Archetypes

Colors

Red: blood, sacrifice, love, violent passion: disorder.

Green: growth; sensation; hope; fertility; in negative context maybe associated with death and decay.

Blue: usually highly positive, associated with truth, religious feeling, security, spiritual purity (the color of the Great Mother or Holy Mother).

Black (darkness): chaos, mystery, the unknown; death; primal wisdom; the unconscious; evil; melancholy.

White: highly multivalent, signifying, in its positive aspects, light, purity, innocence, and timelessness; in its negative aspects, death, terror, the supernatural, and the blinding truth of an inscrutable cosmic mystery (see, for instance, Herman Melville's chapter "The Whiteness of the Whale" in Moby-Dick).

Yellow: enlightenment, wisdom.

Numbers

Three: light; spiritual awareness and unity 

Four: associated with the circle, life cycle, four seasons; female principle, earth, nature; four elements (earth, air, fire, water).
Seven: the most potent of all symbolic numbers--signifying the union of three and four, the completion of a cycle, perfect order.
Setting

Forest or Trees: life, knowledge, immortality: "In its most general sense, the symbolism of the tree denotes life of the cosmos: its consistence, growth, proliferation, generative and regenerative processes. It stands for inexhaustible life, and is therefore equivalent to a symbol of immortality" (J.E. Cirlot, A Dictionary of Symbols, trans. Jack Sage [New York: Philosophical, 1962]: 328;
Mountains-  obstacles, grandeur, pinnacle- faith

Garden: paradise; innocence; unspoiled beauty (especially feminine); fertility.

Desert: spiritual aridity; death; nihilism, hopelessness. 
Light- positive: good, wisdom  negative: fear, terror, death

Dark- positive: mystery, primal wisdom  negative: evil, fear, death

Weather- stormy: impending doom      daybreak, sunny- new life, regeneration

Seasons- Spring - rebirth; genre/comedy.        Summer - life; genre/romance.

              Fall - death/dying; genre/tragedy.     Winter - without life/death; genre/irony.

Characters

Hero- The Archetypal Hero goes on a physical or emotional journey.  While on that journey, he or she overcomes obstacles.  Once he reaches the end of the journey, he or she will change.  The change can be physical or emotional.  The struggle or quest symbolizes the merging or balancing of the ego and Self (see Quest or Journey of Hero- Joseph Campbell).  
Wise Old Man (savior, redeemer, guru): personification of the spiritual principle, representing "knowledge, reflection, insight, wisdom, cleverness, and intuition on the one hand, and on the other, moral qualities such as goodwill and readiness to help, which makes his 'spiritual' character sufficiently plain. . . .Apart from his cleverness, wisdom, and insight, the old man … is also notable for his moral qualities; what is more, he even tests the moral qualities of others gifts dependent on this test. . . .The old man always appears when the hero is in a hopeless and desperate situation from which only profound reflection or a lucky idea . . . can extricate him. But since, for internal and external reasons, the hero cannot accomplish this himself, the knowledge needed to compensate the deficiency comes in the form of a personified thought, i.e., in the shape of this sagacious and helpful old man" (C.G. Jung. The Archetypes and the Collective Unconscious, trans. R.F>C> Hull, 2nd ed. (Princeton: NJ: Princeton UP, 1968):217ff.

The Good Mother (positive aspects of the Earth Mother): associated with the life principle, birth, warmth, nourishment, protection, fertility, growth, abundance (for example, Demeter, Ceres). 

Terrible Mother (including the negative aspects of the Earth Mother): the witch, sorceress, siren, whore, femme fatale--associated with sensuality, fear, danger, darkness, dismemberment, emasculation, death; the unconscious in its terrifying aspects.

The Soul Mate: the Sophia figure, Holy Mother, the princess or "beautiful lady"—incarnation of inspiration and spiritual fulfillment (cf. the Jungian anima).

The Child:  The Child Archetype is a pattern related to the hope and promise for new beginnings. It promises that Paradise can be regained. Child images like the New Year's Babe obviously derive from this archetype. So do the golden ring and the golden ball and most flower and circle related images. 

Sidekick- aids the hero to fulfill his or her quest

Shadow presence- see shadow under motifs and patterns
Objects

Fire- (connected to light and sun) knowledge - negative- destruction, fear

Sun (fire and sky are closely related): creative energy; law in nature; consciousness (thinking, enlightenment, wisdom, spiritual vision): father principle (moon and earth tend to be associated with female or mother principle); passage of time and life.
Water/Ocean/Sea- the mystery of creation; birth-death-resurrection; purification and redemption; fertility and growth. According to Jung, water is also the commonest symbol for the unconscious. The sea: the mother of all life; spiritual mystery and infinity; death and rebirth; timelessness and eternity; the unconscious.
River- death and rebirth (baptism); the flowing of time into eternity; transitional phases of the life cycle; incarnation of deities
Air- journey, associated with the wind

Mirror- reflection of self/ opposite/ unconscious

Ourobouros- the ancient symbol of the snake biting its own tail, signifying the eternal cycle of life, primordial unconsciousness, the unity of opposing forces (cf. yang-yin)

Mandala (a geometric figure based upon the squaring of a circle around a unifying center; [image] Note that in its classic Asian forms the mandala juxtaposes the triangle, 
the square, and the circle with their numerical equivalents of three, four, and seven.

