Dynamization and Interactive Design of Mythological Illustrations: Exploring New Methods of Cross-Cultural Communication in the Digital Media Era

1. Abstract: 
In the context of rapid development of digital media, the dissemination of traditional illustrations is facing new challenges and opportunities for transformation. Mythology, as an important carrier of cultural inheritance, contains profound symbolism and regionalism, which often encounter obstacles in cross-cultural communication due to differences in interpretation. How to break through the limitations of traditional static expression through the dynamic and interactive design of illustrations has become a key problem in achieving the re-dissemination of myths and promoting cultural resonance in contemporary times.

This research focuses on the core question of "How can mythological themed illustrations use new technologies to enhance cross-cultural communication capabilities?" On this basis, a series of mythological themed illustrations will be created and dynamically designed, such as using GIF illustrations, loop animations, micro-narrative animations, frame-by-frame short animations, visual symbol conversion and visual rhythm design to enhance the expressive power of the illustrations. In addition, through interactive presentation methods such as click-trigger, path selection and multiple contextual interpretation, audience's participation and depth of understanding will be enhanced.

Based on constructivism ontology and interpretivism epistemology, this research holds that mythological meaning is continuously constructed in specific cultures and audience experiences, and interactive illustrations are the medium for audience to participate in the construction of meaning. In addition, this research will adopt the mixed research method and the transdisciplinary research method proposed by Nicolescu (2002), and will integrate the theories in visual communication, semiotics, cross-cultural communication, interaction design and other fields to explore how illustration can be transformed into an open, fluid and participatory form of cultural communication. Through the parallel method of theoretical analysis and practical creation, the aim is to propose a set of future-oriented new illustration expressions to provide theoretical support and creative path for the digital transformation of mythological themed illustrations, and also provide new ideas for the media innovation of visual art in multi-cultural communication.

2. Introduction: 
With the rapid development of digital media, the creation and dissemination of visual art are facing profound changes. As an image form that combines aesthetic expression and narrative ability, illustration has gradually transformed from traditional static images to dynamic and interactive ones under the promotion of digital technology and new media context. This transformation not only expands the expressive power of illustration at the visual language level, but also brings far-reaching impacts at the communication level, especially in the field of cultural narrative and cross-cultural communication, showing unprecedented potential. As an important branch of illustration art, mythological illustrations carry rich cultural symbols and deep-seated value systems. They often originate from the historical memory and religious beliefs of a specific nation or culture, and construct a unique interpretation system about the universe, humans and nature through image reproduction. However, the symbolism and cultural embeddedness of myths also make them prone to "misinterpretation" and "meaning deviation" in cross-cultural contexts. This is often not due to the exclusivity of the cultural content itself, but rather to the single form of communication and the closedness of the expression structure. Traditional static illustrations often lack sufficient flexibility and interactivity to accommodate diverse interpretations from different cultural backgrounds when facing culturally diverse audiences. Therefore, rethinking the media strategys of mythological themed illustrations has become an urgent research topic that needs to be addressed. 

In this context, dynamic and interactive design has injected new vitality into traditional illustrations. Dynamic illustrations can make mythological images present a more fluid and open expression through visual rhythm, time dimension and narrative transformation. And interactive design builds a co-creatable and interpretable visual space through the active participation of the audiences, providing a more flexible structure for "meaning generation". This characteristic of "open narrative" not only helps to overcome the barriers of cultural understanding, but also promotes the re-dissemination and contemporary expression of mythological elements in the new media environment. Therefore, this research will focus on the core question of "How can mythological themed illustrations enhance cross-cultural communication capabilities through dynamic and interactive design?" The aim is to explore the reconstruction of visual narrative in digital contexts and combine practical creation to develop a new illustration expression that can enhance cultural understanding and resonance. Different from the previous cross-cultural communication methods that rely on text translation or explanatory texts, this research attempts to explore how to realize the "dialogue" and "co-construction" of cultural meaning through the "translation" of visual language by means of the structural adjustment of images themselves. This research focuses on young digital users (18-35) with interests in mythology, culture and visual arts, who are highly active on social media and receptive to interactive visual content. My research findings can also provide insights for visual arts students and creators.

