Index
Editorial Board ...............................................................................................1
Editor’s Note ...................................................................................................3
Heidegger on technology .............................................................................................. 4

Icons of Psychiatry .........................................................................................6
The Neanderthal bone tools of Abri Peyrony ............................................................. 7

Essays ..............................................................................................................9
Modern technology applied to traditional therapies ............................................. 10
iPhone addiction .......................................................................................................... 12

Articles ..........................................................................................................15
Are new information and communication technologies changing us? ................ 16
BioShock ........................................................................................................................ 25

Cinema and Psychiatry ...............................................................................29
Robocop ........................................................................................................................ 30

The Journal of Humanistic Psychiatry

Technology

Editorial Board
Editor in Chief
•

Fernando Espi Forcen, M.D., Ph.D., Department of Psychiatry, Rush University
Medical Center, Chicago, IL

Design Editor
•

Gonzalo Ovejero Madrazo, almostDesign Studio, Barcelona, Spain

Editorial Board
•

Khalid Afzal, M.D., Department of Psychiatry, The University of Chicago, IL

•

William Breitbart, M.D., Department of Psychiatry, Memorial Sloan Kettering,
New York, NY

•

Matthew Brown, D.O., M.B.A., Department of Psychiatry, Rogers Behavioral
Health, Skokie, IL

•

David Cline, M.D., AACAP History and Archives Committee, Minneapolis, MN

•

Howard Gottesman, M.D., Department of Psychiatry, MetroHealth Medical
Center, Cleveland, OH

•

Juan Jaramillo, M.D., Department of Psychiatry, University of Tennessee,
Memphis

•

Aviram Mizrachi, M.D., Department of Surgery, Memorial Sloan Kettering,
New York, NY

•

Kimberly Morley, L.C.S.W., Rush University Medical Center, Chicago, IL

•

Karam Radwan, M.D., Department of Psychiatry, The University of Chicago, IL

•

Erik Schadde, M.D., Department of Surgery, Rush University Medical Center,
Chicago, IL
1

The Journal of Humanistic Psychiatry

•

Technology

Alejandro Santos Leal, M.D., Department of Endocrinology, MedStar Union
Memorial Hospital, Baltimore, MD

•

John Sargent, M.D., Department of Psychiatry, Tufts University Medical Center, Boston, MA

•

Steve Smith, M.D., Department of Medical Oncology, University of Washington, Seattle

•

Rebecca Van Horn, M.D., Department of Psychiatry, Rush University Medical
Center, Chicago, IL

•

International Editors At Large

•

Giusseppe Bersani, M.D., Department of Psychiatry, University of La Sapienza
di Roma, Italy

•

Carlos Espi Forcen, Ph.D., Department of Art History, University of Murcia,
Spain

•

Susan Hatters Friedman, M.D., Department of Psychological Medicine, University of Auckland, New Zealand

•

Barbara Maussier, Ph.D., Department of Sport Sciences, Catholic University
of San Antonio, Murcia, Spain

•

Joaquin Nieto Munera, M.D., Ph.D., Department of Psychiatry, University of
Murcia, Spain

•

Edward Shorter, Ph.D., History of Medicine, University of Toronto, Canada

•

Simon Wein, M.D., Pain and Palliative Service, Davidoff Cancer Center, Petach
Tikva, Israel

2

Editor’s Note

The Journal of Humanistic Psychiatry

Technology

Heidegger on technology
Fernando Espi Forcen, M.D., Ph.D.

Technology is the branch of knowledge that deals with the creation and use of technical means and their interrelation with life, society, and the environment, drawing
upon such subjects as industrial arts, engineering, applied science, and pure science.
Throughout history, a number of philosophers have addressed the issue of technology. One of the most popular texts regarding technology is “The Question Concerning Technology” by Martin Heidegger. The lecture was given and published in 1954
and translated to English in 1977. In the text, Heidegger argues that we are seduced
by technology. He explains that we view things as “standing reserve”, that is to say,
as something that serves for something. For example, if we look at gold, or a car, we already bias
ourselves as to what that thing is in regards to its
utility. By doing that, Heidegger states that we
miss seeing nature as it is. Instead, everything including objects, people, and even God becomes
technologized. With the scientific revolution, humans manipulate nature, and that way, it becomes “standing reserve”. We miss the truth of
technology by becoming viewers of technology.
For Heidegger, to understand the essence of technology, we must understand things non-technologically. We must enter the realm where things
can show themselves to us truthfully in a manner
4
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not limited to the technological. Heidegger states that technology is so domineering,
it eliminates our ability to experience this realm (the non-technological). The danger
is that technology’s domination makes us forget our understanding of ourselves as
the beings who can stand within this realm. The problem is not just that technology
makes it harder for us to access that realm, but that it makes us altogether forget
that the realm exists. By thinking about technology, we can protect ourselves from
this danger of technology – the inability to think that the non-technological realm
exists and missing its essence. To address this problem, Heidegger proposes a free
relationship to technology that opens, to our human existence, the essence of technology. We must experience technology and see technology as more than one kind.
This will free us from the dominating reign of technology. Heidegger presents art as
the way to address the question concerning technology and find truth. For him, the
artist and the poet view the world as it is and as it reveals itself.

