagement and enhancing comprehension. Whether in books, magazines or online platforms, illustration enriches our visual experience with its unique artistic charm and promotes cultural exchange and communication. However, it also has some inherent limitations. I will carefully analyze these limitations in the following text and list some solutions provided by transdisciplinary approaches .

5.1 Limited dimensions
In the article Vision and the brain, Hubel (1978) studied how the brain uses different visual cues to construct the perception of depth, such as perspective, shadows and textures. While techniques such as perspective and shadow can create the illusion of depth, accurately portraying true volumes and spatial relationships in a two-dimensional plane is more difficult than in a three-dimensional environment. This may result in the presentation of objects appearing flat or unconvincing. And static illustrations cannot fully show the three-dimensional sense and depth of objects. For example, an illustration of a car can only show the side or front of the car, not all the details of the car at the same time. This could explain why even skilled artists struggle to convey the true depth and complexity of a three-dimensional world entirely through illustration. The article also points out that even simple two-dimensional shapes require complex processing by the brain to form three-dimensional perceptions. Therefore, even if the traditional static illustration works seem realistic, they can not completely replace the real visual experience.

5.2 Limitations in Narrative Communication
Shen (2020) analyzed the limitations of traditional static illustrations in narrative expression in his article Research on Narrative Dynamic Ancient Style Illustration Design, arguing that they struggle to effectively communicate complex storylines and processes, he also pointed out that traditional static illustrations cannot simultaneously display multiple stages or perspectives. For example, an illustration depicting Dunhuang dance can only show the postures of the dancers at a specific moment in time, and cannot show the fluidity and continuity of the dance movements. While traditional static illustrations cannot show dynamic and continuous action, dynamic visual language can create a more engaging and immersive experience.

5.3 Limitations in Emotional Expression in Traditional Illustration
While traditional illustration possesses certain visual narrative strengths, it often faces limitations in conveying complex emotions and dynamic emotional transitions. Unlike dynamic media such as animation or interactive art, traditional illustration is static, relying primarily on visual cues for emotional expression. Research by Neurolaunch (2024) suggests that static images often require additional interpretation by viewers, as this art form is difficult to fully convey the depth and nuances of human emotions. For example, an illustration of a sad character can only depict sadness through facial expressions and posture, failing to capture the complexity of inner emotions. A research on children’s drawings highlights the lack of dynamic range in static visual works when when expressing complex emotional changes (Springer, 2021). These limitations underscore the importance of incorporating dynamic elements into illustration design to enhance emotional engagement and narrative depth.

5.4 Differences in Interpretation and Acceptance
Different cultural contexts, cultural backgrounds, knowledge reserves, cultural symbols or metaphors will lead to differences in people's interpretation and acceptance of illustrations. Different people may have different understandings or even misunderstandings of the same illustration, which will affect the accuracy and consistency of information transmission. Lev Kuleshov proposed the “Kurishov effect” in the early 20th century (Figure 4). His film theory experiments showed how viewers interpret the same facial expression through different contexts, highlighting the diversity of viewers' understanding of images (Kuleshov, 1974).
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Figure 4: These are the images used by Soviet director Lev Kuleshov in his film theory experiment, after which he proposed the Kuleshov effect (Kuleshov, 1920)

Hall (1968) proposed the concept of "Cultural Differences in Visual Communication" and discussed the differences in people's understanding and acceptance of visual information in different cultural backgrounds. Traditional static images are essentially passive, unlike dynamic media that provide equal opportunities for viewer participation and interaction. They can only be understood by the audience based on their own knowledge reserves, but this is often difficult. For example, I have previously used some traditional patterns and colors in illustration creation, such as Tai Chi symbolizing the infinite cycle of dynamic balance, and red symbolizes strength and vitality. But many viewers, especially foreigners, cannot interpret them well. Because these symbols and colors not only convey the visual information of mythology, but also carry the specific meaning of traditional Chinese culture, which the audience must have some knowledge of in order to understand them. Differences in cultural symbols or metaphors can also lead to interpretation biases, Lakoff and Johnson (2008) explained in their book Metaphors we live by that metaphor is not just a rhetorical device, but also the foundation of our understanding of the world. Cross cultural misunderstandings are common because different cultures have different conceptual metaphors. For example, in Western mythology, dragons are often symbols of evil and chaos, representing power and greed. But in Eastern mythology, dragons are usually symbols of auspiciousness, strength and prosperity. Moreover, if the audience does not have the necessary background knowledge, the expression of illustrations may be distorted or unable to be effectively interpreted. For example, the punchline of some humorous illustrations may be based on a specific cultural background or knowledge foundation, which may not resonate with audiences who are not familiar with that cultural background. In addition, Chinese scholar Li (2023) proposed in his paper that understanding and interpreting traditional static illustrations often requires artistic expertise, which he believes may limit the appeal of traditional illustrations to a wider audience. Therefore, I believe that the passivity of traditional static illustrations highlights the importance of incorporating dynamic elements into illustration design, which can enhance emotional engagement and narrative depth to help more viewers understand the cultural background, artistic style and creative intent of illustrations. This can increase the immersion and participation of the audience, making them not only recipients of information but also participants through dynamic effects and interactive design. Thus deepening their understanding of other cultures.

