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HEROES MAKE YOU THINK

BOGDAN TROCHA

Abstract. Author discusses the mechanisms of mythologization of modern figures of heroes in the latest culture. He also analyzes the

competences of the creator of such figures and their relationship with the very process of mythologization. He also describes the causes

of this phenomenon in contemporary culture.
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I. Myth — birth, essence, function

The myth and mythical message contained in it is
important and important for culture and contempo-
rary man, and it is not necessary to convince anyone
especially today. Every participant of contemporary
culture, be it high, mass or just political culture, can
freely list a few mythical figures and quote some my-
thologies. The problem arises when we begin to look
more closely at the myth in search not only of the plot
itself, but above all of the discovery of the full con-
tent that it brings with it. From the very beginning,
when we face the seemingly simple question of what
myth is about, we come across significant problems.
There is no single definition of myth. There are hun-
dreds of them. So what is myth? Is there only one,
some canonical version of myth, or maybe there are
many of them? So how to recognize whether I am
dealing with a mythical text or only with some form
of mythology. These questions give rise to problems
not only related to the authorising of what is mythi-
cal, but above all they lead to the problems of research
methodology, and thus they are the basis on which a re-
searcher who wants to understand what myths entail.

The Ethnological Dictionary of Ryszard Tomicki
claims that the notion of myth should be understood
as three basic planes of meaning. The first, the nar-
rowest one, treats myth as a story. The second, ex-
tended one, assumes that myth is a carrier of archaic
worldview. The third, however, assumes that myth
is a universal form of consciousness. The first plane,
being an element of oral culture, is fundamentally
different from an equally archaic fairy tale or leg-
end. The structurally important elements contained
in it are connected with the categories of etiolog-
ical approach to the origins of time, the appear-
ance of the Living Space and the first model myth-
ical actions of characters — gods, ancestors or he-
roes. Such myths have a cosmic dimension, because
the deeds described in them have cosmic and human
consequences. For this reason, myth is sometimes
referred to as a story about gods and heroes, as well
as a story about the beginnings of everything that
is, and finally also as an instructional story. The ar-
chaic myth describes not only the ontological char-
acter of the world and its inhabitants, but also its
axiological structure responsible for the existence
of an ordered Cosmos and amorphous and destruc-
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tive Chaos. The myth that goes beyond its narra-
tive formula and becomes present in the mythical
rirual introduces a different approach to its content
than the one based on understanding the narrative
formula. Maciej Czeremski describes the precise
analysis of this phenomenon. Myth becomes the ba-
sis not only for understanding the world through
its narrative image, but also for religious «subor-
dination» to man through religious attitudes, ritu-
als or magical treatments. This type of perception
of the world is characteristic for «untamed think-
ing» and has its own rich literature. It is connect-
ed with the animation of the world, often leading
to its extreme anthropomorphisation. It creates not
only a model of the Living Space, but also defines
the way in which man exists in it, creating the basis
for the creation of organizations of primitive societ-
ies. Myth in the third sense is treated as a universal
phenomenon. We can find it in the works of both
Zygmunt Freud and Carl Gustav Jung as elements
of content pushed into the subconscious. What is
important, however, is that the myth seen in this
way shows us an important aspect of its structure
connected with the two layers of human thought.
This can combine subconscious content with con-
scious content, as well as the form of mythical pic-
torial thinking, characteristic of the archaic myth,
with abstract scientific thinking. Such a percep-
tion of myth, according to what Leszek Kolakows-
ki wrote in The Appeal of Myth, allows us to com-
bine the contents of everyday human experiences
in the theological perspective by referring to the re-
ality of the unconditional type.

Myth is, as you can see, not only a multifaceted
story, but also a multifaceted one. That is why his
research is so fascinating and difficult. The myth
in the semi-sphere of contemporary culture com-
bines religious and anthropological content. Initial-
ly, therefore, we can accept three planes of myth
that interest us.