Reference:
Heidegger, M., “The question concerning technology, and other essays”, Harper Perennial,
2013 (1954)
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The Neanderthal bone tools
of Abri Peyrony
An Early Example of Human Technology
Fernando Espi Forcen, M.D., Ph.D.
Rush University Medical Center, Chicago, IL
Email: fespiforcen@gmail.com

Due to the fertility of its valleys during the glaciations, Southern France and North
Spain became ideal territories for Human Neanderthals and Sapiens to settle. As
such, the mountains and caves in these geographical areas have become very rich
sites of early human archeology. Named after the scientist who first excavated the
site in the 1920s, Abri Peryony is an archeological site situated at the base of the cliff
at the rock in Combe-Capelle Bas (South West France). During the last three years,
new excavations at this site have led to the discovery of numerous hand axes, fauna,
and four bone tools (Figure). The four bones are rib fragments of medium-sized ungulates from red deer or reindeer. The
edges are rounded and manipulated. The
discovery of a Neanderthal tooth and other
hand axes have lead scientists to conclude
that these four bone tools were made by
our close relatives and are approximately
between 47 to 41 thousands years old.
These findings suggest that the Middle
Paleolithic Neanderthals shaped animal ribs
to a desired utilitarian form, and thus, were
Neanderthal bone tools

intentionally producing standardized bone
7
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tools. These four tools are the earliest evidence of this behavior associated with Neanderthals and elucidate that they may have created these sophisticated technological skills independently before the Sapiens replacement in Europe. This confirms
the current accepted theory that Neanderthals were probably as intelligent as Sapiens, and perhaps, for some periods, had equivalent levels of sophistication. Nonetheless, the first humans to use technological skills were not Neanderthals. Stone
tools used by Homo Habilis and Australopithecus Garhi date from 2.6 million years
ago. In a broader sense, the technological era probably started with the first monkeys. It is well known that modern Chimpanzee and Capuchin monkeys use stones
with the intention of cracking nuts and, like modern humans, approach nature technologically.

Reference:
Soressi, M. et al., Neanderthals made the first specialized bone tools in Europe, Proceedings of
the National Academy of Sciences on the United States of America (PNAS), Vol. 110, no 35,
14186-14190, 20
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Modern technology applied
to traditional therapies
Eric Tiede, M.D. Candidate,
Rush University Medical Center, Chicago, IL
Email: eric_tiede@rush.edu

When we think of technology as it applies to medicine, the Hollywood image comes
to mind; large operating rooms filled smooth white plastic and stainless steel, test
tubes filled with medicines of various neon colors, and huge robots performing precise maneuvers. When choosing medical care, we prefer the state-of-the-art. We are
unlikely to ask for “traditional” techniques to heal a broken leg, or treat a case of
pneumonia. In psychiatry, however, there is interest among patients and researchers in using more traditional treatment for psychiatric illness. Therapies such as
meditation, exercise, talk therapy, nutrition, and sleep hygiene have been practiced
in different forms for thousands of years and remain important aspects of treatment regimens today.
These classic treatments are attractive because of their relative safety and benign
side effect profiles. They give the patient control over and investment in their own
treatment that is somehow different than asking for a pharmaceutical prescription.
We want to say that meditation can cure depression, and there's something that
feels "natural" about taking vitamin D and probiotic pills every day. Furthermore,
some of the interventions seem to work, and many of these therapies will work
safely in conjunction with pharmacological treatment.
Because of this interest in the classical therapies, psychiatry uses modern technology to refine the traditional techniques, and to make their effects more efficient.
10
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Today, smartphone apps lead users through guided meditation programs directed
toward each individual’s goals.1 Cognitive behavioral therapy is offered through
computer programs.2 EEG is used in neurological biofeedback to promote certain
brain activity that reduces symptoms of psychiatric illness.3 Buddhist monks in meditation are studied under fMRI.4 Chemicals that produce psychedelic experiences integral in past cultures are being analyzed for their mechanism of action and clinical
effects.5
Is this research worthwhile? Will applying our technologies on these ancient processes distill out the essence of what makes them effective? Or by introducing technology to these practices are we altering the subtle or intangible aspects that make
them effective? Will we someday be able to condense enlightenment into one of
those glowing neon test tubes? As with most technological advancement, it is impossible to predict what will result, but it is exciting to see what is uncovered as we
forge ahead into the treatments of the distant past.