5.5 How Transdisciplinary Approaches Offer Solutions?
The digital revolution has brought unprecedented opportunities for mythological illustration, and transdisciplinary approaches are the key to unlocking these opportunities. First of all, the introduction of visual narrate can help my future art practice get rid of the shackles of static images and build an immersive mythological world through animation, interactive design and VR. These technologies can not only show richer details and more complex plots, but also provide multi-dimensional narrative experience, making up for the shortcomings of traditional illustrations in dimension and narrative. The intervention of psychology can help me understand the emotional reactions of the audience, and thus use elements such as color, light, shadow and music in illustrations to enhance emotional expression and bridge interpretation differences. In addition, the concept of game design can be applied to mythological illustrations to enhance user engagement and immersion through interactivity, selectivity and challenge. For example, users can interact with characters and scenes in illustrations by clicking or sliding the screen, and they can even influence the direction of the storyline. The application of AI has also brought new possibilities for mythological illustration. For example, AI can assist in generating illustration elements and personalize them according to user preferences, or generate art works with specific emotional colors. Moreover, the perspective of cultural studies can help me understand the interpretation and acceptance of myths by different cultures, so as to adopt appropriate visual language and narrative strategies in illustrations to avoid cultural misunderstandings. By combining technology, art, psychology, naratology, game design and cultural studies, I believe I can create mythological illustrations that are more dynamic, interactive, emotionally rich and culturally sensitive to better understand and pass on these ancient cultural heritages. This transdisciplinary approach can break the limitation of a single discipline and develop new theoretical and practical models when integrating the knowledge of multiple disciplines, thus promoting the innovation and development of mythological illustration.

6. Transdisciplinary Approaches in Research and Practice：
6.1 Blending Theories for My Research Project and Transdisciplinary Practice
Vaughan (2017) pointed out in his book Practice Based Design Research that the concept of "Blending Theories" is the integration of different research methods, disciplinary perspectives, data sources and innovative approaches to generate deeper understanding and more effective solutions. Vaughan's methodology emphasizes flexibility, comprehensiveness and user centricity, resulting in more effective research outputs. Through this book, I have gained a comprehensive understanding of how Vaughan employs fusion thinking in design research. Therefore, I believe that the design method of blending theories is most suitable for my future research projects as it can bring transdisciplinary practice.

My future research direction is "In the era of digital media, how can illustrations with mythological themes use new technologies to improve cross-cultural communication?". My future research will combine historical knowledge with artistic expression. Integrating the concepts of interactive art aesthetics theory, narrative theory and emotional psychology theory is the key to my use of blending theories. I will use formalist theory and graphic theory in my future research. I will pay attention to visual elements related to mythology and explore the cultural references, historical and mythological backgrounds behind art from their composition, color, texture and other aspects. And I will explore the ideas and concepts conveyed by these visual patterns. In the process of cultural research, I will focus on how myths are shaped in specific historical, social and cultural contexts, understand how illustrations present their values and social systems at the time, and analyze the intentions and meanings behind these artistic works in context.

On the basis of my future research, I will design a dynamic/interactive illustration installation of mythological themes. I will use new technologies such as VR to achieve dynamic virtual exhibitions and interactive experiences of illustrations. This installation can popularize mythological knowledge to the audience while allowing them to experience visual interaction with dynamic illustrations. I will incorporate text analysis and voice guidance into the illustrations to increase their popularization and knowledge, and use a combination of music and visual storytelling to create more creative and visually appealing exhibition effects. This will be my transdisciplinary practice attempt, and I will record the emotional changes and feedback of the audience when using the installation and interacting with it through observation and video, as the basis for the construction of a new blending concept (interactive art emotional design).