Yang-yin: a Chinese symbol [image] representing the union of the opposite forces of 
the yang (masculine principle, light, activity, the conscious mind) and the yin (female principle, darkness, passivity, the unconscious.
Animals

Bird- oracle, freedom

Snake or Serpent (snake, worm): symbol of energy and pure force (cf. libido): evil, corruption, sensuality; destruction; mystery; wisdom; the unconscious.
Archetypal Motifs or Patterns

Creation: perhaps the most fundamental of all archetypal motifs--virtually every mythology is built on some account of how the cosmos, nature, and humankind were brought into existence by some supernatural Being or beings.

Immortality: another fundamental archetype, generally taking one of two basic narrative forms:

Escape from time: "return to paradise," the state of perfect, timeless bliss enjoyed by 
man and woman before their tragic Fall into corruption and mortality.<See Myth of the Eternal Return>

Mystical submersion into cyclical time: the theme of endless death and regeneration- human beings achieve a kind of immortality by submitting to the vast, mysterious rhythm of Nature's eternal cycle, particularly the cycle of the seasons. 

Shadow- This is the potential of experiencing the unconscious side of our unique personalities.  As we move deeper into the dark side of our personality personal, identity begins to dissolve into "latent dispositions" common to all men. We experience the chaos, which indicates that we are drawing close to the material structure of psychic life. This "Other Side" may be manifested in a wealth of images. The image of "wilderness" is fundamental. Remember that Hanzel and Gretel were led "into the woods" and were trapped. Knights discover dragons, ogres, and thieves in the woods. Robin Hood is at home in the wild.  The Shadow is the personification of that part of human, psychic possibility that we deny in ourselves and project onto others. The goal of personality integration is to integrate the rejected, inferior side of our life into our total experience and to take responsibility for it.
Journey of hero- see Joseph Campbell  (credit below: History Through Literature Project: The Monomyth)
Joseph Campbell’s Monomyth (Hero With A Thousand Faces)

The standard path of the mythological adventure of the hero is a magnification of the formula represented in the rites of passage: separation--initiation--return: which might be named the nuclear unit of the monomyth.
Stages of the hero’s journey:

1. Birth: Fabulous circumstances surrounding conception, birth, and childhood establish the hero’s pedigree, and often constitute their own monomyth cycle.

2. Call to Adventure: The hero is called to adventure by some external event or messenger. The Hero may accept the call willingly or reluctantly.

3. Helpers/Amulet: During the early stages of the journey, the hero will often receive aid from a protective figure. This supernatural helper can take a wide variety of forms, such as a wizard, and old man, a dwarf, a crone, or a fairy godmother. The helper commonly gives the hero a protective amulet or weapon for the journey.

4. Crossing the Threshold: Upon reaching the threshold of adventure, the hero must undergo some sort of ordeal in order to pass from the everyday world into the world of adventure. This trial may

be as painless as entering a dark cave or as violent as being swallowed up by a whale. The important feature is the contrast between the familiar world of light and the dark, unknown worldof adventure.

5. Tests: The hero travels through the dream-like world of adventure where he must undergo a series of tests. These trials are often violent encounters with monsters, sorcerers, warriors, or forces of nature. Each successful test further proves the hero's ability and advances the journey toward its climax.

6. Helpers: The hero is often accompanied on the journey by a helper who assists in the series of tests and generally serves as a loyal companion. Alternately, the hero may encounter a supernatural helper in the world of adventure who fulfills this function.

7. Climax/The Final Battle: This is the critical moment in the hero's journey in which there is often a final battle with a monster, wizard, or warriorwhich facilitates the particular resolution of the adventure.

8. Flight: After accomplishing the mission, the hero must return to the threshold of adventure and prepare for a return to the everyday world. If the hero has angered the opposing forces by stealing the elixir or killing a powerful monster, the return may take the form of a hasty flight. If the hero has been given the elixir freely, the flight may be a benign stage of the journey.

9. Return: The hero again crosses the threshold of adventure and returns to the everyday world of daylight. The return usually takes the form of an awakening, rebirth, resurrection, or a simple emergence from a cave or forest. Sometimes the hero is pulled out of the adventure world by a force from the daylight world.

10. Elixir: The object, knowledge, or blessing that the hero acquired during the adventure is now put to use in the everyday world. Often it has a restorative or healing function, but it also serves to define the hero's role in the society.

11. Home: The hero comes back from this mysterious adventure with the power to bestow boons on his fellow man.

These examples are by no means exhaustive, but represent some of the more common archetypal images that the reader is likely to encounter in literature. The images we have listed do not necessarily function as archetypes very time they appear in a literary work. The discreet critic interprets them as such only if the total context of the work logically supports an archetypal reading.
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