The research is based on constructivist ontology and interpretive epistemology. Constructivism holds that reality is not an objectively independent entity, but a meaning system that is constantly constructed within specific cultural, social and historical contexts (Berger and Luckmann, 1966). In the context of mythological illustrations, this means that the cultural symbols and narrative meanings conveyed are not universally applicable, but are rooted in a symbolic system from a specific cultural perspective. Interpretivism further points out that knowledge and understanding are the product of subjective experience and specific context (Gadamer, 2013; Schutz, 1970). This points out the initiative of the audiences in interpreting meaning and also suggests that cultural communication cannot rely solely on the intention of the "expresser", but also pays attention to the diversity of the "receiver" in terms of cognition and cultural background. Therefore, in this research, illustrations are no longer simply viewed as “image works”, but as an “interactive platform” for cultural exchange. The core lies not only in how to “present” myths, but also in how to construct “understandable” symbolic channels for audiences from different cultural backgrounds. Stuart Hall (2019) proposed in his "encoding/decoding" theory that the communication process is not a linear transmission, but a dynamic system involving multiple encodings and decodings. Viewers tend to reinterpret information based on their own cultural background, which often leads to the deviation or reconstruction of meaning. In mythological themed illustrations, the possibility of "diverse decoding" is particularly prominent, and dynamic and interactive design is a powerful response to this dissemination mechanism. In addition, Hall (2015) proposed the theory of "cultural refraction", which also provides important support for this research. He pointed out that cultural texts often undergo "meaning distortion" or "re-encoding" in other cultures during the dissemination process, which makes cross-cultural communication no longer a "copy of information", but more like a "reflection of meaning". Therefore, instead of pursuing "authentic reproduction", it is better to build a communication structure that can accommodate "multiple interpretations". Dynamic illustration, with its open narrative mode and flowing image language, provides a more tolerant expression space for the ambiguity and symbolism of meaning, while interactive design further empowers the audience to participate in the process of meaning construction and become a "co-creator" of myth transmission. From the perspective of digital narrative theory, Murray (2017) and Ryan (2004) both emphasized the important role of “non-linearity”, “multi-path” and “participation” in new media art. These theories show that contemporary digital media breaks the traditional linear narrative structure, allowing audiences to intervene in the content generation process through clicks, selections and feedback, thereby gaining a more personalized and immersive cultural experience. Mythology, as a narrative type that already has multiple versions, symbolism and a circular structure, fits the open logic of digital media very well. This also provides a methodological basis for this research's myth transformation experiment in dynamic illustrations and interactive design.

The core goal of this research is to construct a form of mythological visual narrative with cross-cultural adaptability through the combination of dynamic illustrations and interactive design, and further propose a "cultural mediation" mechanism of visual language to enable the regeneration, reinterpretation and reperception of the meaning of mythology in cross-cultural communication. To achieve this goal, this research will explore from four aspects: firstly, analyze the symbolic barriers and cognitive differences of mythological illustrations in cross-cultural communication, and reveal the reasons why they are misunderstood in different cultural backgrounds; Second, explore how dynamic design reconstructs mythological content at the level of visual language structure and narrative logic, thereby enhancing the openness and fluidity of its expression; Third, study the role of interactive mechanisms in enhancing audience participation, improving understanding ability and promoting cultural identity, and emphasize the subjectivity of the audience in the process of meaning construction; Finally, based on the above theoretical analysis and relevant artistic practice results, a set of methods for illustration creation in the context of multicultural communication will be constructed, which can provide a feasible path for the media expansion of illustration art in contemporary expression and cultural communication. This new path can not only revitalize traditional cultures such as mythology in contemporary times, but also provide inspirations and references for the digital dissemination of cultural content, the visual reconciliation of cultural differences and cross-cultural teaching in art education.

3. Literature Review: 
In order to construct the theoretical basis of this research, relevant literature has been systematically searched through academic databases such as Google Scholar, Scopus, JSTOR and SAGE Journals, with keywords including "myth narrative transformation", "digital media and cultural communication", "visual narrative", "interactive illustration" and "cross-cultural visual symbols". And the "Snowball Effect" is also used to search and identify literature. The selected literature mainly focuses on related fields such as mythology, media research, visual communication and cross-cultural communication, covering classic theoretical literature and emerging research results.

Although the existing researches have extensively explored the structural characteristics of myths and their cultural translation mechanisms, and have also conducted in-depth analysis of visual communication paths in digital media, there is still a lack of systematic research on the cross-cultural communication of mythological illustrations in the context of dynamic and interactive design, especially in terms of the internal structure of illustrations such as visual rhythm, symbol conversion and user path guidance. There is no mature theoretical support yet. Therefore, the literature review of this essay will be carried out from three aspects: The historical evolution of mythological narrative forms and their cultural universality; The role of new technologies in promoting effective cultural communication; The adaptability and communication potential of visual storytelling in multicultural exchanges. Moreover, the CRAAP test was also used to select and evaluate these literature.

