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[bookmark: _Toc532290615]Introduction
Within this dissertation I will discuss the following: -
·         The history of Video Games and the troops they use
·         The different mental health illnesses that video games use
·         How video games portray these illnesses within character
Mental Health and Video Games, something that isn’t really discussed or understood by developers in the past, making the way they portray mental health disrespectful and not a real representation of reality and how it affects those with the illness, and how their games can damage these people further and end up being brushed aside and forgotten. This also happens with game characters because developers use mental health as a troop. However indie developers have made new inspirational games that throw away the troops and pushed the gaming industry to portray mental health in a light that was respectful and showed a real representation of what Mental Health is and what it can do to people by used their own experiences to develop games that are meaningful and realistic. But does this new perspective really show Mental Health a light that’s respectful or true to the reality of these illnesses for those who haven’t experienced them to understand better.
[bookmark: _Toc532290616]Case Studies
To be able to discuss this topic we will look into games such as Alice: Return from Madness, Until Dawn and Life is Strange, Layers of Fear and Layers of Fear: Inheritance, Gone Home, What Remains of Edith Finch, Silent Hill 2 and HellBlade Senua’s Sacrifice for how game developers have portrayed different mental illnesses though these characters within their games. Also, we will look into other games such as Neverending Nightmares, Anxiety Attacks, Fran Bow, The Evil Within, Visage, Amnesia: The Dark Descent, Depression Quest and The Cat Lady. We will look into what some of the mental illnesses are and their systems using resources such as Different Brains, Living with Schizophrenia, comicsverse, The Game Theorists, Until Dawn and Mental Health, Cultured Vultures, comicsverse and Mind feel, judge and explain these games with their portrayal of mental health within video games.

[bookmark: _Toc532290617]The Portrayal of Mental Health
Over the year's games have portrayed Mental illness poorly and not respected as it should be. Mental Disorders such as, Post-Traumatic Stress Disorder, Depression, Anxiety and Schizophrenia are the classic health problems that the horror games would have shown in a bad light. Samantha Herrera on comicsverse says the following below.
In older video games, the only representation there was for anyone with a mental illness would usually be of a straight-jacket wearing, drooling and babbling, creepy character stumbling around in a horror title. (Herrera, 2018)
This stigma for mental disorders can be traced back as far as 18th century Gothic horror and there are reasons where this stigma as continued onto recent games, this is because developers find it convenient and normally set their mechanics accordingly. For example, games like “Layers of Fear” and “The Evil Within” uses it as an excuse as to why the player suddenly trips out or appears god-knows-where within the game environment. Whereas games like “Visage”, and “Amnesia: The Dark Descent” uses mental illness a tracking system which does not add much to the character depth or narrative depth and hinder or punish players for allowing the metre to decrease. Patrick Lindsey says the following.
If you encounter a game that deals with issues of mental health, chances are it’s a horror game. The genre loves to play around with mental illness; specifically the vague, generalized Saturday Morning Cartoon-style "insanity" that doesn’t match any real definition of the term. In fact, the concept of sanity is as ubiquitous within the genre as a thematic, narrative and mechanical device that several horror games feature [in]famous "sanity meters;" literally a way to quantify how "crazy" characters are. (Lindsey, 2014).
During 2010 to 2013 the rise of indie games came around and changed how games were made because indie developers were able to throw away the mainstream tropes and end up with unique and enlightening games thus, allowing developers to create games inspired by their own mental illnesses. Games such as Neverending Nightmares, Anxiety Attacks, and Depression Quest simulate what living with these illnesses are like. Other games like The Cat Lady and Fran Bow tackle mental illness in a visceral way. Other games sadly use the troupes of the past to brush off character behaviour towards others and their actions. For example, the game “Until Dawn”; this game introduces us to a character that seems to have symptoms of a Mental Health Disorder. While a cheesy homage to a horror movie, similar to the Scary Movie series, its thrills are tempered by a lack of story cohesion, its robust choice-and-consequence system and keen eye on horror’s most ridiculous tropes makes “Until Dawn” ultimately playable, but looking past the cheesy troupes the game uses the game does attempt to delve into mental health.
We mentioned earlier games use mental health as a troop and stigmatize those with those with these illnesses as violent or the villain in the game story. Games like Outlast use mental health within its patients as hostile props that you have to avoid as the main character, games like Manhunt 2 and Fahrenheit are guilty of presenting those with mental illness to the point that they should be shunned, despised or locked away. There is a huge outdated image that some developers use when it comes to psychiatric hospitals/ asylums, sadly one of these games is Until Dawn mentioned earlier on and other games like Affected: The Asylum and The Evil Within where psychiatric hospitals/ asylums are the game environment.