The first symbolic one is connected with the views
of Paul Ricoeur contained in the work Symbolism
of Evil. The myth is treated as a religious symbol
developed in the story. Of course, it should be re-
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membered that a religious symbol is a very spe-
cific sign. According to Paul Tillich, it has a plane
and two intentions. The first one is connected with
the real, empirically experienced world of the hu-
man environment and is subject to rationalization.
It also refers the viewer to the nonempirical dimen-
sion of reality, defined by philosophers of religion
as a higher-order reality. The myth in this case
makes a narrative attempt to explain the contents
of a symbol that is culturally important for a par-
ticular community. To understand such a myth is
to get closer to the symbolic content that in some
way funds the cultural identity of the community
in which it appears. An important problem result-
ing from the specific ontology of a religious sym-
bol is that it escapes in the field of the second, in-
tuitively perceived plane of interpretation and her-
meneutical interpretation.

In the second case, the myth is treated as an in-
structional story that defines both the boundar-
ies of the Living Space and the norms that govern
it. This is all the more important because thanks
to Mircea Eliade’s research we gain access not only
to mythical narratives describing the «invasion
of sacrum», but also to the accompanying actions
of mythical heroes, whose effects have not only
a cosmic range, but are still valid today.

The third case, probably the most attractive from
the perspective of contemporary man, combines
the images contained in the two previous planes
with elements present in contemporary challenges
present in the world and human culture.

Speaking of myth, there are three basic surfaces
of meaning. At the religious level we will have to deal
with various aspects of religious experience (char-
acteristic of both cosmic and revelatory religions).
Here there are elements of narration and images
characteristic of archaic myths, elements of myths
and mythical rituals themselves, as well as all the ex-
tremely rich religious symbolism. On the cultural
level, of course, all the above mentioned elements
will also be present, if only because religion belongs
to culture. However, the most important in this
case will be the aspects of degraded myth, first
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present in the epic and fairy tale, and then pene-
trating into the whole area of literature and art us-
ing mythopoetic techniques. Myth on this surface
will appear in both didactic and speculative func-
tions, and will be less frequently reduced to a pure
form of aesthetic ornament. At this level, myth will
be attractive both in the aesthetic and folk per-
spective, playing with the viewer with its narrative,
and in the cognitive perspective, when it will allow
the viewer to understand the nature of the cosmos
and human condition through mythical figures de-
veloped into narratives. It is here that the contents
of the mythical message presented in subsequent
cultural artefacts will remind about the most ar-
chaic aspects of the human condition, shape hu-
man attitudes considered by given cultures to be
the most optimal in a given environment, but also
provoke questions or even a rebellion against what
is alien in the meaning of radical man, and thus in-
dividualize not only the understanding of the sub-
ject, but also its perception of the human envi-
ronment. The mythical or mythopoetical message
perceived in this way leads the attentive recipi-
ent to a more complete understanding of himself,
by writing his own condition in events that took
place in illo tempore.

The last level is connected with the political
myth, focused on the specifically understood so-
cial and political praxis. Not only will there be for-
mulas for desired and politically accepted attitudes
of heroes, kings and other types of leaders, but also
a specific formula of paidei based on epics, as was
the case in classical Greece or other types of polit-
ical myths, which was particularly visible in mod-
ern societies.

As we can see, the formula adopted in this way
of reading myth reveals its three fundamental aspects
from the perspective of human existence. The first
one is connected with being in the face of numino-
sum, manifesting itself in various invasions of sa-
crum. The next one is connected with being to-
wards the Other who, although not his own in cul-
tural sense, does not belong to the world of nature
as animals and becomes a proto-figure of neigh-
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bour or the other-self. The third plane defines be-
ing towards the Alien, both the one whose alien-
ation has cultural sources (language, customs, re-
ligion, etc.) and the one whose alienation is found-
ed by axiology or ontology, or even metaphysics.