3.1 The Historical Evolution of Mythological Narrative Forms and Their Cultural Universality
As one of the earliest forms of cultural expression, myths not only shape collective identity and spiritual order, but also constitute the most primitive model of cultural communication. In his book Myth and Reality, Eliade (1968) pointed out that myths reflect a symbolic understanding of the laws governing the operation of the universe. Myths do not care whether the stories are true or not, but rather establish a long-term and stable connection between people, nature and society by repeatedly telling these stories. This view emphasizes the cultural "coding" characteristics of mythology, that is, it conveys not specific facts but the logic and values hidden behind the story (Doniger, 2011; Segal, 2004; Bhattacharyya, 2011;Sola Morales, 2013). 

Campbell (2008) proposed from the perspective of mythological structuralism that the "hero's journey" is the core framework shared by global myths. Its cyclical and ritualistic nature not only gives myths historical continuity, but also shows that mythological narratives have a high degree of translatability and cultural adaptability potential (Jung, 2014; Lévi-Strauss, 1955; van Gennep, 2019). This deep structure enables mythological content to be regenerated and updated in different contexts, becoming a spiritual resource shared by multiple cultures. 

Barthes (1972) made a critical analysis of the modern transformation of mythology, arguing that it has been transformed into a "secondary semiological system" used to construct ideology in contemporary times. Especially in the context of media and advertising, it manifests as the "naturalization" process of visual discourse. This analysis emphasizes the "recontextualization" mechanism of mythology, in which symbols can be reorganized to suit new cultural purposes, but there is also a risk of meaning being manipulated and simplified (Brannen, 2004; Harrison, 2010; Lévi-Strauss, 1955). 

[bookmark: _GoBack]Jenkins (2006) further proposed the theory of "cross-media myth construction". He believes that contemporary myths are no longer dependent on a single medium, but is generated through the collaboration of multiple platforms such as comics, film, television, games and illustrations, forming a distributed narrative system. This viewpoint emphasizes the plasticity of myths as "cultural prototypes" in different media environments, where audience participation plays a role in reproduction (Popa Blanariu and Popa, 2018; Albertsen, 2023). This provides theoretical support for the re-narrative of myths in media such as illustrations. 

Lotman (1990) proposed from the perspective of cultural semiotics that mythological texts are essentially structures with "semantic ambiguity", and their meanings are constantly re-encoded in communication between different cultures (Nöth, 2006; Greimas, 1983; Eco, 1979). This means that the meaning of myths is not fixed, but rather a medium for intercultural dialogue, and their ambiguity has become an advantage in cross-cultural communication. This viewpoint complements Campbell's view that mythological stories can be translated at a deeper level of structure, and is of great significance for exploring how illustrations can construct an "open mythological structure" in this research.

However, different scholars have different opinions on how to express myths in modern ways. Barthes believes that modern mythology is easily manipulated into propaganda tools or overly commercialized things. Campbell and Jenkins pay more attention to the positive impact of myths on people's psychology, as well as the advantages of flexible structure and easy dissemination of myth stories. Lotman's view is more moderate. On the one hand, he emphasizes the "coding elasticity" of myths, believing that myths can be interpreted in multiple ways. On the other hand, he also admits that the meaning of myths may be lost in the process of dissemination.

These theories have three important implications for this research: First, the content of myth is not immutable, but a cultural structure that can be reconstructed; Secondly, as a medium for re-narrative, illustrations should respect the cultural tension of mythological structures and avoid oversimplification of the meaning of the image; Third, in the dynamic and interactive context, mythological visualization needs to consider both "symbolic" and "structural" to explore how to transform traditional myths into participatory and reconfigurable image systems.

3.2 The Role of New Technologies in Promoting Effective Cultural Communication
The rapid development of digital media has provided many new opportunities for cultural dissemination, especially in fields such as illustration, animation and digital art. The modularity and interactivity of media have become key variables in creative and communication strategies.   In his book The Language of New Media, Manovich (2002) pointed out that the five characteristics of digital media (digitalization, modularity, automation, variability and interactivity) make cultural content no longer fixed, but a reconfigurable system (Lunenfeld, 2001; Murray, 1997; Castells, 2011). This "variability" feature has fundamental significance for the dissemination of illustrations, as it breaks the closed structure of static images and makes them a "dynamic interface for meaning generation". 

