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(57) ABSTRACT

A video game method and system for creating games where
ideas have consequences, incorporating branching paths that
correspond to a player’s choices, wherein paths correspond to
decisions founded upon ideals, resulting in exalted games
with deeper soul and story, enhanced characters and mean-
ings, and exalted gameplay. The classical hero’s journey may
be rendered, as the journey hinges on choices pivoting on
classical ideals. Ideas that are rendered in word and deed will
have consequences in the gameworld. Historical events such
as The American Revolution may be brought to life, as play-
ers listen to famous speeches and choose sides. As great
works of literature and dramatic art center around characters
rendering ideals real, both internally and externally, in word
and deed, in love and war, the present invention will afford
video games that exalt the classical soul, as well as the great
books, classics, and epic films—past, present, and future.
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SYSTEM AND METHOD FOR CREATING
EXALTED VIDEO GAMES AND VIRTUAL
REALITIES WHEREIN IDEAS HAVE
CONSEQUENCES

CROSS-REFERENCE TO RELATED
APPLICATIONS

[0001] This application claims the benefit of provisional
patent Ser. No. 60/959,051 filed Jul. 11, 2007 by the present
inventor.

FEDERALLY SPONSORED RESEARCH

[0002] Not Applicable
SEQUENCE LISTING OR PROGRAM
[0003] Not Applicable
INTRODUCTION
Field of the Invention
[0004] This present invention pertains to video games and

virtual worlds created by an electronic means. More particu-
larly, this invention pertains to novel, exalted video games
that present deeper gameplay, meaning, character, and story.
Contemporary and prior video games have yet to incorporate
all the exalted subtleties of mythology, which of course is the
roadmap to our human reality, and thus games fall short of
human reality and exalted art, as they fall short of ideals,
idealism, and the reality that ideas have consequences. The
present invention pertains to video games which have char-
acters possessing ideologies, philosophies, and souls,
wherein said ideologies and souls are manifested in the char-
acter’s actions and the evolution of the game world, as ideas
have consequences. This invention proposes a novel form of
video games wherein characters speak words reflecting ide-
ologies and philosophies, and wherein said ideologies and
philosophies may be rooted in historical ideologies, classical
philosophies, the philosophies of our American Founders, the
wisdom of'the Great Books and Classics, and/or philosophies
and ideologies that counter the wisdom of the Great Books
and Classics, which favor lying and hyping over truth and
justice. The player’s choices in the game depend on whether
or not they take the classical wisdom and advice to heart, and
whether or not they render ideals real via action. For instance,
in The Odyssey, Odysseus states “Fair dealing leads to greater
profit in the end,” and upon hearing those words in a game
based on The Odyssey’s moral precepts, the player can choose
whether to deal fairly and fight for justice, or jack cars, pen-
sions, and savings as the fiatocracy does via the inflation tax.
The entire American Revolution could be brought to life,
wherein after hearing a speech from George Washington,
players could choose to either follow Washington, or do noth-
ing. The Civil War, and all historical conflicts could be
brought to life, where the player first hears the ideas and
arguments of both sides, and then chooses what to do, and
who to fight for.

[0005] Classical principles of economics can be brought to
life, including Moses’ “Thou shalt not steal” A character
could hear a prophet stating this on street corner, and if they
heed the advice, the game is eventually won. If they ignore it,
the game, and the game world, are lost. A character could
impart classical wisdom such as “What does it profit a man to
gain the world and lose their soul?” If the player heeds the
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higher ideals and seeks the higher path, then they will be
rewarded not with money and jacked cars, but with their soul.
And anovel weapon such as the “Gold 45 Revolver” will only
glow gold when the player’s soul is in tact, and the soul is in
tact only when the player has made moral choices throughout
the game and rendered moral word with moral deed via action
in the game world. So it is that we would witness a renais-
sance in gaming and the exaltation of gaming as a classical
art, wherein in-game characters could battle for classical
ideas and ideals underlying freedom and prosperity.

[0006] The rising generation will witness a renaissance in
video games, as well as across all culture, wherein classical
ideals have exalted consequences. An in-game character or
non-player-character (npc) might quote Burke in saying, “for
evil to prevail, all good men must do is nothing.” Upon hear-
ing this, the character could choose to take the higher road and
take action to fight for higher ideals, or they could let their
nation become morally and spiritually bankrupt by the femi-
nist fanboy fiatocracy.

[0007] The player character can choose whether or not to
interact, as well as how to interact with characters based on
their ideologies, which are manifested by words and deed.
The player character can choose to engage in dialogue with
npc’s, seeking to reason with them, and exalt their sensibili-
ties. When reasoning fails, as it so often does with fanboys
who detest reading the manly classical economists and prefer
comic books with pretty pictures of big green men, as they
were raised by single mother who demonized their real
fathers, the player character can then choose to interact with
the characters in other manners, such as shooting them.

[0008] The present invention will foster a new era of
exalted gaming in multiple formats and forms, including
RPGs, FPS, an MMORPGs, and too, it would provide
enhanced means for bringing successful films and dramatic
art to life in the realm of video games and gaming. Producers
have failed time and again to translate movies into games and
games into movies, and that is because they do not compre-
hend nor grasp the secret—the classical ideals which have
consequences and the simple moral premise must be woven
into the fabric of games at very level. For the classical ideals
are the most efficient and natural and simple way to unite the
plot and the subplot, the dramatic action and physical action,
the love interest and the battle. Most fanboy producers, who
came of age in a declining fiatocracy, are used to arrogance,
hypes, and doublespeak as methods and means for producing
movies, which ultimately suck. So it is that this present inven-
tion would exalt and foster novel video games that would in
turn exalt and foster a cultural renaissance; wherein one
would be able to battle the snarky fiatocracy producers head-
on, both in the context game and beyond it, finally avenging
all the innocent civilians, prostitutes, children, cops, and
unborn who have been killed by the fiatocracy’s fanboys,
while the artist’s natural rights have been dismantled and
debauched, and the home and family destroyed along with the
currency. So often it is that the poet and hero know not what
they do, and this game humbles itself before the epic poets,
prophets, and heroes of all ages; even as Socrates’ ultimately,
and reluctantly humbled himself before Homer, who was
exalted by Aristotle. This patent humbles itself before the
secret of epic storytelling. This patent does not drive down
Sunset in a Ferrari, as fanboys and failed producers do,
screaming and hyping their lackluster creations—Ilackluster
movies based on video games, or lackluster video games
based on movies—as exalted art; but rather this invention
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simply states that all epic story derives for living for, speaking
for, and sometimes dying for higher ideals. Such is the way it
has ever been, and will always be; and this invention will exalt
a higher realm of games and gaming by returning this central
tenet to modern art, leading with Character and Plot based on
Virtue as did Aristotle, and introducing all these soulful,
sacred, moral agents in the realm of video games.

[0009] This present invention is penned in the context that
this is going to sound crazy to all the fanboy experts, and
counter their expert fanboy opinions, but in contemplating
story in the realm of video games, why not turn to the greatest
stories ever written—Homer, Shakespeare, and the Bible? 1
understand that we live in a declining fiatocracy, but get over
it. This fiatocracy won’t be around forever, and someday
people will be free to act upon their desire to play games
founded upon classical ideals and idealism, wherein ideas
have consequences, and where they can engage in meaningful
gameplay, such as protecting and defending the Constitution,
and protecting the unborn and borders of an empire, instead of
fighting random fiat monsters on foreign shores. I know that
many fanboys insist that games should have no intellectual
content, and that they should merely exist to satiate the fanboy
fantasies of hiring and killing hookers, jacking cars, killing
cops and civilians, and doing drugs, and that is fine and good
for their era and realm of gaming. But the times, they are a
changin’. Surely, as we live in an open-ended world with
freedom, the fiat fanboys ought stop opposing exalted games
with classical soul and spirit. They can keep their close-
minded, conservative ways—that is fine by us—but the world
will know a renaissance in classical liberalism in the realm of
video games, wherein one gets to battle for the US Constitu-
tion—the one that the Founding Fathers wrote, and not the
one interpreted by the fiatocracy’s feminized/dumbed-down
fanboys.

A New Realm of Exalted Gaming
The Autumn Rangers Video Game Engine

[0010] Imagine the Autumn Rangers video game—a game
where being in love was as important as fighting in battle, just
as it was in Homer’s Odyssey, Braveheart, and 300. Imagine
a game which let you speak out for liberty’s ideals before
fighting for the US Constitution, as did the Founding Fathers,
Abraham Lincoln, Martin Luther King Jr., and the countless
brave men and women in uniform. Imagine a game which let
you defend the spirit of The Declaration of Independence in
word and deed, and which united the internal dramatic action
and external conflict en route to Aristotle’s third act—the
thundering, epic showdown.

[0011] Imagine arenaissance in games exalted by classical,
epic story and soul. And as “life imitates art,” as Oscar Wilde
stated, imagine a cultural renaissance—imagine a novel form
of video games that had a positive, exalted influence on the
culture; as all epic art ever has, from The Iliad to The Odyssey,
from Shakespeare to the Bible. “They all fall away, one by
one,” Thomas Jefferson wrote, “until one is left with Virgil
and Homer, and perhaps Homer alone” Imagine a game
which allowed one to fight for Virgil’s poetry, Achille’s
Honor, Odysseus’s Penelope, and Jefferson’s Declaration of
Independence:

[0012] We hold these truths to be self-evident, that all men
are created equal, that they are endowed by their Creator with
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certain inalienable rights, that among these are life, liberty
and the pursuit of happiness.—7hke Declaration of Indepen-
dence

[0013] Imagine the Autumn Rangers video game—a game
where one had to trek through hell to be reunited with Beat-
rice, as did Dante in The Inferno; and wherein one’s fiance
was stolen, as in The Count of Monte Christo; along with
one’s technology, as in the 1968 Iron Man. Imagine a game-
world wherein ideas had consequences, and where although
actions spoke louder than words, the pen was mightier than
the sword. Imagine a game wherein the words—the mere
words the player chose to speak—could exalt peace, avert
wars, save lives, end oppression, and win freedom, as did
Gandhi’s words.

[0014] A coward is incapable of exhibiting love (like all the
fanboys who are quite content to hire and kill hookers, but
never love a real woman); it is the prerogative of the brave.—
Mohandas Gandhi

[0015] Imagine a game which let one fight for the higher
ideals and deliver justice in an epic showdown where the few
stood against the many, as did Socrates in The Apology,
Leonidas and his men in 300, and every lone rider at the end
of'every Western, be it Clint Eastwood in A Fistful of Dollars
or Eminem in 8 mile. And imagine that after reuniting the
family and facing down a posse of rifles with your .45
revolver, you could ultimately leave the gold behind, as did
Clint Eastwood in A Fistful of Dollars—the first film in Ser-
gio Leone’s “The Man With No Name” trilogy which was
based on the Japanese Samuri Film Yojimbo, shot in Spain,
directed by an Italian who spoke no English, and which first
launched Eastwood as an international star.

[0016] The present invention will foster video games in
which the player could throw down their golden staff and call
out the assembly for having no honor, as did Achilles in The
Iliad, or throw down the Ten Commandments, as did Moses,
when he found his people worshipping the golden calf, and
reasoned that they were not yet ready for the far-higher value
of'the Law. Imagine that mere words could incite a people to
fight for their freedom—eloquent, exalting words such as
those penned by Publius in The Federalist, Thomas Paine in
The Rights of Man, and Thomas Jefterson in The Declaration
of'Independence. Imagine that after a band of rebels won their
freedom in the game, their leader could turn down the king-
ship that was offered them, as did General Washington.

[0017] The present invention will allow us to imagine and
render a game where the soul of the stolen Al technology—
APRIL—could only be saved by the codes on Ranger’s ring,
and where US Marine Ranger McCoy, after raising his right
hand and swearing on the Bible to protect the Constitution,
was ultimately protected and saved by folksinger Autumn
Wests’ faithful love and loyalty—her immortal, pristine soul;
justas Odysseus was ultimately saved by Penelope, Dante by
Beatrice, and Johnny Cash by June Carter.

[0018] The present invention will allow us to imagine and
render a game wherein fighting for moral ideas at the lowest
level had resounding and epic consequences. Imagine a game
wherein saving New York and LA from nuclear devastation
came down to the seemingly smallest actions between
Autumn & Ranger—to the romance of their renaissance and
the renaissance of their romance—for without Penelope’s
faithful dedication, Odysseus’s long journey on home would
have all been for naught; and without Beatrice, Dante would
have been robbed of the exalted reason to walk through hell.
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Imagine a game wherein fighting for moral ideas at the lowest

level had resounding and epic consequences.

[0019] The present invention will allow us to imagine and

render a game in which Ranger could create a digital rights

management system for Autumn as they drove cross country
to save APRIL and resurrect her moral OS.

[0020] The Congtress shall have power to . . . promote the
progress of science and useful arts, by securing for limited
times to authors and inventors the exclusive right to their
respective writings and discoveries;—7he United States
Constitution

[0021] The present invention will allow us to imagine and
exalt a game wherein if Ranger’s DRM software allowed
Autumn to “further the progress of the useful arts™ by allow-
ing her to protect and profit from her art—to realize her
Natural Constitutional Rights to own her creations, thus giv-
ing her incentives to create, and enriching all world with a
renaissance, as she performed the classical ideals in the con-
temporary context, resurrecting that far higher, forgotten
wealth of poetry mingled with epic idealism. For without
classical ideals, love songs are not possible, and without
living music, love can be read about but never truly known;
and so it is that Autumn’s music would remind us of the need
for property rights; as much as Odysseus’s actions in reclaim-
ing his home from the false suitors.

[0022] The present invention will allow us to imagine and

exalt a game wherein Al that exalted the classical moral

premise in Plot and Character—that allowed the first person
player to exalt in Honor and Integrity. Imagine an FPS that
rendered the archetypal masculine and feminine—the Odys-
seus and Penelope, the Dante and Beatrice, the Hamlet and

Ophelia—and like Zeus, saw to it that only those who treated

strangers and beggars with common decency and respect ever

prevailed. Imagine a video game that wore black like Johnny

Cash:

[0023] I wear the black for the poor and the beaten down,

[0024] Livin’ in the hopeless, hungry side of town,

[0025] 1 wear it for the prisoner who has long paid for his
crime,

[0026] But is there because he’s a victim of the times.

[0027] I wear the black for those who never read,

[0028] Or listened to the words that Jesus said,

[0029] About the road to happiness through love and char-
ity,

[0030] Why, you’d think He’s talking straight to you and

me.—Johnny Cash—The Man in Black . . .
[0031] And imagine a game that wore black like Hamlet,
which brought to life the contrast between “the actions a man
might play” and the reality of the deeper soul:

[0032] HAMLET

[0033] Seems, madam! nay it is; [ know not ‘seems.’
[0034] ’Tis not alone my inky cloak, good mother,
[0035] Nor customary suits of solemn black,

[0036] Nor windy suspiration of forced breath,

[0037] No, nor the fruitful river in the eye,

[0038] Nor the dejected *havior of the visage,

[0039] Together with all forms, moods, shapes of grief,
[0040] That can denote me truly: these indeed seem,
[0041] For they are actions that a man might play:
[0042] But I have that within which passeth show;
[0043] These but the trappings and the suits of woe.
[0044] The present invention will allow us to imagine and

exalt a video game that followed The Hero’s Journey; which
called the protagonist to adventure—which beckoned them
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with a higher calling, and rewarded them for risking all to
heed it and serve a higher cause. Imagine a game that inspired
the player to venture forth in rendering their ideals real—to
press on regardless—mentoring them in taking the high road
and walking the straight and narrow, always reminding them
that “there is a difference between knowing the path and
walking it,” just as there is a difference between night and day,
and proposed word and rendered deed.

[0045] Imagine a game wherein the protagonist was a man
of suffering and pain—carrying a great burden like Sam and
Frodo, as the very name Odysseus implies “man of woe and
pain.” Imagine a game where one could fight for the classical
economic precepts in word and deed, and witness them ren-
dered real in the living world. Imagine fighting Orwellian
groupthink and freeing the innovator and inventor from the
bureaucracy’s shackles; and imagine that if one did not suc-
ceed in standing for truth and liberty at the game’s crossroads,
“The Road to Serfdom” would be taken, accompanied by
“The End of Truth,” “The Worst Getting on Top,” and the
eventual decline of freedom and liberty.

