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Abstract

	Cthulhu myth because of its unique horror and artistic style is well known, it has created a lot of amazing monsters, with the progress of science and technology, people will slowly transfer the content of books to video games, today's three-dimensional technology has been able to Cthulhu elements are very good display in front of the audience, and we can also appreciate and analyse this content.
In this paper I will be in the study of blood curse in the Cthulhu monster design, in all aspects of consideration. By studying the designers over the years to design a variety of excellent and memorable Chimera, creating better, more detailed roles is the purpose and significance of the current research.
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I. Introduction

1.1. Research background

Chimera comes from a monster in Greek mythology, a lion-headed sheep-tailed creature, a ferocious beast with wings, and, in short, a beast that was the image of the early Chimera, followed by the Italian political thinker Niccolò Machiavelli The appearance of the centaur metaphor in masterpiece The Prince, people changed the image of Chimera from a simple beast to a combination of man and beast, in the back of the chimera word and the collision of the biological world, the birth of many of today's games and film and television works in the monster, Become the main content of monster setting in many works.
Cthulhu's mythological tales of the development of science and technology, dark, chaotic space design, hidden in the deep sea full of tentacles of giant monsters, as well as the incredible brain in a vat space travel and other content, for the game creation provides attractive material and inspiration.
Bloodborne is an ARPG game released in 2015, set in the Victorian era, when people were infected with a blood-borne disease that can animalize people and players need to play hunters to hunt the creatures.
The first attractive step of a game is monster design, blood source curse gives the player a fantasy Gothic world, their monster design has been many video bloggers to study and discuss, their monster design is different from other games, their monster than other ARPG games more special, with gothic tone from which to add some of the Elements of Cthulhu Chimera creatures, so that many monsters are beautiful, more attractive.

1.2. Research aim

The purpose of this research is to. The first chapter explains the definition of Cthulhu myth, summarizes the development of Cthulhu myth, combs the history of Cthulhu myth in the game, and finally summarizes the definition of Cthulhu mythological image. The second chapter analyses the influence of Cthulhu mythology on his monster design with blood-sourced curse art collection and data collected online, original monster analysis and non-original monster analysis from Cthulhu mythology monster. The third chapter, the analysis of the elements to draw up a plan to create a visual effect.
By analysing the shape of the Cthulhu monster design in the study of the Bloodborne, it is considered in all aspects. By studying the designers over the years to design a variety of excellent and memorable Chimera, creating better, more detailed Chimera is the purpose and significance of the current research.



1.3. Research method

One. Literature Method: By reading the relevant literature secretary with the cell phone Cthulhu and the curse of blood source, the material of the relevant material of mobile phone on the network obtains the essence of previous research, and is the theoretical basis for the study of this paper.
Two. Deductive induction method: through the analysis of the mythical image of Cthulhu, combined with the background analysis of the game's times to study the artistic value contained in it
Three. Field trip method: visit the art collection of learning the game, and the model combined with their own actual situation to make a sufficiently high degree of completion of similar style works










II. Literature review

2.1. The origin of the Cthulhu mythology

The original name of the Cthulhu Mythos was Akam Story Collection, not the name of the Cthulhu Mythos, which Lovecraft himself had clearly proposed, but rather a Cthulhu mythical system proposed by his friend Auguste William Derleth, who had been collated and divided into systems. Although it is a mythical system, it is still relatively vague, its content is too complicated and large, involved in the compilation of the story of many people.
[image: ]
Fig.1. Howard Phillips Lovecraft


H·P·Lovecraft himself said, "The oldest and strongest emotion of mankind is fear, and the oldest and strongest fear comes from the unknown." This is the view put forward in his summary of the history of the development of horror literature and his summary of the literary history of the supernatural horror in literature. What he sought was this truly unknown fear, which, in Lovecraft's writings, had been detached from the most popular ghosts, ghosts, werewolves, etc., and had created his own strange visitors from extra-terrestrials, far beyond what was understood at the time.
Cthulhu Myth is not only a magical horror story, but also a sci-fi horror story. Lovecraft himself loved gothic horror stories full of ghosts, werewolves, vampires, etc., and he loved the unknown worlds of Antarctica, extra-terrestrials, and prehistoric worlds that were out of reach of people in time and space at the time. He has spontaneously learned a lot of scientific knowledge, especially astronomy, which has also brought a series of shadow effects to his work, providing rich material and inspiration, such as Dagon Beyond the Wall of Sleep, which contains many sci-fi elements, and the image of Yog-Sothoth, whose image is a globulin sphere of billions of lights, described in better understood terms, as if it were the Milky Way.