1

Headspace.com

2

Hill, Nicole TM, et al. "Computerized cognitive training in older adults with mild cognitive.

impairment or dementia: a systematic review and meta-analysis." American Journal of Psychiatry 174.4 (2016): 329-340.
3

Poppy, L., A. Schoenberg, and Anthony S. David. "Biofeedback for psychiatric disorders: a

systematic review." Applied psychophysiology and biofeedback 39.2 (2014): 109.
4

Davidson, Richard J., and Antoine Lutz. "Buddha's brain: Neuroplasticity and meditation

[in the spotlight]." IEEE signal processing magazine 25.1 (2008): 176-174.
5

dos Santos, Rafael G., et al. "The current state of research on ayahuasca: A systematic re-

view of human studies assessing psychiatric symptoms, neuropsychological functioning,
and neuroimaging." Journal of Psychopharmacology 30.12 (2016): 1230-1247.
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iPhone addiction
Fernando Espi Forcen, M.D., Ph.D.,
Rush University Medical Center, Chicago, IL
Email: fespiforcen@gmail.com

Do you always carry your iPhone? Do you often carry a charger in case you run out
of battery? Do you feel you need to respond messages shortly after you receive
them? Do you find yourself checking your phone in the elevator or grab your phone
before sitting on the bus or the train? Do you check your text messages, email, Facebook, Instagram, WhatsApp, and Tinder accounts every time you check your
phone or several times in a day? Do you play with your phone at work, in bed, while
studying, or while watching a movie? Do you check your phone more than 15 times
a day? Do you get nervous if you lose reception? Do you question if smartphones
have improved your quality of life?
If you answered affirmatively to some of these questions, you may suffer from iPhone addiction. iPhone addiction is a highly prevalent and frequently unrecognized
disorder. With cultural variations, it is thought to affect most societies across the
world. iPhone use disorder is especially prevalent across individuals between 13 and
55 years old, but the incidence in children and senior adults has increased significantly within the last few years. Today, there are approximately 2.6 billion
smartphone subscriptions, and, depending on the criteria, the prevalence may vary
between 15 to 85 % of smart phone subscribers. In a sense, iPhone or smartphone
addiction it is perhaps the most endemic new health problem.
The symptoms of smartphone use disorder are characterized by a problematic pattern of smartphone use leading to clinically significant impairment or distress and
12
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other associated symptoms such as spending a great deal of time spent in activities
necessary to play with your smartphone, cravings when your smartphone is not
available, persistent use despite acknowledging that your smartphone is not helping
your life, and other interpersonal problems related to your smartphone use such as
conflict with your parents, your friends, or your partners who resent the lack of attention due to your smart phone use. The severity of smartphone use disorder can
be mild, moderate, or severe. The diagnosis can be challenging as many people with
smartphone use disorder tend to present at a pre-contemplative stage of awareness
regarding their problem. Often patients
are referred by spouses or family
members who persuade them to get
help with their problem in order to save
their relationship. Though there a number of questionnaires available on the
web, to date, there is no validated tool
with good sensitivity and specificity to
screen and detect smartphone use disorder. The clinician may often invite the patient to test herself or himself and attempt to spend a number of days without an iPhone or with limited iPhone
time. This allows for the diagnosis and
for enhancing the patient’s insight about

A man plays with his iPhone during a work meeting

her or his problem.
The treatment of smartphone use disorder can be complex. Like food, iPhone related devices have become necessary in some people’s working and social routine.
As such, iPhone use cessation may not be possible due to work environment and
related social demands. In that case, the treatment must be focused on helping the
patient to use her or his iPhone with moderation without allowing the iPhone to take
over one’s life. Gates and Jobs proposed in 2016 the use of Electric Device Behavioral
Treatment (EDBT), an innovative therapy combining elements from cognitive behavioral and acceptance and commitment therapy. With the goal of helping the patient
regain control of over their smartphone use, EDBT compels seven sessions. In the
first phase the counselor gathers information to get a comprehensive understand-

13
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ing of the degree in which the patient’s life is affected by smartphone use. The second stage focuses on addressing the problem exploring different alternatives to
iPhone use, such as spending time with one’s spouse and children, studying for
boards, or other adaptive behaviors. In the third and last stage, the therapist and
the patient discuss how regaining control over smartphone has changed the patient’s circumstances. From a psychoanalytic perspective, the smartphone is usually
approached as the patient’s mother breast at an early developmental stage. By using the iPhone the patient unconsciously attempts to near her or his mother’s breast
and return to the mother’s womb. As such, iPhone addiction represents a thalassal
regression. Through free association and interpretation, the analyst can help the
patient separate from her or his “iPhone-mother” allowing for a normal resolution
of the “rapprochement crisis”. Psychopharmacologically, a few pharmaceutical companies have carried small placebo controlled trials with statistically significant response by using daytrana patch and long acting naltrexone. Another open label trial
suggests that vortioxetine can help alleviate the anxiety related to smartphone use.
To date there are no studies done with generic medication for the treatment of this
disorder. Recently, iPhone addicted anonymous (IAA) groups have begun to flourish
in some communities.
iPhone and other smartphone use disorders are a growing problem in society and
raise the classic question concerning our relationship with technology. While they
allow us to connect and communicate instantaneously across very long distances,
iPhone popularity grows in parallel with abandonment of traditional methods of human socialization by substituting presential interaction for electronic communication, and thus, setting human empathy in a new frame. It is important to think about
pros and cons of technological innovations and attempt to define the kind of relationship we want to have with technology.