[0046] The present invention could foster a video game
which brought the ideals of classical economists to life; so
that we might learn what happens in a virtual world when we
ignore Adam Smith, F. A. Hayek, and Ludwig Von Mises, as
well as when we ignore those far more fundamental econo-
mists—Socrates and the prophets of the Judeo Christian Heri-
tage. For one cannot serve two masters, and what does it profit
one to gain the world and lose their soul? And with the same
courage that Achilles took to battle, imagine a game which
allowed you to address the Athenian jury as did Socrates, with
a basic treatise on economics that he delivered knowing that
it would bring about his death:

[0047] “For I do nothing but go about persuading you all,
old and young alike, not to take thought for your persons or
your properties, but first and chiefly to care about the greatest
improvement of the soul. I tell you that virtue is not given by
money, but that from virtue comes money and every other
good of man, public as well as private. This is my teaching,
and if this is the doctrine which corrupts the youth, I am a
mischievous person. But if any one says that this is not my
teaching, he is speaking an untruth. Wherefore, O men of
Athens, I say to you, do as Anytus bids or not as Anytus bids,
and either acquit me or not; but whichever you do, understand
that I shall never alter my ways, not even if I have to die many
times.”—71he Apology

[0048] The present invention would afford games that
allowed people to act on Socrates’ epic, classic ideals, as well
as exalt them, and even defend Socrates. The present inven-
tion would afford games which called upon the player to
match exalted word with exalted deed; and rendered the con-
sequences—both dire and grand—in gameworlds that
diverged depending on the chosen path, ending definitively
with either with tyranny, oppression, and persecution for
those who failed to embody classical ideals our Founding
Fathers adhered to; or with freedom, liberty, and justice for
those who succeeded in serving the higher cause. Action and
dialogue trees could be mapped directly onto historical events
such as the American Revolution or onto epic literature such
as The Odyssey, and by correctly choosing to speak Odys-
seus’s words, and partake in his exalted, cunning actions, one
would be rewarded with faithful Penelope—with the epic
poetry’s exaltation of the home and family—of private prop-
erty and the triumph of the hero, owner, and creator over the
false managerial suitors living off Odysseus’s estate and
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Autumn’s music. And by diverging from Odysseus’s words
and deeds, the player would fail, as so many of our present-
day institutions are—institutions which have chosen to hedge
against the great wisdom of the Great Books and Classics, and
which are reaping the consequences, cashing out on our vast
accumulated cultural wealth built upon words matched by
epic deeds—constructed upon the solid rock of honor and
integrity, and founded upon treasures that moth and rust can-
not corrupt, and thieves cannot steal. The player who gave in
to short-term temptations would fail by selling trust, honor,
integrity, civility, and marriage on down the river for short-
term gains, as they bankrupt a nation, both spiritually and
monetarily.
[0049] But too, the players who failed would leave billions
of dollars of long-term wealth on the table for the bold and
innovative players who went against the conventional wis-
dom, and who yet believed in exalting the higher ideals over
the bottom line; who, like Odysseus, put off the short-term
temptations of the Sirens and Lotus Eaters for those far
greater precepts belonging to Penelope, the home, and family.
So it is that this novel gameworld would be far more realistic
than the supposedly open-ended world of Grand Theft Auto
where one can steal cars, hire and kill prostitutes, shoot inno-
cent cops and civilians, but never exalt a renaissance. Vast
opportunities would exist in this game world for the rising
generation to exalt renaissances on Wall Street and Main
Street; in Hollywood and the Heartland, in films, books, mov-
ies, software, and games endowed with classic, epic soul; just
as vast opportunities exist in real life for all those Autumns
and Rangers—all those Autumn Rangers who venture boldly
into the romance of the fall and autumn’s burning leaves. For
spring shall soon follow.

[0050] And so it is that tomorrow’s game designers ought

begin by heeding Martin Luther King Jr.’s words:

[0051] Ifwe are to go forward, we must go back and redis-
cover those precious values—that all reality hinges on
moral foundations and that all reality has spiritual con-
tro.—M L K

[0052] Thereis a rising demand for exalted games that this

present invention would foster; and for technologies that

allow artists to protect and profit from their creations—tech-
nology endowed and infused with the classical soul, just as
there is a rising demand for exalted art, film, literature,
classes, and institutions. A fellowship is forming to deliver
such entities, prepared to back words with deeds, just as

Autumn and Ranger heed Leonardo da Vinci’s advice in the

Autumn Rangers novel, film, and video game.

[0053] T have been impressed with the urgency of doing.

Knowing is not enough; we must apply. Being willing is not

enough—we must do.—Leonardo da Vinci

Further Ramifications of Invention: Ideas have Consequences

in Epic Literature, Epic Art, and Epic Life.

[0054] The present invention will foster a new breed of epic

games wherein ideas have consequences. The mark of epic

literature has ever been characters who backed words with
deeds. The mark of today’s financial leaders is profiting by
saying one thing and doing another. Thus they finance the
deconstruction of the great books and classics, alongside
characterless literature and characterless video games such as

GTA; so as to destroy the epic soul throughout all entirety, and

transform every last profession and institution, founded to the

serve the higher ideals; into a monetized business serving
their dumbed-down, materialistic, crass bottom line. So it is
that irony serves postmodern literature and postmodern fin-
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anciers; and just as they proclaim that Dave Eggers’, Tucker
Max’s, and Joyce Carol Oates’ characterless, pornified writ-
ings are higher art; they proclaim that your pension is now
their pension; and that your savings are now their savings; and
that your earnings are now the government’s, and that abor-
tion is in the Constitution, as well as the authorization of the
president to launch wars and for a private cartel of banks to
print money. Modern fiat education, which constantly favors
deceit, marketing, deception, and deconstruction, has become
a sieve that only allows the worst to get on top. So, so many
are but useful idiots in the fiatocracy’s empire, blind to the fact
that their success is founded upon the deconstruction, deca-
dence, and demolition of classical, epic ideals/

[0055] For quite some time reading has been a disadvan-
tage, as when you quote the great books and classics, people
either give you blank stares or make a mental note to shun and
exclude you from both feminist and fanboy planning sessions
for world domination. But ultimately, the immortal soul wins
in this game of art. The epic soul may have to forgo the
luxuries bought by printing money and pilfering pensions, but
its reward is everlasting, epic poetry. All men must choose
which masters to serve in this world, and thus a video game
with more than one master would be far superior to GTA. For
in Grand Theft Auto, one cannot serve God, and in GOW one
cannot reach out to the soul of a monster via word; for there is
no soul.

[0056] The present invention allows us to imagine that a
prostitute in Grand Theft Auto stepped forth to exalt the
player’s soul. Imagine if she spoke words of wisdom—words
that you would never hear if you killed her. Imagine that by
killing the prostitute, the secret to the higher way world would
be lost. Imagine if the prostitute was the one who knew the
fiatocracy’s deeper intent, and that by talking and listening to
her, one would embark on the higher path in the game. And
that by killing her, that higher path would be forever lost. The
present invention would afford this new character type—this
novel npc. Imagine if she could exalt your soul and remind
you of a higher purpose. Imagine if she could inspire you to a
higher victory in the game world. Imagine if a female char-
acter could exalt you to live for, and die for, the United States
Constitution, as did Penelope, Beatrice, and Autumn Wests.
Today no game offers a woman with a pristine soul, exalted
ideals, and profound ideas.

[0057] In all the contemporary and prior art of games and
video games, never will you hear an in game character quot-
ing Abraham Lincoln, Ron Paul, the Founding Fathers, nor
Jesus, nor Socrates. In contemplating story and soul, the last
place a fanboy will ever look is towards the masters—the very
foundations of epic story and classical soul—Socrates and
Jesus, and Shakespeare and Dante. Thus vast, resounding
opportunities exist. The present invention will afford such
game characters—male or female characters which will say
things such as “what does it profit a man to gain the world and
lose his soul?” Upon hearing the scripture, the player will
have to make a decision—whether to serve short-term grati-
fication, or live for higher ideals. No contemporary game
offers this choice; though many fanboys will argue that they
do, as they were raised by single moms who never taught
them the manly difference between right and wrong, between
hype and truth, between night and day, between talking and
doing, between empty promises and concrete actions,
between comic books and The Great Books of the Epic Soul.
Only real, epic men and exalted women will be able to prevail
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and win in the novel game that this invention would afford,
and thus it would be an exalting and entertaining form of
education.

[0058] Suppose that the hooker’s exalted wisdom and grace
is the only ticket to the greater, higher hero’s journey, and thus
the elixir and ultimate boone. If the player ignores the hooker,
or merely uses her, and/or kills her, the higher path will be
forever lost. Both Zeus and the Judeo Christian God work in
mysterious ways, and both protect strangers and beggars and
grant the same Natural Rights to all, so who is to write off a
hooker, but for the feminized fanboy who gleefully murders
her? Oftentimes, Athena would come down and impart wis-
dom in disguise, so again, who would write off a hooker? I’ll
tell you who—fanboy game developers who are leaving vast
opportunities on the table for us to exalt games to higher
levels of epic, classical art. Listen to all of Will Wright’s
lectures, and he presents the same dismal, fanboy perspec-
tive—we’re all just a bunch of dust ultimately evolved from
spores in a random universe. Well, such a view leaves out the
exalted reality of the human soul and spirit, and again, billions
of dollars are being left on the table by fanboy designers who
never consider the role of morality, nor Zeus, nor the Judeo
Christian spirit, in any of their games.

[0059] Hollywood producers, professors, university
administrators, and fanboys generally do not read, and they
are paid quite handsomely in fiat dollars not to read. The more
they don’t read, the faster the fiat cash keeps right on flowing
as they build bureaucracies upon buzzwords; inspiring them
to read less and shout their slogans louder and louder, calling
on us to buy their bigger, better, more badass games which
we’ll need buckets for all the blood. Quoting the Great Books
and Classics is deemed as impolite and an affront to the finer
fanboy and Hollywood producer sensibilities, as they just
want to shoot monsters both in their video games and real
men, women, and children on far-off, foreign shores. Never
do they wish to engage nor exalt the soul of the monster, nor
engage their own souls, nor look below the surface towards
that higher form of action and art—dramatic action and dra-
matic art. So their bestselling videogames have high pixel
count douchebag thugs and prostitutes, just like the fine men
and women our leading law schools and MBA programs are
graduating to go forth and transfer wealth via the biggest bluff
in the history of mankind—the fiat dollar which bails out the
banks and inflates gas and food prices for all the rest. So it is
that all the experts will oppose this present invention; and so
it is, that like Hamlet and Odysseus, like John Wayne and the
Man With No Name, we have a showdown coming; where
games will finally be exalted to the realm of higher art, and
such a showdown would be an excellent addition to a novel
form of video games and gaming. For thousands of years the
pagans engaged in superficial rituals and sculpted idols, until
Jesus and the Biblical Prophets stepped forth to grant da Vinci
and Michelangelo the soul that made their works immortal.
So too shall this present invention exalt video games to new
heights—not by abolishing the law of the prophets, but by
fulfilling it.

FURTHER OBJECTS AND ADVANTAGES OF
INVENTION

[0060] The present invention would inspire entire new
realms of research and institutions, of movies, films, and
video games, all based on classical idealism and ideals.
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The Hero'’s Journey in Artistic Entrepreneurship &
Technology

CREATE

The Center for Renaissance Entrepreneurship, Art,
Technology, and Economics

Ideals in Innovation

[0061] Thepresentinvention would foster video games that
allow the player to fight for the following:

[0062] For classical learning I have ever been a zealous
advocate.—Thomas Jefferson

[0063] Ihave beenimpressed with the urgency of doing.
Knowing is not enough; we must apply. Being willing is
not enough—we must do.—Leonardo da Vinci

[0064] Allmenwhom the higher Nature has imbued with
a love of truth should feel impelled to work for the
benefit of future generations, whom they will thereby
enrich just as they themselves have been enriched by the
labors of their ancestors.—Dante

[0065] He is certainly not a good citizen who does not
wish to promote, by every means of his power, the wel-
fare of the whole society of his fellow citizens.—Adam
Smith

[0066] If we are to go forward, we must go back and
rediscover those precious values—that all reality hinges
on moral foundations and that all reality has spiritual
control.—Martin Luther King, Jr.

[0067] So dream your own dreams, but act on them too.
Action, always action is required on the ever-dangerous
odyssey that each of our lives must follow. Be good
human beings. Respect tradition and study the great
thinkers of our heritage.—John C. Bogle, Founder and
Former CEO of Vanguard

[0068] This country was founded upon the principle that
a new economy must be formed, one in which only the
efforts and responsibilities undertaken by individuals
would determine their future. This freedom of self-de-
termination spawned an extraordinary culture of work .
. . Benjamin Franklin and Alexander Hamilton, for
example, both expressed their belief in a national
economy centered on appreciation, diffusion, and
implementation of technology.—T7he Entrepreneurial
Imperative, Carl J. Schramm, President and CEO of'the
Kauffiman Foundation

[0069] The present invention would foster video games that
allow the player to fight for the following ideals:

1. Forming the Fellowship

[0070] Ahero is someone who has given his or her life to
something bigger than oneself.—Joseph Campbell

[0071] From this day to the ending of the world,
[0072] But we in it shall be remember’d;

[0073] We few, we happy few, we band of brothers;
[0074] For he to-day that sheds his blood with me
[0075] Shall be my brother . . .

[0076] Henry ¥, William Shakespeare
[0077] Opportunity abounds to perform the classical ideals
in the contemporary context. The Great Books have ever been
the best long-term investment; but one does not buy in by
reading alone—one must take action in rendering the classi-
cal ideals real in living ventures. Such are the basic tenets of
the Artistic Entrepreneurship & Technology class and The
Hero'’s Journey Entrepreneurship Festival: names that have
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combined to title my upcoming book: The Hero'’s Journey in
Artistic Entrepreneurship & Technology.

[0078] I hope these small ventures can help exalt a renais-
sance in classic American idealism and serve student demand
for a classical liberal arts education—a most valuable asset in
any endeavor. The University, in both teaching and research,
must support classic entrepreneurship founded upon prin-
cipled service—that primary mechanism by which long-term
wealth is generated, which grants the risk-taker, investor, and
innovator their natural reward. The first HIEF website
describes the spirit with:

[0079] Imagine video games with plots, characters, and
Epic Storytelling. Imagine contemporary novels and
movies with the same—with heroes and heroines—with
Audrey Hepburns and Sergio Leones; whence our own
John Wayne and Man with No Name ride into town for
the showdown where story trumps spectacle, where
Beatrice exalts Dante, and Odysseus sails on home to
Penelope. Imagine software systems and startups that
actually pay the artists and talent—the filmmakers,
models, photographers, and bands. Imagine new
classes/research programs/ventures supporting all
this.—http://herosjourneyentrepreneurship.org

[0080] The first festival was grateful for a most eloquent
foundational keynote: Vanguard. Saga of Heroes, delivered
by John C. Bogle, the founder and former CEO of the Van-
guard Group. Vanguard, which navigated on out towards
superior returns by the ideals of classical antiquity—honor,
integrity, “the relentless rules of humble arithmetic,” and
character—represents one of Wall Street’s largest and most
revered fleets, with millions of clients and thousands of crew-
members; and [ would argue that there is even greater wealth
to be found in Bogle’s books and speeches. All AE&T classes
begin by reading Bogle’s The Battle For The Soul of Capital-
ism alongside Homer’s Odyssey, and all HIEF panelists get
copies of both tomes. And if supply ever reaches demand, all
students will be afforded the opportunity to ride with these
works—these thundering calls to adventure—on towards
renaissances of their own making.

[0081] A secondinspirational keynote on the importance of
classical ideals soon followed—this time from William Fay,
executive producer at Legendary Pictures, which has brought
us timeless blockbusters including The Patriot, Independence
Day, and Batman. Mr. Fay told the story behind the success of
300. The film leveraged cutting-edge technology to artisti-
cally render a classic story, first recounted by Herodotus circa
450 BC. The studio took a risk and shot an outdoor action-
adventure film—with tens of thousands of Greek and Persian
soldiers, naval fleets, and epic battles—entirely indoors on a
soundstage. They produced the epic at half the usual cost, and
it went on to break boxoffice records. Fay, who is currently
producing Milton’s Paradise Lost, was quick to credit 300s
success to Zack Snyder’s visionary direction and Frank Mill-
er’s original vision of the classic epic. There is an art to the
science of producing blockbuster after blockbuster—to mar-
rying art and commerce and emerging with art—for as the
poet Robert Frost said, “nothing is quite honest that is not
commercial. Mind you that I don’t put it that everything
commercial is honest.” 300 recounts the true story of the few
fighting against the many for freedom, as 300 Spartans, lead
by King [eonidas stood their ground at Thermopylae, choos-
ing, as free men, to “die on their feet rather than live on their
knees.” Nobel Laureate author William Golding wrote, “A
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little of Leonidas lies in the fact that I can go where I like and
write what I like. He contributed to set us free”

[0082] There is indeed a lot to be grateful for, including
Carl Schramm’s definitive and inspirational words on classic
entrepreneurship delivered with eloquence and good humor
in his books and speeches; and generous support from the
Kauffman Foundation, UNC Chapel Hill, and Pepperdine
University for AE&T—support that was initiated by the
vision of Judith Cone and Desiree Vargas. I'm grateful for
Vice Chancellor Mike Warder’s passion, leadership, and con-
versations on Battle, The Odyssey, and Moby Dick, for the
inspirational and entrepreneurial students who now run their
own record labels and fashion lines, and who have sold their
bottled-water companies for $2,000,000. And where would
AE&T be without the fellowship of pioneering “arts entre-
preneurship” colleagues including Gary Beckman, Molly
Lavik, Cyril Morong, Kevin Woelfel? I’'m grateful for Ewing
Marion Kauffman and George Pepperdine, whose entrepre-
neurship and generosity can best be thanked by humbly
embodying their principles in continued entrepreneurship
and future generosity.

[0083] Notlong ago I heard Carl Schramm quote Sir Fran-
cis Bacon in a speech—“Reading makes a full man; confer-
ence a ready man; and writing an exact man,” and the HJEF
bookstore is filled every year with the books ranging from
Frank Miller’s 300 to Leonardo: Art and Science by Carl
Pedrelli. Artistic entrepreneurs Flint Dille and John Zuur
joined us with the current #1 book on video game design,
edited by Skip Press—writer, speaker, and author of defini-
tive books on the state of the industry including The Ultimate
Writer's Guide to Hollywood. Skip kicked off this year’s
festival with his “Renaissance Man’s” lecture, spanning sci-
ence and mythology. Flint and John’s panel delivered most
practical advice as they recounted stories from the industry’s
frontlines, where they are defining and exalting a novel art
form. Dille lent his name to the storyteller Spartan in 300—
Dilios; and he and John have won multiple awards as the force
behind too many AAA projects to list here, including the
original Transformers and The Chronicles of Riddick. They’re
developing the upcoming Sin City game which explores the
themes of good and evil as set forth in Dante’s Inferno.
[0084] The common thread of the HIEF speakers has been
a humor and humility matching their accomplishments, their
can-do (and have-done) spirits, and selfless mentorship—I
have heard great things from attendees who have contacted
the speakers beyond the festivals. And last, but not least, the
students and 1 are grateful for those spirits who rendered
ideals real in those enduring texts; who although separated by
oceans and thousands of years, yet ride united on towards
eternity, from Homer on down. Such are the mentors and
professors—such are the fellow crewmembers—of the pro-
posed Center for Renaissance Arts, Entrepreneurship, Tech-
nology, and Economics (CREATE). The present invention
would be researched and developed at CREATE, thusly lead-
ing to expanded, enhanced, and novel commercial and edu-
cational opportunities. The present invention would begin in
the ordinary world, and follow the hero’s journey in allowing
one to battle for the following ideals and ideas, which would
have exalted consequences:

II. The Ordinary World & CREATE’s Founding
Principles
[0085] If a nation expects to be ignorant and free in a state
of civilization, it expects what never was and never will be.—
Thomas Jefferson
[0086] Go forth and tell them all, “Fair dealing leads to
greater profit in the end”—Odysseus, Homer’s Odyssey
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[0087] Our Founding Fathers recognized that there is no
greater investment than classical ideals, and contemporary
spirits such as Jack Bogle have agreed in word and deed—in
speeches and books including 7ke Battle for The Soul of
Capitalism and Character Counts, and in the maverick Van-
guard Group, which has served millions with superior returns
on their investments via its adherence to principle, common
sense, and character. Bogle’s character in particular, for as
Emerson noted, “an institution is the lengthened shadow of
one man.” Bogle humbly describes his occupation,

[0088] Buteven as I disclaim the credentials of the hero,
of the leader, of the business manager, and even of the
entrepreneur, [ shamelessly proclaim my credentials as
anidealist. Even more, I am an idealist who revels in the
values of the Enlightenment and holds high his admira-
tion for the brilliance and the character of the great
thinkers, great doers, and great adventurers of the 18th
century, men (as it happens, in particular our nation’s
Founding Fathers) who give birth to our modern
world.—John C. Bogle, Vanguard, Saga of Heroes,
2007 HJEF

[0089] When one reads the Great Books, one might con-
clude that it’s all already been said and done—that the ideals
have already been rendered by the masters and we can all go
onhome now; but in looking at the world, it oft seems we have
yet to begin. Yes—we must perpetually perform the classical
ideals in the contemporary context, and that is exactly what
this present video game does.