The concept of "remediation" proposed by Bolter and Grusin (2000) emphasizes that new technologies are not only "transmission means" but also a mechanism for reconstructing "expression forms" (McLuhan, 1994; Chun, 2008; Gitelman, 2008). They believe that new media does not replace old media, but forms a new expression logic by absorbing, reconstructing or even imitating traditional media forms. This theory suggests that digital illustrations are not only image digitization, but also language reconstruction, that is, the visual narrative logic, rhythm and composition of illustrations should be redesigned to adapt to the interactive media environment, which is particularly important for the contemporary expression of illustrations.

Papastergiadis (2013) further pointed out from the perspective of cultural studies that the biggest change brought by technology is not only at the image level, but in the transformation of "understanding mechanism". He proposed the concept of "cultural interface", believing that technology can reduce semantic barriers and enhance cultural cognition by establishing understanding channels for users with different cultural backgrounds (Nakata, 2007; Kress, 2003). This viewpoint elevates "user experience" to an important participant in cultural construction, providing social and cultural significance support for interactive design of illustrations.

However, there are also differences in the positions of scholars on the cultural functions of new technologies. Bolter is more inclined to the innovation of visual forms, emphasizing the changes in the expression mode caused by the media structure. Papastergiadis is more concerned with the process of "cultural adaptation", that is, how to achieve cross-cultural understanding through media design. Manovich's viewpoint combines both, emphasizing the openness of technological structure and acknowledging the decisive role of user behavior in meaning generation. The disagreement among scholars shows that technology must be regarded as a means of constructing a "cultural interface" and "channel of understanding" to design interactive paths that can guide users to participate in the construction of meaning according to their own cultural background, rather than just providing a linear viewing sequence. Therefore, the dynamic and interactive design of mythological illustrations in the future must not only change the way of visual presentation, but also reorganize the process of transmitting cultural meaning.

3.3 The Adaptability and Communication Potential of Visual Storytelling in Multicultural Exchanges
As an important medium for cross-cultural communication, the communication potential of images has been widely discussed in academia. Kress and van Leeuwen (2020) pointed out in the book Reading Images: The Grammar of Visual Design that visual communication is like a cultural "grammar". Its structure is not static, but generates meaning in different contexts. This theory shows that images have a certain cross-cultural plasticity, but need to "context-resolved reading"(Oyama, 2000; Fu, 2018; Cohn, 2013). Messaris (1994) further emphasized that images have the characteristics of "immediacy" and "ambiguity", which makes images more penetrating than text, especially when facing multicultural audiences, "ambiguity" becomes an advantage in stimulating the co-creation of meaning. 

Murray (2017) proposed in his book Hamlet on the Holodeck that visual storytelling in digital environments should possess characteristics of “immersion”, “participation” and “non-linearity”. This participation mechanism makes users no longer passive observers, but active meaning constructors (Mariani et al., 2023; Lau et al., 2024; Chen et al., 2023). From the perspective of "story system", Ryan (2004) proposed that digital visual narration can enable the audience to better control the direction and cultural connotation of the story by means of branch structure, multi-node advancement and multiple endings. This theoretical model can provide method support for designing a "multi-path interpretation space" for mythological illustrations.

Although there is a basic consensus in academia on the advantages of visual storytelling in cross-cultural communication, there are differences on how to control the risk of misreading. Messaris believes that the "openness" of images should be maintained so that the audience can generate multiple interpretations based on their own cultural experience. On the other hand, Wu and Chan (2007) analyzed the cases of misinterpretation of Chinese traditional symbols in the West and pointed out that without contextual information, images could easily be misunderstood in cross-cultural communication. Therefore, effective visual communication not only needs to design "visual language", but also needs to support "context guidance mechanism".

For this research, these discussions show that as a visual narrative tool, illustration's cross-cultural communication function lies not only in "visual appeal", but also in whether it can accommodate multiple interpretations and provide sufficient contextual information. This suggests that in the interactive design of illustrations, details such as the image's "rhythmic structure", "transition method" and "symbolic meaning" need to be paid attention to, and it is also necessary to explore how to guide the audience to form their own unique understanding based on their own cultural background through interactive sessions.