[image: Image result for Blackwood Sanatorium][image: Image result for evil within asylum][image: Image result for Outlast asylum]Each picture represents Until Dawn, The Evil Within and Outlasts psychiatric hospitals/ asylums and what have they all got in common, they are all like we mentioned earlier dark, ran down, filled with terrifying medical apparatus within and compulsory restraints. Inside each building with their own enemies some being portrayed with mental illness but badly as they are often hostile and violent towards the main character. And all these games sadly fall under the horror genre so there is also the odd horror clique thrown in or a supernatural thing added for no reason and doesn't really add anything more towards the story just adds more content that we as the player could have lived without. For example, within Until Dawn you have the Psycho which we find out is Josh, the Stranger that helps the teens with the “real” enemy of the game which is The Wendigos. 


[bookmark: _Toc532290618]The Portrayal of Schizophrenia
Game Theories Mat Pat gives us a theory that Josh in Until Dawn may have been misdiagnosed with Depression by his many doctors, during Josh’s many visits from age 11 years old we see that his doctors prescribe him with medication for extreme depression rather than the real mental illness which Mat Pat believes to be Schizophrenia and not Depression. Mat Pat looks into Schizophrenia and Depression, finding that depression and schizophrenia have different neurotransmitters, Depression having lack of serotonin and Schizophrenia having more dopamine. The symptoms of Schizophrenia are the following.
· Hearing or seeing something that isn’t there
· A constant feeling of being watched
· Peculiar or nonsensical way of speaking or writing
· Strange body positioning
· Feeling indifferent to very important situations
· Deterioration of academic or work performance
· A change in personal hygiene and appearance
· A change in personality
· Increasing withdrawal from social situations
· Irrational, angry or fearful response to loved ones
· Inability to sleep or concentrate
· Inappropriate or bizarre behaviour
· Extreme preoccupation with religion or the occult
(Recourse: Different Brains) 
During Until Dawn we the player can clearly see that Josh to show signs of Schizophrenia from the very start of the game. For example, Josh stutters in some conversations with the other characters which is peculiar as we know he can and has spoken clearly with them beforehand, also in Chapter 7 of the game we see Josh’s speech become more nonsensical and his behaviour become more bizarre. In this chapter of the game one of the other characters, Chris, say’s the following statement depending on player choice; “well he’s definitely off his meds.”  (Until Dawn, 2015).
This might explain Josh’s rapidly decreasing mental state if he has been off medication for a long period even if it might have been the wrong medication. Though if his doctors did misdiagnose his illness would his sudden shows of illness be a shock to us the player or be brushed off?  Josh might have both illnesses because of the fact his sisters are still missing after a year of searching and he blames himself for their disappearance and Schizophrenia, but unfortunately only being treated for one illness and not both might have caused his breakdown in Chapter 10. Antidepressant tablets are often given to those with Schizophrenia to treat negative systems because depression symptoms are often found in an acute psychotic episode. We know in an earlier Chapter Chris, Ashley and Josh mess around with the spirit board within the game Josh suddenly becomes irrational, angry and fearful towards the spirit board, towards his friends and withdrawals from the situation. 
As Until Dawn’s story continues on through, we see Josh experience visual/auditory hallucinations, as he believes that he was seeing his dead sisters in Chapter 10 of the game. Other symptoms that Josh experienced were bizarre behaviours. For example, during the game he pulls pranks on his friends that were not only inappropriate but dangerous as they could have killed someone or due depending on player choice. As the game continues on, we start to see Josh’s systems become more apparent as we the player see Hannah and Beth (Josh’s dead sisters from the beginning of the game in a grotesque form, taunting him, saying the following; “Why didn’t you save us Josh? Why did you want us to die?” (Until Dawn, 2015).
Josh’s character at the end of the game can be interpreted in two different ways as Lexzie’s blog Until Dawn and Mental Health on The Artifice comments.
The first way is the stereotypical portrayal of a person with mental illness who causes harm to those near them.
The second interpretation, which can only be achieved by examining all the pieces of evidence provided by the game, is that Josh is a tragic figure. He is a victim of the failures of the mental health care system. Josh was consistently misdiagnosed and he suffered tremendously for it. (Lexzie, 2016)
Focusing on Josh’s undiagnosed schizophrenia and misdiagnosed depression, this makes us think of other games that have characters with similar symptoms. There have been many games on the market in recent years that have portrayed mental health. Games like “Alice Madness Returns” by comparison this game is far more sinister than Lewis Carrols’ original novels of Alice.  Alice is institutionalized because of surviving a house fire, which has killed her parents and older sister. In addition, during our time in the game playing as Alice, we clearly see signs of catatonic Schizophrenia as well as PTSD. Like Josh, Alice experience delusions of Wonderland and its creatures, as well as people like Nurse Witless who transforms into said creatures, social withdrawal/ paranoia.