[0090] For “the price of freedom is eternal vigilance,” and
time and again we find ourselves at the beginning of 7kZe
Odyssey and Hamlet, with our homes out of order and our
fathers displaced; and so too would the present invention
foster video games wherein our fathers have been displaced,
echoing this profound, classics, exalted story. Hamlet—the
reluctant hero—laments, “How all occasions do inform
against me,” and “O’ cursed spite, that [ was ever born to set
it right” *Tis a “world out of joint” where virtue is “more
honor’d in the breach than in the observance,” with financial
engineering—the transfer of wealth—trumping physical
engineering and entrepreneurship—the creation of wealth.
Bogle describes our “ordinary world:”

[0091] What caused the mutation from virtuous circle to
vicious circle? It’s easy to call it a failure of character, a
triumph of hubris and greed over honesty and integrity. And
it’s even easier to lay it all to “just a few bad apples.” But while
only a tiny minority of our business and financial leaders have
been implicated in criminal behavior, I’m afraid that the bar-
rel itself—the very structure that holds all those apples—is
bad. While that may seem a harsh indictment, [ believe itis a
fair one . . . . It is now crystal-clear that our capitalistic
system—as all systems sometimes do—has experienced a
profound failure, a failure with a whole variety of root causes,
each interacting and reinforcing the other: The stock market
mania, driven by the idea that we were in a New Era; the
notion that our corporations were trees that could grow not
only to the sky but beyond; the rise of the imperial chief
executive officer; the failure of our gatekeepers—those audi-
tors, regulators, legislators, and boards of directors who for-
got to whom they owed their loyalty—the change in our
financial institutions from being stock owners to being stock
traders; the hype of Wall Street’s stock promoters; the fren-
zied excitement of the media; and of course the eager and
sometimes greedy members of the investing public, reveling
in the easy wealth that seemed like a cornucopia, at least while
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it lasted. There is plenty of blame to go around. But even as it
drove stock prices up, this happy conspiracy among all of the
interested parties drove business standards down. Yes, the
victory of investors in the great bull market had a thousand
fathers. But the defeat in the great bear market that followed
seems to be an orphan.—What Went Wrong in Corporate
America? Remarks by John C. Bogle, Founder and Former
Chairman, The Vanguard Group http://www.vanguard.com/
bogle_site/sp20030224 . html

[0092] The present invention, which would foster video
games exlalting these ideals by allowing one to battle for
them in word and deed, would be researched and developed at
CREATE, thusly leading to expanded, enhanced, and novel
commercial and educational opportunities. The present
invention would begin in the ordinary world, and follow the
hero’s journey in allowing one to battle for the following
ideals and ideas, which would have exalted consequences.
[0093] So we ask, from where did this “failure of character,
a triumph of hubris and greed over honesty and integrity”
derive? Where did this brave new generation of managers and
accountants come from? From our universities. From our law
schools and business schools. And just what are we teaching
them? Let the titles of the following books begin to address
that question:

[0094] Excellence Without a Soul: How a Great Univer-
sity Forgot Education, by Harry R. Lewis (former Har-
vard Dean)

[0095] The Western Canon, (opens with An Elegy for the
Canon) by Harold Bloom (Yale professor, author, critic)

[0096] Who Killed Homer? The Demise of Classical
Education and the Recovery of Greek Wisdom by Victor
Davis Hanson (recipient of the Award for Excellence in
Teaching, the top award in the country for teaching in the
field of classics from the American Philological Asso-
ciation) and John Heath

[0097] Bonfire of the Humanities: Rescuing the Classics
in an Impoverished Age by Victor Davis Hanson, John
Heath, and Bruce S. Thornton

[0098] Smiling Through the Cultural Catastrophe:
Toward the Revival of Higher Education by Jeffrey Hart
(Columbia professor)

[0099] The Closing of the American Mind, by Allan
Bloom (University of Chicago professor)

[0100] From Dawn to Decadence: 1500 to the Present:
500 Years of Western Cultural Life (Hardcover), by
Jacques Barzun

[0101] Are We Rome?: The Fall of an Empire and the
Fate of America by Cullen Murphy

[0102] Our Underachieving Colleges: A Candid Look at
How Much Our Students Learn and Why They Should be
Learning More & Are Colleges Failing? by Derek Bok,
former President of Harvard University

[0103] The remainder of the list of titles, spanning every
aspect of the “rotten barrel” of cultural decline; from busi-
ness, to marriage, to government, to entertainment, would
consume the entire length of this paper. Aristotle said, “When
storytelling declines, the result is decadence,” and is it any
wonder that when the classics are removed from education,
the world is impoverished? Video games lack epic story and
soul as films invert Aristotle’s Poetics, placing spectacle first
and character and plot last; and as Oscar Wilde reminds us,
“life imitates art.” Well, this present invention would place
plot and character first, and spectacle last in video games,
countering common fanboy opinion. The dumbing down
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knows no bounds, and the present invention would foster
video games that allowed players to argue and reason with
professors, in word and deed:

[0104] Our society and our literature and our culture are
being dumbed down, and the causes are very complex.
I’'m 73 years old. In a lifetime of teaching English, I’ve
seen the study of literature debased. There’s very little
authentic study of the humanities remaining.—Harold
Bloom, Dumbing Down American Readers, LA Times,
Sep. 24, 2003

[0105] Screenwriting teacher Robert McKee quotes the
great poet Yeats, in describing the postmodernized Holly-
wood.

[0106] Flawed and forced storytelling is forced to sub-
stitute spectacle for substance, trickery for truth. Weak
stories, desperate to hold audience attention, degenerate
into multimillion-dollar razzle-dazzle demo reels. In
Hollywood imagery becomes more and more extrava-
gant, in Europe more and more decorative. The behavior
of actors becomes more histrionic, more and more lewd,
more and more violent. Music and sound effects become
increasingly tumultuous. The total effect transnudes into
the grotesque. A culture cannot evolve without honest,
powerful storytelling. When society repeatedly experi-
ences glossy, hollowed-out, pseudo-stories, it degener-
ates. We need true satires and tragedies, dramas and
comedies that shine a clean light into the dingy corners
of'the human psyche and society. If not, as Yeats warned,
¢ ... the center cannot hold.’—Robert Mckee, Story

[0107] The present invention, which would foster video
games exlalting these ideals by allowing one to battle for
them in word and deed, would be researched and developed at
CREATE, thusly leading to expanded, enhanced, and novel
commercial and educational opportunities. The present
invention would begin in the ordinary world, and follow the
hero’s journey in allowing one to battle for the following
ideals and ideas, which would have exalted consequences.
[0108] TI'll keep repeating Aristotle—“when storytelling
declines, the result is decadence,” as art is culture’s flagship.
The present invention would allow us to exalt Aristotle, and
finally render video games that are classical, epic art. As
society forgets to laud the greater beauty of the soul in its art,
character and integrity—freedom’s foundations—become
unfashionable. And so, losing trust in the moral soul, whose
center no longer holds, society begins to trade freedom for
security; and bureaucracies capitalize on this—growing to
oppose the truth and freedom that is necessary for the natural,
long-term wealth generation that classic capitalism affords.
The late Nobel Laureate economist Milton Friedman made
note of this in the introduction to the late Nobel Laureate
economist F. A. Hayek’s The Road to Serfdom:

[0109] I said at the outset that “in some ways” the mes-
sage of this book “is even more relevant to the United
States today than it was when it created a sensation . . .
half a century ago.” Intellectual opinion then was far
more hostile to its theme than it appears to be now, but
practice conformed to it far more than it does today.
Government in the post World War Il period was smaller
and less intrusive than it is today. Johnson’s Great Soci-
ety programs, including Medicare and Medicaid, and
Bush’s Clean Air and Americans with Disabilities Acts,
were all still ahead, let alone the numerous other exten-
sions of government that Reagan was only able to slow
down, not reverse, in his eight years in office. Total
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government spending—federal, state, and local—in the
United States has gone from 25 percent of national
income in 1950 to nearly 45 percent in 1993.—Milton
Friedman

[0110] Nor is it just in government that bureaucracy
grows, but in business too:

[0111] Over the past century, a gradual move from own-
er’s capitalism—providing the lion’s share of the
rewards of investment to those who put up their own
money and risk their own capital—has culminated in an
extreme version of manager’s capitalism—providing
vastly disproportionate rewards to those whom we have
trusted to manage their enterprises in the interests of
their owners.—John C. Bogle, Battle for The Soul of
Capitalism

[0112] The present novel invention, which would foster
video games exalting these ideals by allowing one to battle for
them in word and deed, and oppose the growth of the wealth-
transferring state and corporate bureaucracy, battling both of
them in word and deed, would be researched and developed at
CREATE, thusly leading to expanded, enhanced, and novel
commercial and educational opportunities. The present
invention would begin in the ordinary world, and follow the
hero’s journey in allowing one to battle for classical, epic,
exalted ideals and ideas, in thought, word, and action, which
would have exalted consequences.

[0113] Carl Schramm weighs in regarding the university’s
recent evolution; which although oft being founded by and
benefiting greatly from entrepreneurs, now oft opposes to the
classic entrepreneurial spirit. Once again, the bureaucracy
Zrows:

[0114] Our colleges, universities, and business schools
should be at the heart of entrepreneurial capitalism as the
biggest contributors to the changing economic land-
scape. But they are not. They have been taken off course
by: Graduating degreed people who are not educated
and who are certainly not as prepared as the need to be to
contribute; Becoming too bureaucratic, and bureaucracy
is the antithesis to entrepreneurial capitalism; Confusion
about their mission and; The fact that they don’t even
teach very well . . . . Instead of aiding economic change,
they are in many cases a hindrance, which is one of the
greatest ironies of our age . . . . For universities to shift
away from a broad, basic liberal education that includes
grounding in mathematics and science threatens the pro-
duction of the human talent needed to sustain the entre-
preneurial ecosystem. Ultimately, it will result in the
production of young adults incapable of being creative
and innovative contributors to society . . . . The univer-
sity is also at risk of failing to play its central role in the
entrepreneurial ecosystem because of the enormous
expansion of its bureaucracy and overhead expenses.
The problem here is multifold . . . —Carl Schramm, 7%e
Entrepreneurial Imperative, p. 121-133

[0115] The above noted authors hail from Harvard, Yale,
Columbia, and the University of Chicago; they include a
former Harvard president and dean, top-ranked classics and
screenwriting teachers, the president of the world’s largest
foundation devoted to entrepreneurship, and the founder of
Vanguard. They have all contributed immensely in the realm
of letters and leadership, and in one way or another, they all
lament the loss of epic story and soul; and the growth of
soulless bureaucracy. Even Warren Buftfet weighs in on the
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contemporary professoriate who, in Oscar Wilde’s words,
“know the price of everything and value of nothing:”

[0116] Buffett found it “extraordinary” that academics
studied such things. They studied what was measurable,
rather than what was meaningful. As a friend [Charlie
Munger| said, to a man with a hammer, everything looks
like a nail . . . [Buffett] was willing to give a lecture at
Columbia, and did so every year or two, but refused to
donate money to it. John C. Burton, the business school
dean, said, “[Buffett] told me very frankly he didn’t
think education was enhanced by money and secondly
he didn’t think business schools were teaching the things
he wanted to support. He was very hostile to the idea of
efficient market research.” A stroll through the business
section of the university bookstore suggested that a stu-
dent could get an MBA at Columbia without ever hear-
ing the names Graham and Dodd, and without even a
faint exposure to value investing . . . . “We have ‘profes-
sional’ investors, who manage many billions, to thank
for most of this turmoil. Instead of focusing on what
businesses will do in the years ahead, many prestigious
money managers now focus on what they expect other
money managers to do in the days ahead ”—Buffet: The
Making of an American Capitalist, by Roger Lowen-
stein, p. 318-320

[0117] And Telemachus knows that he must soon defeat the
suitors laying waste to his estate; as they arrogantly threaten
him and tell him that his father—the mighty Odysseus—shall
never return. A video game inspired by the present invention
will allow Odysseus to return, for Odysseus does return, and
Bogle calls on the students to “hold high your idealism and
your values. Remember always that even one person can
make a difference. And do your part to begin the world anew,”
not only by investing for the long-term, but by investing for
eternity, with a battle for the soul:

[0118] The human soul, as Thomas Aquinas defined it, is
the ‘form of the body, the vital power animating, per-
vading, and shaping an individual from the moment of
conception, drawing all the energies of life into a unity.”
In our temporal world, the soul of capitalism is the vital
power that has animated, pervaded, and shaped our eco-
nomic system, drawing all of its energies into a unity. In
this sense, it is no overstatement to describe the effort we
must make to return the system to its proud roots with
these words: the battle to restore the soul of capital-
ism.—Bogle, Vanguard: Saga of Heroes

[0119] The present novel invention, which would foster
video games exalting these ideals by allowing one to battle for
them in word and deed, and oppose the growth of the wealth-
transferring state and corporate bureaucracy, battling both of
them in word and deed, would be researched and developed at
CREATE, thusly leading to expanded, enhanced, and novel
commercial and educational opportunities. The present
invention would begin in the ordinary world, and follow the
hero’s journey in allowing one to battle for classical, epic,
exalted ideals and ideas, in thought, word, and action, which
would have exalted consequences.

[0120] So begins the artistic entrepreneur’s story and the
humble hero’s journey; as an unyielding sense of “the way
things ought to be” propels them beyond this fallen world and
into the unknown, with naught but faith in their ideals. The
video games inspired by the present invention will capture
this spirit. They set out alone; knowing in their heart of hearts
that Odysseus must return—that the simple laws of arithmetic
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must prevail—that justice must be rendered in that third act;
even if popular opinion, tenure committees, hedge fund man-
agers, and tyrants sometimes suppose otherwise. And so the
threshold is crossed and obstacles overcome by the sheer
force of the individual’s character, which knows no other way,
but to follow Plato’s forms. And we live indebted to such
souls. For the elixir that enriches us all is time and again
delivered by that prophet who, although never known in their
own home and oft exiled, yet returns on home after their
apotheosis; whence they not only rendered their ideals, but
became them, via action. The Founding Fathers recognized
the value of the all-too-often persecuted prophet, and they
gave him a Constitution which recognized his rights to say
what he believed and own that which he created, along with
the duty to speak those words which would defend that Con-
stitution. From the iPod, to Windows, to the Civil Rights
movement, to Vanguard, to Star Wars, to The Hero with a
Thousand Faces—somewhere behind every useful, enduring
entity stands a soul with an immutable vision.

[0121] Dante’s ornate tomb is in Florence, but his bones
remain exiled in Ravenna. He was banished from Florence
with the threat of being burned at the stake should he ever
return, and he wrote The Divine Comedy in exile, placing
those who exiled him in his Inferno, in perhaps literature’s
greatest instance of “poetic” justice. “Honour the most
exalted poet,” is etched on his empty tomb in Florence, fol-
lowed by, “his spirit, which had left us, returns.” Moses goes
off alone into the wilderness and on up a mountain—he skips
the university meetings discussing tuition (student debt)
increases and the removal of classical references from uni-
versity websites—he skips the law review luncheons and
business plan and stock-picking competitions; and he returns
on home with the Ten Commandments that underlie our natu-
ral rights and the American spirit: “We hold these truths to be
self-evident, that all men are created equal, that they are
endowed by their Creator with certain inalienable rights, that
among these are life, liberty and the pursuit of happiness.”
[0122] The present novel invention, which would foster
video games exalting Dante’s ideals by allowing one to battle
for them in word and deed, and oppose the growth of the
wealth-transferring state and corporate bureaucracy, battling
both of them in word and deed, would be researched and
developed at CREATE, thusly leading to expanded,
enhanced, and novel commercial and educational opportuni-
ties. The present invention would begin in the ordinary world,
and follow the hero’s journey in allowing one to battle for
classical, epic, exalted ideals and ideas, in thought, word, and
action, which would have exalted consequences.