3.4 The Gaps or Areas that Need Further Exploration in The Research Field
Based on the exploration of the three aspects of the above literature review, the existing researches pay insufficient attention to the potential of illustration as a visual narrative medium in cross-cultural context, and lack systematic analysis of the internal structural logic of illustrations, especially research on how the mechanisms of "visual rhythm", "image transformation" and "cultural contextual association of symbols" in illustrations can guide the audience to understand rather than misinterpret. Therefore, this research will take the creation and design of mythological illustrations as an example to explore how to use digital technology to reconstruct mythological narratives and construct a "structure-context-interaction" ternary model of dynamic visual narratives, which can enable people in different cultural backgrounds to better understand and resonate with myths, and even create new mythological stories together. This research can fill the gap caused by the current research that mainly focuses on mainstream media such as movies, websites and games, while ignoring the flexible and highly adaptable visual system of illustrations. This research can also provide a more vivid and efficient communication method for content such as myths that require a lot of background knowledge to understand.

4. Methodologies:
4.1 Selected Methodology: Integration of Action Research and Mixed Methods Research
This research will use Action Research as the core methodological framework, combined with Mixed Methods Research. The choice of this methodology fully responds to the need for systematic testing of the practical application effectiveness of dynamic illustration in cultural communication based on the cyclic structure of "theoretical exploration - practical creation - user feedback - re-optimization" in this research. 

Action Research emphasizes the generation of knowledge in practice. Researchers are not only observers but also interveners. The purpose of their research is not only to “understand” but also to “change” (McNiff and Whitehead, 2011). This view is consistent with the idea of this research to deeply combine theoretical research with illustration design. Through the creation of works and interactive feedback with users, the research can continuously correct and optimize the communication methods during the creation process, and can form practice-oriented theoretical reflection. 

Considering that the issues concerned in this research are highly complex, such as the differences in the interpretation of mythological images in cultural backgrounds and the reception effects of dynamic narratives in different contexts, it is difficult to form a comprehensive and systematic understanding by relying only on a single method. Therefore, a mixed research strategy that integrates qualitative research and quantitative research is particularly necessary. Creswell and Clark (2007) pointed out that mixed methods have higher explanatory power and integration value in research involving multi-variable interweaving, cultural cognition and behavioral feedback. In summary, the iterative nature of Action Research and the flexibility of Mixed Methods Research provide a complete, reasonable and adaptable methodological basis for this research.

4.2 Selected Research Methods: Multivariate Data Collection and Cross-Cultural Understanding Construction
This research will use semi-structured interviews to understand the views and experiences of three types of research subjects: Illustrators and artists who choose cultural themes for creation will be interviewed to explore how they transform and reorganize cultural symbols in visual creation; The target users with multi-cultural background will be interviewed to obtain their cognitive path and misreading experience in the process of image viewing; The relevant interaction design or visual communication practitioners will be interviewed to supplement the understanding of interaction mechanisms and communication strategies. 

This research will also design and distribute structured questionnaires to collect data on users' participation experience, visual preferences and cultural acceptance of dynamic mythological illustrations. The questionnaire contains Likert scales and open-ended questions, aiming to deeply explore users' feedback on image rhythm, symbol recognition and interactive mechanisms through a combination of quantitative and qualitative analysis.

In addition, the research will select 3 to 5 typical cases for case studies, including this dynamic and interactive illustration project created based on this research, as well as other publicly published works that can be used as references for this research. The cultural adaptability and communication effects of these cases will be analyzed through symbol analysis, visual structure comparison and user feedback integration. 

In the future creative practice process, in order to enhance situational immersion, this research will moderately introduce background music or sound effects with cultural characteristics as auxiliary media to stimulate users' perception of a specific cultural atmosphere. However, this part is not the focus of the research and only collects relevant feedback from user surveys as a reference.

4.3 Sampling Method: A Diversified Strategy Combining Purposefulness and Variety
The sampling strategy used in this research is based on Purposive Sampling, where participants are intentionally selected based on specific criteria, supplemented by the principle of Maximum Variation Sampling, which aims to include a wide range of perspectives to ensure the cultural breadth and experiential diversity of the samples (Patton, 2014):

In semi-structured interviews, this research plans to invite 15-20 respondents, covering illustrators, designers and digital media users from different cultural backgrounds to ensure that useful information about cultural conversion is obtained from both the creators’ and receivers’ perspectives. The questionnaire survey will mainly be released through social media platforms, with a planned collection of no less than 150 valid samples covering cultural circles such as Asia, Europe and Southeast Asia to support cross-cultural variable analysis. This research will select 3-5 art/illustration works with distinct cultural themes, clear interactive structures and user feedback records for case studies to ensure that the comparative analysis is effective and has reference value.