One of the most interesting of the great cata-
log of mythical narratives is the heroic myth. This
type of myth is all the more important when one
remembers that myth always appears in situations
that are somehow important to a human being.
Hans Blumenberg wrote about this very extensive-
ly in his Work on the myth. The heroic myth con-
tains symbolic contents developed in many aspects
in the narratives. In this respect, the hero becomes
a representative of the human community, who is
actively confronted with what is contained in the re-
ligious/mythical symbol, what emanates through
it and influences the constitution of the human
world. Thus, in the heroic myth we have the ges-
ta described, i.e. decisions, attitudes and actions
of a man who, in relation to the numeral, mani-
festing himself in the surrounding world, not only
limits human autonomy, but even reduces it. Being
a hero means being in the face of what remains hid-
den in the symbolic content and determines the hu-
man model of existence. For this reason, the he-
ro’s actions described in the myth become a mod-
el story whose plot reveals not only the boundaries
and norms governing the world and human exis-
tence, but also human attitudes and actions test-
ing to what extent these limits can be exceeded.
In heroic myths, the hero can be realized by a god,
a demigod, an ancestor or a human being. It may
also be a supernatural figure, or even a trickster.
Hero is confronted with what is alien. Threats faced
by heroes manifest themselves both subjectively,
taking on the form of opponents — usually super-
natural ones — and objectively, when they enter
into tabooed areas or even into the beyond worlds
or areas alien to human existence.

There are three important aspects to the myth-
ical pattern of a hero. The components of this pat-
tern are inscribed in the concrete in statu nascendi
happening in a specific mythical narrative. The plot
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of these myths allows us to discover the nature
of the hero himself relatively precisely. It consists
of supernatural elements, often resulting in a hy-
brid aspect of the hero’s ontology. It has its own
numinal source, but it is often rooted in the human
subject and is almost always used to clearly define
the boundaries of human autonomy in the field
where our existence meets that which is alien. How-
ever, qualities such as courage, tenacity and pru-
dence are already culturally valued in human ac-
tion. Embedding them in heroic forms can only en-
hance their cultural function, pointing to their role
in the human quest for self-determination and lib-
eration from the influence of the determination
of the Living Space. Thus, the heroic myth con-
tains not only images of heroic acts in the sense
of expedition or struggle, but also intellectual ef-
fort allowing to understand the mechanisms gov-
erning the space in which the hero is faced with
what is alien.

I1. Mythologizations

Myth, as one of the most archaic narrative for-
mulas of man, ceased to be a living narrative when
it ceased to be a domain of religious experience.
However, its specific structure and content caused
the myth not only not to be culturally forgotten,
but also to be incorporated into younger stories,
introducing its multi-faceted and ambiguous con-
tent hidden in figures and mythologies. The de-
graded myth, i.e. the one introduced to non-reli-
gious cultural narratives, is still a carrier of sym-
bolic meanings. New times bring both new chal-
lenges and new generations to the same eternal hu-
man questions. This results in the creation of new
narratives developing in specific aspects forced
by the challenges of everyday life.

Mythologization will be both a process of creat-
ing an archaic myth and a process of creating a de-
graded version of it based on this myth, but based
on mythopoetic principles. In order to understand
the meanings contained in mythical narratives, it is
necessary to realize the mechanisms that accompa-
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nied their creation. One can use the works of both
Mircea Elidae and Eleazar Mieltinski. The most inter-
esting mechanism, however, seems to reflect Gerar-
dus van der Leeuw in The Phenomenology of Religion,
combining in it the experience of the man’s Power,
Willingness, and finally the Name associated with
an important event.