14

Articles

The Journal of Humanistic Psychiatry

Technology

Are new information and
communication technologies
changing us?
Effects of neuroplasticity in an increasingly
fast-paced world
Gonzalo Ovejero Madrazo, Universitat de Barcelona
almostDesign Studio, Barcelona, Spain
Email: gonzalo@almostdesign.com

In his book, The Shallows: What the Internet Is Doing to Our Brains,1 Nicolas Carr highlights four inventions in human history that have substantially changed the way humans think and, thus, the way their minds are structured. Carr stated, "the brain has
the ability to be reprogrammed on the fly, altering the way it works”:2
•

The map: it changed the way we understand the space and even our spatial
intelligence.

•

The clock: it made us understand time in segments.

•

The book: it pushed us to practice an unnatural process of thought, focusing
our attention continuously on a single object.

1

Carr, N. G. (2016). Superficiales: ¿qué está haciendo Internet con nuestras mentes? Barcelona,

Spain: Taurus.
2

Carr, op. cit., p. 41.
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Internet: the nature of this medium makes us shift our attention continuously, especially the hyperlink which gives instant gratification, training the
brain to be more agile in the execution of multiple tasks simultaneously.

This approach is very revealing and helps us understand that the changes caused
specifically by the Internet are much more important than they may seem at first
sight. It has changed the way we behave, the way we think, and even our way of
being. As a result, this forces us to question: What is happening to us? What price
are we paying for the benefits that technology is bringing us? One of the effects that
Carr highlights is that technology is changing our minds and even our brains, negatively resulting in us becoming more superficial. Is it possible to train our brains so
as not to lose certain abilities?
With the development of online social networks, which have grown and tended to
be increasingly more complex (see the evolution from MySpace to Facebook), systems such as Twitter, Instagram or Snapchat attempt to simplify user engagement
and interaction. Consumers no longer have to spend hours browsing the lives of
their acquaintances. Their focus is now centered on direct information: messages of
160 characters, a social network limited only to images or a chat where people communicate through photos and videos. The younger generation, who usually take the
lead in terms of digital innovations–the so-called millennials3–want to quickly share
what is happening in their lives, in order to remain awake on the network as often
as possible. Presently, it is rare to find a person would spend several hours in front
of Facebook compared to previous generations. In contrast to television users, the
excited brains of Internet users need to be more active.
This new way of communicating will assume much more importance when what is
digital–and the new way of thinking that it entails–eventually drenches other media.
We can examine this by studying the evolution of online newspapers. In the initial
stages of the Internet, news sites tried to imitate printed media, but over time they
developed their own language which was more suitable for the Internet. At the same
time, print newspapers began to emulate and appropriate resources characteristic
of the Internet. The language of the world was changing because of the new routines

3

Millennials are the people who became adults after the year 2000. They continuously use

the latest technological advances and have grown during the Great Recession. They are
also known as Generation Y and are children of the Baby Boom generation.
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to which its inhabitants’ brains were becoming accustomed. As Carr said, "The brain
is a task in constant progress and this is not only true for each of us as individuals,
but for all of us as a species.”4 Nowadays all media, both online and printed, adapted
to the digital way of thinking where the focus is immediacy and short, shocking headlines littered with very descriptive cover images. If we take into account that digital
thinking–as can be seen in the development of social networks–tends to require increased processing speed, we can conclude that we will continue seeing substantial
changes in our way of thinking.
As neurobiology has shown, brain neuroplasticity is much more real than our ancestors imagined. But, what other changes in our neural structure will we face in the
short and long term? We can see a clear example of how we are changing in the fact
that when we read we tend to skim through the content, jumping quickly from one
line to another, searching for the information that interests us most. This constitutes
proof of Leon Festinger's theory of cognitive dissonance.5 Increasingly, we move further away from the old habit of sitting in front of a book and slowly devouring its
contents from start to finish. Even when we are watching videos on the Internet we
usually lose interest quickly and fast forward through it. This has been clearly identified by data market research which caused YouTube to stop counting the popularity of its videos by visits and to start measuring it by viewing time.6 The bombardment of information to which we are subject compels us to read data in a very superficial way, which in turn, greatly contributes to making ourselves more superficial.

4

Carr, op. cit, p. 55.

