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Creative Research

Introduction
For my assignment I have chosen for the example of a built world, the video game Overwatch, but using one of their official animated shorts (“The Last Bastion” 2016) as the context, the animated short will show the demonstrate the hardships and outcomes of PTSD, regarding the persons previous experiences as well as talk about what treatments there are for it, in this video’s case, the protagonist is a robot rather than a human or living being.
Within this essay I plan to change people thoughts on the topic of PTSD, and to make them question their own knowledge on the serious mental illness, generally to start to get people to think about how significant and important this illness is and how it is affecting many people today. I will also talk about ways in which PTSD can be treated and/or what helps resolve PTSD, as well as mention how video games may help this process also.
Context - Animated Short 
Overwatch is a team based multiplayer first-person shooter video game developed and published by Blizzard Entertainment, the game itself is designed to have a cartoony, childlike game style in which any person of any age can play the game, Robertson explains this better:
“Overwatch is a shooting game, which comes with violent baggage as the genre dictates. However, as gun-based gaming goes Overwatch is, if not quite Nintendo’s kid-friendly Splatoon, a bright friendly and optimistic take on online shootouts.” (October 8, 2018)
Even though the game is described as “kid friendly” it is also rated as PEGI 12, meaning not all ages should play it, meaning there are forms of violence such as blood, however no visual forms of damage are shown to the characters when they take damage.
[image: Image result for bastion overwatch animation]As referred to in the introduction, the context I will be analysing and using is the animated short “The Last Bastion”. The main plot of the animated short is the audience following this Robot, who known to the Overwatch fanbase is named Bastion, the audience follows his journey through the forgotten Silver Forest in Germany as he reaches his prime directive. Throughout this journey, Bastion comes across many different species of wildlife as well as befriending a bird, learning of the strange new world around him, the audience begins to form a connection with him as he ventures forward deeper into the forest, however as he ventures deeper into the forest he experiences an episodic flashback of his past life, triggering him to cause havoc to the scenery around him. He snaps out of this mental state rather fast, his body structure begins to loosen as soon as he does indicate that he is now back to is calm state of mind, however the damage is already done, as trees and partial landscape has been teared apart by bullets.
[image: Image result for bastion animated short]This scene shows a drastic dark side of Bastion to whom new viewers of the animation will be surprised about, I believe that this can also reflect on the real-life issue of PTSD, as many people suffer from mental illness during and after fighting in a battle/war. Here is a quote by Rachael Yehuda, a doctor talking about PTSD during the recent events of the 9/11 terrorist attacks:
“The defining characteristic of a traumatic event is it’s capacity to provoke fear, helplessness, or horror in response to the threat of Injury or death. People who are exposed to such events are at increased risk for PTSD as well as for major depression, panic disorder, generalized anxiety disorder, and substance abuse, as compared with those who have experienced traumatic events.” (2002)
From this quote, we can correlate what is shown in the animated short, we see Bastion panicking in reaction to the “gun fire” sounds which was actually a woodpecker on a tree, type of reaction happens frequently as well in day to day life with PTSD sufferers, for example on bomb fire night (5th of November) there are many fire works that get set off in the night, some sufferers may mistake these explosions as gun shots or bombs dropping, causing them to react.
However, after this episodic scene Bastion experiences, he continues on, heading towards his prime directive that he’d been given during his deployment, him not knowing that the battle had already been fought and lost many years ago, he still continues until he comes across a vast open field with his objective in sight, a vast city in the distance, as he moves forward he knocks into what appears to a Bastion unit, like him but broken and rusted away over time. This now triggers a deeper episodic flashback which changes his character completely to a killing machine, he cocks his gun and urges forward with a machine-like pace, unlike his fee flowing, life like composure that we have witnessed throughout the animation so far. This scene can be reflective of the mind set soldiers and people who joined the war would go through, soldiers are “programmed” for war, built up and made to fight for their country or cause, but most of the time soldiers do not know who they are fighting for, which brings up the topic of choice, do soldiers nowadays have the choice to stop fighting and live their lives?
To conclude this section about the animated short, I believe that it reflects a great deal on Post-Dramatic Stress Disorder (PTSD) and greatly visualises the importance of how harmful this mental illness is to a living being, although in the animated short it is a robot who suffers from it, the audience still feel sympathetic towards Bastion as he does show the symptoms of having PTSD in a way the audience can relate to, whether they suffer from it or not.