Though Alice may not experience disorganized speech throughout the game, her mind when it comes to thinking, is clearly disorganized and is encouraged by Doctor Angus Bumby to forget, hoping to cover his crimes of killing her family and raping her older sister. It seems that Alice and Josh have one thing in common, the lack of care from their Doctors, one giving their patient drugs they don’t need, the other trying to make the patient forget, to cover their own crimes. With this thought can we be surprised by the facts given by Living with Schizophrenia?
· In the UK about 1 in 6 people will need treatment for mental ill health during their lifetime.
· At some time during their life about 1 in 100 people will suffer an episode of schizophrenia.
· Schizophrenia is a major illness. At any one time about 220,000 people are being treated for schizophrenia in the UK by the NHS.
· Schizophrenia is a killer. Sufferers have a 5 to 10% chance of dying by their own hand within ten years of diagnosis around two and half times higher than the general population.
· Schizophrenia strikes most often in late teens and early twenties. Slightly later in women than in men. However late onset can occur as late as 70 years old.
· Because of the higher risk of suicide and greater vulnerability to physical conditions like diabetes people with schizophrenia will die on average 10 – 20 years earlier than the general population.
Another example of schizophrenia is the unnamed protagonist within “Layers of Fear”, the games story and progression of Schizophrenia through the unnamed protagonist becomes very clear. From the very start of the game the unnamed protagonist can already hear things that are not there. However, we can question if the unnamed protagonist experience this within his mind or it is due to his drinking problem that the game does not try to hide from the player. Let’s delve into “Layers of Fear” and the unnamed protagonist symptoms in more detail. When the player enters the first room, a soft tune of a piano can be heard in the distance, as well as a female voice singing. 
The player then can venture into the workshop and as they leave the room, the layout of the house seems to change. This might be a sign of the unnamed protagonist’s delusions, as the character already seems socially withdrawn and paranoid, but again this might be because of the drinking problem that is evidently shown throughout the game however, this is not the case. As clearly seen paintings within the game appear to change, some appear to have more than one face and some appear from nowhere when player is not looking, also other items within the game move around and rooms themselves seem to change or the player somehow teleports from one area to another. Layers of Fear also shows us another character with this illness and it seems the apple doesn't fall far from the tree, as it seems the daughter that is mentioned within the original story of Layers of Fear as grown up and as returned within DLC.
As we know from the original story the daughter was taken by social services due to the father being abusive and the mother ending her life due to the male protagonist’s abuse and obsession with her past self.  The daughter returns to her childhood home to collect her inheritance and to decide whether or not she should forgive her father for his sins. The Daughter in the DLC experiences flashbacks of memories of her time living with her parents in the home as you play the DLC the relived memories have different outcomes depending on the daughter's choice, some are deliberate for example, some lean more towards the mother or father which depending will show remembered dialogue portraying the mother or father in a more favourable light. The non-deliberate choices involve the player as the daughter to perform in-game tasks that often affect an interaction with the father. One example includes the daughter creating artwork, where the daughter could create childish drawings with crayons (earning harsh disapproval from the father), or where the daughter can paint along with the father's suggestions (earning praise if done correctly). These outcomes can lead to the daughter either viewing the father as a harsh man who never wanted anything but a protégée, or viewing the father as a caring man who had trouble showing it.
Like the original Layers of Fear there are a few ways the game’s story end depending on the players’ choices, 2 which end with the daughter having her own child and the cycle of madness will continue from Mother to daughter, which suggests that the Original Layers of fear protagonist illness is at least partially genetically inherited, judging by the protagonist's hallucinations and the hints given in the endings. It may also be that the Artist, through his actions, has passed down his obsessions to her daughter who will pass them to her child in turn. Alice, the unnamed protagonists and the daughter from Layers of Fear and Layers Of Fear: Inheritance, help us understand Josh and his condition better, as we see Josh go through the stages of Schizophrenia throughout Until Dawn.