However, already in the case of mythologization,
i.e. secondary narration of the content and images
contained in myths, this process is subject to con-
siderable complications. The process of mythologi-
zation itself binds the imaginary content necessary
to create new aspects and horizons in which myth-
ical matrices or their elements are inscribed. They
combine the archaic with the contemporary. My-
thologization may be a formal renarration of spe-
cific myths, using more modern stylistic means in-
troduced by the creators in order to achieve spe-
cific aesthetic or cognitive effects. This mecha-
nism has been described in detail by Harry Slo-
chower. The use of mythical narrative elements
is often associated with far-reaching reductions,
as both Mieletinski and Elidae have pointed out,
and it is thanks to them that the mythical hero
can be reduced to a functionally described liter-
ary hero of a criminal or adventure novel. Howev-
er, he should always realize the most archaic as-
pects of the hero. These may be contained, for ex-
ample, in the monomyth structure described by Jo-
seph Campbell. It must not be forgotten that both
Cambell’s and Slochower’s proposals are largely re-
lated to Jung’s views on the nature of myths. That
is why their proposals will be so important in such
a way as to use heroic figures which, as a result
of narratives describing them, will allow for some
form of rationalization of subconscious sources
of their activity. Apart from the formal aspect re-
lated to the figure of the guest, it is also possible
to subject the hero’s figure to such creative efforts
that the content contained in their deeds will be
precisely placed by the creators in artistic structures
with specific goals. Such procedures are possible
thanks to the proposals of Paul Ricoeur and Robert
A. Heinlein. Ricoeur assumed that a literary work
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could in certain situations serve as a «moral labo-
ratory». Thus, the character in the text can be or-
ganised in such a way as to highlight the moral as-
pects of its activity. However, reading such a text,
if it meets the conditions of a hermeneutical in-
terpretation, will allow the viewer not only to un-
derstand the moral essence of the hero’s actions,
but also, without participating in the events in illo
tempore, to broaden his horizon of meanings to in-
clude the content created as a result of the hero’s ac-
tions or the character imitating him in a mythol-
ogized narrative. Accepting the perspective pro-
posed by Ricoeur, we are confronted with two im-
portant problems. The first one is connected with
the activity of the creator of the mythological proj-
ect, because it is he who has to make the origi-
nal interpretation of the moral nature of the hero
and include it in his own artistic project so that
it contains both elements of the mythical matrix
and innovative, author’s perspectives. They will
decide in what aspect and at what level of mean-
ing the viewer will try to understand it. The second
problem is the competence of the viewer. The high-
er the probability, the greater the probability that
in the process of understanding the viewer will
touch both the most archaic in the mythical mes-
sage and the one who will take it in his own hori-
zon of moral understanding of himself and the sur-
rounding world.

Heinlein’s artistic idea brings yet another possi-
bility of mythologization. Although it is connect-
ed with the work of science fiction, the idea allows
us to transcend the poetics of this type of writing.
Of course, this is about the concept of speculative
fiction. It is a procedure consisting in introducing
the hero into new, often indescribable or non-exis-
tent states of things and testing his actions and their
consequences. Treatment with a similar specifica-
tion of functions was also used in ancient Egypt
during the transition from mythical to theologi-
cal thinking with the use of mythopoetic specula-
tion, as Edwin Olivier James wrote. This mecha-
nism allows not only to introduce the hero’s char-
acter into culturally alien worlds, but also to use
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the character of the hero in such a way as to ex-
tract from it or highlight in action a specific level
of meanings inscribed in this character.

II1. The mythological hero

The project to mythologize a hero always starts
with the creator. Not only from the richness of his
imagination and artistic abilities, but above all
from his competence in the mythical matrix. It
is nothing more than a cultural record of archa-
ic mythical narratives. The artist who undertakes
the creation of the mythopoetic figure of a hero al-
ways, in some way, more or less conscious, refers
to the mythological matrix. It is the information
contained in it that defines the mythical world,
the rules that govern it and the functions of be-
ings existing in it, including heroes. Knowledge
of the matrix allows the creator to get acquainted
with the features attributed to the hero in his nat-
ural environment and the functions he was sup-
posed to perform in it. Thanks to the knowledge
of the matrix, the creator not only learns the spec-
ificity of the Living Space, its specific structure,
phenomena occurring in it and the rules governing
them, but also the individual specification related
to specific myths. The last aspect of the knowl-
edge of the matrix is, of course, connected with
the knowledge of the full story of the heroic myth,
and the best of all available versions of it. Obtain-
ing a complete knowledge of the matrix is often
only a certain ideal assumption. It is connected
with the very nature of the myth and the expec-
tations of the creator. One of the effects of such
a state of affairs is, in consequence, a differenti-
ated and multilevel model of possible mytholo-
gies of the hero. Basically, two most important
levels of the hero’s mythologization procedure
can be identified. The first, content-based, is con-
nected with various renarrative treatments based
on source mythology. The second is formal and fo-
cuses on the formal schema concerning the struc-
ture of the hero or his activity inscribed in the mon-
omyth plot.
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Due to the artistic strategies used in relation
to the mythical matrix, five basic creative models
of creating a mythologized hero can be identified.