2.2. Definition of the image of Cthulhu

“Now all my tales are based on the fundamental premise that common human laws and interests and emotions have no validity or significance in the vast cosmos-at-large. To me there is nothing but puerility in a tale in which the human form—and the local human passions and conditions and standards—are depicted as native to other worlds or other universes. To achieve the essence of real externality, whether of time or space or dimension, one must forget that such things as organic life, good and evil, love and hate, and all such local attributes of a negligible and temporary race called mankind, have any existence at all. Only the human scenes and characters must have human qualities. These must be handled with unsparing realism, (not catch-penny romanticism) but when we cross the line to the boundless and hideous unknown—the shadow-haunted Outside—we must remember to leave our humanity—and terrestrialism at the threshold “ （1920.H·P）This is a phrase often uttered by "The call of Cthulhu" author Lovecraft, which contains his attitude to creation and the core idea of the Cthulhu series - "cosmosism".
The Cthulhu myth combines magic, sci-fi, and horror, and its core concept is one of the first to be put forward, namely, the unspeakable fear of great existence in the universe.
In order to express this industry, the easiest thing to understand is "Cthulhu" itself, the name is not its real name, but only through the human vocal organs can express part of it, let alone call it.
The image depicted in Cthulhu is a very representative creature in the Cthulhu myth created by the American writer Howard Philip Lovecraft, and can also be described as the most classical artistic image in Cthulhu mythology, one of the elements of August William Derleth construction that symbolizes the existence of "water", the image of a giant humanoid creature with bat wings on its back, similar to an octopus head and human body. This creation focuses on its head. In the book, Cthulhu image is very rough skin, and has obvious octopus, bat and human characteristics, such as the human body, bat wings, octopus tentacles. Cthulhu's body is close to the dark blue and dark green, the body is unusually majestic, legend has a mountain as tall, and his strange oval head, in the jaw with countless octopus-like tentacles, slightly bloated body and some scales, Cthulhu's forelimbs some like human hands, some like claws, behind a pair of broken, seemingly unable to carry the wings of his body. (1926, H·P) In "The Call of Cthulhu", it is documented that Cthulhu occasionally uses his special psychopathic abilities to make individual contact with inserted humans on distant land. Cthulhu is a mythical system, in reality, Cthulhu mythological system by the artist to depict the most is Cthulhu, Cthulhu 's artistic image even to some extent defined the Cthulhu mythological system of its dark and mysterious story tone.
[image: ]
Fig.2. The image of Cthulhu painted by Lovecraft





III. Methodology

The first Cthulhu video game, Shadow of the Comet, was born in the 1990s, which determined the feasibility of themes such as Cthulhu in video games, and with the rise of technology, from word-adventure games to 3D games, followed by the 2015 work "Bloodborne."
"Bloodborne" is one of today's outstanding Cthulhu-style works, the game combines a large number of Cthulhu elements, accompanied by medicine, psychology, religion, Hebrew mythology and other elements. (2019, Lee)
In between, this paper studies the artistic image of Cthulhu mythology, so it does not describe too many other elements of Bloodborne. From the game name can be seen, blood is one of the elements throughout the game Yharnam people because of blood therapy infected with a veterinary disease, basically everyone becomes a monster, the symptoms of lighter hair is more crazy, similar to the phenomenon of ancestry, but not into apes but what other deformities, symptoms of the more serious direct into the four-legged wild. The source of this blood is the blood of Outer God, which returns to the theme of the Cthulhu myth, in which many of the images of monsters are drawn from the Cthulhu myth, from which prototypes can be found, Next I'll study them methodologically.


3.1. The Bloodborne the Veterinary disease monster

The first is a group of game-changing monsters, all chimeras who have the Veterinary disease and thus transform them into monsters, who have human characteristics but also contain the characteristics or instincts of some animals, largely because these Veterinary disease monsters visually draw on the more popular werewolf elements of the Victorian era, and according to Veterinary disease, The monsters don't look the same. The enemies encountered in the town of Yharnam are crazy villagers who have long lost their minds and can only let out a low roar, knowing that the source of blood therapy is the blood of Outer God, who can be understood as the failed Outer God family, who have become beastly because of the influence of Outer God's blood.
[image: ][image: ]
Fig.4. Veterinary disease stage 1
Fig.3. German werewolf prints in 1512