6.2 How Transdisciplinary Theoretical Frameworks Guide the Research and Practice of Dynamic or Interactive Mythological Illustrations?
The transdisciplinary framework provides me with a multidimensional perspective for my future research and practice, encouraging me to break through the boundaries of traditional disciplines and integrate knowledge and methods from different fields. At the research level, cultural anthropology can help me gain a deeper understanding of mythological stories and their symbolic meanings in different cultural contexts to avoid cultural appropriation and misinterpretation. The research in cognitive psychology can guide me on how to design more attractive and immersive interactive experiences, and can guide me in optimizing illustration design by studying users' emotional reactions and cognitive patterns. Communication studies can help me analyze the impact of different media on information dissemination, and thus choose the most suitable platform and method for displaying dynamic/interactive mythological illustrations. At the practical level, the integration of digital art, animation technology, game design and interactive design is key. Digital art provides tools and techniques for creation, animation technology endows static illustrations with dynamic vitality, and game design concepts create opportunities for users to participate and interact. Interaction design can help me design smooth and user-friendly interfaces to ensure that users can easily explore and experience the mythological world in illustrations. By integrating knowledge from these disciplines, I can create more innovative and culturally sensitive dynamic/interactive mythological illustrations to better present these ancient cultural stories to contemporary audiences. This transdisciplinary framework not only enhances the artistic value of illustration, but also expands its educational and communication functions.

6.3 Case Study: The Impact of Immersive VR Experiences on Audience Engagement in mythological Themes
I will conduct transdisciplinary research and create an interactive/dynamic installation of mythological themed illustrations based on the research. My installation design will involve many new technologies such as VR, so I found a reference case and analyzed the impact of such immersive VR experience on audience participation in the following. Based on the analysis results of this case, I also discussed how to combine mythological illustrations with VR to create immersive experience.

Da Silva and Rafael Azevedo (2020) chose a fantasy Western theme centered around Harsh Wasteland, constructing a fictional world called "Offline" and creating a virtual reality (VR) experience based on it to explore the potential of this medium in immersive experiences and storytelling. This project is based on McDowell's methodology, which suggests that world design precedes storytelling (McDowell, 2020). The VR experience depicts an oasis scene that produces hallucinations, with the core of the experience being exploration, survival and changes in consciousness states such as hallucinations. Virtual environments serve as sandboxes for testing different moments and experiences to explore how the interactivity of virtual reality enhances fictional narratives. This project interprets Brett Leonard's concept of "World Building" through short narratives distributed in space, which emphasizes the need to first establish the world (including its detailed logic, rules, history, society and environment) as a fundamental element. Then, the story should naturally emerge from this established world. This viewpoint holds that strong world consistency is crucial for a successful story (Leonard, 2020). Users naturally participate in this project by interacting with the environment, and the virtual experience also explores user engagement and allows users to leave voice messages for subsequent users to create a more collective narrative.

In this case, which uses transdisciplinary approaches, the VR experience actively encourages user interaction and autonomy. A participatory and potentially evolving cross-user narrative created by voice mail features promotes a sense of shared experience. The non-linear structure allows users to explore and discover at their own pace, which enhances immersion and engagement. However, the lack of well-defined characters or clear emotional connections can limit the audience's empathy and emotional engagement. I learned from the user testing of this case that clear narrative objectives are important to guide exploration, and a balance between structured exploration and open exploration is necessary to achieve the best user experience.

Based on the analysis of this case, I believe that for the installation I will design in the future, the introduction of immersive VR experience means that the audience will be transformed from a passive recipient to an active participant. It will not only allow the audience to immerse themselves in the mythological world, but also participate in the meaning construction of mythological stories through their own exploration and interaction. For example, I can design interactive environments that match mythological scenes to trigger storylines, change character destinies and even create new interpretations of myths for the audience. Through functions such as voice messages, viewers can be encouraged to share their understanding and experience, thus forming a collective interpretation of myths. However, in order to avoid the loss of user experience, I need to draw lessons from the "Offline" project, strike a balance between open exploration and clear narrative goals, and construct a mythical world that is both immersive and emotionally appealing. This requires me to fully consider the cognitive and emotional needs of the audience when designing the interactive installation and I need to enhance the resonance and infectiousness of mythological stories through technological means.

7. Conclusion: 
In this essay, I explore how the transdisciplinary approach has become a key driving force for understanding and innovating mythological illustrations in the era of digital media. In the historical evolution from traditional static forms to dynamic digital presentations, I see that technological advancements have brought unprecedented opportunities for the cross-cultural dissemination of mythological illustrations. And the limitations and biases of traditional practices highlight the importance of interdisciplinary approaches.

