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Electroconvulsive therapy (ECT) is an important treatment modality in 
psychiatry, considered to be  the most effective option for pharmaco-
resistant affective and psychotic disorders. Despite its great efficacy, it still 
remains a rather controversial method, which hinders its full potential. It is 
feasible to say that in part, this controversy is caused by a largely negative 
image of ECT displayed through media. The depiction of ECT in movies has 
been studied and well documented in the past. The aim of our study was to 
provide an overview of how ECT is represented in video games - a form of 
media where ECT representation has been overlooked in scientific literature 
so far. As with movies, most of these portrayals are negative, depicting ECT 
as an obsolete, aggressive or torturous treatment method.
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Introduction

Electroconvulsive therapy (ECT) is an important treatment modality in psychiatry. 
It is considered to be the most effective option for pharmaco-resistant affective and 
psychotic disorders (1). Over the last decades, the application of ECT undergone radical 
changes—in terms of technological improvement, procedure and dosing, which has led 
to a significant minimalization of its adverse effects (2). Nonetheless, in the eyes of the 
public, it still remains a rather controversial method, which hinders its full potential 
(3). Several studies have unfortunately also pointed out that the negative image of ECT 
is also extended to other medical professions and students as well (4). It is feasible to 
say that in part, this controversy is caused by a largely negative image of ECT displayed 
through media. The depiction of ECT in movies has been studied and well documented 
in the past (5). According to Sienaert (5), between 1948 and 2016, ECT was portrayed 
in 52 movies, 21 TV programs and 2 Sitcoms, usually depicted as a memory-erasing, 
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damaging, obsolete or downright torturous method. This image 
reached millions of viewers and likely added to the stigma that is 
associated with ECT.

In 2022, our team conducted a study aimed at the depiction of 
mental illness in popular video games (6). Video games are an 
important popular type of new media—it is estimated that in 2023, 
there will be 3.07 billion gamers (7), thus they constitute an important 
source of information able to reach wide audiences. As far as we are 
aware, there are currently no studies available that mapped the 
portrayal of ECT in video games, as was done with movies and other 
media forms in the past.

The aim of our study was to provide an overview of how ECT is 
represented in video games—we believe that this knowledge may 
be important and informative for psychiatrists and ECT practitioners, 
since they should be  aware of possible misconceptions relayed to 
audiences via video games, so that they are prepared to explain them 
to patients or their concerned relatives, if the option of ECT 
application ever arises. We would like to add that this article should 
not be perceived by any means as a review or critique of the presented 
video-games, but merely an observation as to how ECT treatment 
is portrayed.

Methods

For the purposes of this research, we  have used two separate 
strategies to identify video games that contain the portrayal of ECT in 
order to cover as much ground as possible. We  have essentially 
combined the approaches of our previous study (6) and that of Shapiro 
and Rotter (8) and Ferrari et al. (9).

First, we used the Google search engine and Steam (PC gaming 
platform) to research all combinations of the following terms: 
“Electroconvulsive therapy,” “ECT,” “Electroshock therapy,” “Shock 
therapy,” “Electroshock treatment,” “Electric therapy,” with “Video 
Games,” “PC games,” “Games.” On purpose, we also used the older and 
more lament terms of “Electroshock therapy” and “Shock therapy” 
which are more widely known among the public. In this search, 
we reviewed the first 200 search results and if a text or a video-link 
confirming the presence of such a portrayal was identified, we would 
copy this to our Excel electronic database.

Second, similar to our previous article, we used the statistical data 
of the best-selling games in the United Kingdom—UK Games Charts 
(10), that are released and made publicly available by a trade 
association for the UK’s games and interactive entertainment 
industry—Ukie. This database contains the top 100 selling games 
since 1999 to 2019. We used the Google search engine to combine 
every game title from this list with the terms “Electroconvulsive 
therapy,” “ECT,” “Electroshock therapy,” “Shock therapy,” “Electroshock 
treatment,” and “Electric therapy.” Since other years were not available 
on Ukie, for 2020–2022, we used the data of top selling games from 
the Interactive Software Federation of Europe and cross referenced 
them with the terms mentioned above (11). We have reviewed the first 
100 search results with each game title and if a text or a video-link 
confirming the presence of an ECT portrayal was found, we would 
copy this to our Excel electronic database (either a descriptive text or 
link to a video footage). Some games remain best-sellers for multiple 
years, and thus after removing duplicate titles, we ended up reviewing 
528 titles in total.