From the sessions with Dr Hill, to the actual story where Josh is involved, the others that are with Josh do not seem to notice Josh is unwell until he reveals himself as The Psycho in Chapter 7.  Josh then breaks down completely in Chapter 10, until Dawn shows Josh’s psychological schizophrenia during his time with Dr Hill and the choice the player makes. Whatever the player chooses during these sessions with Doctor Hill, will shape the way the game plays, as well as the Titles of the Chapters, this leads to Dr Hill using the player’s choices against them later on. With this in mind we can also see a common theme with all these characters which is that they all of experience loss and hopelessness, we know Josh loses his sisters with one dying and the other becoming a monster, Alice losing her entire family to a house fire started by her career. 
The Artist losing his wife due to her suicide and his Daughter losing both parents due to being taken away as a child, her trauma of her abusive past and the loss of both parents, again one taking their life and the other either consumed by his madness or burning to death. The daughter has even been told by people, assuming it’s the family that took her in or by social services, as she says before the game begins; “I was told that insanity runs in my family. It’s time to make it stop.” (Layer of Fear: Inheritance, 2016).
When comparing the game and how they start we can see that they are almost the same but there are major differences, in the original story the house that the player explores is seen to be lived in full of furniture and warm lighting, whereas the DLC the house is dark, destroyed and dark.


[bookmark: _Toc532290619]The Portrayal of Depression 
Moving on from schizophrenia and more towards depression there are characters that show this illness like Kate Marsh from Life Is Strange. Kate Marsh struggles throughout the events of the game’s second episode. As the other students bully Kate with a viral video, although we as the player cannot see what she is going through due to the fact we play as Max all though the game, but we can see its effects. Kate already feels isolated and her family blames her and ignore her, her teachers won't help the situation and Max is dealing with her powers as well as the mystery of Rachel’s disappearance. 
When we as Max enter her room she is in darkness, blinds shut, mirrors covered and Kate herself is seen sitting at her desk, hands covering her face either in shame or in sadness and as the player we can question Kate about what happened to understand her side of the story. There are lots of interactive items within Kate’s room, some will be important to remember for later on in the game. It seems like the school administration hardly cares about Kate’s distress or do anything the stop the bullying from occurring. We see during the play though of Life Is Strange that Kate tried to get the teachers help and is pushed aside she says the following.
Kate: “So you can’t help me?”  Teacher: “I’m trying, but you have to understand my position.” (Life is strange, 2015).
Mr Jefferson (the teacher Kate turns to for support) replies but Kate is already walking away, (thinking aloud) that no one understands her position. Blackwell Academy faculty and administrators fail to help Kate with her situation, as well as put a stop to the bullying. As by the end of the scene Kate is seen by the main character on the roof of the dorms and seems to be ready to jump off and commit suicide. When the main character confronts this scene is thrown with conversation choices that can either make Kate change her mind and come with Max or make her jump the roof. The staffs of the Academy, as well as any normal school of today, are all guilty of leaving students like Kate without a lifeline and even when they do turn for help, they are blamed for wanting attention and teachers like Mr Jefferson, do not seem to care or are too busy to help a distressed student. However, it’s not just the Academy to blame for Kate turning to wanting to jump off the rooftop, it’s also her family, especially her Mother and again the Academy do not step in to help with this either, or Kate as given up trying.