5

Festinger, L. (1957). A theory of cognitive dissonance. Stanford, CA: Stanford University

Press.
6

YouTube search, now optimized for time watched (2012). [Accessed on 8/20/ 2017 and re-

trieved from https://youtube-creators.googleblog.com/2012/10/youtube-search-now-optimized-for-time.html].
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On the other hand, regarding communication technologies, the hyperpersonal
model7 which was defined in 1996 by Walther8 is today, twenty years later, more
relevant than ever. It can be said that communications through synchronous written
Computer-Mediated Communication (CMC) are supplanting the traditional way of
former communication methods. However, at a time when we have innovative technologies, such as video calls, we prefer to use simple text messages to communicate.
In this way, we can alternate our messages with other tasks without dedicating continuous attention. It has even become relatively common for some people to prefer
an initial contact to be through a text message as compared to a phone call which
can sometimes now be seen as more invasive. Synchronous written communication
has become the channel that best fits into our new way of thinking.
As previously described, it takes more effort than ever for people to maintain continuous and focused attention since developments in technology have now created
this need to multitask. Even during physical encounters, a large number of people
tend to take out their mobile phone to review new notifications they receive. Carr
explains this lack of attention by the fact that "if we fail to exercise our mental abilities the brain is not limited to forget: the space devoted to old skills comes to new
skills practiced in their place.”9 Our neurons no longer prioritize concentration but
now focus on completing as many tasks as possible. "Improving our ability to multitask reduces our ability to think deeply and creatively."10
In considering CMC, it is interesting to observe Pano’s thesis.11 Here, written synchronous communication has characteristics of orality, but not by imitation. Instead,

7

The hyperpersonal model is a communication model that suggests that Computer-Medi-

ated Communication (CMC) can become hyperpersonal because it overcomes face-to-face
interaction, offering certain communicative advantages.
8

Walther, J.B. (1996). “Computer-Mediated Communication: Impersonal, Interpersonal, and

Hyperpersonal Interaction.” Communication Research [online], volume 23 issue 1, p. 3-43.
[Visited on 8/16/2017 and retrieved from http://crx.sagepub.com/cgi/content/abstract/23/1/3].
9

Carr, op. cit., p. 51.

10

Carr, op. cit., p. 172.

11

Pano, A. (2009). “Diálogo y lengua española en contextos de comunicación mediada por

ordenador.” Quaderni del CeSLiC [online], p. 5. [Accessed on 8/16/2017 and retrieved from
http://amsacta.cib.unibo.it/2547/].
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it is characterized by a quest for speed in the exchange of messages. With this, we
emphasize the great importance that speed of use has in the handling of our communication tools. For this reason, new data entry methods, such as predictive text,
audio messages, or voice reading are continuously being developed. However, there
are also some communication resources that have evolved which did not previously
exist. Among these resources, there are three that can be highlighted for the change
they have created in the way we relate, and they are more widely recognized as
synchronous written communication has become more common:
•

Smileys: They explain graphically (through alphanumeric characters) a human expression–a smile, a wink, or an angry gesture. With the appearance
of emojis,12 first in cell phones and then across all the Internet, this form of
expression has grown widely. Through them it is now possible to share detailed emotions, as well as other graphic elements, like animals, office objects, or means of transport.

•

Acronyms: In English speaking territories predominantly, they express a concept through an abstract series of letters. These acronyms such as LOL
(Laughing Out Loud) or OMG (Oh My God) have crossed borders and are now
being used as neologisms in common vocabulary. In fact, many young people
use them without even knowing where they come from.

•

Internet memes (including GIF13 animations): are increasingly more ubiquitous in our daily lives. These images according to Dawkins are an appropriation of his original idea of meme14 from his 1976 book The Selfish Gene symbolize a sensation by the use of an image (still or animated) and a possible
text, which is usually difficult to explain with words. It is not weird, therefore,
that messaging applications like WhatsApp or Instagram now include a

12

Emoji is a Japanese term, used internationally, for the ideograms used in electronic mes-

sages and websites.
13

GIF (Graphics Interchange Format) is a digital compressed image format created for its

transmission over networks. Although its capabilities have been largely surpassed it still remains valid due to its ability to contain small animations by including a series of frames.
14

Dawkins, R. (2013). “Just for Hits”. The Saatchi & Saatchi New Directors' Showcase [Accessed

on 8/20/ 2017 and retrieved from https://www.youtube.com/watch?v=GFn-ixX9edg].
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memes search engine for letting people use these images automatically in
their conversations.
All these elements are in response to the previously explained need to communicate
with the highest level of detail in the shortest possible time, transcribing situations
of non-verbal communication. One of the main features of current neoliberal capitalist production systems–maximum production with minimum cost–is now transferred to our online social relationships. The Internet itself is pushing us to becoming neoliberal subjects. When used, these new codes change our way of thinking
and with it, in a substantial way, the neuronal structure of our brains. This structure
is more plastic than we thought. In the words of Carr:15
The intellectual and behavioral barriers established by our genetic code are not narrow at all; and we have the control. Through what we do and how we do we alter the
chemical flows of our synapses, effectively changing our brains. And when we pass
our thinking habits on to our children, through the example we give them, the education we provide them and the media to which they are exposed, we are also passing the modifications on the structure of our brains.