[0123] Entrepreneurial education requires that we respect
both the past masters’ exaltation of principle and the student’s
unique dreams by which they, like the Knights of Arthurian
Legend, must find their own unique path through the forest in
pursuit of that higher wealth. Novel video games, inspired by
this invention, would serve as means and methods for entre-
preneurial education, exalting the wealth of higher quests.
Such wealth was described by the economist Joseph Schum-
peter— the stock exchange is a poor substitute for the Holy
Grail.” Bogle joins Schumpeter in elaborating on the classic
definition of entrepreneurship:

[0124] In today’s grandiose era of capitalism, the word
“entrepreneur” has come to be commonly associated
with those who are motivated to create new enterprises
largely by the desire for personal wealth or even greed.
But at its best, entrepreneurship entails something far
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more important than mere money. Heed the words of the
great Joseph Schumpeter, the first economist to recog-
nize entrepreneurship as the vital force that drives eco-
nomic growth. In his Theory of Economic Development,
written nearly a century ago, Schumpeter dismissed
material and monetary gain as the prime mover of the
entrepreneur, finding motivations like these to be far
more powerful: (1) “The joy of creating, of getting
things done, of simply exercising one’s energy and inge-
nuity,” and (2) “The will to conquer, the impulse to fight
... to succeed for the sake, not of the fruits of success, but
of success itself.”

[0125] That’s the way it was in 18th century America, at
least in the case of Benjamin Franklin. For Franklin,
fairly described as “America’s First Entrepreneur,” the
getting of money was always a means to an end, not an
end in itself. The enterprises he created were designed
for the public weal, not for his personal profit. When
Franklin joined with his colleagues in founding The
Philadelphia Contributionship in 1752, it was a mutual
company owned by its policyholders. This combination
of ownership and service—creating a true mutuality of
interest between the owners of a firm and its managers—
was not then, nor is it now, the common mode of busi-
ness organization, but The Contributionship has thrived
to this day.

[0126] Franklin also founded a library, an academy and
college, a hospital, and a learned society, all for the
benefit of his community. Not bad! His inventions fol-
lowed the same philosophy. He made no attempt to
patent the lightning rod for his own profit; and he
declined the offer for a patent on the “Franklin stove”
that revolutionized the efficiency of home heating, with
great benefit to the public at large.—Bogle, Vanguard,
Saga of Heroe, http://www.vanguard.com/bogle_site/
$p20070227 htm

[0127] And Bogle calls upon the students to not only
believe in their ideals and dreams—the surest ticket to entre-
preneurship’s journey—but to follow them:

[0128] To each of you, with so much—for you students,
nearly all—of your own odyssey lying before you,
unknown, this chronicle of my own past may well be
irrelevant. Our task is to live, not the lives of others, but
the lives of our own. But wherever you are on your own
journey, I know it holds the promise of being an exciting
and rewarding one, if only you remain “strong in will, to
strive, to seek, to find, and not to yield”—Bogle, Van-
guard: Saga of Heroes

[0129] Idealism offers great job security, I tell the students,
as the world has never known a shortage of work for idealists,
and video games inspired by this present invention shall
embody this. Entrepreneurship—owning one’s destiny and
creating enduring meaning and long-term wealth via useful
goods and services—via ideals in innovation—is a great eco-
nomic decision, and the present invention will inspire games
that reward players for rendering classical ideals real in action
in the gameworld. Building and owning businesses via thrift
and industry, one small step at a time in the gameworld—
making oneself of use to the world in the gameworld—is the
best defense against inflation and deflation, bubbles and
recessions, the bureaucracy’s insatiable, taxing, and counter-
productive transfer of wealth to itself and risk to the worker,
creator, and investor; and the all-too-common pilfering of
401ks and pensions. Novel video games, implied by this
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invention, will teach the students to take stock in their pas-
sions and full ownership of their lives by investing precious
time’s equity into their dreams—for such treasures rust can-
not tarnish and thieves cannot steal. Emerson tells the stu-
dents they would be wise to marry entrepreneurial endeavors
to principle—to build their ventures on the solid foundations
of'a classical liberal arts education, and the present invention
will teach these ideals via novel video games:

[0130] Without ambition one starts nothing. Without
work one finishes nothing. The prize will not be sent to
you. You have to win it. The man who knows how will
always have a job. The man who also knows why will
always be his boss. As to methods there may be a million
and then some, but principles are few. The man who
grasps principles can successfully select his own meth-
ods. The man who tries methods, ignoring principles, is
sure to have trouble—R. W. Emerson

[0131] Carl Schramm calls on the university to better serve
the students with entrepreneurship’s core principles and val-
ues, while also characterizing societal transformations
addressed in Bogle’s Battle—the exaltation of the bottom line
over principle’s higher ideals and the transformation of pro-
fessions into businesses:

[0132] Universities create ideas—intellectual prop-
erty—that fuel the continued growth and development
of the economy. But they could do so much more. They
could also transmit the values that would help the stu-
dents understand how important their role is in building
wealth for society . . . . Business schools must also
change radically. The canon of what they teach is thin .
.. whatis being taught is a far cry from Joseph Wharton’s
vision when he funded the first business school. Whar-
ton pictured a school that would prepare students for the
“profession of business.” They would graduate as well-
rounded managers who would serve a dynamic
economy . . . Wharton’s vision, however, underwent
radical changes decades ago when graduate business
training was reconceived as an education in quantitative
thinking. The MBA was deprofessionalized and made
into a kind of financial engineering degree . . . .—Carl
Schramm, The Entrepreneurial Imperative, p. 147-148

[0133] The present novel invention, which would foster
video games exalting these ideals by allowing one to battle for
them in word and deed, and oppose the growth of the wealth-
transferring state and corporate bureaucracy, battling both in
word and deed, would be researched and developed at CRE-
ATE, thusly leading to expanded, enhanced, and novel com-
mercial and educational opportunities. The present invention
would begin in the ordinary world, and follow the hero’s
journey in allowing one to battle for classical, epic, exalted
ideals and ideas, in thought, word, and action, which would
have exalted consequences, even if it means taking on uni-
versity administrations in the game world.

[0134] Bogle characterizes the cultural transformations—
“Once a profession with elements of business, mutual funds
became a business with elements of profession.”” And the rest,
as they say, is history. All across the board, professions with
elements of business were transformed into businesses with
professional facades; as MBAs and IDs, degrees earned by
mastering case studies and temporal opinions instead of the
foundational Greats and Principle, were wielded as trump
cards. They trumped honor, integrity, the inventor’s and
investor’s rightful ownership, character, and hard work. Even
the institution of marriage, based on a simple precept, “what
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God has joined together, let not man put asunder,” was trans-
formed into a profitable business by the divorce industry,
which profits little from marriage’s exaltation, and entirely
from its destruction. The optimist might state that the glass is
yet half-full, with only a 50% divorce rate, but if one out of
every two flights crashed, would you still fly? A second opti-
mist might state that the crash rate has gone down, now that
people don’t fly anymore.

[0135] Cashing in on cultural capital benefits the first gen-
eration that does so, at the great and vast expanse of all
ensuing generations. Converting marriage’s covenant into a
contract profits the aging boomers as men are lured down the
aisle under false pretenses, only to be plundered by the
divorce regime later on, as the majority of divorces are initi-
ated by women. Eventually both men and women lose out, as
do children, who are denied the priceless sanctity of a loving,
caring home. And eventually marriage will fade away in the
system, after its priceless cultural capital has been converted
to mere cash to pay divorce lawyers and the corporate state
which stipulates that both parents must now work to provide
the home and security that just one working parent was
capable of a few short generations ago.

[0136] There are short-term profits to be found in the soul’s
deconstruction that one generation might make off with; but
which future generations will have to pay for with interest,
and the present invention will exalt games that teach how
ideas have consequences in this living context. The vast
wealth of covenants was converted into mere contracts and
the fine-print was leveraged to profit the few at the expense of
the many, as the towers of commerce rose above yesterday’s
spires and steeples, taking us far, far away from the spirit of
Washington’s first Inaugural address which also mentions an
“invisible hand,” and the present invention would foster video
games that allow the player to have covenants, in the spirit of
Washington’s words:

[0137] Such being the impressions under which I have,
in obedience to the public summons, repaired to the
present station, it would be peculiarly improper to omit,
in this first official act, my fervent supplications to that
Almighty Being, who rules over the universe, who pre-
sides in the councils of nations, and whose providential
aids can supply every human defect, that his benediction
may consecrate to the liberties and happiness of the
people of the United States a government instituted by
themselves for these essential purposes, and may enable
every instrument employed in its administration to
execute with success the functions allotted to his charge.
In tendering this homage to the great Author of every
public and private good, I assure myself that it expresses
your sentiments not less than my own; nor those of my
fellow—-citizens at large, less than either. No people can
be bound to acknowledge and adore the invisible hand,
which conducts the affairs of men, more than the people
of the United States. Every step, by which they have
advanced to the character of an independent nation,
seems to have been distinguished by some token of
providential agency. And, in the important revolution
just accomplished in the system of their united govern-
ment, the tranquil deliberations and voluntary consent of
so many distinct communities, from which the event has
resulted, cannot be compared with the means by which
most governments have been established, without some
return of pious gratitude along with an humble anticipa-
tion of the future blessings which the past seems to
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presage. These reflections, arising out of the present
crisis, have forced themselves too strongly on my mind
to be suppressed. You will join with me, I trust, in think-
ing that there are none, under the influence of which the
proceedings of a new and free government can more
auspiciously commence . . . the foundations of our
national policy will be laid in the pure and immutable
principles of private morality, and the preeminence of a
free government be exemplified by all the attributes,
which can win the affections of its citizens, and com-
mand the respect of the world—George Washington,
Washington's First Inaugural Address

[0138] “Art imitates life,” Oscar Wilde wrote, and as char-
acter disappeared from modern literature; politicians and
institutions followed suit, rendering Aristotle’s maxim, which
1 will keep repeating until the renaissance in exalted video
games that this patent implies, “When storytelling declines,
the result is decadence.” Service to the client, patient, voter,
and student was trumped by service to the firm, the HMO,
earmarks, and administrative overhead; as the bottom line
was exalted over the higher ideals. Entreprencurship—that
classic wellspring which operates from the ground up was
transformed into its opposite—bureaucracy, which operates
from the top down. All across the board the soul would no
longer be sought—indeed it would become a hindrance.
Brave new managers focused on money as the metric and
measure of all value; but one cannot fathom the eternal with
the temporal, and when one tries, one will mistakenly con-
clude the eternal does not exist. And where the soul is no
longer actively sought, celebrated, fought for, and exalted in
art and story; it soon becomes persecuted; just as the creator
is oft criminalized by the bureaucracy. The present invention
would foster video games that allow the player to battle for the
creators’ natural, fundamental rights.

[0139] “Conscience makes cowards of us all,” Hamlet
stated, and those who paused to reflect on the decline were oft
left behind by the groupthink of the brave new managerial
class and their accountants—all of whom forgot about that
third act—all of whom counted on counting always account-
ing for everything that counts. And like the false suitors living
off Odysseus’s estate, they boldly proclaimed that Odysseus
would never return. The present invention would foster video
games where Odysseus would return.

[0140] Well, Finstein, Buffett, and Bogle, all of whom
worked “relatively” well with numbers, disagree with the
brave new mangers. Not only do they disagree, but they
disagree so vehemently that their disagreement ought be
included in Webster’s definition of “disagree.” There yet
hangs a sign in Einstein’s original Princeton office: “Every-
thing that can be counted does not necessarily count; every-
thing that counts cannot necessarily be counted.” This theme
pervades Bogle’s works, including his classic speech: Don 't
Count On It! The Perils of Numeracy.”—http://www.van-
guard.com/bogle_site/

[0141] Now if [ were managing a university, or a law firm,
or medical practice, or a trillion-dollar Wall Street Firm, or a
business school, or even a hedge fund; I wouldn’t be hedging
against Bogle, Buffett, and Einstein. For Odysseus does come
onhome in thatthird act, and the freshman seminar is learning
of his inevitable return, and they shall someday leverage this
invention to create video games with that classical, epic third
act. Warren Buffet also weighs in about the higher nature of
accountability,
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[0142] Both the ability and fidelity of managers have
long needed monitoring. Indeed, nearly 2,000 years ago,
Jesus Christ addressed this subject, speaking (Luke
16:2) approvingly of “a certain rich man” who told his
manager, ‘Give an account of they stewardship; for thou
mayest no longer be steward.” Accountability and stew-
ardship withered in the last decade, and the behavorial
norms of managers went down . . . —Warren Buffett

[0143] Einstein, perhaps the greatest scientist who ever
lived, yet understood the limits of science, unlike the Nobel
Laureates who ran Long Term Capital Management—
“Gravitation is not responsible for people falling in love,”
Einstein wrote, and, “Science without religion is lame, reli-
gion without science is blind.” Like Buffet, Bogle, et al, he
believed that the entrepreneurial premise of moral service did
not derive from science, but from a more fundamental, and
higher, source, which the present invention will acknowledge
and instill in a novel realm of video games:

[0144] The highest principles for our aspirations and
judgments are given to us westerners in the Jewish-
Christian religious tradition. It is a very high goal: free
and responsible development of the individual, so that he
may place his powers freely and gladly in the service of
all mankind.—Albert Einstein

III. Ideas have Consequences (& Vast Value via
Action both in Novel Video Games Implied by this
Patent and Real Life)

[0145] Ben Franklin, in shaping what became the Univer-
sity of Pennsylvania, proposed that the school focus on “prac-
tical instruction.” It would not pursue learning and knowledge
as ends in themselves, but would cultivate “an inclination,
joined with an ability, to serve mankind, one’s country,
friends, and family.”—Carl Schramm, The Entrepreneurial
Imperative, p. 123
[0146] If the Wise be the happy man . . . he must be

virtuous too; for, without virtue, happiness cannot be.

This then is the true scope of all academical emula-

tion.—Thomas Jefferson
[0147] In contemplating entrepreneurial risk, we must
never forget the greater context in which our risks—hanging
out a shingle, taking out a loan to follow a dream or fund a
patent or indie film, or even building a multi-billion-dollar
venture—are relatively small. We must never forget the
source of our greater wealth—the poets, prophets, philoso-
phers, and soldiers who laid it all on the line for truth and
freedom, who always perceived the greater risk to lie in not
serving principle; who pressed on regardless, in Bogle’s
words, who lived the last line of Tennyson’s Ulysses in all
endeavors—To strive, to seek, to find, and not to yield. CRE-
ATE is reverently and resolutely dedicated to those precepts
that although given freely by so many humble heroes, were all
too often paid for with that “last full measure of devotion.”
Such principles sufficed in the birth of Athens’ and Jerusa-
lem’s exalted legacies, as they did at the Constitutional Con-
vention; and they ought be good enough for the modern
classroom, lab, and academic institution. Everyone who
enjoys freedom must never forget the precepts held dear by
the countless souls who bought and paid for that freedom. The
present invention would foster video games that allow the
player to join the countless souls in fighting for classical,
exalted ideals.
[0148] With the frugality and thrift Franklin emphasized,
CREATE will host labs, classes, and festivals wherein the

12

Jan. 15, 2009

classical soul informs innovations and entrepreneurship in
technology (strong property rights for creators), video games
and film (epic, moral storytelling), academia (a return to the
Greats), and business (built on America’s foundational entre-
preneurial principles). CREATE would focus on creator’s
entrepreneurship instead of aggregator’s entrepreneurship,
and emphasize generating wealth via physical engineering
and innovation as opposed to financial engineering. All too
often financial engineering merely transfers wealth in what
Wall Street perceives as a zero-sum—or actually negative
sum—game of capital allocation, where the counter-produc-
tive pursuit is to allocate hundreds of billions into one’s
pockets in the illusory act of beating the market average,
which on average, by definition, cannot be beaten; no matter
what PR firms they hire. Bogle writes,

[0149] Is all this thrashing around in the stock market
productive for investors? Unequivocally, it is not. The
returns investors actually earn are inevitably represented
by the returns earned in the stock market itself, less the
costs investors incur in earning those returns. The mar-
ket is simply a gambling casino where investors as a
whole try vainly to outpace the market. Beating the
market is a zero-sum game, but only before costs are
deducted. In the stock market casino, it is the croupiers
who win. Bogle, The Wall Street Casino, http://www.
vanguard.com/bogle_site/sp19990823.htm

[0150] The classical soul has been devalued in these post-
modern times—it has been deconstructed and hedged
against—sold short on every front—thusly creating vast
opportunities. The stone which the builders cast away has
become CREATE’s keystone. The present invention would
foster video games that allow the player to join the countless
souls in fighting for classical, exalted, epic soul; which has
been devalued and ignored in the prior art.

[0151] CREATE is not secking large amounts of capital,
but simply enough for basic technology and books. The tech-
nology exists—video game engines and content management
and DRM technologies abound; they’re just missing classical
soul, which costs nothing but the courage to fight for it and
implement it. Large sums of money are not needed, as large
sums all too often bolster bureaucracies that cannot afford
classic entrepreneurship; and the exorbitant administrations
cash out while creating unsustainable bureaucracies that must
raise student tuition and demand government funding, rede-
fining entrepreneurship and education as that which places
students in debt, transfers wealth, and creates dependency;
while exiling the innovative souls who don’t quite fit into the
game plan with their simple ideas of teaching the Greats and
generating wealth via innovation and invention. Lowering
student tuitions—placing the next generation in less debt—
would work wonders on several fronts: defunding epic
bureaucracies that teach the art of wealth transfer, while
simultaneously allowing the young to hold on to their capital
and credit; so that they can allocate it in entrepreneurship. For
if we cannot trust students to allocate their own capital, can
we trust administrations to?