In cooperation, Until Dawn and Life Is Strange have shown their characters in different lights, but ultimately their objective is the same, to get the player to feel the character’s emotion and relate either with them or to sympathy to what they are experiencing. These games may have similar objective for their player’s regarding the character’s but do it differently, due to the fact that they are different genres. Since Until Dawn is an interactive drama survival horror and Life Is Strange is a Graphic Adventure we can define, their differences by analysing what they do differently and how and why they do this. Until Dawn's genre is mainly horror, while a cheesy it’s interesting to see how Supermassive Games progressed a well-known genre and its cliques with it from movies to the digital world of Video Gaming. 
Until Dawn follows every horror that has come from both movies and games of old, dark colours, background sounds that send chills down the spine, dark spooky music to add tension, relatable characters and interesting background stories, uncertainty of each character’s fate and what is the cause of the fear whether it is supernatural or a serial killer, Until Dawn uses motion cameras that put more detail to the character’s emotions in their faces, sometimes it can look forced but generally very well programmed and revived while watching the characters interact with each other and their surroundings.
Life Is Strange as both dark tones and light tones to its story as well its music, the character wording is rather clunky and sometimes rather awkward but overall rather deep with the character’s feelings and the choices that it offers. Many movies and TV series have focused on the idea of time travel and it’s nice to see it transition to video games. Many Adventure games mainly focus on a character finding themselves and discovering new things, this can be seen in the game with Max the main character discovering her confidence in photography and helping others like Kate, Chloe, Alyssa and Dana. Also, Max throughout the game has to make difficult choices as well as discovers unpleasant things about characters within the game; these add tension and uncertainty within the players as we discover that things are not very pleasant within Blackwell and its Academy.

Other characters like James Sunderland from Silent Hill 2 start of us within the game with his car parked askew, doors open and the dead body of his wife in the backseat showing this man is at breaking point. Players experience isolation by passing through a forest as well as entering James subconscious. The game is full of doors that the player cannot access these are representing memories of James which he cannot get to. So not only is the player in Silent Hill but within James mind. We the player experience the other part of his mind filled with old hospital sheets, dust, rust and dilapidation these elements become stronger as we the player venture forward to the core of James mind and unlocking the repressed memory of James killing his wife. 
The mental manifestations are coping mechanics for James, a way to deal with the fact he murdered his wife. However, the awful twist of the game is that Silent Hill is all in James head, a figment of his imagination to punish himself, his very own purgatory. His purgatory includes imagined monsters that show in a twisted way his guilt. The monster's players encounter, the sexualisation of the nurses, which are a symbol of his lust; the very famous Pyramid head is a symbol of James pain, guilt and sexual frustration.  Patrick Lindsey says the following statement about the Silent Hill series as a whole.
The Silent Hill series, for example, famously uses monsters to symbolize the insecurities, shames or fears held by the characters. While the model was effective back in the days following the release of Silent Hill 2, it still represents an outside-looking-in approach to mental illness. These characters aren't aware of or in charge of their circumstances, they're made to run a horror gauntlet so that we can psychoanalyze them. (Lindsey, 2014)
Moving away from the horror games and their portrayal of depression there is another game that shows us a character with depression in a different way than the previous games mentioned and that is What Remains of Edith Finch by Giant Sparrow, a mystery adventure about a cursed family in Washington State. The games is played from a first person perspective and each story ends with the death of the family member the player is playing as. There is a character in the game you play that hit close to home for us to experience. The Character Lewis the brother to titular Edith Finch spends his working days at a cannery and repeats the same routine day after day. 
As you explore Lewis’s story you find out that he has recently been rehabilitated for drug dependence and has been given this cannery job to help him reintegrate, when playing this section players experience Lewis daydream and this become more and more vivid from a simple maze you can explore to a whole city then onwards to the ocean and new continents. Lewis is clearly trying to escape the chains of his 9-5 cannery job which we all tend to do now and then but Lewis starts to become more attached to the world within his imagination as his psychiatrist states within the letter Edith reads addressed to her mother.
[image: https://cdn.gamer-network.net/2017/usgamer/what-remains-of-edith-finch1.jpg/EG11/resize/910x-1] “He started drifting away from our reality. He began to forget the world we know. My imagination is as real as my body he told me.” (What Remains of Edith Finch, 2017). 
It is clear that Lewis wants, no craves acknowledgement. Within the daydream Lewis makes himself ruler of everything he can see and is adored by his people, the sun shines when he is around and joyful music is never far behind. As we play as What Remains Of Edith Finch the game allows players to experience the life of different family members that lived in the house dates ranging from the early 1900s to the present day as we already know each ending is tragic, Lewis’s death at the end of his story should not surprise players but as Jimmy Donnellan from Cultured Vultures states the following, “Tragedy inevitably strikes at the end of the sequence. It shouldn’t come as a surprise at this point of What Remains of Edith Finch, but it hits home more than anything else in the game. Lewis Finch reminds me of my old self so much, someone so detached from reality and any kind of “normal” that it’s better to just not confront anything at all and disappear. What Remains of Edith Finch is a collection of stories like these, some of which seem to deal in pure fantasy, but none of them stuck with me quite like Lewis’, because Lewis was me if I had never sought out help. Cultured Vultures was my crutch (and still is), the dream that I could cling to and try to better myself for. The fact that Lewis only had his daydreams is possibly one of the saddest stories in all of gaming and one that I wish everyone would play through.” (Donnellan, 2017)
What Remains Of Edith Finch is beautiful detailed and the house feels well lived by generations of Finches with rooms that are sealed up with peep holes and secret passages, the narrative told though Edith for her expecting child, she draws her family tree as we meet and delve into each family members story and end. The house itself is charming yet Frankenstein formation. What Remains of Edith Finch dose an amazing job of environmental immersion, with its beautiful tableaus of gothic dread and emptiness interspersed with moments of incredible vibrancy and imagination. A story of life, death, lose, grief and acceptances this 2017 game surprised us all and struck a chord in us.
A similar game liked this is Gone Home a 2013 game by Fullbright. While we don’t get the introduction of the house like What Remains Of Edith Finch it’s still a nice designed home, though creepy and silent with only rumbles of thunder coming from outside and a letter attached to the front door before you enter. Like What Remains of Edith Finch we can interact with items which give us the story of the game and it’s voiced over by the female protagonist. Both games allow the protagonist wonder the home and discover the story and the family that once lived there, while Gone Home is not as ‘lived in’ as What Remains of Edith Finch it still makes us feel that a family did live here but only recently. Unlike What Remains of Edith Finch, Gone Homes design is darker and more forbidden and not light and [image: Image result for Gone Home wallpaper][image: Image result for What remains of edith finch wallpaper]filled with generations of family and secrets. 