The first one, complete, is based on the most
faithful, most often content-based, concrete myth
in a literary work. A classic example here are nov-
els like Heros should be one, or The King should
die. In both cases we are dealing with a relative-
ly complete renarration of source myths. In Mary
Renault’s novel, this is reduced to one fundamen-
tal mythologist. Ukrainian writers, using the ar-
tistic pseudonym Henry Lion Oldi, while creating
the character of Heracles, used much more variants
of the myth connected with it, present in the texts
of ancient mythologists. A full, or in fact complete,
renarration can be, as can be seen from both exam-
ples, associated with one version of the myth or based
on more of them. It is important that these versions
are considered canonical by researchers and treated
as such in cultural and research traditions. In this
creative model, the descriptions of mythical real-
ity, the essential features of the hero and his ac-
tions are repeated. However, the author’s specif-
ic innovation of perspective is allowed, allowing
for such a renarration, which will aim at empha-
sizing those layers of meanings that the author will
consider important.

The second model should be called partial,
because it is based on a far-reaching reduction
of the content contained in the matrix. The send-
er most often uses only the schematic outline
of the mythical universe. For example, it is con-
nected with events assigned to the moment in statu
nascendi or it inscribes certain features of the hero
or his actions in the created hero. This can be seen
in the use of apocalyptic motifs in contemporary
cinema in productions based on Marvel’s comics
or CD Project. These motifs are also very popular
in other mass cinema productions. Another type
of this type of treatment is visible in many produc-
tions that are in line with the conventions of thrill-
er or detective story, in which the main character
performs the mythical function of fighting good
with evil and order with chaos.
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The third model is the attribute model. As a rule,
it is based on such reduction operations in relation
to the material contained in the mythical matrix,
which results in the separation of certain attributes
in the artistic material, important from the art-
ist’s point of view, at the cost of removing or min-
imizing the significance of other attributes. There
are several characteristic types of procedures in this
area. The first one is connected with mythopoeti-
cal reduction. As a result, in Heracles’ mythology
the most important will be the strength of the hero
and its role in his actions, in Thor’s case — violence
and strength, and in Loki’s case — unpredictabil-
ity and amorality. In addition, this type of reduc-
tion is based on the most famous feature elements
of specific mythologists, which inevitably also leads
to areduced image of the hero. Another type of re-
duction is physiological reduction, based on which
Tiresias is perceived by his blindness, Valkyrie re-
ceives wings, most epic heroes have superhuman
powers, allowing them to do things that are impos-
sible for other people to do. Another type of re-
duction involves operating on mythical artifacts
such as winged boots, Cadet Hermes or Iris, Egi-
da, which was the shield of Zeus, Mjollnir Thor,
Eros’ golden and lead arrows or Aphrodite’s apron.
Still another type of reduction associated with hy-
brids or even monsters. In this way, one introduces
to the plot such beings as Medusa, Kraken, Mino-
taur, Cerberus or Hydra, which appear in tradition
in certain semantic connotations. The authors of-
ten also reach for the spaciological reduction con-
nected with specific elements forming the world
of the Living Space. They operate on spatial struc-
tures of the afterlife such as Hades, Olympus, Ava-
lon or Asgard. One of the most interesting reduc-
tions is related to heroic acts. It consists in linking
a particular character with a heroic act known from
tradition. It can be a journey through the hereaf-
ter, a trip to the treasure, or the defeat of a mon-
ster. These reductions usually function in two mod-
els. The first one is connected with the mythical
matrix and its protagonists, but the renaration is
based on the aspects of the mythical plot reduced
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by the sender. In the second case, the mythical el-
ement with cultural meanings assigned to it is in-
troduced into worlds not culturally connected with
the mythical matrix.