[0152] Nobody spends somebody else’s money as care-
fully as he spends his own. Nobody uses somebody
else’s resources as carefully as he uses his own. So if you
want efficiency and effectiveness, if you want knowl-
edgeto be properly utilized, you have to do it through the
means of private property—Milton Friedman

[0153] By entrepreneurship students can engage in the art
of wealth creation while funding their dreams and rendering
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their ideals real in the realm of the novel video games inspired
by the present invention—as they get married and embark on
that higher, yet ever-waning venture—starting families.
CREATE seeks just enough capital to foster a fellowship,
rooted in character and conviction, devoted to creating a
cultural renaissance, both in novel gameworlds and beyond.
[0154] Joseph Campbell taught for thirty years at Sara
Lawrence College, sans significant overhead and a Ph.D.; and
his passionate work directly inspired the multi-billion-dollar
Star Wars and Matrix franchises (talk about artistic entrepre-
neurship & technology!), while influencing countless mov-
ies, games, teachers, and writers; and enriching tens of thou-
sands with “myths to live by” in these postmodern times. J. R.
R. Tolkien and C. S. Lewis lived humbly; spending lifetimes
teaching and writing, creating entire empires with the simple
tools of their trade that are mightier than the sword—the pen
wielded by courageous imaginations. It has been said that
those who can’t do teach; but when Hollywood needs a bil-
lion-dollar franchise, they always call upon the teachers—the
primary doers—those who first render ideals on the frontlines
of reality not by swords, but by pens. And so often it is that
those great teachers were inspired by even greater teachers,
including a blind man and two homeless men—Homer,
Socrates, and Jesus—who never wrote a single word between
them. The present invention would foster video games that
allow the player to join Homer, Socrates, and Jesus in fighting
for classical, exalted ideals.

[0155] Ideas Have Consequences is the title of a small, but
influential, book by Richard Weaver, and CREATE is based
on the premise that classical ideals have value in action.
Opportunity abounds to render classical ideals in technologi-
cal innovations; creating video games with soul and epic
storytelling—where ideas in gameworlds have consequences
in gameworlds. Varying societal and economic outcomes
could be witnessed in virtual reality, depending on the play-
er’s choices and actions—on their ideas rendered real via
action in the game world—which result in entities ranging
from Orwellian dystopias and bureaucracies to democratic
republics fostering peace and freedom. So it is that the player
will be given a more engaging experience with higher stakes;
as epic meaning, born by the battle for ideas which affect the
player’s relationships and world, ups the ante in plot and
character.

[0156] Opportunity abounds to render web technologies
with digital rights management for artists and creators, so that
the authors and inventors might realize their natural Consti-
tutional rights in protecting and profiting from their creations,
manifesting entrepreneurship’s fundamental premise: the
risk taker—the investor, creator, artist, and innovator—ought
get the reward. For while classic entrepreneurship is marked
by the creation of wealth; all too often modern “entrepreneur-
ship” has been characterized by the transfer of wealth, which
is the exact opposite of its true form. While classic innovation
was marked by physical engineering, postmodern innovation
is oft marked by financial engineering, by which the wealth of
true innovation is transferred to the managers with the most
creative accountants and PR departments, at a net loss to the
greater society, as deceit and subterfuge naturally undermine
and oppose the artist, poet, and prophet. The present invention
would foster video games that allow the player to join Homer,
Jefferson, Socrates, and Jesus in fighting for Natural Rights
and Property Rights.

[0157] Postmodernism, while oft providing the shortest
path to tenure, has also proven immensely profitable for those
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willing to gain the world and sacrifice their souls; as bureau-
cracies profit from groupthink and doublespeak. Indeed,
bureaucracy often cannot afford entrepreneurship and inno-
vation, as such entities are generally the province of the
individual; and their existence physically counters the mythi-
cal value of the bureaucracy, which must pretend to generate
wealth while merely transferring it. F. A. Hayek predicts the
inevitable, tragic results of placing too much faith in top-
down bureaucratic planning in 7%e Road to Serfdom, particu-
larly in two chapters entitled The End of Truth and Why the
Worst Get on Top. The present invention would foster video
games that allow the player to join Hayek, Homer, Jefferson,
Socrates, and Jesus in fighting for Natural Rights, Freedom,
Liberty, and Property Rights.

[0158] Thetragedy of collectivist thought is that, while it
starts out to make reason supreme, it ends by destroying
reason because it misconceives the process on which the
growth of reason depends. It may indeed be said that it is
the paradox of all collectivist doctrine and its demands
for “conscious” control or “conscious” planning that
they necessarily lead to the demand that the mind of
some individual should rule supreme—while only the
individualist approach to social phenomena makes us
recognize the superindividual forces which guide the
growth of reason. Individualism is thus an attitude of
humility before this social process and of tolerance to
other opinions and is the exact opposite of that intellec-
tual hubris which is at the root of the demand for com-
prehensive direction of social purpose.—F. A. Hayek,
The End of Truth, The Road to Serfdom

[0159] Hayek stated, “Society’s course will be changed
only by a change in ideas,” and Lord Keynes puts the onus on
us to get those ideas right:

[0160] The ideas of economists and political philoso-
phers, both when they are right and when they are
wrong, are more powerful than is commonly under-
stood. Indeed the world is ruled by little else. Practical
men, who believe themselves to be quite exempt from
any intellectual influence, are usually the slaves of some
defunct economist.—Keynes

[0161] But ideas are not enough, and Bogle reminds us of
that Greek form of honor by which everything is ultimately
accomplished—rendering word deed: “Action, always action
is required on the ever-dangerous odyssey that each of our
lives must follow.” The present invention would foster video
games that allow the player to take action and to join Hayek,
Homer, Jefferson, Socrates, and Jesus in fighting for Natural
Rights, Freedom, Liberty, and Property Rights. Benjamin
Franklin agrees:

[0162] And the Scripture assures me that at the last day
we shall not be examined by what we thought, but what
we did . . . that we did good to our fellow creatures.—
Benjamin Franklin

[0163] CREATE takes these words to heart, which are bol-
stered by da Vinici—that classic innovator, inventor, and
Renaissance man—* have been impressed with the urgency
of doing. Knowing is not enough; we must apply. Being
willing is not enough—we must do.” Like Neo, we must cross
that threshold; like Frodo we must leave the Shire and join
that greater story we were born to partake in, for Morpheus
reminds us, “There is a difference between knowing the path
and walking it.”

[0164] And the only risk is to take no risk; for to lose one’s
life is to find it. So many great entrepreneurs had to be fired
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before they set out on the path that lead towards their greater
apotheosis—they were forced across the threshold, and once
beyond, they were free to follow their ideals. And those ideals
were manifested in the elixir they eventually returned with,
enrichingus all. Bogle jokes that he “left” his former job at the
Wellington Fund and launched Vanguard in the same manner,
“fired with enthusiasm.”

[0165] The present invention would foster video games that
allow the player to take a risk—to go against the expert
opinion and create a new realm of video games and gaming—
to join Hayek, Homer, Jefferson, Socrates, and Jesus in fight-
ing for Natural Rights, Freedom, Liberty, and Property
Rights.

IV. Meeting the Mentor: Bogle’s Call to Adventure

[0166] Sing in me, Muse, and through me tell the story of
that man skilled in all ways of contending, . . . . He saw the
townlands and learned the minds of many distant men, and
weathered many bitter nights and days in his deep heart at sea,
while he fought only to save his life, to bring his shipmates
home.—Homer’s Odyssey

[0167] In teaching the Greats we remember every teacher
who ever taught Homer and Socrates by deeds as well as
words—we salute every mentor who reached on back to
Exodus for guidance in their living ventures and thus helped
ten thousand students cross that impassible sea and choose
rightly—we salute every professor who while never stepping
foot in a classroom, made the world their college and univer-
sity via books, speeches, and ventures—those leaders who
not only read the Founding Documents, Shakespeare, and the
Bible; but who, like Lincoln, took them to heart and envel-
oped the eloquent idealists with their soul, and taught us all of
history’s actualized relevance far better than postmodern pro-
fessors. The present invention would foster video games that
allow the player to join Hayek, Homer, Jefferson, Socrates,
and Jesus in fighting for Natural Rights, Freedom, Liberty,
and Property Rights.

[0168] ““Who sows virtue reaps honor,” wrote da Vinci, and
time and again it has been those who have acted upon Hom-
er’s and Socrates’ wisdom who have taught the unteachable;
and in following the higher ideals, they have exalted the
bottom line. Jack Bogle is one such mentor who teaches via
matching word and deed, and he sounds the bugle’s “call to
adventure” each semester in the opening pages of The Battle
For The Soul of Capitalism:

[0169] The most recent episode witnessed the culmina-
tion of an era in which our business corporations and our
financial institutions, working in tacit harmony, cor-
rupted the traditional nature of capitalism, shattering
both confidence in the markets and the accumulated
wealth of countless American families. Something went
profoundly wrong, fundamentally and pervasively, in
corporate America . . . . At the root of the problem, in the
broadest sense, was a societal change aptly described by
these words from the teacher Joseph Campbell: “In
medieval times, as you approached the city, your eye was
taken by the Cathedral. Today, it’s the towers of com-
merce. It’s business, business, business” We had
become what Campbell called a bottom-line society. But
our society came to measure the wrong bottom line:
form over substance, prestige over virtue, money over
achievement, charisma over character, the ephemeral
over the enduring, even mammon over God.”—T7he
Battle for The Soul of Capitalism, by John C. Bogle
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[0170] As so many stories begin with an errant knight wan-
dering into a forest and happening upon an amulet, or god-
dess, orkey (the key to the journey), I first happened upon this
most rare, thundering passage in a Carolina bookstore in
December 2005, while contemplating the syllabus for the first
Artistic Entrepreneurship & Technology class which would
be taught in the spring of 2006 at UNC; a class that would be
based on Joseph Campbell’s hero’s journey. And there was
Jack Bogle—Wall Street’s resident idealist, who had resisted
athousand temptations and won a thousand showdowns in the
creation of Vanguard, and who I’d heard deliver a most inspi-
rational oration at Princeton the previous year—there he
quoted Campbell in stating we’d lost sight of epic story and
“the way things ought to be.” The present invention would
foster video games that allow the player to follow Campbell’s
Hero’s Journey on out to the way things ought to be.
[0171] Bill Moyers’ famous interview with Jospeh Camp-
bell resulted in a great book and DVD: The Power of Myth,
which led to a Campbellian revival. And Moyers’ recent inter-
view with Bogle concludes with Bogle saluting the vast and of
oft unheralded wealth of the arts and literature. The class
watches both interviews; seeing that classical mythology per-
vades all successful ventures—be it Star Wars or The Van-
guard Group; be it Campbell’s The Hero With a Thousand
Faces, or Bogle’s Battle.
[0172] I flipped to the opening pages of Battle and saw
these epigraphs:
[0173] If the trumpet give an uncertain sound, who shall
prepare himself to the battle?—St. Paul, Corinthians
[0174] This above all: To thine own self be true, and so it
shall follow, as the night the day, thou cans’t not then be
false to any other man.—William Shakespeare, Hamlet
[0175] A prophet is not without honor, save in his own
country.—Matthew
[0176] We are not afraid to follow truth wherever it may
lead, nor to tolerate any error so long as reason is left free
to combat it.—Thomas Jefferson
[0177] Sometimes people call me anidealist. Well, that is
the way [ know I am an American. America is the only
idealistic nation in the world.—Woodrow Wilson
[0178] Shakespeare, The Bible, Jefferson . . . all would be
featured in AE&T, and all will be featured in the novel video
games that this invention will foster and inspire! I bought
Battle right then and there in Carolina, for I had already
started underlining in the book. Leading with Battle would
make teaching the AE&T class easy, 1 reasoned, as with
Jack’s rich style, majestic accomplishments, and constant
references to the classics, I would be able to whet the student’s
appetites—to convince them that the classics are their great-
est investment. It’s not every day someone creates a trillion-
dollar enterprise, let alone one based on principle. Surely,
such mentors have something to say regarding the art of
entrepreneurship.
[0179] And it would be fun to teach Battle alongside The
Odyssey from where the very word mentor derives, as Athena,
the goddess of wisdom and beauty, disguises herself as a wise
old man, named Mentor, to help Telemachus; and so too
might a game inspired by this invention begin. The books
would convince the students that ideals trump avarice across
all realms and ages, and that character counts far more than all
those entities they teach one to count in accounting (and all
too often to miscount these days). And when Jack signed that
same, beaten, dog-eared copy of Battle alittle over ayear later
in California, where he keynoted the first annual Hero’s Jour-
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ney Entrepreneurship Festival, after getting up at 4 AM in a
Philadelphia snowstorm and flying 3,000 miles on the elev-
enth anniversary of his miraculous heart transplant, he added
the inscription, “Press on, regardless.” Simple words backed
by enormous deeds; which can never fade.

[0180] In the opening of Battle, Jack turns not to the vast
contributions of the Greatest Generation, nor his own accom-
plishments (he oft jokes that he has a lot to be humble about),
but he humbly writes a heartfelt inscription to the freshmen—
and we’re all freshmen in this class:

[0181] My generation has left America with much to be
set right, You have the opportunity of a lifetime to fix
what has been broken. Hold high your idealism and your
values. Remember always that even one person can
make a difference. And do your part “to begin the world
anew.”

[0182] Bogle’s words speak to the students. They thunder
to the students, as the students are longing for a renaissance.
Although they come to college often taking on unprecedented
debt which contributes to the 50% divorce rate they will
graduate facing—where Odysseus and Penelope are tragi-
cally divided and never reunited as the fiatocracy deconstructs
the classics to place all in service of the state and corpora-
tions; although the students have grown up witnessing soul-
less scandal after scandal until scandal has almost come to
define the very nature of contemporary business and govern-
ment, and the pinnacle of postmodern success in this “barrel
of rotten apples;” they yet show up with immortal souls that
are born knowing of higher, nobler ways; and inextinguish-
able yearnings for the thundering third act, whence justice is
rendered. Such is the distant thunder they hear in Battle and
The Odyssey. And the rest of the class pertains to how best to
proceed with the renaissance’s exalted venture. The present
invention would foster video games that allow the player to
heed the call to adventure, fight for marriage and the family as
did Odysseus, and join Hayek, Homer, Jefferson, Socrates,
and Jesus in fighting for Natural Rights, Freedom, Liberty,
and Property Rights, rendering exalted ideals real, as ideas
have consequences.

[0183] Again—in his Poetics Aristotle writes “while his-
tory tells us the way things are, story tells us the way things
ought to be,” and he adds, “When storytelling declines the
result is decadence.” Thus AE&T has a higher calling than
short-term profits, bringing to mind Captain Ahab’s words:

[0184] Nantucket market! Hoot! But come closer, Star-
buck; thou requirest a little lower layer. If money’s to be
the measurer, man, and the accountants have computed
their great counting-house the globe, by girdling it with
guineas, one to every three parts of an inch; then, let me
tell thee, that my vengeance will fetch a great premium
here! He smites his chest.—Moby Dick

[0185] “It mustbe of the spirit if it is to save the flesh,” said
General MacArthur, and this battle must ultimately be for a
renaissance in the classical liberal arts education; for ideas
have consequences. When we return the Greats to the center
and circumference of academia—their natural and rightful
place—great dividends will accrue on Wall Street and Main
Street, in Hollywood and the Heartland. If we fail to do this .
.. well, we must not fail. The present invention would foster
video games that allow the player to heed the call to adventure
an dpursue the higher wealth granted by virtuous word and
deed, fight for marriage and the family as did Odysseus, and
join Hayek, Homer, Jefferson, Socrates, and Jesus in fighting
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for Natural Rights, Freedom, Liberty, and Property Rights,
rendering exalted ideals real, as ideas have consequences.
[0186] “Life imitates art,” and ideals set down in ink have
ever preceded exalted action; and so it is that the present
invention will have far off and wide-ranging consequences in
the contemporary culture. Where would the front lines have
found courage during the American Revolution, without the
poetry of The Declaration of Independence, which Jefterson
did not consider original, but instead characterized with, “I
did not consider it part of my charge to invent new ideas
altogether, and to offer no sentiment which had ever been
expressed before.” And it is that very same pervading his-
tory—that classical heritage—which the students must be
afforded so that they can foster lasting wealth by integrating
the epic soul in living ventures and institutions—in schools
and businesses—in the government and that far more funda-
mental kingdom—the family.

[0187] I always ask the students what law and business
schools the framers of the Constitution—that foundational
business plan and legal guide for all ventures—attended.
Some guess Harvard Law. Others guess Yale or Princeton.
Well, they attended the same law school as Lincoln and
Melville—as Shakespeare and Dante—the Great Books and
Classics; those foundational case studies which schooled
Emerson on entrepreneurial “self reliance” and Thoreau on
“civil disobedience,” and which are ready to bolster and
befriend any soul who looks their way. *Tis the school where
admission is free, the learning is never done, and there are no
degrees. CREATE is but a humble quest to partake in this
higher institution.

[0188] Socrates stated that all true wealth comes from vir-
tue, and not virtue from wealth, and with this in mind, CRE-
ATE, and novel video games inspired by the present inven-
tion, would teach Adam Smith in his proper order, with 4
Theory of Moral Sentiments preceding The Wealth of Nations.
It is at the crossroads of Athens and Jerusalem that the mean-
ing of 1776’s entrepreneurial precepts—found both in
Smith’s and Jefferson’s words—comes to life:

[0189] When in the Course of human events it becomes
necessary for one people to dissolve the political bands
which have connected them with another and to assume
among the powers of the earth, the separate and equal
station to which the Laws of Nature and of Nature’s God
entitle them, a decent respect to the opinions of mankind
requires that they should declare the causes which impel
them to the separation.

[0190] Those idealists who remain loyal to the Laws of
Nature and of Nature’s God are oft deemed rebellious and
cantankerous, and vehemently opposed by Kings, Tyrants,
and modern CEOs; just as they would be in the novel video
games inspired and made possible by the present invention.
But the true rebels and rugged players shall fear no King’s
army, nor PR department in this novel FPS, for Jefferson
wrote: “I Have Sworn Upon the Altar of God eternal hostility
against every form of tyranny over the mind of man.” How
many business schools include such simple sentiments in
their ethics class? While teaching students how to corrupt the
housing market via the marketing of subprime “neutron
bomb” loans laden with fine print, as fanboys hire and kill
hookers and cops and jack cars, while all the lovely Disney
Sirens conceal their true intentions, how many universities
teach the greater value of the home?

[0191] But they could not persuade me or touch my
heart.