[bookmark: _Toc532290620]The Portrayal of Psychosis
What is psychosis, well it's when a person can perceive or interpret reality in a different way from other people around them. It might also be said that people with psychosis ‘lose touch’ with reality. The most common types are hallucinations and delusions but, others may also experience disorganised thinking and speech. Psychosis can affect people in different ways for example, people might only experience it once, have short episodes throughout their lives or live with it most of the time. Some people with psychosis can have a positive experience while having psychosis as Mind states below. “You may have a positive experience of psychosis. For example if you see the faces of loved ones or hear their voices you may find this comforting. Some people say it helps them understand the world or makes them more creative.” (Mind, 2016)

A recent game that has portrayed mental health well in the form of psychosis is Hellblade: Senua’s Sacrifice, the game has been highly praised and has won various rewards. Hellblade: Senua’s Sacrifice throws the player into Senua’s condition with voices being heard some friendly others not so from the start of the game and this continues as players continue on the journey that Senua is on. Voices are not the only thing users experience throughout her journey players go through visual hallucinations in the form of flashbacks or subtle changes to the environment around them or to the enemies that materialize from nowhere and try to harm Senua. This is based on real life experiences as Hellblade’s creative director Tameem Antoniades states the following in Science Focus written by James Lloyd, “Throughout her journey, Senua hears her internal chatter as voices, and so the player hears these too. The voices take on different characters, which are sometimes harsh and berating, sometimes friendly and helpful. We worked closely with a group of voice-hearers to try and get these sounding as realistic as possible. She also experiences flashbacks as visual hallucinations, and there are subtle changes in the game’s environment as she moves around, based on people’s descriptions of how delusions manifest in real life. So trees might shift position slightly, or you might see a hidden pattern in a shadow or a reflection. It’s these patterns that the player needs to find in order to progress in the game.” (Lloyd, 2018)