The picture shows the Bloodborne most distributed orc disease enemies in Yharnam, Central Asia, who can still have basic human forms, broken clothing that can reveal their identity and occupation, but can't hide their hairs that grow wild because of the mutation, and attack forms that are relatively wild and swift, according to the blood-cursing game maker TESTSU TAKAHASHI: "I want to paint a picture of people facing the fear and panic of their position, or something that people can't understand." “（2020. IGN) so the beastly monster was born, their attack like a beast does give people a strong sense of oppression, but these are just ordinary enemies in the Yharnam region, the more mutated enemies will be more severe back bending, limbs elongated and grow more hair, hands and feet in order to facilitate hunting and grow claws, teeth become sharp, you can see the form more close to the werewolf, the final stage of the animal disease enemy, the body shape has been difficult to see the human form, the back can be parallel. Hair is already as lush as a wolf, and the attack method is primitive, no longer using tools to attack.
[image: ][image: ]
Fig.6. Veterinary disease stage Final
Fig.5. Veterinary disease stage 2



3.2. The Cthulhu monsters in the Bloodborne

After getting a special prop invitation in the game, you can go to a hidden area called the Forsaken Cainhurst Castle which hovers outside like a flea and human combination of monsters, known as Bloodlicker, with a similar image to Atlach-Nacha and adds flea and blood-sucking features. Similarly, as a branch mission nightmare border, it is considered the worst part of all dreams, there is no obvious architectural style, only stone-lined hills, encountering squid-like invertebrates, lying on the ground slowly creeping, and at the time of their attack the body is found close to the ground on one side with a huge mouth. Another type of enemy, called a cold light, is a brain-shaped monster, based on Mi-Go, that can kill each other by simply staring into a state of madness.
	Some of the upper-class images of the Bloodborne, Amygdala, have huge, bumpy lumps in their heads, with a lot of insect-like hair, from which they sometimes extend a large number of tentacles and spray corrosive liquids, sometimes with laser-ray-like attacks, dry and slender limbs, and the overall size is unusually large. Usually like spiders lying on top of each building, if through its hunting range will be crawled and pinched to death, after getting special props can be thought of as resonance with this upper creature is transmitted to other areas. The creature was initially unable to observe its image because the protagonist was too low, as if there was a twist in the air. Amygdala has also been made into a sculpture because of its distinctive, highly stylistic image.
[image: ]
Fig.7. Amygdala-Bloodborne art book


One of them is the Fishing Hamlet region, which is also set against the backdrop of H·P· Lovecraft's Innsmouth, a fish-man monster-like nest similar to Deep Ones, and the original origin of the story, where even dogs are fish-like, with dorsal fins and feet, and are highly aggressive. The most memorable laying is the fishman under the well, two ferocious giant fishman full of barnacles, with shark-like mouths, waving anchors as weapons, attacks with little interval, extremely difficult to deal with. At the end of the day, the source of the hunter's nightmare, an enemy named Orphan of Kos, is a dry humanoid, with his right hand attached to a half-moon-shaped, visceral-like weapon that, in anger, produces wings and throws visceral attacks. Defeating the enemy can obtain a weapon called Kos parasite, the use of this weapon protagonist can also be transformed into the image of the upper hand, an image similar to the cauliflower head, several tentacles wrapped together to form the head, and the top becomes a plant characteristic, the golden body becomes white, the hand also becomes a tentacles, the remote form will spray many white parasites, the image of a variety of elements of Cthulhu mythology, with a unique dark beauty of chaos.
[image: ][image: ]
Fig.9. Orphan of Kos
Fig.8. Fishing Hamlet villager












IV. Proposal plan

According to the above research, my direction is more to a certain element fusion as the key, a Chimera creature is designed to need cultural background or myths and other existing elements as support, such biological creation will be more vivid and real.
Until now, I've studied the Cthulhu myth, and most of the research has been taken from the 2015 game Bloodborne, so I wanted to create a creature with a Cthulhu element, and the style favors the realistic type of blood curse. From the very beginning, Cthulhu's fantasies came from the universe and the fear of the unknown, so the characters of this design will be deeper and darker.
In the above paper, there is a study of the monsters in the fishing village, these monster prototypes are from Innsmouth Deep One, Deep One is mostly fish, frogs and other molluscs, and now I have selected snails, conch and other abdominal foot-type creatures as the main body to design, and then add the rest of the Cthulhu elements, is my current collection of information and draw out the general direction. The following image is some of my current design ideas
[image: ]
Fig.10. There are currently design elements


I will be based on the existing design elements for the next step, need to design a complete three-view picture, according to the picture and then model design











V. Conclusion

To sum up, the shape and movement of the Cthulhu monster will vary according to the content of the needs, and the characters look relatively different. But based on the context and story I want to express, the character's image will also change according to the content, by comparing these documents, these images are mostly dark or scary style, which will make my creative direction more clear. Through the Bloodborne of these monster design research, more understanding of their artistic style. Cthulhu's Chimera design should start with the elemental content, find the prototype you want to design, and then exude thought and add Cthulhu's unique style to the design's Chimera, creating a more beautiful and unique character.
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