4.4 Ethical Considerations and Solutions
(1) All interview and questionnaire participants will sign informed consent forms, and the research will ensure that the data is anonymous and encrypted.
(2) The use of visual and audio materials should comply with cultural appropriateness and copyright legality. All materials must be sourced from legitimate sources, and cultural appropriation and misinterpretation should be avoided when using these materials. 
(3) Illustration design should respect cultural sensitivity and avoid discriminatory or stereotypical content. And the design needs to create an inclusive interactive experience.
(4) Transdisciplinary integration requires maintaining an accurate understanding of the concepts of the original disciplines and ensuring the scientificity and integrity of data interpretation.
(5) The research process and results need to be highly transparent for easy review and replication.
(6) The potential socio-cultural impact of the research needs to be recognized. In research involving cultural symbols and cross-cultural communication, it is very important to ensure the accuracy and inclusiveness of cultural communication.
(7) The research will follow ethical guidelines such as APA, and the research will be subject to ethical review and compliance with data protection standards such as GDPR.

4.5 Data Analysis Methods and Applications
In order to systematically process multi-dimensional data, the research will use three data analysis methods: thematic analysis, quantitative statistical analysis and multimodal case comparative analysis:
The interview data and open-ended questionnaire feedback will be summarized and encoded using thematic analysis, following the six step method proposed by Braun and Clarke (2006) to extract users' symbol interpretation paths, interactive perception preferences and cultural misreading types during the process of viewing dynamic mythological illustrations. This method is suitable for processing text data with uncertain structure and rich content, and can effectively capture users' initiative and cultural differences in meaning construction. 

For quantitative data, SPSS software will be used for descriptive statistical analysis, cross-variable analysis and correlation modeling to evaluate the statistical relationship between users' cultural background, media habits and interactive experience. SPSS software is a widely used statistical software package for data analysis, used across various disciplines for tasks ranging from basic descriptive statistics to complex modeling (Field, 2018; Pallant, 2020).

Visual and structural deconstruction analysis involves systematically breaking down the components, symbolism, and interactive logic of visual materials to understand their meaning and structure (Rose, 2022; Kress and van Leeuwen, 2020). For case studies, this research will use visual and structural deconstruction analysis to break down the composition, symbol system and interactive logic of illustration images, and combine user feedback to analyze their cultural adaptability and dissemination efficiency. Especially the structural analysis of dynamic narrative and interactive paths will assist in summarizing some illustration design methods with cross-cultural communication potential. 

4.6 Analysis of the Appropriateness of Methodologies and Methods: Advantages and Limitations
As a methodological framework, Action Research has outstanding practical orientation and reflection mechanism, which is particularly suitable for design research. It can continuously refine theories and methods in the process of continuous creation and feedback. This circularity not only ensures the research depth, but also improves the practical application value of the research (Reason and Bradbury, 2001). Mixed Methods Research provides an integrated path when dealing with interwoven variables such as culture, cognition and interaction, which makes data acquisition more systematic and conclusions more convincing (Creswell and Plano Clark, 2017). In terms of specific methods, interviews can deeply explore users' subjective perception of cultural symbols, questionnaires can provide quantifiable data, and case studies can supplement the intermediary level between theory and practice. The synergistic effect of the three methods can enhance the structural stability and explanatory power of the research.

However, these methodologies and research methods have limitations. For example, Action Research heavily relies on the subjective judgment of researchers, which may affect the objectivity and reproducibility of the analysis. Although Mixed Methods Research has strong integration capabilities, it has high requirements for time, technology and human resources. Especially when integrating quantitative and qualitative data, a lot of time and energy must be invested in analysis and cross-validation. In addition, there are practical difficulties in obtaining and balancing multicultural samples, which are easily influenced by language, background and acceptance habits. To address these limitations, this research will clarify the scope of data collection, carefully examine each step when integrating data, and categorize them by theme. This research will also conduct phased testing to minimize the impact of cultural factors on the research results to ensure that the research results are more reliable.