The extracted data was thoroughly read (or viewed if it was a 
video link) using a general inductive approach (12) and manual 
coding. We reduced overlap, redundancy and results where some 
keywords appeared out of context. We have also excluded indirect 
use of the term “Electroshock therapy” that could be associated 
with ECT, but does not portray the medical procedure itself (for 
example, in Dungeon Siege II, there is an achievement titled 
“Electroshock therapy” that the player receives for electrocuting 10 
enemies with an electricity based weapon). We  also further 
analyzed whether these portrayals were positive, neutral or 
negative and whether the portrayal of ECT was realistic or not 
when it comes to the procedure itself. Negative portrayal was 
assigned when a game showed or mentioned that ECT had clearly 
detrimental effects on its recipients or when it was practiced as a 
method of torture. Neutral representation was assigned when ECT 
was mentioned or portrayed in the game without the audience 
knowing what sort of effect the treatment had on the recipient. 
And finally, a positive representation would be assigned if ECT had 
a positive effect on the recipient. The data was subsequently 
organized by game title and summarized in Table 1.

Games that were found to contain portrayal or mention of ECT 
were played by members of our team to directly confirm its 
presence, besides that, we  also used YouTube footage for this 
confirmation, however, this was not always possible to find, 
especially with older titles. Video game titles were played on a 
personal computer (PC).

Explanation of some words used in the methods for readers that 
are not familiar with videogames are below.

Lore: is the background information that enriches the game’s 
story, characters, and setting.

Quest: is a task in video games that a player-controlled character, 
party, or group of characters may complete in order to gain a reward.

Documentation: various letters and documents that the player can 
read and interact with in the game.

Achievement: a digital reward that signifies a player’s mastery of 
a specific task or challenge within a video game, usually acknowledged 
by a text pop-up once it is completed.

Results

We have found a total of 13 representations of the portrayal of 
ECT or direct reference to this treatment in video games. Most of 
these representations are negative and associated with video games 
from the horror genre. Out of these 13 representations, we  have 
identified 4 in which ECT is directly portrayed in a graphic manner. 
In the other games ECT is mentioned in the lore or 
various documentation.

There was only one representation (The Town of Light) that can 
be considered to be a realistic depiction of unmodified ECT (that is, 
ECT without the use of anesthesia and muscle relaxation, which was 
used mainly during the 1930s and 1940s). Blackstone chronicles (1999) 
is a visual novel game that included a picture of an ECT device with 
correct basic information, however, the main character internally 
talked about the method in stigmatizing ways.

Unfortunately, we have not been able to identify a single video 
game that portrays ECT in a positive way.

Most notable depictions of ECT In video games include:
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TABLE 1 Games that depict or mention electroconvulsive therapy (ECT) explanation to some words in the table.

Game title Developer 
and 
country

Genre Context Impact of ECT 
on subject

Direct 
portrayal?

Length of 
portrayal

Positive/
Neutral/
Negative

AC Creed: 

Syndicate 

(2015)

Ubisoft 

(Canada)

Action-

Adventure

ECT is portrayed as a method 

used to brainwash subjects who 

receive it during a quest in a 

mental asylum

Subjects receiving 

ECT are “zombified”

Yes A quest completed 

in approx. 30 min

Negative

Batman: 

Arkham series 

(2009–2015)

Rocksteady 

Studios (UK)

Action-

Adventure

It is mentioned and implied that 

several characters were treated 

with ECT as a method of torture 

in a mental asylum

ECT affected the 

characters by 

changing their 

personalities and 

memories

No Mentioned in the 

game lore/

documentation

Negative

Bioshock (2007) 2 K (USA) First person 

shooter with 

horror 

elements

Mentioned in the lore that one of 

the characters was subjected to 

ECT as a method of torture

Unknown No Mentioned in the 

game lore/

documentation

Negative

Bioshock: 

Infinite (2013)

2 K (USA) First person 

shooter with 

horror 

elements

Mentioned in the lore that one of 

the characters was subjected to 

ECT as a method of torture

Unknown No Mentioned in the 

game lore/

documentation

Negative

Blackstone 

Chronicles 

(1999)

Legend 

Entertainment 

(USA)

Adventure 

with horror 

elements

While exploring a mental asylum, 

the player stumbles across an 

ECT device which the main 

character comments as being 

used to brainwash patients

Implied by the main 

character that it was 

being used as 

punishment

No Comment by the 

main character 

during the game

Negative

Breakout 13 

(2022)