Ninja Theory bases Hellblade on Celtic and Norse mythology following Senua a Pict warrior, the Picts were considered to be a confederation of people who lived during the Late Iron Age and Early Medieval periods in today’s eastern and northern Scotland. According to many Roman generals and Historians throughout their conquest of the British Isles, tribes like Picts and Iceni would cover themselves in blue paint to blend in the fog before the sun rose. Looking at Senua as a character and her personality she is very reserved and somewhat meek, which could be based on her abuse and isolation by her father when she was young, which began to accelerate the early stages of her psychosis. Senua's psychosis exhibits in both auditory, visual, and sensory hallucinations, leaving her constantly plagued by various female voices dubbed by the game developers as "The Furies". Also during the game we learn that Senua has also experienced loss, with her lover Dillion murdered and death of her mother done by her own father who saw her and her mother’s condition as a “darkness” a curse that would doom them all, so to appease the gods he burns Senua’s mother alive when she is only a child which caused her condition to worsen and her to represses the memory, leading her to think that her mother took her own life to escape her own darkness. The death of Dillion for Senua causes her to have a psychotic breakdown and suffers with depression and guilt due to blaming herself for his death because her darkness inflicted the village due to her father’s influence of her.

So, is this likely? Are mental illnesses heritable? According to Sky News there are five psychiatric disorders are genetically linked which are.
·         Autism
·         Attention deficit hyperactivity disorder
·         Clinical depression
·         Bipolar disorder
·         Schizophrenia

Though generally mental illness usually occurs from stress, abuse or a traumatic event which can influence or trigger the illness in the person who has an inherited susceptibility to it as experts believe that mental illnesses are linked to abnormalities in many genes rather than one or few and that how people inherit a susceptibility to a mental illness and doesn't necessarily develop the illness. Mental illness itself occurs from the interaction of multiple genes and other factors which were mentioned earlier.

[bookmark: _Toc532290621]Conclusion
So how have video games portrayed mental health? Well as we have seen over the decade’s video games haven't done mental health in a respectful or realistic light that players could correspond with or relate to in a meaningful way. Watching overs experience games like Life Is Strange, Until Dawn with their choice-based mechanic’s or games like What Remains of Edith Finch, HellBlade where the environment itself and the character narrates the story via a journal, memories or flashbacks/ hallucinations, we have seen a better understanding of mental health shown within game developers and broadcasting it to the players in a way that is respectful and realistic, which allows the players to truly see what it would be like to be in a person shoes that deal with these mental illness every day in real life for a few hours of game play which compared to the troops that other games have used and continue to use cannot compare or even use them correctly for the laziness or lack of knowledge of what mental health disorders are really like and how their portrayal could damage those that live with these conditions in reality.

Players play these games not knowing that a character that they may play or interact with may have a mental health illness and as they delve into the story of some of these games, they slowly start to see in-between the lines and dig deeper into the characters and their story when mental health is relieved. Like HellBlade the disorder is shown from the very start and makes the player feel uneasy and immersed within the game with its use of binaural sound. HellBlade environment continuously changes and shows us flashbacks of Senua‘s story before her travels to Helheim. Knowing that Senua’s mother had this illness and that both suffered in the hands of her father might have triggered her illness who has an inherited susceptibility to it. We are not sure what caused the mother to have the illness but we assume she experienced abuse long before Senua.
Life is Strange shows Kate Marsh dealing with bullying and depression during your time as Max, it doesn't hit the player how bad things are for her till we enter her bedroom and she's in total darkness. Lewis from What Remains Of Edith Finch like we mentioned used the environment and the characters narration to tell the stories of the Finch family and the tragic events that followed them, Lewis the brother of Edith as we know was seeing a psychiatrist due to a drug dependency and we see him slowly immerge himself within his imagination and isolate himself from everyone even himself. Until Dawn's Josh seems totally normally and interacts with his friends like a normal teenager till, he reveals himself as the psycho that terrorises his friend’s and endangers them with his so-called pranks. And as the story continues, we see him break down and start to see/hear things that are not there.
[image: Image result for life is strange wallpaper][image: Related image]The future of video games and the portrayal of mental disorders seem very promising from what we have been given so far, future generations of gamers will hopefully be less afraid of these illnesses and will speak up more of their disorders and end the troops of gaming past for good. Some of these games have given us players more emotional experiences and better understanding of what others around us might be going through and what it might be like to live in their shoes for a small amount of time, but truly those who haven’t experienced it first-hand can see that mental health is something we need to take more seriously as it affects more people than we think.
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