Another model of mythology is the function-
al model. The classic type is, of course, to reduce
the hero to the function of a participant of the ex-
pedition — a quest. It is usually based on the reduc-
tion of the paradigm inscribed in the monomyth. It
can be a reduction reduced either to one particular
expedition or to some element of it, such as the tests
to which the hero is subjected during the expedi-
tion. He can act as a conqueror emphasizing new
spaces of human autonomy;, as is the case with he-
roes entering the underworld. He can act as a de-
fender protecting the autonomy of the communi-
ty against various forms of threat. A specific form
of this type of reduction is the figure of the aveng-
er present, for example, in the well-known series
Avangers by Marvel. One of the most interesting
meanings, however, is the extremely complicated,
both axiologically and functionally, figure of a trick-
ster. He can be both an antagonist and a protago-
nist. Its limitlessness, embedded in mythical sym-
bolism, introduces irrational elements that are nec-
essarily inscribed in the construction and existence
of the Living Space.

The last model of mythologization is based
on mimetic treatment of the matrix. It uses imag-
es of mythical figures present in the cultural the-
saurus.

IV. The relation of mythology to the mytho-
logical model

Depending on the model of mythologization ad-
opted by the artist, it can be assumed that the effects
of artistic activities will be able to appear in four
basic forms. The first, most faithful to the mythical
model will be based on the mechanism of a certain
mimetic representation of the aspect or meaning
contained in the mythical matrix chosen by the art-
ist. This is what happens, for example, in Hobbit,
in whose feature structure we find an exact reflection
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of the structure of the quest. Another form is based
on speculative use of mythical content, which can
be seen in Dan Simmons’ Ilion, who, using the con-
tent in Homer’s Iliad as a basis, introduces mecha-
nisms completely alien to Homeric content, testing
the essence and nature of Homeric heroes. A spe-
cific form of the speculative model is a futuristic,
or rather futurological, project. It may use a myth-
ological matrix, but by introducing posthumanistic
and transhumanistic elements into it, it often com-
pletely deprives it of its numeral element, with all
the consequences of this procedure. This results
in a complete reversal of some aspects and related
meanings inscribed in mythical narratives. Leading
to a situation in which man creates gods, and not
the other way round, as is the case with Levi Tid-
hal’s Central Station, or man, thanks to new tech-
nologies gains all aspects of transcendental exis-
tence, ceasing to be man in the ontological aspect
and acquiring divine features, such as immortal-
ity, which is visible in the trilogy Void. The last
model is connected with the polemical reference
of the artist to the content of the mythical matrix.
Then there will appear mythical figures, which are
given a completely different from the model aspect
of meaning. The good becomes the bad, the bad be-
comes the defender, the order of the Living Space is
set by technical artifacts. In such projects, mytho-
logical treatment is often based on the mechanisms
described by Roland Barthes in his work entitled
Mythology. New ones, like in Hellboy or Ghost Rid-
er films, replace the removed meaning connect-
ed with the matrix. Both these productions had
their originals in comics and it was the comic art-
ists who created both the characters and the mod-
el of the plot based on the polemical use of specif-
ic mythologists and sometimes even theologians.