4.7 Alternative Methods and Methodologies
For example, Experimental Methodology can be used to design comparative experiments by controlling variables to examine the impact of different illustration forms (such as static and dynamic, interactive and non interactive) on users' cultural understanding (Smith, 2012). The corresponding method is Controlled Experiment, which has the advantages of strong operability and clear data structure (Campbell and Riecken, 1968), but it is difficult to capture users' subjective participation and cultural experience in the process of meaning construction (Plano Clark, 2017; Hammersley, 2012).

Ethnography methodology can be considered as an alternative, which involves delving into specific cultural contexts through participatory observation to gain a deeper understanding of how images are interpreted (Fetterman, 2019). The corresponding methods such as Participant Observation and Cultural Interview are very suitable for exploring the formation of cultural identity and the deep mechanisms of symbolic understanding (Geertz, 2017; Agar, 2011). However, these methods require a longer research period and have limitations in cross-cultural comparison and operational efficiency (Bernard, 2023; Brewer, 2000).

Semiotic Analysis or Content Analysis are also alternative methodologies, with Semiotic Analysis focusing on understanding signs and symbols to uncover underlying meanings, while Content Analysis systematically examines the presence of concepts within communication (Barthes, 1977; Krippendorff, 2018). Related research methods include Image Coding Analysis, Narrative Structure Comparison and Semantic Frequency Statistics, which are suitable for analyzing the structural characteristics of a large number of illustrations (Rose, 2022; Kress and van Leeuwen, 2020), but these methods cannot provide actual feedback on users' real thoughts and how cultural factors affect user reactions (Silverman, 2006; Neuendorf, 2017).

Although other methodologies can also be applied to this research, Action Research combined with Mixed Methods Research is still the most suitable choice under the premise that this research emphasizes "parallel creation and cultural communication", "analysis of the causes of cultural misinterpretation" and "user participation and feedback". This can not only ensure the theoretical nature of the research, but also adjust the research at any time according to creative practice and user response. And this can provide better guidance and support for mythological themed illustrations in cross-cultural communication.

5. Discussion And Analysis:
This chapter aims to make a comprehensive analysis of the core problems, research methods and theoretical framework of this paper. And the focus of this chapter is to elaborate on the application effects of dynamic and interactive illustrations in cross-cultural communication of mythological themes, and to explore their theoretical value, practical significance and future development directions.

5.1 The Suitability of the Research Approach to My Research Question
This research adopts Action Research combined with Mixed Methods Research, effectively responding to the practice path of "design-communication-feedback-redesign". Action Research emphasizes the generation of knowledge in creative practice, allowing researchers as creators and interveners to continuously revise the design method. This method is particularly suitable for media forms such as dynamic illustrations with continuous feedback mechanisms. Mixed Methods Research combines qualitative interviews with quantitative questionnaires, allowing researchers to understand users' viewing experiences, cognitive biases and symbol understanding pathways under different cultural backgrounds, thereby providing more comprehensive empirical support for research questions.

5.2 Potential Findings and Theoretical Significance
According to preliminary research, dynamic illustrations have three advantages in cross-cultural communication:
1. The "rhythm" and "fluidity" of information transmission: dynamic images guide the audience into the story through visual rhythm changes and time advancement, thereby reducing the difficulty of understanding caused by cultural differences.
2. The "openness" and "participation" of meaning generation: the interactive mechanism breaks the single way of image reception, making the audience a co-creator of meaning, and the interactive behavior itself is a cultural participation process.
3. The "recoding" ability of symbolic systems: Interactive design can promote the reinterpretation of local mythological symbols in other cultures to avoid stereotypes and misunderstandings, and this can enhance cross-cultural adaptability.

Therefore, dynamic and interactive illustrations not only have technical advantages, but also construct a communication mechanism of "polysemous dialogue" at the cultural level, which can promote the regeneration of mythological meaning in contemporary expression.

5.3 The Links between Theory and Practice
The adopted theoretical framework has been outlined in the introduction of this paper, and how it guides the specific creation is further analyzed here:
Constructivism emphasizes that the generation of cultural meaning is a continuous construction process in the interaction between the audience and the environment (Piaget, 1977). As shown in the "encoding/decoding" model proposed by Hall (1980), the audiences will reconstruct information based on their own cultural background. This theory is embodied in interactive illustrations, for example, users can directly affect the symbolic meaning of images by clicking, path selection and other behaviors.

The "semantic ambiguity" theory proposed by Lotman (1990) reveals the polysemy and interpretability of myths. Dynamic illustration allows the meaning of mythological stories to flexibly change through open structures and diverse visual elements. For example, in a GIF animation, a mythical bird that symbolizes "rebirth" can appear in different states such as flying, breaking and burning in different plot developments, which precisely reflects the different understandings of the life cycle in different cultures.