Alt Lab 

(China)

Adventure Patients in a “correctional camp” 

receive ECT as a part of 

punishment to rectify “Internet 

addiction”

Used as a punishment 

for main characters, 

inducing behavior 

change and memory 

alteration

Yes We witness several 

ECT sessions from 

the point of view of 

the subject

Negative

Cyberpunk 

2077 (2020)

CD Projekt 

Red (Poland)

Role-playing 

game

Mentioned being used as torture 

in a corrupted mental asylum for 

an honest policewoman during 

one of the quests in the game

Used as torture for a 

side character during 

a quest in the game

No Mentioned in the 

game lore/

documentation

Negative

Dead by 

Daylight (2016)

Behaviour 

Interactive 

(Canada)

Survival 

horror

One of the villains is inspired by 

dr. Yang Yongxin, who used ECT 

in China to treat “Internet 

Addiction,” the character is 

playable and can use electrical 

energy to kill other players

The character can use 

“electro-convulsive” 

power to stun/kill 

other players in the 

game

No Playable character 

associated inspired 

by scandalous real 

life events

Negative

Mysteries of the 

Fence (2017)

Orange Light 

Game (China)

Adventure Patients in a “correctional camp” 

receive ECT as a part of 

punishment to rectify “Internet 

addiction”

Used as a punishment 

for main characters, 

inducing behavior 

change and memory 

alteration

Yes We witness several 

ECT sessions from 

the point of view of 

the subject

Negative

Outlast (2013) Red Barrels 

(Canada)

Survival 

horror

The player explores a mental 

asylum, ECT is mentioned in the 

game documentation with a 

negative connotation, to calm 

down patients

Used as a mean to 

alter behavior in 

patients

No Mentioned in the 

game lore/

documentation

Negative

Silent Hill 

Homecoming 

(2008)

Team Silent 

(Japan)

Survival 

horror

ECT is mentioned as being used 

on one of the characters in the 

game documentation

Used as a mean to 

treat depression, the 

effect is unknown

No Mentioned in the 

game lore/

documentation

Neutral

(Continued)
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The town of light (2016)

In this psychological horror game, the player is put in the role of 
a female character Renée, who is arguably suffering from Post-
Traumatic Stress Disorder (PTSD). The game takes place in a former 
Psychiatric Hospital “Ospedale Psichiatrico di Volterra,” in Italy, 
which is currently abandoned, but the main character decided to 
visit it again in order to relive her hospitalization there, which took 
place in the 1940s. Renée is reliving this experience via traumatizing 
flashbacks, during which it is apparent that she was a victim of 
sexual abuse, torture and malpractice. She fell in love with one of her 
co-patients, however, as a punishment during her stay, they were 
separated and she was convinced by the staff that this person was just 
a figment of her imagination and that she allegedly suffered from a 
psychotic illness, which turns out to be untrue during the game. One 
of these flashbacks depicts the usage of unmodified ECT which was 
used as a punitive measure. It is interesting to see that the technical 
portrayal of the method is actually quite precise in this video game. 
We can see that there are several nurses around her bed (presumably 
to hold her down during the convulsive phase so that an injury is 
avoided), a doctor who is manipulating parameters on a realistic 
historical ECT device and a nurse who puts electrodes in a 
bitemporal arrangement, still commonly used today. It is implied in 
the game that the method was used to wipe the memory of the 
main character.

Mysteries of Fence (2017) and Breakout 13 (2022) are video games 
that are unfortunately inspired by real life events. In 2008, there have 
been numerous reports on the treatment of “internet addiction” in the 
Shandong province in China with ECT (13). This was eventually 
picked up and confirmed by the Chinese Ministry of Health, the 
incident ended with a ban on the usage of ECT in China for this 
“indication” (14). Both games are adventures inspired by these events 
and follow a group of students who are tortured with ECT. The 
method is portrayed with the students being tied to chairs with a 
helmet placed on their heads, via which the psychiatrist would apply 
electrical shocks to the recipients—without anesthesia or muscle 
relaxation. The administration of ECT is preceded by an interrogation 
and it is clear that the method is used as a punishment for perceived 
undesirable behavior.