SOLUTION - PTSD TREATMENT
Throughout the years of people knowing about the mental illness PTSD, there have been numerous methods which professionals such as doctors have discovered to aid people who are suffering from PTSD. Throughout the years of research, professionals have discovered that post traumatic stress disorder share a vast number of symptoms as traumatic brain injury (TBI) meaning PTSD can be treated in the same way TBI is as well. The following extracted text supports this:
“Both PTSD and TBI commonly occur in the general population, both share some pathophysiological characteristics, and both are associated with cognitive impairment and sleep disruption. PTSD and TBI present with a number of overlapping symptoms, which can lead to over-diagnosis or misdiagnosis.” (Tanev, K.S., Pentel, K.Z., Kredlow, M.A. and Charney, 2014)
[image: Image result for mind]However, following on with the extracted text, it states that this can lead to “over-diagnosis or misdiagnosis”, meaning that this is still needing to be researched and tested, this is probably due to the complexity of mental illness compared to physical illness, both individually complicated in their own way, also another meaning we could take from this is misdiagnosing someone would cause serious damage to the individual, probably causing more harm on them than helping. Sadly, soldiers in the war may not even get hold of the treatment they may need, due to probably the war they may be currently in, or to the fact that there are too many patients suffering from PTSD, Kuester explains:
“Treatment reach for PTSD after deployment remains low to moderate, with a high percentage of soldiers not accessing care or not receiving adequate treatment.” (2016)
Studies also show that a solution to PTSD could be psychopharmacologic therapy, this type of therapy is the study of the use of medication/drugs with the effects of an individual’s emotions/moods. This study requires the Psychopharmacologists to understand the relevant principles of pharmacokinetics; this is the understanding of how the body reacts to the medication, and they also need to understand, pharmacodynamics; this is the understanding of what the medications do to the body), J.R.T. Davidson states that it will help with PTSD:
“Evidence suggests that psychopharmacologic therapy can be effective in PTSD. The longterm effects of pharmacotherapy and issues concerning patient management are also discussed.” (2000)
The solutions discussed so far do not permanently solve the issue of PTSD and it appears that so far, they sound as if they are going to be expensive methods for someone to obtain, however a cheaper method would be the practice of video games to ease the symptoms, there have been many cases involving these two topics. 
One story is how video games are helping young veterans cope with PTSD, the online article talks about how “Two long wars have left nearly a half a million veterans suffering from PTSD. For many of them, gaming offers a unique form of support, distraction, and even treatment.” This is what Jake Offenhartz wrote, the author of the article. In this article, Jake talks about a retired army specialist by the name of Rob Gibson, the article then goes about how Rob found playing games involving violence and shooting, action someone would find in a war is soothing and relaxing as he knows it is not real, compared to what he has experienced. He also describes video games as “the only switch off for me “Other than sleep, of course — and that's not really doing too good right now.”” (Nov 11, 2016, Jake Offenhartz) 
Jake also talks about a former platoon leader in Iraq in 2003, by the name of Bryant Chambers, following on after this short paragraph about Bryant, Jake then mentions this about how video games may help veterans:
“While his game of choice features a staff sergeant completing missions in modern-day Iraq and Iran, Chambers believes that any type of structured competition, from flag football to Super Mario Brothers, can offer similar benefits to those suffering from PTSD. Still, he has his own theories about why so many veterans seem to find solace in war-related games.” (Nov 11, 2016)
This is only his own theory, however from what Rob experienced from playing video games backs up the theory that video games are a good source of ease/treatment for people who suffer from PTSD. There was also a study conducted by a clinical psychologist Emily Holmes and her colleagues on whether the game Tetris would reduce the symptoms of PTSD from people who suffered, they had 71 patients for the experiment, 37 of them played Tetris, and the other 34 just logged their activity while they were in hospital. The results are quoted below:
“A week later, the Tetris players reported that they, on average, were hit with an intrusive, disturbing flashback 8.7 times during the week. The activity-logging group reported an average of 23.3 upsetting flashbacks. That suggests that 20 minutes of Tetris cut flashbacks by around 62 percent.” (Mar 29, 2017, Beth Mole)
Conclusion
To conclude, from what I have discovered, Post Traumatic Stress Disorder (PTSD) is a mental illness which effects many people who have experienced a traumatic event which will cause severe symptoms such as depression, sudden outbursts, anxiety, and many more. The animated short “The Last Bastion” demonstrates a few of these symptoms, for example, when he starts to shoot rapidly in the forest, this is the symptom of outbursts, also he experiences flash backs to the war he was meant to experience, making him experience the traumatic event. However, there are treatments out there for people to obtain for them to recover from these memories, whether they are using medication such as drugs, or other methods like video games.
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