[0192] Nothing is sweeter than your own country

[0193] And your own parents, not even living in a rich

house—Homer’s Odyssey
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[0194] Bogle’s Bartle celebrates the spirit of 1776, and he
quotes Adam Smith and General Washington in a section on
business ethics which ought be read in every MBA program;
or at least any MBA program that considers it worthwhile to
study the precepts underlying trillion-dollar Wall Street ven-
tures as well as America’s very engine of wealth—classic
entrepreneurship founded on character, integrity, and humble
service. The present invention would foster video games that
allow the player to heed the call to adventure, fight for classic
entrepreneurship, marriage, and the family as did Odysseus,
and join Adam Smith, George Washington, Hayek, Homer,
Jefferson, Socrates, and Jesus in fighting for Natural Rights,
Freedom, Liberty, and Property Rights, rendering exalted
ideals real, as ideas have consequences:

[0195] The idea that values are intimately embedded in
the practice of business was hardly anathema to the
worldly economists of the ages. Late in the eighteenth
century, even before Adam Smith extolled, in The Wealth
of Nations, the virtues of the invisible hand of competi-
tion and the essential nature of personal advantage and
self-interest in making the world’s economic system,
work, he wrote The Theory of Moral Sentiments. In that
remarkable book he called for “reason, principle, con-
science, the inhabitant of the breast, the great judge and
arbiter of our conduct, who shows us the real littleness of
ourselves, the prosperity of generosity, of resigning the
greatest interests of our own for the greater interests of
others, the love of what is honorable and noble, the
grandeur and dignity of our own characters.” Adam
Smith with us again, but here as the apostle of virtue. . .
. Joseph Schumpeter identified a similar spirit. Nearly a
century ago, he described for us the motives of the suc-
cessful entrepreneur: “The joy of creating, of getting
things done, of simply exercising one’s energy and inge-
nuity. . . . the will to conquer, the impulse to fight, to
succeed, not for the fruits of success, but for success
itself”

[0196] Inthe 1930s John Maynard Keynes followed suit,
reminding us that numbers are only numbers, quantities
on a scoreboard that are only one measure—and, truth
told, hardly the best measure—of an enterprise. Keynes
emphasized that it was there merest pretense to suggest
that an enterprise is “mainly actuated by the statements
in its own prospectus, however candid and sincere . . .
based on an exact calculation of benefits to come.”
Rather, the key to success is “animal spirits—a sponta-
neous urge to action rather than inaction,” warning that
“if animal spirits are dimmed and the spontaneous opti-
mism falters, leaving us to depend on nothing but a
mathematical expectation, enterprise will surely die.

[0197] These three economists—surely among the
greatest in history—are all sending us the same message,
advising us to put the greater interest of others and the
dignity of our own characters first, and our own self-
interest second; to put enterprise and animal spirits first,
and managing for the bottom line second; to put the joy
of creating and the will to conquer first, and the mindless
conformity of greed last . . . .

[0198] ... Again hear Adam Smith, “He is certainly not
a good citizen who does not wish to promote, by every
means of his power, the welfare of the whole society of
his fellow citizens.” So it is essential that the owners of
corporate America speak up, speak out, and demand that
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our corporations and our fund managers represent our
interests rather than their own—the owners first, the
managers only second.

[0199] We also would do well to honor by our actions the
words of the giant who was, all those years ago, the first
in the hearts of his countrymen. In his farewell address in
1796, President George Washington reminded us that
“virtue or morality is a necessary spring of popular gov-
ernment), warning that “reason and experience both for-
bid us to expect that national morality can prevail in
exclusion of religious principle.”—John C. Bogle, Tke
Battle for The Soul of Capitalism, Chapter 10, American
Capitalism in the Twenty-First Century, To Begin the
World Anew.

[0200] “To begin the world anew,” are the words that mark
both the beginning of Battle and its final chapter, and those
very same words also bookend Bogle’s rugged optimism
which never changes course. “To begin the world anew,” is the
charge laid at the student’s feet; and ’tis every entrepreneur’s
humble task. Martin Luther King recognized the importance
of the epic, immortal spirit whose exaltation becomes every
generation’s duty, “If we are to go forward, we must go back
and rediscover those precious values—that all reality hinges
onmoral foundations and that all reality has spiritual control.”
Emerson stated that the universe is ultimately moral, and the
present invention would foster video games that allow the
player to heed the call to adventure, fight for a more exalted
world and classical, epic ideals, as did King, Emerson, Odys-
seus, and join Hayek, Homer, Jefferson, Socrates, and Jesus
in fighting for Natural Rights, Freedom, Liberty, and Property
Rights, rendering exalted ideals real, as ideas have conse-
quences.

[0201] Here I go again, quoting Bogle quoting:

[0202] A year ago, in a talk on entrepreneurship that
celebrated the 300th birthday of Benjamin Franklin, I
reflected on this 18th century connection with a wonder-
ful quotation: “Soon we shall know everything the 18th
century didn’t know, and nothing it did, and it will be
hard to live with us.” These words were the opening
epigram of Building a Bridge to the Fighteenth Century,
by the late Neil Postman—oprolific author, social critic,
and professor at New York University. Postman’s book
presented an impassioned defense of the old-fashioned
liberal humanitarianism that was the hallmark ofthe Age
of Reason. His aim was to restore the balance between
mind and machine, and his principal concern was our
move away from an era in which the values and character
of Western Civilization were at the forefront of the
minds of our great philosophers and leaders, and in
which the prevailing view was that anything that’s truly
important must have a moral authority—Bogle, Van-
guard. Saga of Heroes

V. Serving Student Demand for the Classical Spirit

[0203] The present invention would foster games serving
rising demand for the classical, epic, exalted spirit; wherein
one gets to pass judgment, reunite families, and kill the fan-
boys who hire and kill prostitutes and cops, delivering exalted
justice to them and the gaming community. The rising gen-
eration, although born in a declining fiatocracy which funds
and institutes postmodernism and debt, yet have immortal
souls. And thus the demand for exalted, epic art is as vast—
just as vast as that art is in short and rare supply.
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[0204] Laws will be wisely formed and honestly admin-
istered in proportion as those who form and administer
them are wise and honest; whence it becomes expedient
for promoting the public happiness that those persons
whom nature has endowed with genius and virtue should
be rendered by liberal education worthy to receive and
ableto guard the sacred deposit of the rights and liberties
of'their fellow citizens; and that they should be called to
that charge without regard to wealth, birth or other acci-
dental condition or circumstance.—Thomas Jefferson

[0205] The job of an educator is to teach students to see
vitality in themselves.—Joseph Campbell

[0206] Over 120 students applied for the first AE&T class a
few years back at UNC Chapel Hill, and the class has now
been taught as a high school class, freshman seminar, upper-
level class, MBA class, and class combining everyone—un-
dergrads and grads, freshmen with record labels, third year
law students, MBAs, and computer science majors. The
Greats speak to all ages and majors, while entrepreneurship
beckons every soul to take ownership in destiny. And if ever
supply reaches demand on the university campus, all students
will be afforded the opportunity to read Bogle’s Battle for The
Soul of Capitalism alongside Homer’s Odyssey. Their appe-
tites whetted for the glory of the Greats, the students develop
business plans as they journey on through most useful
works—works including The Founding Documents, excerpts
from Adam Smith and Plato’s Republic, Aristotle’s Poetics,
Campbell’s Hero With a Thousand Faces, Socrates’ Apology,
and Dante’s Inferno, The Book of Matthew, and other classical
works. What do these works have to do with video games, art,
entrepreneurship, and technology? Well, as long as art and
entrepreneurship concerns itself with serving society with
wealth and freedom in a free-market system, then the ques-
tion is, “What don’t the Greats have to do with entrepreneur-
ship, art, technology, and video games?” The present inven-
tion will foster games that achieve the higher calling that
Socrates and Jesus were put to death for heeding.

[0207] The Greats have ever been the true center and cir-
cumference of art and education, and hundreds of years from
now, the soul’s center and circumference will not have
changed; and thus this present invention is suited for creating
a brand new realm of epic, classical video games, which will
last for hundreds of years. Where moral freedom and liberty
yet walk hand-in-hand with innovation and entrepreneurship,
wealth will be fostered; and students shall learn this in the
novel “ideas have consequences” gameworlds. Where
humble individuals—the source of all art and science—re-
main free to navigate by the classic ideals on their own hero’s
journeys—on out past the bureaucracies of their day to where
they can seize the sword from the stone, society will be
enriched, and students shall learn this in the novel “ideas have
consequences” gameworlds. The lone visionary, who voy-
ages beyond, is the very same one who eventually returns
home with the elixir; as sure as Odysseus returns on home to
Penelope, Dante ascends to Beatrice, and Moses comes on
down from that mountain with those ten tenets that proved far
more valuable than the golden calf he found his contempo-
raries worshipping. I doubt he’d approve of us taking them off
the walls, and students shall learn this in the novel “ideas have
consequences” gameworlds.

[0208] Now and then faculty have remarked that the sylla-
bus presents an arduous reading list, especially for a business
class, but the reading list is what makes AE&T possible. For
in these cynical times, students might not believe Dr. E about
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the primary importance of ideals in business and life—in
enduring art, technology, video games, and blockbusters; and
so [ step aside to let Bogle, Fay, Homer, Campbell, Dante,
Plato, Aristotle, the Founding Fathers, da Vinci, Star Wars,
300, and The Matrix all deliver the same message; leaving no
doubt as to the vast value of a classical liberal arts education.
And after they read Carl Schramm’s Universities and the
Entrepreneurial Imperative; it is not too hard to convince
them to “go forth and embody those ideals—take ownership
in your educations and lives via action—take classes celebrat-
ing the Great Books, take rugged hands-on courses in science
and technology, and then roll up your sleeves and render those
ideals real in living ventures,” such as the present invention
that will render and realize novel video games with classical,
epic, and exalted soul.

[0209] There is not time enough to give the Great Books
their due in a four-year college education, let alone a semester
or festival, and my chief aim is to create portals and novel
video games as those described in this invention, which will
lead on out towards lifetimes of learning; so that students
might learn to keep a copy of Homer beside one’s bed, refer-
ence Jefferson or the Constitution in a business plan, carry
Dante while traveling; and learn to read the news of the
day—The Wall Street Journal and New York Times—in the
deeper context of the permanent things; so that they can resist
popular opinion and the “wisdom of crowds” should it ever
eclipse truth and freedom’s ideals. As the entrepreneur is
marked by the quest to sail beyond the way things are, on out
to the way things ought to be, the epic stories are their most
valuable asset—as valuable as the fixed stars are to sailors
navigating the open ocean. To send students forth in life
without rudimentary knowledge of the Greats would be akin
to sending sailors forth without knowledge of the stars, and
thus the novel games described herein shall be best played by
those who acquire classical learning and wisdom.

[0210] So it is that the very least I can do is to design novel
games that aid in the teaching of this “Hero’s Journey” class
year, after year, after year—to call the students to adventure
by teaching Battle alongside The Odyssey,; before partaking
in the following books; by reading, by excerpting, by refer-
encing, by acting upon and rendering their ideals real; and by
telling the students that we ultimately have not the power to
grade them—but we would surely be failing them were we to
neglect introducing them to these epic schoolmasters. We’ve
been given but one lifetime to prepare for that final final,
whence we will be asked not only if we read and understood,
but if we did.

[0211] Readinglist for Dr. E’s AE&T Class, & books Theat
will Help Players Make It Through The Novel Ideas Have
Consequences Video Games:

[0212] Opening Books:

[0213] The Battle for The Soul of Capitalism, John C. Bogle
[0214] The Odyssey, Homer

[0215] Mythology:

[0216] The Hero With a Thousand Faces, Joseph Campbell
[0217] Philosophy:

[0218] Socrates’ Apology, Plato

[0219] Plato’s Republic (particularly Book VIl & The Par-
able of The Cave)

[0220] Aristotle’s Poetics

[0221] The American Founding:

[0222] The Declaration of Independence

[0223] The Constitution

[0224] Benjamin Franklin's Autobiography
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[0225] Economics

[0226] The Theory of Moral Sentiments, Adam Smith
[0227] The Wealth of Nations, Adam Smith

[0228] The Entrepreneurial Imperative, Carl Schramm
[0229] The Road to Serfdom, F. A. Hayek

[0230] Classical Economics, Thomas Sowell

[0231] Religion:

[0232] Exodus (KIV)

[0233] The Book of Matthew (KJV)

[0234] Literature:

[0235] Hamlet, Shakespeare

[0236] Moby Dick, Herman Melville

[0237] Paradise Lost, Milton

[0238] Dante’s Inferno

[0239] The present invention will allow us to imagine and

exalt a game wherein the above classics are brought to life
along with their deep, profound souls and spirits.
[0240] Iknow that I cannot begin to do these works justice
in a semester, let alone four years, but all I ask the students is
that they don’t return the books at the end of semester; all of
which cost about the same as a single modern textbook; and
that they treat them as lifelong friends. For way leads onto
way . .. and all these books lead on back to eternity’s common
source—the moral soul. And as the final assignment is a
fifteen-page plan regarding a new venture; in which one fresh-
man took the opportunity to write on how to improve the
university, we also incorporate business books:
[0241] Business:
[0242] Own Your Own Corporation, by Garrett Sutton,
Robert T Kiyosaki, and Ann Blackman
[0243] The Art of The Start, by Guy Kawasaki
[0244] Angel Investing: Matching Startup Funds with
Startup Companies—A Guide for Entrepreneurs, Indi-
vidual Investors, and Venture Capitalists by Mark Van
Osnabrugge and Robert J. Robinson

VI. All Roads Lead to Rome

[0245] Asallroadsleadto Rome, AE&T by and by evolved
into a Great Books course, navigating on back to the cross-
roads of Athens and Jerusalem where a philosopher once
stated, “the past is prologue,” and so it is that novel games,
such as those implied by the present invention, shall soon gain
classical souls. For time and again; when it came to business,
art, law, entrepreneurship, and technology—to management
and leadership—I could find no greater mentors than Frank-
lin, Jefferson, Hamilton, Shakespeare, da Vinci, and Dante—
individuals who, like Newton, “stood upon the shoulders of
giants to see further.” Indeed, at its most fundamental level,
law comes to us from art and epic poetry, suggesting a more
efficient way to teach the soul of screenwriting, law, art,
economics, and entrepreneurship all in the same class and
video game—simply exalt the Greats and classical principles.
At HerosJourneyRenaissance.org I write:

[0246] The movie 300 demonstrated that the rising gen-
eration is longing for the classical spirit and soul; and
Artistic Entrepreneurship & Technology 101 is revolu-
tionizing academia with its simple precept that the spirit
of our law and literature—of The Constitution and Ham-
let—derive from the same place—the classical Judeo
Christian heritage. And so that which had been divided
into business, law, film, art, and accounting; is reunited
in truth and the simplicity of soul—in a classical liberal
arts education—in a foundational renaissance.
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[0247] Aristotle’s Poetics ought be required reading for
every gamewriter, screenwriter, and novelist, along with
Homer; for if the Greats cannot teach the art of storytelling,
then it likely cannot be taught. And lawyers and MBAs would
also read the masters at CREATE, as they played the novel
“Ideas Have Consequences Video Games,” as Madison sug-
gested in a letter he wrote to Jefferson while contemplating
the first textbook for the University of Virginia’s nascent law
school:

[0248] I have looked with attention over your intended
proposal of a textbook for the Law School. It is certainly
the very material that the true doctrines of liberty, as
exemplified in our Political system, should be inculcated
on those who are to sustain and administer it. It is, at the
same time, not easy to find standard books that will be
both guides & guards for the purpose. Sidney & Locke
are admirably calculated to impress on young minds the
right of Nations to establish their own Governments, and
to inspire a love of free ones . . . . And on the distinctive
principles of the Government of our own State, and that
of the United States, the best guides are to be found in—

[0249] 1. The Declaration of Independence, as the fun-
damental act of Union of these States.

[0250] 2. The book known by the title of the Federalist,
being an Authority to which appeal is habitually made
by all & rarely declined or denied by many, as evidence
of the general opinion of those who framed & those who
accepted the Constitution of the United States on ques-
tions as to its genuine meaning.

[0251] 3. The Resolutions of the General Assembly of
Virginia in 1799, on the subject of the Alien & Sedition
laws, which appeared to accord with the predominant
sense of the people of the U.S.

[0252] 4. The Inaugural Speech & Farewell Address of
President Washington, as conveying political lessons of
peculiar value; and that in the branch of the School of
law which is to treat on the subject of Government, these
shall be used as the text & documents of the school.

[0253] CREATE, and novel video games inspired by this
invention, would make sure that every student met the masters
with the intent of developing lifelong friendships, thusly
resulting in superior and exalted forms of education. The
classics served Bogle quite well throughout the creation and
stewardship of Vanguard, as well as during his multiple pur-
suits as student, humble entrepreneur, author, lecturer, and
writer; which while encompassing a remarkable range, are
yet all but one career—the career of an idealist. Mark Twain
found words for Bogle’s occupation—"“Always do right. This
will gratify some people and astonish the rest.”

[0254] When Twain addressed the 1906 Congress regard-
ing copyrights and intellectual property, he did not reference
case studies, but he cut straight to the chase and referenced
that original legal scholar—Moses:

[0255] I am aware that copyright must have a limit,
because that is required by the Constitution of the United
States, which sets aside the earlier Constitution, which
we call the decalogue. The decalogue says you shall not
take away from any man his profit. I don’t like to be
obliged to use the harsh term. What the decalogue really
says is, “Thou shalt not steal,” but I am trying to use more
polite language.”