But it is not only our brain structure that changes; so does the world in which we
live. This can be seen in the example of Spotify, a tool that has not only changed the
way we listen to music but also how musicians create their product. This application
allows us, for a low monthly price (or free of charge with commercials), to listen to
the millions of songs from its catalog. We no longer have to worry about buying
music that we like, since everything is available online. We can even save our favorite
songs in playlists and see what our friends are listening to at any time. However, all
these advantages reward the importance of individual songs over the album as a
more complete work. As a result, many musicians do not bother creating albums
(sets of songs) with a sense from beginning to end. Many of them launch their songs
individually now. In this new dynamic both agents (musicians and listeners) experience mutual feedback, creating a drastic change in our way of listening to music. In
addition, the large number of songs available, reproduces the phenomenon of information bombarding the Internet, leading us to give less importance to each song.
Gone are the times when you listened to the same record a thousand times. However, it is curious that when you discuss these mechanisms with Spotify users, they
always answer that “you still can listen to the whole disk." The main contradiction
15

Carr, op. cit., p. 67.
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with this fact is that the listeners can repeatedly listen to songs, but they do not do
it. The possibilities of the tool have changed the way of using the medium. As old
Marshall McLuhan put it, "The medium is the message”.16
In summary, new information and communication technologies are opening many
possibilities for us, but they are also closing other ones characteristic of homo sapiens. But, is it possible to avoid the latter while maintaining the former? The answer
is unquestionably affirmative, at least, partially. We can preserve our old capacities
of concentration by returning to the old habits. Turning off the computer, disconnecting the cell phone and sitting down to read a book can be a very fruitful workout.
But the question is: to what extent can we stop the adverse evolution of our brain
in a world in constant transformation? Only the future can answer this question. But
we–each of us–can contribute to developing a positive outcome.

16

McLuhan, M (1996). Comprender los medios de comunicación. Barcelona, Spain: Paidós.
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Glossary of social networks:
· Facebook is a social tool used to connect people and share resources like photos,
videos, and links to external pages. Apart from that, users can make countless actions, such as expressing how they feel at a certain moment, declaring what they
like or marking their physical location. It allows two types of accounts: “profiles,”
which are designed for individuals and requires the approval of other users to be
able to connect with them, and “pages,” which are designed for companies and organizations where users can subscribe to them by clicking on the page’s “like” button. To this day, it is possibly the most successful, well-known, and popular Internet
network.
· Instagram is an application for mobile devices that allows editing, retouching and
sharing of photos taken with a phone. It is considered a social network since it lets
people browse and explore other registered users’ photos. In 2012 it was bought by
Facebook for $1 billion.
· MySpace was one of the first social networks of the Internet and the most popular
until approximately the year 2008. It implemented some options we now see in
other networks like Facebook (user data, photo sharing, links, etc.) but in a more
archaic way. In its most successful time it had a simple interface, which could be
largely customized by each one of its users to the point of generating big design
problems.
· Snapchat is a messaging service for mobile phones, with multimedia support for
images and augmented reality videos. Its main characteristic is the ephemeral messaging, where the images and messages disappear after a certain period of time.
· Spotify is an application, available as a mobile and web app, used for streaming
music. It acquires the character of social network at the moment it allows users to
know what their friends are listening to and to share with them certain playlists.
· Twitter is a microblogging social network used to share information through brief
messages in text format (although now they may also contain one image or one
video) that are called “tweets” and have a maximum size of 140 characters. An important feature of this network is that users can "follow" other users without needing them to give their consent.
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· WhatsApp is an instant messaging application for smartphones, which sends and
receives messages over the Internet. These messages can contain text, images, videos, documents, contact data and locations. It also allows the creation of groups of
users where all of them can communicate together. It is, to this day, the world’s most
popular messaging application.
· YouTube is a free online video storage site. You can upload and share videos,
watch others’ videos, comment on them, or rate them. It is becoming a complement
and main competitor of television.
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BioShock
A representation of technology
as an addiction in popular culture
Doug McWilliams, M.D. Candidate,
Rush University Medical Center, Chicago, IL
email:dcmcwi08@gmail.com