In addition, the theory of cultural reflection suggests that cultural symbols may undergo semantic shifts and reconstructions in cross-cultural communication due to contextual differences (Hall, 2015). In the creation of mythological themed illustrations, audiences from different cultural backgrounds may give vastly different interpretations to the same image. The interactive mechanism of dynamic illustration provides a space for guiding and accommodating diverse interpretations, allowing cultural information to convey its core spirit in the process of "reflection", thereby enhancing its dissemination and adaptability in a multicultural context.

Murray (2017) proposed the "non-linear" and "participatory" theories of digital storytelling, which also provide a theoretical basis for the design of interactive illustrations. In interactive illustrations, users can freely explore various parts of mythological stories and construct their own "hero's journey", which is very similar to the mythological prototype structure proposed by Campbell (2008). This shows that digital illustrations can connect traditional myths with modern life. Therefore, this research will construct a structure of "image-culture-audience" that is interconnected in the combination of theory and practice. In this structure, the image is no longer a closed carrier with fixed meaning, but a starting point for the audience to construct cultural cognition. The audience is no longer a "decoder", but a "participatory creator".

5.4 Reflection on Future Research and Further Questions Raised
The following are some questions that deserve further research:
(1) Guidance mechanism: Although the open structure encourages polysemous interpretation, it may also lead to misinterpretation. In the future, sound effects, colors or image prompts can be introduced to help users understand culture.
(2) The expression of culture: Some images simplify symbolic forms to enhance global understanding, which may weaken their cultural depth. Future research can explore the "dual expression" mechanism, balancing the local and universal aspects of culture.
(3) Integrating multiple immersive experiences: Although this research mainly focuses on the illustrations themselves, user feedback suggests that sound effects can make the situation more vivid. Therefore, future creations can attempt to combine images, sound effects and interactive experiences to create more immersive narrative systems and provide users with richer experiences.
(4) The impact of cultural literacy differences: The cultural cognition and visual literacy of the audience will significantly affect image interpretation. Subsequently, mechanisms for analyzing user cultural backgrounds can be established to optimize the adaptability and personalized path of illustration design.

5.5 Limitations and Reflections on the Proposed Research Design
Although this proposed research design has theoretical rigor and practical adaptability, there are also some limitations:
1. The surveyed samples are mainly concentrated in Asia and Europe, and do not fully cover cultural contexts such as South America and Africa, which may affect the cultural breadth of the research.
2. Some of the proposed interactive structures are highly complex, which increases the cognitive burden of users and requires strengthening the guidance logic in the design.
3. The theoretical framework of the research may lead to a tendency towards "over theorization" in creation, thereby affecting the emotional tension of image expression.

Therefore, the subsequent research should continue to explore more flexible integration mechanisms between theory and practice to ensure the effective dissemination of culture while retaining the artistry and individuality of illustration creation.

6. Conclusion：
The core intention of this research is to explore how to break through the expressive limitations of traditional static images in cross-cultural communication through the dynamic and interactive design of mythological themed illustrations, and to construct an open and adaptable visual narrative structure. This research will combine constructivism and interpretivism theories, adopt Action Research and Mixed Methods Research, and conduct systematic analysis and practical verification around the interactive relationship between "audience-image-culture". Regarding the potential findings of the research, dynamic images and interactive mechanisms can effectively enhance user engagement and cultural understanding, especially in multicultural contexts, where audiences can reconstruct mythological meanings through autonomous path selection and symbol interpretation. In addition, the application of cultural refraction theory and semantic ambiguity principle can make illustration design more flexible and leave more interpretation space for the audiences, thereby reducing the risk of misreading in cross-cultural communication. The expected outcome of this research is not only to propose a dynamic visual design method suitable for mythological cultural content, but also to establish a "user-centered" cultural communication mechanism and emphasize the audience's dominant position in the generation of meaning. This mechanism is expected to provide new research perspectives and practical paths for illustration art in the fields of digital narrative, cross-cultural communication and interactive design. The potential impact of this research is to promote illustrations from a simple "visual expression" to a tool of "cultural dialogue", thereby providing a theoretical basis and practical methods for the development of visual arts in a global multicultural context, which is expected to promote the greater role of visual arts in fields such as cultural understanding, education and social communication.
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