[0256] So it is that the “spirit of the law” trumps “the letter
of the law” in the artist’s soul, and CREATE agrees with
Twain’s assessment of artists’ rights—those artists who have
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practically built web 2.0, but have yet to be compensated; as
aggregator’s capitalism has eclipsed creator’s capitalism;
leading to the decline of the music industry. While youtube
received $1.6 billion for aggregating artists, the artists
received nothing; as they had been told that they have no value
as an individual, but only in the context of a group. This
parallels a greater transition, as Bogle noted in Batt/le—man-
ger’s capitalism has eclipsed owner’s capitalism. It is as if the
artists have to pay Tom Sawyer for the privilege of painting
his fence. Or, as Bogle might say, the investors have to pay the
mutual fund managers for the privilege of receiving lower
returns than those bestowed by the simple Vanguard Index
fund. Which brings us to the common, epic battle of the hero’s
journey that would be exalted in games inspired by the
present invention—wherein the player—the worker, investor,
entrepreneur, and creator must perpetually fight the “good
fight”—to retain that which is rightfully theirs as dictated by
Natural Law. Jefferson, Washington, et al lead the charge
against King George, and the spirit of the American Revolu-
tion is echoed in the following words:

[0257] The classic system—owner’s capitalism, had
been based on a dedication to serving the interests of the
corporation’s owners in maximizing return on their capi-
tal investment. But a new system developed—manager’s
capitalism—in which, Pfaff wrote, “The corporation
came to be run to profit its managers, in complicity if not
conspiracy with accountants and managers of other cor-
porations.”—IJohn C. Bogle, Founder and Former Chair-
man of The Vanguard Group, The Battle for The Soul of
Capitalism

[0258] There’s a difference between us. You think the
people of this land exist to provide you with position. I
think your position exists to provide those people with
freedom. And I go to make sure that they have it.—
William Wallace in Braveheart, by Randall Wallace

[0259] Man should not be in the service of society, soci-
ety should be in the service of man. When man is in the
service of society, you have a monster state, and that’s
what is threatening the world at this minute.—Joseph
Campbell, author of Hero With a Thousand Faces

[0260] CREATE, and the novel video games inspired by the
present invention, would approach technology based on these
enduring tenets supporting individual rights, also echoed in
the words of Smith, Friedman, Hayek, and John Adams; in
their reflections on individual property rights and freedom:

[0261] Nobody spends somebody else’s money as care-
fully as he spends his own. Nobody uses somebody
else’s resources as carefully as he uses his own. So if you
want efficiency and effectiveness, if you want knowl-
edge to be properly utilized, you have to do it through the
means of private property.—Milton Friedman

[0262] Ifhistory could teach us anything, it would be that
private property is inextricably linked with civiliza-
tion.—Ludwig von Mises

[0263] The system of private property is the most impor-
tant guaranty of freedom, not only for those who own
property, but scarcely less for those who do not.—Fre-
drich August von Hayek

[0264] The moment the idea is admitted into society that
property is not as sacred as the law of God, and that there
is not a force of law and public justice to protect it,
anarchy and tyranny commence.—John Adams

[0265] The directors of such companies, however, being
the managers rather of other people’s money than of
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their own, it cannot well be expected that they should
watch over it with the same anxious vigilance with
which the partners in a private copartnery frequently
watch over their own. Like the stewards of a rich man,
they are apt to consider attention to small matters as not
for their master’s honor, and very easily give themselves
a dispensation from having it. Negligence and profu-
sion, therefore, must always prevail, more or less, in the
management of the affairs of such a company.—Adam
Smith, An Inquiry into the Nature And Causes of the
Wealth of Nations
[0266] So it is that the classical soul demands that artists
must be given software that allows them to protect and profit
from their creations, as well as video games that exalt classi-
cal ideals which have exalted consequences when rendered
via virtuous word and deed. The recording industry has been
demolished by postmodernism on multiple fronts, as it eroded
both the notion of classical property rights and the epic nar-
ratives that bolstered the classical love necessary to meaning-
ful love songs; and thus epic stories which define property
rights and love are of fundamental essence to a renaissance.
DRM systems will be needed to protect the film and music
that is born by the individual artist’s rendering of ideals. And
such art will contain the epic stories and ideals that underlie
the concept of natural rights and property rights—rights that
will be exalted novel video games described by the present
invention.
[0267] Opportunity abounds for entrepreneurs to marry
classical ideals to tomorrow’s social networks and digital
content sites; allowing the artists to protect and profit from
their creations. CREATE envisions web-based content sys-
tems that afford creators their natural property rights, and
even a new breed of video games could be created, which
renders the dark outcomes of societies that forgo natural
rights, property rights, and their moral soul; defined in Exo-
dus and The Odyssey alike. Tomorrow’s software designers
and game developers—tomorrow’s arts entrepreneurs—can
benefit greatly from reading the Greats and rendering those
ideals in living ventures, endowing art and technology with
soul.
[0268] As the past is prologue, CREATE envisions video
games wherein the player battles not just for points, but for
ideas; where they go up against not just graphically insidious
monsters; but those greater monsters that resulted in the twen-
tieth century’s horrific atrocities—ideas that had grotesque
and dire consequences.
[0269] Benjamin Franklin—America’s original entrepre-
neur—made a list of twelve precepts to live by, whereupon he
realized he’d forgotten the most important one: “13. Humil-
ity: Imitate Socrates and Jesus.” For one cannot serve two
masters, and what does it profit one to gain the world and lose
their soul? And with the same courage that Achilles took to
battle, Socrates addressed the Athenian jury with a basic
treatise on economics—the present invention imagines
games in which one could save Socrates, or exalt in similar
courage:

[0270] For I do nothing but go about persuading you all,
old and young alike, not to take thought for your persons
or your properties, but first and chiefly to care about the
greatest improvement of the soul. I tell you that virtue is
not given by money, but that from virtue comes money
and every other good of man, public as well as private.
This is my teaching, and if this is the doctrine which
corrupts the youth, I am a mischievous person. But if any
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one says that this is not my teaching, he is speaking an
untruth. Wherefore, O men of Athens, I say to you, do as
Anytus bids or not as Anytus bids, and either acquit me
or not; but whichever you do, understand that I shall
never alter my ways, not even if [ have to die many
times.—The Apology
[0271] Socrates did not get tenure for The Apology, but
rather he was sentenced to death by peer review; and if ever
you should sojourn into the ornate Princeton Chapel, you will
see Socrates in the stained glass, alongside the prophets. I oft
wonder what artist enshrined Socrates up there—a craftsman
now long passed on—but yet I remember them to my class,
along with all kindred spirits and unsung heroes in this com-
munity of immortal souls, who did their essential part in
propagating the vast wealth of our heritage. Bogle quoted
Helen Keller in his Vanguard: Saga of Heroes speech to salute
this fellowship of humble heroes: “I long to accomplish a
great and noble task, but it is my chief duty to accomplish
humble tasks as though they were great and noble. The world
is moved along, not only by the mighty shoves of its heroes,
but also by the aggregate of the tiny pushes of each honest
worker.”
[0272] I forwarded the above Socrates quote to Bogle, and
it ended up in another classic speech: Erough. Commence-
ment Address MBA Graduates of the McDonough School of
Business by John C. Bogle, founder, The Vanguard Group
Upon receiving the Honorary Degree of Doctor of Humane
Letters from Georgetown University. The speech opens with:

[0273] Here’s how I recall the wonderful story that sets
the theme for my remarks today: At a party given by a
billionaire on Shelter Island, the late Kurt Vonnegut
informs his pal, the author Joseph Heller, that their host,
ahedge fund manager, had made more money in a single
day than Heller had earned from his wildly popular
novel Catch 22 over its whole history. Heller responds,
“Yes, but 1 have something he will never have . . .
Enough.”

[0274] Enough. I was stunned by its simple eloquence, to
say nothing of its relevance to some of the vital issues
arising in American society today. Many of them revolve
around money—yes, money—increasingly, in our “bot-
tom line” society, the Great God of prestige, the Great
Measure of the Man (and Woman). So this morning I
have the temerity to ask you soon-to-be-minted MBA
graduates, most of whom will enter the world of com-
merce, to consider with me the role of “enough” in
business and entrepreneurship in our society, “enough”
in the dominant role of the financial system in our
economy, and “enough” in the values you will bring to
the fields you choose for your careers. Bogle,—http://
www.vanguard.com/bogle_site/sp20070518.htm

[0275] The novel games inspired by the present invention
will teach that the greater rewards are not in hiring and killing
prostitutes and jacking cars and killing innocent civilians, but
they are in serving the classical, weightless, higher ideals, like
The Man With No Name does, in fistful of Dollars, when he
finally rides away on his donkey, leaving the gold behind, as
he had come not for the money, but for justice—to reunite the
family and render justice to the gangsters. The novel video
games implied and described in this present invention will
allow the player to render that higher justice, reunite the
family, and leave the gold behind.

VII. Battles & Odysseys to Come

[0276] There is nothing, in my little reading, more
ancient in my memory than the observation that arts,
sciences, and empire had traveled westward.—John
Adams
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[0277] And so CREATE and a brand new breed of video
games will ride with the Greats in rendering ideals real,
following the lead of the first three years of the AE&T classes:
freshman seminars, upper level courses, and MBA classes,
and continue hosting HIEF festivals which have been held in
a business school, a law school, and a music venue. The
classics come to life on the cutting edge, and this year’s HIEF
hosted Flint Dille and John Zuur, award-winning authors of
the #1 book on video game design, who emphasized the
importance of classic story and the hero’s journey in their own
pioneering odyssey—defining a brand new art form.

[0278] Bogle’s Battle for The Soul of Capitalism shall
sound the definitive bugle on that first day for years to come,
and the AE&T students will rush to the front lines of the
renaissance in reading Battle alongside Homer’s Odyssey—a
most pertinent book to the American spirit, for in his later
years Jefferson wrote, “One by one they all fall away, until
one is left with Virgil and Homer, and perhaps Homer alone.”
Students and gamers will exalt in this classical spirit—join in
this epic battle for higher ideals—for that freedom which
requires eternal vigilance—in this brand new realm of games
and gaming.

[0279] Both Battle and The Odyssey tell the same story that
will be told in the video games inspired by this brave new
invention—character, integrity, ingenuity, and ideals are most
practical tools when it comes to defeating the lumbering,
one-eyed bureaucratic Cyclops, resisting the temptations of
the mutual fund marketing Sirens, battling the suitors and
croupiers who have been living off one’s estate, and reclaim-
ing that ultimate treasure—the home and family—Ithaca,
faithful Penelope, and Telemachus, whose coming of age
Odysseus witnesses in the final battle. Not only have Univer-
sities been leaving billions on the shelves in the form of the
classical tenets applied in the business realm, but they have
been leaving that far higher wealth there too—that which
cannot be counted down in dollars from the mint—Camp-
bell’s “myths to live by” which alone can enrich the impov-
erished spiritual realm. Too often those myths have been
exiled in the name of short-term profits; as character and
integrity—the founts of true, long-term wealth—get in the
way of the quick buck. And so it is that the novel “ideas have
consequences” video games shall result in epic profits for
those bold enough to implement and exalt the present inven-
tion.

[0280] While an MBA is given transient tools to assess the
price of housing hedge funds relative to interest rates, as
taxpaying home-owners bail out the banks that foreclose on
their houses; the university oft forgets to grant MBAs the
more permanent tools to assess and preserve the far greater
value of the home. When presented with the opportunity to
stay forever young with a goddess, Odysseus opts to shove off
and risk death in the stormy seas so as to return on home to his
faithful Penelope. Too many modern leaders and politicians
never read The Odyssey in college, but tomorrow’s students
ought be afforded the exalted spirit their souls naturally
demand; and which Jefferson et al pledged their lives, their
fortunes, and their sacred honors to bestow to future genera-
tions, as they “gave us arepublic,” in Franklin’s words, “if you
can keep it.” John Adams wrote, “Our Constitution was made
only for a moral and religious people. It is wholly inadequate
to the government of any other.”” And so it is that the novel
“ideas have consequences” video games shall result in epic
profits for those bold enough to implement and exalt the
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present invention, exalting a renaissance which inspires
people to keep this republic by fighting of, by, and for the
better angels of their nature.
[0281] The Odyssey, like all great books and lasting endeav-
ors, endures via the beauty of its moral story which embold-
ens our better angels and grants us mere mortals courage, as
it shows that even the greatest heroes suffer immeasurably in
their battle for ideals. Who are we to complain or feel slighted
when even the mighty Odysseus must dress as a beggar in his
own home, which has been overrun by a mob of lesser men
and croupiers? Who are we to complain when fanboys attack
the novel precepts in this invention? For their countering and
condescending fiat fanboy opinions—their snarky and thor-
ough dismissal of the Great Books and Classics—of Shakes-
peare, the Bible, and the Constitution—lend to this inven-
tion’s very patentability.
[0282] We are drawn to the Greats for the very same reason
we seek the mountains and oceans—their serene immensity
reminds us of the smallness of our trials; and too, it reminds us
of the exalting eternity of our soul. Something about us, we
know, lies beyond death and taxes. Is it any mystery then, that
the wealthy are drawn to donate to universities, following in
the footsteps of the original donors of greater wealth? Donors
with names like Cicero, Socrates, Solomon, and Shakespeare;
who didn’t climb mountains because they were there; but
built them because they weren’t. Mountains and oceans per-
vade the greats; from Mount Sinai to Noah’s flood, which
Melville pointed out yet covers two-thirds of the earth. And
thus there is yet plenty of room for a brave new fleet of games
based on this present invention.
[0283] The name Odysseus means “man of woe and sufter-
ing,” and it is a hallmark of Western Culture, and every Hol-
lywood epic, that the noblest oft suffer to serve ideals. And we
can never forget the brave soldiers all around the world:
[0284] Never in the history of the world has any soldier
sacrificed more for the freedom and liberty of total
strangers than the American soldier. And, our soldiers
don’t just give freedom abroad, they preserve it for us
here at home. For it has been said so truthfully that it is
the soldier, not the reporter, who has given us the free-
dom of the press. It is the soldier, not the poet, who has
given us freedom of speech. It is the soldier, not the
agitator, who has given us the freedom to protest. It is the
soldier who salutes the flag, serves beneath the flag,
whose coffin is draped by the flag who gives that pro-
tester the freedom he abuses to burn that flag.—Zell
Miller,
[0285] There they are, standing for ideals and selflessly
serving without ever drawing attention to the arduous journey
or any personal suffering. And art ought pay solemn tribute to
this—not to the glory nor horror of war—but the glory of the
soldiers. “We all did a bit of dying in that war,” the Outlaw
Jose Wales states, as blood drips on his shoe—the only visible
sign that he has been wounded. At the end of the journey,
when they have saved the world from a darker fate, their only
wish is that they could have done better and more. And while
they’re spread far and wide, the very least we can do is battle
for the American soul with words, art, and a renaissance back
home; so as to make sure that that Constitution they swore to
defend is yet here when they return on home. So it is that this
present invention would foster video games that would
reward those who are willing to suffer to serve higher ideals.
[0286] Bogle makes rugged battle look easy in his books
and speeches, as Tiger Woods does for golf, but look closely
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and one sees the immense dedication, soul, and inspired talent
the creation of Vanguard took—epic battles which show that
Homer’s words are not to be found upon dusty old parchments
alone, but that they yet thunder in living history. The present
invention would exalt novel games that exalted the classical
precepts found in the dusty parchments.
[0287] Odysseus presents his stoic humor as storms and
death threaten the long journey ahead, “Well, I have made it
this far, I do not believe it can get any worse, but yet I am
curious to see” Herodotus recounts that when a Spartan was
told that the Persian arrows come down so thick that they form
a cloud of death, the Spartan smiled and said, “then we shall
fight in the shade.” And Odysseus shoves off from safety with
his principle intact and home in his heart, to risk death in the
wild unknown; but knowing that the greater risk lies in aban-
doning his dream of Penelope; and knowing too that there is
no force that can take his ideals from him, if he does not
abandon them. So too did Lincoln note that with oceans on
either side, no enemy could take America, save for one from
within. Socrates reasoned that although death catches up with
all, the immortal soul has a unique chance of outrunning
wickedness via noble action; and that while the Athenian jury
could condemn his mere body to death; they had no power
over his immortal soul. Jesus stated that he was not king of
this world, but rather the realm of'ideals, where Pontius Pilate
had no power to free him nor condemn him. The present
invention would exalt novel games that exalted the classical
wisdom of Great Religions, rewarding players for moral
actions.
[0288] Socrates saw his quest for truth and virtue every bit
as dangerous as the heroes in The lliad, and reflected that he
would be quite the coward and do Achilles a great disservice,
were he ever to alter his words and depart from speaking truth
out of fear of mere death, which comes to all. “A coward dies
a thousand times before his death,” Shakespeare wrote, and
this is the Western Heritage that Homer and Moses agreed
on—wherein honest beggars are greater than corrupt kings
and Pharisees; where the righteous entrepreneur who gains
wealth via service would be favored in the natural order over
the bureaucrat who gains wealth via fiat. They all agreed:
[0289] When the Great Scorekeeper comes to write
against your name,
[0290] He asks not whether you won or lost, but how you
played the game.—Grantland Rice
[0291] The present invention would exalt novel games that
exalted that higher score—far beyond mere points, money,
cops killed, and monsters slain. The present invention would
exalt Character in the game world, and thus plot and story,
first and foremost, far over spectacle and cop killing, drugs,
and Grand Theft.
[0292] This yearning for moral truth and justice is the natu-
ral fount of Western wealth that Shakespeare and Dante cel-
ebrated, and should we ever cease to teach it, we will have
ceased to teach. Though I attended Princeton, as did Bogle, |
will yet admit that Harvard is also a fine school. Harvard leads
the world’s universities with a $35 billion endowment, and
yet a recent Harvard Dean was driven to write a book entitled,
“Excellence Without Soul, How a Great University Forgot
Education,” echoing the fact that like modern video games,
our finest universities also lack soul.
[0293] Derek Bok, a former president of Harvard, wrote:
[0294] ...the lack of attention that most faculties pay to
the growing body of research about how much students
are learning and how they could be taught to learn more.
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Hundreds of studies have accumulated on . . . improving
critical thinking, moral reasoning, quantitative literacy,
and other skills vital to undergraduate education . . . yet
.. . fewer than 10 percent of college professors pay any
attention to such work . . . . College faculties have long
been able to ignore education research and avoid discus-
sions of teaching methods because they risk no adverse
consequences.—Derek Bok, “Are Colleges Failing?
Higher Ed Needs New Lesson Plans,” Boston Globe
[0295] Well, CREATE, and the video games fostered by
this new invention, would be offering that new lesson plan,
which is actually an old lesson plan—the classics which shall
bolster the rising renaissance in the form of video games,
literature, film, and exalted art.
[0296] When movies forget the thundering third act
whence justice is rendered, they shall cease being art. In the
original 3:10to Yuma, the good guy lives and the bad guy goes
to jail. Inthe recent Hollywood remake, the good guy dies and
the bad guy gets away free, as postmodern producers get away
with murder. Again, “life imitates art,” and modern mutual
funds and financial institutions also get away with billions
upon billions of dollars derived from financial “engineering,”
“sub-prime” accounting standards, and transaction fees; as if
trading stocks is more important than creating products; as if
Casinos generate more wealth than factories; as if gambling
and subterfuge can replace long-term wealth generation via
entrepreneurship’s classic integrity, as if spectacle shall for-
ever trump character and story. Well, in his Poetics, Aristotle
ranked the elements of dramatic action in order of impor-
tance, placing story and character first; and spectacle last.
Again, “when storytelling declines, the result is decadence,”
and in the original Beowulf our hero slays Grendel’s mother,
but in the Hollywood remake, he sleeps with her. The present
invention would exalt video games over the current fanboy
films and games; and allow the player to play for higher
ideals, a higher score based on Character and Morality, as
implied in an earlier patent application of mine, and exalted
art.
[0297] Bogle laments our modern taste for spectacle over
substance—for bread and circuses—and he calls upon us to
join Odysseus in putting our house in order:

[0298] I get right to the point in the very first paragraph:
“Capitalism has been moving in the wrong direction.”