Assassin’s creed: Syndicate (2015)

In this action-adventure game with stealth elements, the player 
is reliving the memories of twin assassins Jacob and Evie Frye. 
During the quest “Overdose,” the player is tasked to kill dr. 
Elliotson, a former surgeon who became obsessed with phrenology 
and is now working in an mental asylum, where he  performs 
unethical experiments on human patients. One of these 
experiments is the usage of ECT. The device is depicted as a large, 
Victorian steam-like engine that produces electrical current, that 
is applied to the head of a patient, who is clearly in a lot of pain 
during the application. The player is literally tasked to “stop the 
electroconvulsive therapy session,” which is performed by two 
guards without any medical background, who are not even aware 
why the patient is receiving this form of treatment. It is implied 
that the method was used to “zombifie” its recipients.

Discussion

Similar to movies, ECT is largely portrayed in a negative light in 
video games and is usually connected to the horror genre. Most games 
represent ECT as a cruel, barbaric or otherwise torturous method 
associated with very asylum-like settings. However, it seems that the 
representations of ECT in videogames is not as frequent as in 
cinema—Sienaert (5) for instance have found 82 instances in total of 
ECT depiction in movies and TV shows, compared to our 13, of which 
only 4 contain direct graphic representation of ECT. Movies and TV 
shows are usually much shorter than video games and the scenes were 
ECT is represented take a larger portion of the narrative in total, 
which might make them more memorable. In video games however, 
these depictions are only a fraction of the total gameplay time—for 
example, an average player would take 6 h to complete the Town of 
Light, and 19–32 h to complete Assassin’s Creed: Syndicate. The scenes 
where ECT is represented in video games are very short and the player 
spends a majority of the time doing unrealistic and fantastical things 
within the gameplay, which does not make ECT “stand out” as much 
in the grander picture. Most video games where ECT is represented 
are unrealistic and associated with supernatural and horror elements.

TABLE 1 (Continued)

Game title Developer 
and 
country

Genre Context Impact of ECT 
on subject

Direct 
portrayal?

Length of 
portrayal

Positive/
Neutral/
Negative

The Evil Within 

(2014)

Tango 

Gameworks 

(Japan)

Survival 

horror

A device used to deliver electrical 

shocks via a helmet is used by the 

main character to upgrade his 

skills, the game takes place in a 

haunted mental asylum

Used as a means to 

upgrade the skills of 

the main character

No Each time the 

player wishes to 

progress his skills

Neutral

The Town of 

Light (2016)

LKA (UK) Adventure The main character receives ECT 

as a part of their treatment in a 

mental asylum (however, implied 

use as punishment), technically, 

the procedure is depicted 

realistically

Used to alter the 

behavior and 

memories of the main 

character

Yes A direct depiction 

of an ECT applied 

to a main character 

lasting several 

minutes

Negative

Lore: is the background information that enriches the game’s story, characters, and setting. Quest: is a task in video games that a player-controlled character, party, or group of characters may 
complete in order to gain a reward. Documentation: various letters and documents that the player can read and interact with in the game.
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Currently, there is no strong evidence that playing video games 
influences aggression, impulsivity-related constructs, mood, anxiety, 
empathy, interpersonal competencies or executive control functions 
(15). While there have been a limited number of studies that showed 
a correlation between violent video games and short-term aggression, 
these studies are not consistent and difficult to replicate (15). Similarly, 
we also think that ECT depiction in videogames and its ability to 
influence the opinions of their players is limited. However, ECT 
practitioners should be aware that these depictions in modern video 
games exist and might contribute to a negative opinion about ECT 
prior to receiving information about the real method. For instance, the 
depiction of unmodified ECT in Town of Light is quite realistic, yet, a 
player without deeper knowledge about this topic might come to the 
conclusion that ECT is still performed without anesthesia or has 
catastrophic adverse effects. Although the technical aspect of the 
depicted ECT in The Town of Light is quite accurate, the player does 
not receive any additional information about the method and thus 
might come to the conclusion that it is obsolete or was only used in the 
past in order to torture or modify behavior of patients. We think it 
might be prudent for future game developers, if they choose to include 
a direct depiction of this medical procedure, to contain more visible 
disclaimers about the depiction being used only for narrative purposes 
and perhaps offer a link to information about the real-life procedure.