Through the study of "Blending Theories", the discussion on the practice of dynamic/interactive mythological illustration guided by the transdisciplinary framework, and the analysis of the case of immersive VR experience, I found that the transdisciplinary approach can not only solve the limitations of traditional illustration, It also opens up new possibilities in the fields of art and technology. The integration of cultural anthropology, cognitive psychology, communication studies, digital art, game design and interactive design has enabled me to gain a deeper understanding of the cultural connotations of myths and enhance the emotional expression of illustrations. I can also create more interactive and immersive experiences. Transdisciplinary thinking breaks down barriers between disciplines, which allows me to understand and interpret myths from multiple perspectives and present them to a wider audience through technological innovation. This not only enhances the cross-cultural communication potential of mythological illustrations, but also provides a new direction for my future artistic practice.

In the future, transdisciplinary strategies will continue to deepen in the creation of mythological themes, showing the trend of personalized narrative, immersive experience and deep engagement. My future research can focus on the following areas: How to use AI-assisted creation and personalized experience design; How to use neuroscience to study audience emotional responses and optimize illustration design; How to integrate AR and MR technologies into the interactive experience of mythological illustration; How to combine mythological stories with social issues to better achieve cross-cultural communication. In this essay, I elaborate on the important role of transdisciplinary approachs in promoting innovation and development in mythological illustration, and the results of my analysis provide valuable insights for my future research and practice.

8. Research Ethical: 
My transdisciplinary research may raise some complex ethical issues, especially when it comes to understanding different cultures, interacting with audiences and using data. Here are some key ethical considerations my research might involve, along with some specific ways I plan to address them:
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8.1 Respect for Disciplinary Knowledge Systems
My transdisciplinary research requires combining knowledge, methods and theories from various fields. This means respecting and understanding the unique standards and ethics of each discipline. I need ensure a thorough understanding of their theoretical background, methodological limitations and practical norms. When drawing on concepts or methods from a particular discipline, I will adhere to the original interpretations and definitions within that discipline to avoid misapplication. 

8.2 Informed Consent and Data Usage
Before starting the research, obtaining informed consent from all participants and protecting their rights is important. Furthermore, particularly in transdisciplinary interactive design and cultural studies, participant data and feedback are valuable research resources, and protecting the privacy and security of this data is paramount.
Clear Informed Consent: Ensuring every participant understands the research’s purpose, how their data will be used, potential risks and benefits. When inviting individuals for interviews, testing or feedback, a clear informed consent form should be provided to outline their rights, including the right to withdraw from the research.
Data Privacy and Protection: The research must adhere to fundamental data protection principles to ensure the anonymity and confidentiality of all participant data. Data will be stored securely (e.g., using encrypted files or devices), and access will be strictly controlled to prevent misuse or leakage. 

8.3 Cultural Sensitivity and Inclusivity
My transdisciplinary research often involves understanding and representing different cultures, particularly in interactive illustration design and the use of cross-cultural mythological symbols. I will respect the uniqueness of each culture and maintain sensitivity towards cultural symbols to avoid simplistic or biased interpretations.

8.4 Copyright and Transparency 
My transdisciplinary research requires ensuring that all musical and transdisciplinary materials used comply with copyright laws. When incorporating music, images or other materials from various disciplines, proper authorization or use of royalty-free resources is essential to avoid copyright infringement. Furthermore, the use of these materials should be transparent, especially in reports and presentations of research findings. The source, cultural context and intended use of each resource should be clearly stated to prevent confusion or misinterpretation among audiences.

8.5 Integrity and Responsibility in Data Handling
Transdisciplinary research requires integrating and interpreting data across various disciplines, I need to ensure the authenticity and scientificity of data analysis. I need to maintain a transparent and honest attitude when analyzing and interpreting data to ensure the objectivity and impartiality of research conclusions. And I need to handle cross-cultural data with caution and maintain respect for various cultural backgrounds to avoid exaggerating or misunderstanding data differences between different cultural backgrounds.

8.6 Transparency in Research Process and Outcomes
I am responsible for ensuring transparency throughout the entire research process. Transparency in transdisciplinary research includes being open about the research objectives, methods and outcomes, and providing a comprehensive record of the process so that future researchers can replicate or verify my outcomes.

8.7 Social Responsibility of the Researcher
In transdisciplinary research, I need to recognize the potential impact my research might have on society, cultural groups and knowledge systems. Especially in research involving cultural symbols and cross-cultural communication, my research results may influence audiences’ understanding of a particular culture, and I have a social responsibility to ensure the accuracy and inclusivity of the cultural representation.

8.8 Ethical Guidelines and Review Boards
My transdisciplinary research should adhere to relevant ethical guidelines, principles and standards, such as the APA Ethical Principles. I will also submit my research proposal to the university’s ethics review board for approval, and my data protection practices will comply with regulations like the GDPR. By following these guidelines and reviews, my research will protect participant rights and data privacy within a transdisciplinary and cross-cultural context.
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