Re-narrative actions, which are often the funda-
mental actions of artists in relation to mythical ma-
trices, may therefore, as it has been shown above,
introduce mythical content into the texts of cul-
ture in a total or partial perspective. However, it
seems more important what function the creator
uses these elements in. Among the functional mod-
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els mentioned above, there is one more, extremely
important model of myths manipulation. Of course,
this is about the aletheic function, which consists
in reintroducing into contemporary culture myth-
ical contents that have been forgotten culturally.
The functional aspect of the use of mythical ele-
ments by the creators is necessarily linked to a reduc-
tion creating a meaning perspective through which
the sender wishes to introduce the chosen aspect
or meaning field of the myth into his own artistic
project. This leads us to the point where in an ar-
tistic project the perspective in which the mythol-
ogized hero will be shown is determined. It can be
initially assumed that two perspectives are extreme-
ly important in this case. The first one, connected
with the aletheic formula of artistic activities, not
only introduces the hero’s figure itself into cultural
memory anew, but first of all opens for contempo-
rary users of culture the whole mythological para-
digm in which a given figure existed in its matrix.
Its fundamental value is its action, which results
in restoring authentic, i.e. model content of mythi-
cal narratives to the semi-sphere. It is only as a re-
sult of such actions that one can talk about artistic
practices aimed at building a paradigm containing
the features that make up the figure of a hero. It is
about his ailments such as strength, bravery, pru-
dence, responsibility, but also relentlessness, vio-
lence, or even madness. In such a manifested col-
lection of heroic data, further artistic actions are
possible only. Their main aim is to present our
awareness of all the values and aspects of hero-
ism, making them an object of not only emotion-
al experience, but also of the process of second-
ary understanding described by hermeneuts. It
is this secondary understanding that may allow
the contemporary viewer to broaden his or her
own horizon of perceiving his or her surrounding
world with the cultural content of archaic, which
is the basis of human culture and existence. This
results, on the one hand, in a process of rationali-
sation of heroic deeds and attitudes. On the other
hand, it leads to the creation of wishful thinking
heroes present in contemporary popular culture,
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acting as representatives of a threatened commu-
nity, protecting the rights of its members to self-
determination and autonomy. As a result, the ar-
tistic use of mythical heroic models leads to evo-
cation to cultural memory through rationaliza-
tion of symbolic content inscribed in their essence,
up to the creation of new models, which are the re-
sult and effect of modern times and the expecta-
tions they give rise to.

Among the most frequently appearing new
models of heroes present in contemporary pop-
ular culture, several basic types can be identified.
The first one is related to the figure of a child. This
is usually associated with writing the character
of the child hero into the plot of the quest, as is
the case in the animated film Coco , where the main
character is forced to travel to the beyond worlds.
He experiences many attempts and restores the lost
order. All the features of the protagonist are real-
ized by this childlike character. The only differ-
ence is that the pattern, which is the child’s hero, is
more inscribed in the model of processes connect-
ed with maturing and searching for one’s own place
in the world and its deep understanding. A specif-
ic variation of the new hero’s model is to put him
in front of what is inhuman. He may experience
this in both subjective and objective references,
and even may be subjected to the process of losing
important aspects of humanity. This model most
frequently appears in literature related to posthu-
manism and transhumanism, as well as in the proj-
ects of technological interference in human nature.
It is also here that numinal and non-traditional
forms of alienation and the attitudes towards them
and their potential consequences connected with
their manifestation in the human world are discov-
ered, or rather tested. In both cases, the new fig-
ures of heroes are used to perform ludic functions,
but also to speculate on potential threats to hu-
man autonomy and ways of survival. The increas-
ingly strong secularization of popular culture does
not always result in a departure from forms of re-
ligious thinking, as Daniéle Hervieu-Léger has al-
ready pointed out, but rather in their use in a new
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way, not necessarily related to the canonical mod-
el. This results in the appearance of heroes, not
so much liminal in their essence as simply demon-
ic. The demonism of the new hero does not exclude
his attitude protecting what is good. Such a fig-
ure of a hero changes not only the mythical model
of cosmic order, but also responds to the cultural
demand for active heroes from previously reject-
ed models. Such a model can be found, for exam-
ple, in the novels dedicated to Dora Wilk . The last
two models of heroes are connected with the evo-
lution of popular literature and the artistic devel-
opment of its figures and images. One of the effects
of this phenomenon is the departure from simple
hero visualization in favour of a collective hero,
which we see in The Lord of the Rings of Tolkien
in relation to the ring team, or a hidden hero such
as Sam, who appears in the cited novel. The last
type of hero is connected with his fall or defeat,
as a fundamental aspect of his actions, which can
be found in The Songs of Ice and Fire, or his amor-
al attitude, which can be seen in The Malaysian
Book of the Fallen.