It is important to state here that there were real-life incidents of 
ECT malpractice, some not that far in the past, such as the scandalous 
usage of ECT in a group of young students allegedly suffering from 
“video games addiction” in China (14). It is important to note that 
nowadays, ECT is applied under a brief general anesthesia in 
developed countries, has specific indications (pharmaco-resistant 
affective and psychotic disorders) and in principle requires consent 
from the patient (16–19). The application of ECT without the patient’s 
consent is not common and constitutes life-threating conditions, such 
as syndrome of catatonia or severe psychotic illnesses with 
malnourishment (20). Although adverse effects after ECT do exist, as 
with any other treatment modality in medicine, the cognitive adverse 
effects were drastically minimized compared to insulin shock 
therapies or unmodified ECT procedures that were used in the past 
(21). In fact, the time to lucidity in right-unilateral ECT application is 
on average 12 min, which allows the application of ECT in out-patient 
settings, which is in stark contrast with the general representation of 
ECT in video games as causing drastic cognitive damage/or require 
hospitalization in an asylum (22). Future studies might also want to 
compare other treatment modalities represented in video games—
such as the use of pharmacological injections or psychotherapy, to 
analyze whether they are also represented in such a negative light.

To this date, ECT remains unparalleled when it comes to 
treatment efficacy and there is a general consensus, based on the result 
of the STAR*D study (23), that it should be offered to pharmaco-
resistant patients sooner, rather than later (1). This is especially 
important to remind, since ECT is stigmatized not only among the 
general population, but medical professionals as well.

Study limitations

We have used the Google search engine based in Czech Republic 
to conduct our research—we do not exclude the possibility that a 
different location might produce different results. Similarly, for the 
second part of our research, we have mostly used UK Game Charts, 

which represent the most sold games in the United Kingdom, thus it 
is possible that due to cultural differences, the best-selling games in 
other regions of the world might be different. We have also limited our 
search to PC and console games and did not conduct a search on other 
platforms, such as mobile games.

We have decided to exclude videogames that mentioned the word 
“electroconvulsive therapy” but did not portray/reference the direct 
medical procedure, however, we should add that even these mentions 
might contribute to the overall stigmatization of ECT (as the example 
in Dungeon Siege II mentioned above).

We have also not used separate raters for the individual depiction 
of ECT and whether they perceived this depiction as positive/neutral/
negative and assessed this as a group, therefore we cannot provide the 
readers with an intraclass correlation coefficient.

Finally, although we have conducted a search on both Steam and 
the Google search engine, it is possible that certain indie games that 
are not popular and do not reach a wider audience also eluded our list.

Conclusion

The portrayal of ECT in video games is not common. Since 
1998, we have only identified 13 games that contain a clear depiction 
of ECT or a direct reference to this treatment modality. The majority 
of these portrayals take place in games with horror like elements. 
As with movies, most of these portrayals are negative, depicting 
ECT as an obsolete, aggressive or torturous treatment method. Most 
representations of ECT are only a small fraction of content in a wide 
context of unrealistic features within video-games and further 
research is needed to determine to what extent these portrayals 
shape the opinion of the public. Due to ECT being a method that is 
still stigmatized both among general and medical public, we find it 
important to relay information as to how it is portrayed in 
new media.

Data availability statement

The original contributions presented in the study are included in 
the article/supplementary material, further inquiries can be directed 
to the corresponding author.

Author contributions

JB: Conceptualization, Formal analysis, Methodology, Project 
administration, Writing – original draft, Writing – review & editing. 
MN: Data curation, Investigation, Methodology, Writing – original 
draft. JŽ: Formal analysis, Visualization, Writing – original draft. TM: 
Data curation, Investigation, Methodology, Writing – review & 
editing. EM: Data curation, Formal analysis, Writing – review & 
editing. HT: Data curation, Investigation, Writing – review & editing. 
DD: Data curation, Formal analysis, Investigation, Methodology, 
Writing – review & editing. GJ: Data curation, Methodology, Writing 
– review & editing. JA: Data curation, Methodology, Writing – review 
& editing. LK: Formal analysis, Project administration, Validation, 
Writing – review & editing. MP: Data curation, Investigation, 
Methodology, Writing – review & editing. JM: Data curation, 
Investigation, Methodology, Writing – review & editing. PB: Data 

https://doi.org/10.3389/fpsyt.2023.1336044
https://www.frontiersin.org/journals/psychiatry
https://www.frontiersin.org


Buday et al. 10.3389/fpsyt.2023.1336044

Frontiers in Psychiatry 06 frontiersin.org

curation, Investigation, Writing – review & editing. MA: Supervision, 
Writing – review & editing.