BioShock is fictional series of videogames that addresses how technology may influence society if limitations to its advancement are not kept in check through comparisons to addiction. The original entry into the series takes place in the 1960s and
revolves around the fictional city of Rapture, an underwater Atlantis-like city designed by a business tycoon. The city is intended to serve as a utopia for mankind’s
greatest artists and thinkers and is constructed with the assumption that a governing body would be an impediment to its development. As such, the technology of
this underwater city advances unregulated. In particular, the technology ADAM is
created. ADAM is a substance that interacts directly with genetic material and provides the ability to increase strength, endurance, and other qualities. Originally utilized for medicinal purposes, the development of ADAM eventually progresses to
provide users with unique and dangerous superhuman powers. The mind altering
and physical benefits of using ADAM have euphoric properties and provide users
with a sense of power. However, it also has negative consequences that are largely
ignored. The people of rapture continue to use ADAM and eventually depend on it
despite clear adverse effects. Society, in its obsession with the substance, then alters
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technology to increase and sustain the supply of ADAM. These societal changes alienate the working-class citizens and ultimately led to a revolt and civil war.1 The
utopia then becomes a dystopia and society crumbles. Rapture’s obsession with
technology manifests as an addiction with clear parallels to Substance-Related Addictive Disorders and Non-Substance-Related Addictive Disorders. This becomes evident as the various criteria for these disorders are met as outlined in the DSM-V are
met.2
The most striking resemblance to technology as
a form of addiction comes in the form of Splicers. These fictional characters are users of
ADAM who have been driven towards insanity
by the substance. After years of use, they require more and more in order to be satisfied.
Eventually

their

entire

existence

revolves

around obtaining and using ADAM. They experience significant social and functional impairment as they stop performing their jobs as artists and innovators, and abandon their friends
and families. They turn aggressive and live on

Bioshock videogame

the streets in hope of obtaining more ADAM. Despite recurrent psychotic episodes
and homicidal ideation as a side effect from the substance, these characters continue to seek out the substance for use and are willing to kill for it. Without a steady
supply of ADAM, the Splicers go into withdrawal and start killing people to obtain
more ADAM. The homicidal ideation gets progressively worse and the numbers of
users increase. When civil war eventually erupts, society crumbles and the Splicers,
out of control, take over the city.1
Splicers themselves embody the concept of the addict. The essential feature that is
consistent throughout all addictive disorders outlined within the DSM-V is that the
addiction results in a cluster of cognitive, behavioral and psychological symptoms
1

BioShock (2007): Developer: 2K Boston. Publisher: 2K.

2

American Psychiatric Association (2012). Substance-Related and Addictive Disor-

ders. In Diagnostic and statistical manual of mental disorders (5th ed.).
doi:10.1176/appi.books.9780890425596.dsm16
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despite significant substance-related problems.3 The fact that Splicers spend a considerable amount of time in search of more ADAM, the evidence that they experience strong cravings for ADAM, and the indications that they require increasing
quantities of the substance to stay satisfied in addition to the marked functional,
social, and occupational impairment exhibited by these characters fulfills 6 of the
criteria for Substance-Related Addictive Disorders.2 An additional criterion is met
when analyzing society continues its persistent use of technology despite its negative impacts.2
In face of the clearly negative impacts ADAM has on the human mind and body,
society continues to try to maintain the supply of ADAM. As society starts to fall
apart, and supplies of ADAM become limited. Rapture increases is use and develops
even more technology to maintain the supply. Children called Little Sisters are genetically modified and mentally conditioned to seek out and reclaim ADAM from the
corpses of victims of Splicers throughout the city. These ADAM-rich children become
targets for Splicers in their attempts at obtaining more ADAM. Technology advances
once again to the development of genetically spliced human beings called Big Daddies. The bodies are directly grafted to heavily armored atmospheric underwater
diving suits and are armed with large weapons with the sole purpose of protecting
the Little Sisters as they reclaim ADAM from corpses. These Big Daddies act as a sort
of super-weapon capable of significant destruction at the expense of human life.1
Despite the clear indications that ADAM is having negative repercussions, society
continues to develop new means of harvesting it. In addition to meeting the criteria
for Substance-Use-Related Addictive Disorders, this type of behavior is consistent
with Gambling Disorder, a non-substance-related addictive disorder in that this behavior can be interpreted as a form of “chasing one’s losses.” This involves placing
larger bets or taking greater risks to undo previous losses.4 Rapture as a society dis-

3

McLellan AT, Lewis DC, O’Brien CP, Kleber HD: Drug dependence, a chronic medical

illness: Implications for treatment, insurance, and outcomes evaluation. JAMA
284(13):1689-1695, 2000.
4

Currie SR, Hodgins DC, Wang J et al: Risk of harm among gamblers in the general

population as a function of level of participation in gambling activities. Addiction
101(4):570-580, 2006.
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plays this sort of behavior with this new technology. Creating genetically spliced super weapons to protect the supply of ADAM is clearly a risky behavior intended to
account for previous losses of ADAM.
Finally, there is evidence that society eventually recognizes that there is a problem
with their use of technology, and they make unsuccessful attempts at cutting back.
They begin to recognize that the advancement of this technology has led to societal
demise. They attempt to curtail its effects by stopping the production of ADAM and
cutting off contact with the outside world. However, it is too late, the addiction to
technology has already taken its toll and the abrupt cessation of the production of
ADAM leads to chaos [1]. These unsuccessful efforts to cut down and control the use
of technology is consistent with Substance-Related and Non-Substance-Related addictive disorders as outlined in the DSM-V.2
The BioShock videogame series is a successful videogame series that is based on
the ideals of Objectivisim that highlight’s society’s relationship with technology by
comparing it to that of an addiction. It advises caution with regards to the unhealthy
progression of technology without concern for ethical considerations and its potential to lead to conflict. BioShock aims to highlight these moral dilemmas as the modern world continues to develop new technologies. It draws attention to our own attitudes towards technology and warns of it’s addictive qualities.
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Robocop
Fernando Espi Forcen, M.D., Ph.D.,
Rush University Medical Center, Chicago, IL
Email: fespiforcen@gmail.com