As a result, there are three perspectives of ar-
tistic activities connected with heroic mytholo-
gies. The first one is based on a game with hero
attributes. They most often have a causal func-
tion, calling the hero to heroic actions. They can
be so characteristic of Marvel’s or CD Project’s he-
roes as artifacts or attributes. Another case is re-
lated to situational conditions, where an ordinary
hero takes actions that make him a hero, as was
the case in Avatar. The second perspective is based
on artistic games with reductions. A mythologized
hero can be reduced to various forms of tremen-
dum, such as Hulk . Otherwise, it may be reduced
to a tremendum, without taking into account oth-
er aspects of the figure, an example of which can
be found in Twilight’s tetralogy. It can also be re-
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duced to specific aspects related to the attitude,
deeds or choices of mythologized heroes. The result
can be positive figures, Captain America, or nega-
tive figures, like Hannibal Lecture.

Faced with mythical trials, the mythologized
hero is most often confronted with the challenges
posed by new technologies or the alien. However,
the effect of such actions is always to take up two
most archaic issues: human autonomy and the es-
sence of humanity and its borders. Paraphrasing
the aforementioned sentence by Ricoeur, which
states that «a symbol gives food for thought», one
can state that in the most desirable artistic version,
a mythologized hero can be used for the broadly
understood procedure of aletheization of mythical
contents inscribed into mythical thinking related
to the figure of a hero. However, it is only on the ba-
sis of this model that, thanks to the deeply human-
istic aspects of the meanings of the mythical mod-
el of perceiving the world, restored to contempo-
rary consciousness, that the effort can be made
to build such mythological figures that will cap-
ture both the problems of the contemporary world
and heroic attitudes. Thus, the figures of a mythol-
ogized hero should provoke to philosophical prob-
lematization of the world of human surroundings,
beginning with the question asked by Greek cre-
ators of philosophy: dia ti, that is, why? The cul-
tural attractiveness of the return to mythical mod-
els can be seen both in their aesthetic attractive-
ness and in the need, inherent in human nature,
to search for answers to existential questions. Since
they are not sought for various reasons in philos-
ophy or religion, art returning to mythical ambi-
guity and multi-facetedness, bringing contempo-
rary man the possibility to return to the certain-
ty of attitudes and choices sanctioned by mythical
tradition, becomes in a natural way a space of es-
sential meanings.
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CYYACHE MMUCTELTBO 2019, Bunyck w’amHaoysmuti

Bozoan Tpoua Tepou 3aCTaBASIIOT 3aAYMATbCs
AnnoTanusa. ABTOp paccMaTpuBaeT MeXaHU3Mbl MU oAorusaLyy GUIyp cOBpeMeHHbIX TepoeB B HoBelilleil KyAbType. OH Takxe
AQHAaAM3BMPYET KOMIIETEHIMIO COSAaTeAeﬁ TaKNX Cl)]/[[‘yp " MX CBA3b C CAMUM IIpOLIECCOM MM(i)OAOI'MSaI_U/lM U ONMCBhIBAET MPUYINHBI 3TOTO
ABACHMA B COBpeMeHHO]Z KYABTYpE.

Kawuesvie crosa: Mud, MudoTBOpUECTBO, MACCOBask AUTEPATYpA.

Bozoan Tpoua Tepoi 3MynyloTh 3aMuCAUTICAL
AHoTauist. ABTOp po3rasizae MexaHismu MipoAOrisauii mocTaTei Cy4acHMX repoiB y HOBITHIiT KYAbTYpi. BiH Takox aHaAi3ye KoM-
HeTeHL1i0 TBOPLIB TakuX Giryp i xHii 38’5130k 3 caMuM mpoijecoM Midoaorizalii Ta ONMCye MPUYMHM LIbOTO SIBUILA B CYYaCHIiT KyABTYPi.

Kawuosi carosa: mid, miboTBopuicTb, MacoBa AiTepaTypa.