Funding

The author(s) declare that no financial support was received for 
the research, authorship, and/or publication of this article.

Conflict of interest

JA was employed by the Krajska zdravotni, a.s.

The remaining authors declare that the research was conducted in 
the absence of any commercial or financial relationships that could 
be construed as a potential conflict of interest.

Publisher’s note

All claims expressed in this article are solely those of the 
authors and do not necessarily represent those of their affiliated 
organizations, or those of the publisher, the editors and the 
reviewers. Any product that may be evaluated in this article, or 
claim that may be made by its manufacturer, is not guaranteed or 
endorsed by the publisher.

References
 1. Sackeim HA. Modern electroconvulsive therapy: vastly improved yet greatly 

underused. JAMA Psychiatry. (2017) 74:779–80. doi: 10.1001/jamapsychiatry.2017.1670

 2. Peterchev AV, Rosa MA, Deng ZD, Prudic J, Lisanby SH. Electroconvulsive therapy 
stimulus parameters: rethinking dosage. J ECT. (2010) 26:159–74. doi: 10.1097/
YCT.0b013e3181e48165

 3. Mádlová K, Kališová L, Zajícová M. Public stigma of electroconvulsive therapy 
(ECT) in the Czech  Republic. Eur Psychiatry. (2016) 33:S554–4. doi: 10.1016/j.
eurpsy.2016.01.2046

 4. McFarquhar TF, Thompson J. Knowledge and attitudes regarding electroconvulsive 
therapy among medical students and the general public. J ECT. (2008) 24:244–53. doi: 
10.1097/YCT.0b013e318168be4a

 5. Sienaert P. Based on a true story? The portrayal of ECT in international movies and 
television programs. Brain Stimul. (2016) 9:882–91. doi: 10.1016/j.brs.2016.07.005

 6. Buday J, Neumann M, Heidingerová J, Michalec J, Podgorná G, Mareš T, et al. 
Depiction of mental illness and psychiatry in popular video games over the last 20 years. 
Front Psych. (2022) 13:967992. doi: 10.3389/fpsyt.2022.967992

 7. Finances Online (2020). Available at: https://financesonline.com/number-of-
gamers-worldwide/ (Accessed December 3, 2023).

 8. Shapiro S, Rotter M. Graphic depictions: portrayals of mental illness in video 
games. J Forensic Sci. (2016) 61:1592–5. doi: 10.1111/1556-4029.13214

 9. Ferrari M, McIlwaine SV, Jordan G, Shah JL, Lal S, Iyer SN. Gaming with stigma: 
analysis of messages about mental illnesses in video games. JMIR Mental Health. (2019) 
6:e12418. doi: 10.2196/12418

 10. UK Games Charts. Ukiepedia. (2021). Available at: https://ukiepedia.ukie.org.uk/
index.php/UK_Games_Charts

 11. UK Annual Report. (2021). Available at: https://www.gamesindustry.biz/
articles/2021-01-08-43-million-games-sold-in-the-uk-in-2020-uk-annual-report 
(Accessed December 3, 2023).

 12. Thomas DR. A general inductive approach for analyzing qualitative evaluation 
data. American journal of evaluation. (2006) 27:237–46.

 13. Stone R. China reins in Wilder impulses in treatment of ‘internet addiction’. 
Science. (2009) 324:1630–1. doi: 10.1126/science.324_1630

 14. The New York Times. (2017). Available at: https://www.nytimes.com/2017/01/13/
world/asia/china-internet-addiction-electroshock-therapy.html (Accessed December 3, 
2023).

 15. Kühn S, Kugler D, Schmalen K, Weichenberger M, Witt C, Gallinat J. Does playing 
violent video games cause aggression? A longitudinal intervention study. Mol Psychiatry. 
(2019) 24:1220–34. doi: 10.1038/s41380-018-0031-7

 16. The UK ECT Review Group. Efficacy and safety of electroconvulsive therapy in 
depressive disorders: a systematic review and meta-analysis. Lancet. (2003) 361:799–808. 
doi: 10.1016/S0140-6736(03)12705-5

 17. Hořínková J, Bartečků E, Kališová L. The practice of electroconvulsive therapy in 
children and adolescents in the Czech Republic. J ECT. (2021) 37:112–8. doi: 10.1097/
YCT.0000000000000726