The 1980s was perhaps the golden era of science
fiction and horror. A subgenre known as cyberpunk gained strength. Cyberpunk films redound
on ideas about our relationship with technology.
Blade Runner (1982), Videodrome (1983), Terminator (1984), and Short Circuit (1986) alert us to the
good and the bad that can come with technological advances. In Terminator for example, humans
have lost control over technology and as such, a
new machine race attempts to stamp out humanity. The only resistance and hope in the future is
lead by John Connor. The machines send a Terminator from the future to the present to kill the
mother that will conceive their “savior”.

Robocop 1987 Movie Poster

In 1987, Dutch Director Paul Verhoeven released RoboCop. The film presents a Dantean society in future Detroit guided by corruption, privatization and greedy capitalism. The city is not safe any more, criminals partner corporations CEOs. Detroit Police, the only organ that is not corrupt, have to see how their officers die on a daily
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basis. Big Corporation Omni
Consumer Products (OCP) buy
Detroit Police department and
privatize the city’s force. New
robot ED-209 turns out to be a
flop. After that executive Bob
Morton convinces OCP’s CEO
to support him with his “RoboCop” project. As compared
to ED-209, RoboCop will be
Robocop becomes aware of his Human identity as agent Murphy

the result of the organic mate-

rials from one of their fallen police officers and the most updated technology. In a
different scene, police officer Alex Murphy is killed on mission while persecuting the
city’s most fearful gang leader. With Murphy’s body, Morton and his lab create the
new RoboCop within 90 days. They keep Murphy’s brain and face but remove everything else. They erase all of his memories and re-program his cortex. As such, RoboCop will have no memories of his past life. Initially the experiment turns out to be
a success. Soon RoboCop becomes the city’s hero as he starts rescuing innocent
citizens from bad criminals. Nonetheless something unexpected begins to occur.
Contrary to scientist’s predictions, the cyborg starts to dream. RoboCop has a nightmare. Through dreams he retrieves diffuse images and experiences emotions. This
kind of dreams are typical of NREM dreams in which the content tends to be less
vivid and disorganized. RoboCop feels there is something wrong with him. His human nature has been repressed to his unconscious and now is pushing towards
conscious awareness. Neurologically this has an explanation too. The scientific lab
probably deleted the conscious memories of Murphy’s cortex but did not touch the
basal ganglia (the subcortical brain structures). RoboCop begins to have diffuse
memories of his child and wife. Intuitively he goes to his previous house. He can feel
them but he cannot remember them. This would be an example of subcortical memories. His former police partner Anne Lewis helps him remember “who” or “what” he
was. With the help of Anne, RoboCop removes his helmet and unveils his true human nature. In the most cathartic moment once again he becomes Murphy. He now
realizes he can learn and he can create. Anne helps him to shoot without the aide
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of the computer program. For first time Murphy experiences “freedom” or “will” and
begins to do what he thinks is right.
In the recent decade, psychoanalysis is attempting to explore the neuroscientific underpinnings of the psychoanalytic theories. A big deal of attention is now being paid
to the understanding of the basal ganglia in our unconscious memories and behaviors. Intuitively, RoboCop offered
a portrayal of this complex area
of study. Anne becomes his
helper. She acknowledges Murphy’s human nature and as such
he becomes real. The film also explores other sociological and philosophical aspects. It depicts a
chaotic society ruled by psychopathic criminals and executives
awaiting for the arrival of the Hegelian hero to save them from destruction. Murphy or RoboCop in-

Detroit's Robocop Statue with artist Giorgio Gikas

trudes in this society as the “Just Man”, something for which society might not be
quite ready. RoboCop ends up being rejected and the police corp (his own people)
attempt to massacre him. The story of the Just Man, The Messiah or The Hero betrayed by his own and denied by those who once extolled him continues to fascinate
Hollywood and the human race.
Throughout the world, RoboCop made Detroit famous for a generation. The city has
long been in debt with their most famous and beloved hero. In view of the passivity
of the local administration, in 2011, citizens initiated a Kickstarter fundraiser to build
a 10 foot bronze statue of RoboCop. After 30 years, justice will be made, and RoboCop will receive the honor that he deserves.
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