 18. Dominiak M, Antosik-Wójcińska AZ, Goetz Z, Sikorska O, Stefanowski B, 
Gorostiza D, et al. Efficacy, safety and tolerability of formula-based unilateral vs bilateral 
electroconvulsive therapy in the treatment of major depression: a randomized open label 
controlled trial. J Psychiatr Res. (2021) 133:52–9. doi: 10.1016/j.jpsychires.2020.12.002

 19. Takamiya A, Bouckaert F, Sienaert P, Uchida T, Kudo S, Yamagata B, et al. 
Electroconvulsive therapy for patients with depression who lack capacity for consent: 
doing good and doing no harm. J ECT. (2021) 37:171–5. doi: 10.1097/
YCT.0000000000000764

 20. Lloyd JR, Silverman ER, Kugler JL, Cooper JJ. Electroconvulsive therapy for 
patients with catatonia: current perspectives. Neuropsychiatr Dis Treat. (2020) 
16:2191–208. doi: 10.2147/NDT.S231573

 21. Suleman R. A brief history of electroconvulsive therapy. Am J Psychiatr Resid J. 
(2020) 16:6. doi: 10.1176/appi.ajp-rj.2020.160103

 22. Koh AH, Tan XW, Tor PC, Chatterton ML, Martin DM, Loo CK. The association 
between outpatient continuation/maintenance electroconvulsive therapy, readmission 
risk and total direct cost in patients with depressive, bipolar and psychotic disorders: a 
naturalistic retrospective cohort study. J Affect Disord. (2023) 338:289–98. doi: 10.1016/j.
jad.2023.06.016

 23. Gaynes BN, Rush AJ, Trivedi MH, Wisniewski SR, Spencer D, Fava M. The STAR* 
D study: treating depression in the real world. Cleve Clin J Med. (2008) 75:57–66. doi: 
10.3949/ccjm.75.1.57

https://doi.org/10.3389/fpsyt.2023.1336044
https://www.frontiersin.org/journals/psychiatry
https://www.frontiersin.org
https://doi.org/10.1001/jamapsychiatry.2017.1670
https://doi.org/10.1097/YCT.0b013e3181e48165
https://doi.org/10.1097/YCT.0b013e3181e48165
https://doi.org/10.1016/j.eurpsy.2016.01.2046
https://doi.org/10.1016/j.eurpsy.2016.01.2046
https://doi.org/10.1097/YCT.0b013e318168be4a
https://doi.org/10.1016/j.brs.2016.07.005
https://doi.org/10.3389/fpsyt.2022.967992
https://financesonline.com/number-of-gamers-worldwide/
https://financesonline.com/number-of-gamers-worldwide/
https://doi.org/10.1111/1556-4029.13214
https://doi.org/10.2196/12418
https://ukiepedia.ukie.org.uk/index.php/UK_Games_Charts
https://ukiepedia.ukie.org.uk/index.php/UK_Games_Charts
https://www.gamesindustry.biz/articles/2021-01-08-43-million-games-sold-in-the-uk-in-2020-uk-annual-report
https://www.gamesindustry.biz/articles/2021-01-08-43-million-games-sold-in-the-uk-in-2020-uk-annual-report
https://doi.org/10.1126/science.324_1630
https://www.nytimes.com/2017/01/13/world/asia/china-internet-addiction-electroshock-therapy.html
https://www.nytimes.com/2017/01/13/world/asia/china-internet-addiction-electroshock-therapy.html
https://doi.org/10.1038/s41380-018-0031-7
https://doi.org/10.1016/S0140-6736(03)12705-5
https://doi.org/10.1097/YCT.0000000000000726
https://doi.org/10.1097/YCT.0000000000000726
https://doi.org/10.1016/j.jpsychires.2020.12.002
https://doi.org/10.1097/YCT.0000000000000764
https://doi.org/10.1097/YCT.0000000000000764
https://doi.org/10.2147/NDT.S231573
https://doi.org/10.1176/appi.ajp-rj.2020.160103
https://doi.org/10.1016/j.jad.2023.06.016
https://doi.org/10.1016/j.jad.2023.06.016
https://doi.org/10.3949/ccjm.75.1.57

	Electroconvulsive therapy portrayal in contemporary video games
	Introduction
	Methods
	Results
	The town of light (2016)
	Assassin’s creed: Syndicate (2015)

	Discussion
	Study limitations
	Conclusion
	Data availability statement
	Author contributions

	 References