[0299] The introduction that follows doesn’t let up. I
start off with a remarkably light revision of the classic
first paragraph of Gibbon’s The Decline and Fall of the
Roman Empire, adapted to the present era. Compare the
two first sentences. Gibbon: “In the second century of
the Christian Era, the Empire of Rome comprehended
the fairest part of the earth and the most civilized portion
of mankind.” Battle: “As the twentieth century of the
Christian era ended, the United States of America com-
prehended the most powerful position on earth and the
wealthiest portion of mankind.”

[0300] So when I add Gibbon’s conclusion—"“(Yet) the
Roman Empire would decline and fall, a revolution
which will be ever remembered and is still felt by the
nations of the earth”—I’m confident that thoughtful
readers do not miss the point. But of course | hammer it
home anyway: “Gibbon’s history reminds us that no
nation can take its greatness for granted. There are no
exceptions.” As one of two reviews—both very gener-
ous—of The Battle that appeared in The New York Times
noted, “Subtle Mr. Bogle is not.”
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[0301] No, I’'m not writing off America. But my certain
trumpet is warning that we must put our house in order.
“The example of the fall of the Roman Empire ought to
be a strong wake-up call to all of those who share my
respect and admiration for the vital role that capitalism
has played in America’s call to greatness. Thanks to our
marvelous economic system, based on private owner-
ship of productive facilities, on prices set in free mar-
kets, and on personal freedom, we are the most prosper-
ous society in history, the most powerful nation on the
face of the globe, and, most important of all, the highest
exemplar of the values that, sooner or later, are shared by
the human beings of all nations: the inalienable rights to
“life, liberty, and the pursuit of happiness.”—John
Bogle, Vanguard: Saga of Heroes,

[0302] http://www.vanguard.com/bogle_site/
$p20070227 htm

[0303] Without the sanctity of epic story, we might as well
just inflate grades and tuitions and transform the university
endowment into the perfect Grand Theft administrative
mutual fund, where the investors—the students—receive no
returns on their investments, just like the civilians who have
their cars stolen in GTA, and wherein the investors leave not
empty-handed, but with great debt—both monetary and spiri-
tual, just as the kids who spend their days playing GTA; just
when they should be reading the Odyssey, launching entre-
preneurial ventures, getting married, and working not just for
houses, but for homes—society’s fundamental bedrock,
wherein the children learn all those fundamental virtuous
entities that cannot be taught anywhere else, but only hinted at
and satirized in government bureaucracies; which some see as
useful in fostering the growth of further bureaucracies. If
universities forget to salute 1984, Animal Farm, The Road to
Serfdom, and A Brave New World by reading them, society
will salute these works by reenacting them, as ideas have
consequences. Entrepreneurship—that magical, mysterious
mechanism of long-term wealth creation—must never be
institutionalized as its opposite: burgeoning bureaucracies
that must increase taxes and tuitions, which must promote
debt and doublespeak, and which must exile the honest inno-
vators and creative souls—society’s true founts of wealth,
who serve via frugality, thrift, and idealism. The present
invention will foster video games that show the consequences
ofideas.

[0304] For 2800 years humanity has passed 7The Odyssey
and The Bible on down—to the Adam Smith, The Founding
Fathers, Cecil B. Demille, and Sergio L.eone—as the epics
contain the moral truths that were etched into reality long
before Homer ever called upon the Muse; and which will
prevail long after the bureaucracies of our day have faded
away. For make no mistake; the great books cannot be decon-
structed, and they will prevail. It is not wise to hedge against
the immortal soul—one might as well bet against eternity, and
those who hedge against the immortal soul in the video game
worlds implied by this present invention, shall lose.

[0305] The Odyssey speaks to that reality which science
cannot apprehend, and without which all economics is for
naught. The Greats render our mythical reality wherein
Moses came not out of Starbucks after studying case studies
about opinions of committee’s opinions, but wherein he
comes down oft the mountain after conversing the with Judge
of'all judges, to teach us that fundamental tenet of economics
101: “Thou shalt not steal,”—a narrative found not in a text-
book, but in an epic story included in the bestselling book of
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all time—year in and year out. 7he Odyssey sees the highest
god Zeus as the protector of strangers and beggars; and the
poem lauds Odysseus for treating Kings and beggars equally
before the law—a principle enshrined in the Roman frieze
above the US Supreme Court “Equal Justice Under Law”—
words that echo the truth that is etched into every immortal
soul by that more enduring Sculptor. Vanguard was founded
on such principles:

[0306] As I expressed, over and over again, praise and
appreciation for the crew’s efforts, I constantly warned
of the perils of bureaucracy—the challenge from
within—and of the need to treat one-another “from the
highest to the humblest,” with respect, honor, and
decency.—Character Counts, The Creation and Build-
ing of The Vanguard Group, by John C. Bogle, p. 82

[0307] And so too shall character count in the video games
inspired by the present invention.

[0308] We owe itto the students to pass along the context in
which Adam Smith composed and in which the Invisible
Hand operates to create the wealth of nations—that epic
mythological context which rust cannot tarnish and thieves
cannot steal; those patient books of classical antiquity that
can be ignored for hundreds of years, as they were during the
dark ages, but which can never be forgotten, and that classical
context shall be passed along in the novel video games
described in this present invention. The books that will wait
for a Dante and da Vinici; or a Jefferson, Franklin, Hamilton,
Adams, and Madison; or a Bogle or Hanson, and will then
spring forth in the living context; those books which embo-
Iden the better angels of our nature, which exalt our Natural
Rights, and which bestow upon us that highest ofall wealth—
moral meaning.

[0309] Bogle salutes the Founding Fathers—those brave
renderers of classical principle—throughout his most elo-
quent books and speeches; and his signature would have been
on The Declaration of Independence had he only been born a
couple hundred years earlier. The vast and continuing success
of the Vanguard Group, married to the epic story of its ideal-
istic creation and implementation, definitively teaches that
fundamental lesson that has become the class’s center and
circumference—ideals are real, they are one’s greatest invest-
ment, and one buys in not via money; but via character,
integrity, and action in the service of principles and one’s
peers. By humbling itself before the simple rules of arithmetic
and principled common sense, Vanguard’s returns have regu-
larly outpaced the vast majority of funds; and I tell the stu-
dents that even greater returns can be found by taking Bogle’s
words to heart; by underlining and highlighting Battle (as |
began to do before even buying the book in Carolina), and
following all the classical references on out towards their
sources. For those classical wellsprings of the soul shall never
run dry; and while Vanguard has enriched millions of inves-
tors, Bogle’s greater gifts are his words—his immortal call to
adventure and action, backed by the epic story of his own
ventures defined by action.

VIII. CREATE’S Elixir: Ideals In Innovation &
Patents

[0310] Our colleges, universities, and business schools
should be at the very heart of entrepreneurial capitalism
as the biggest contributors to the changing economic
landscape. But they are not . . . . Instead of aiding
economic change, they are in many cases a hindrance,
which is one of the greatest ironies of our age. Many—if
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not most—of our great universities were founded by
entrepreneurs and were intended to be entrepreneurial in
their own right, but they have not turned out that way.—
Carl Schramm, The Entrepreneurial Imperative

[0311] This ignorance of Greek wisdom should be of
crucial interest to every American—not because the
West is being supplanted by some global multicultural-
ism (as so many academics proclaim), but quite the
opposite: because its institutions and material culture are
now overwhelming the world. The Greeks—and the
Greeks alone—bequeathed us constitutional govern-
ment, individual rights, freedom of expression, an open
economy, civilian control of the military, separation of
religious and political authority, private property, free
scientific inquiry and open dissent. And for better or
worse, these are the things most on this earth now desire
....Butitis foolish—and dangerous—to embrace these
conventions of the West without understanding that the
Greeks also insisted that such energy was to be moni-
tored and restrained by a host of cultural protocols that
have nearly disappeared: civic responsibility, philan-
thropy, a world view that is rather absolute, a belief that
life is not nice, but tragic and ephemeral (Greek words
both), a chauvinism of the middle class and an insistence
on self-criticism. The death of the Greeks means an
erasure of an entire way of looking at the world, a way
diametrically opposite to the new gods that now drive
America: therapeutics, moral relativism, blind alle-
giance to progress and the glorification of material cul-
ture. Who Killed Homer? Victor Davis Hanson & John
Heath—http://www.stanfordalumni.org/news/maga-
zine/1998/sepoct/articles/homer.html And so it is that
the need and place for the present invention, and the
classical video games it would exalt, is emphasized.

[0312] So it is that we propose a game world that exalts a
novel fellowship; either within a university or independent of
one; that seeks to combine entrepreneurship’s rugged action
with the inspiration and wisdom of the Great Books and
Classics; that renders ideals real in innovation and performs
the classical ideals in the contemporary context. No large
sums of funding are requested to develop such novel video
games, which could be built by layering classical ideals and
the present algorithms of the present patent on top of and
within existing game engines; but rather enough to continue
the humble service to the classical ideals, which were given
freely. Bolstered by unyielding passion and commitment, and
an ever-growing fellowship of students, faculty, and profes-
sionals; the long-term dividends on a modest investment will
be great for developers of the early games based on this
patent, as we let antiquity’s ideals guide innovation.

[0313] My physics Ph.D. dissertation was entitled “Mul-
tiple Unit Artificial Retina Chipset to Aid the Visually
Impaired and Enhanced CMOS Phototransistors.” Sup-
ported with generous grants from the Fight for Sight Foun-
dation and NSF, the dissertation won a Merrill Lynch Inno-
vations award for research with commercial potential; and I
got to dine with David Komansky, then Merrill’s CEO, on the
top floor of the World Trade Center’s Windows on The World
Restaurant, before it was tragically brought down on 9/11. It
was actually the very same week that Long Term Capital
Management—headed by a couple Nobel Laureates in eco-
nomics, lost a couple billion in a sudden collapse, suggesting
that physical engineering is generally of more use in helping
people see long-term returns than financial engineering. A
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few weeks later Merrill Lynch would hire Henry Blodget to
say one thing while thinking another as an analyst. Henry’s a
bit older than me, and although he attended Yale and I Prin-
ceton, [ doubt that he was ever assigned The lliad either, as it
seems the ivies had run the numbers and determined that the
classical spirit gets in the way of short-term profiteering:
[0314] For as I detest the doorways of Death, I detest that
man, who hides one thing in the depths of his heart, and
speaks forth another.—Achilles, Tke lliad

[0315] Imagine avideo game that let one place honor above
all else.
[0316] Eliot Spitzer published Blodget’s emails in which

Blodget stated publicly “We do not see much more downside
to the shares,” while writing privately, “ATHM is such a piece
of crap!” Spitzer also attended Princeton, and I do not sup-
pose anyone ever assigned 7he Odyssey to him either. The
present invention would thus serve a need of education those
on Wall Street, or any other profession, which are all declin-
ing to serve the bottom line over the higher ideals, with a
video game that exalted and rewarded higher ideals. For
Socrates and Aristotle and Plato all understood that the young
must be taught the difference between good and bad, between
right and wrong, if we are to avoid a “Grand Theft” society,
where Blodget and Spitzer take what they want and hire
prostitutes, just like a player in GTA. Both Blodget and
Spitzer would benefit immensely from the educational and
spiritual value of the present invention. When offered the
opportunity to stay forever young with the Goddess Calypso,
Odysseus states:

[0317] Goddess and mistress, don’t be angry with me,

[0318] Iknow very well Penelope,

[0319] For all her virtues, would pale beside you.

[0320] She’s only human, and you are a goddess,

[0321] Eternally young. Still, I want to go back.

[0322] My heart aches for the day I return to my home.

[0323] Ifsome godhistmeheard as I sail the dark purple,

[0324] T’11 weather it like the sea-bitten veteran I am.

[0325] God knows I’ve suffered and had my share of
SOITOwWS

[0326] In war and at sea. I can take more if I have to.—

The Odyssey 5.215-24

[0327] The freshmen love these words, as it is perhaps the
most often referenced passage in their papers and classroom
discussions. Blodget and Spitzer could have benefited from
taking The Illiad and The Odyssey to heart, as well as The
Battle for The Soul of Capitalism, and 1 pledge to make sure
that the rising generation is afforded this vast and enduring
wealth. “God knows I’ve suffered and had my share of sor-
rows. In war and at sea. I can take more if I have to.” And so
it is that the video games exalted by the present invention will
exalt those Homeric ideals. The main character may suffer
and sacrifice to serve the higher ideals, but only by them shall
they ever make it home.

[0328] Inever sought to patent the artificial retina research,
as it was supported by the taxpayers; and its purpose was to
help the blind. And I felt that Faraday, Newton, James Clerk
Maxwell, Einstein, Brillouin, et al. had already done the
heavy lifting—I merely had the opportunity to combine the
physics in a novel manner. Call me idealistic, or even naive
during the dotcom era, but Benjamin Franklin had never
patented his innovations, and the present invention would
foster games in which one might also give their intellectual
wealth, or any wealth for that matter, freely. Though he could
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have profited immensely from numerous inventions includ-
ing the lightning rod, bifocals, and the Franklin stove, he
wrote:

[0329] Gov’r. Thomas was so pleas’d with the construc-
tion of this stove, as described in it, that he offered to give
me a patent for the sole vending of them for a term of
years; but I declin’d it from a principle which has ever
weighed with me on such occasions, viz., That, as we
enjoy great advantages from the inventions of others, we
should be glad of an opportunity to serve others by any
invention of ours; and this we should do freely and
generously.—Benjamin Franklin’s Autobiography

[0330] Carl Schramm echoes the sentiments of Frank-
lin’s words:

[0331] Despite bureaucracies and high costs, universities
create huge amounts of new knowledge. Unfortunately,
they have looked upon their research activities recently
as a way to become rich, by selling the intellectual
property produced, instead of—as historically had been
done—making it available for free as a public good. Carl
Schramm, The Technology Transfer Mess, Universities
and the Entrepreneurial Imperative, The Entrepreneur-
ial Imperative

[0332] The fundamental flaw oftechnology transfer depart-
ments is that they often try to transfer the technology out of
the innovator’s hands—an action that just as often results in
the innovator transferring themselves 3,000 miles away,
along with their technology and innovations. The ideal tech-
nology transfer office would be a copy of the US Constitution,
and thus a novel game implied by this present invention may
implement a Constitution in place of a tech transfer depart-
ment. Schramm writes,

[0333] Theproliferation of offices of technology transfer
that can be found on at least three hundred fifty cam-
puses, compared with the very small number of discov-
ery-producing universities, suggests that many schools
have unrealistic perceptions of their faculties’ research.
If you divide the aggregate revenues resulting from uni-
versity research by the number of technology transfer
offices, you find that each university on average is
receiving just $3 million annually, a small amount given
the tens of billions of research dollars universities
receive every year—Carl Schramm, The Technology
Transfer Mess, Universities and the Entrepreneurial
Imperative, The Entrepreneurial Imperative

[0334] Schools such as Stanford respect the innovators; and
are duly rewarded, as the founders of the likes of Yahoo,
Google, and Silicon Graphics are allowed to grow their ven-
tures to fruition. “If you’re smart enough to invent it, you’re
smart enough to own it,” I teach my class, which sometimes
grates against the MBA mythology which generally preaches
“manager’s capitalism” which relies on the transfer of wealth
and financial engineering, as opposed to the creation of
wealth and physical engineering. Bogle time and again
reminds us that “capitalism without owners will fail.” And the
true owners of are those who take the risk—the investors,
innovators, and creators. Innovators ought own their innova-
tions, investors ought own their investments, and creators
ought own their creations, with the same passion Charleton
Heston delivered Moses’s lines in Cecil B. Demille’s The Ten
Commandments:
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[0335] The evil that men should turn their brothers into
beasts of burden, to be stripped of spirit, and hope, and
strength . . . . If there is a god, he did not mean this to be
S0.

[0336] Grad students and young professors ought remem-
ber Leonidas’s words. When King Xerxes told the Spartans to
surrender their weapons, King Leonidas answered, “come
and take them!” Sentiments Heston echoed with, “They will
pry this rifle from my cold, dead hands!”

[0337] And so it is that garners may embody the same
strong sentiments in games implied and fostered by the
present invention, as they fight for the Bill of Rights.

[0338] All too often one hears that it’s one type of person
who is suited to founding and inventing—the “entrepre-
neur”—and another, who wears a suit and has an MBA, who
is better suited to owning and managing—to sprinkling the
magic MBA dust on the technology or pension fund or stu-
dent debt and “transferring” it. But I imagine Steven Jobs,
Mark Cuban, and Richard Branson would disagree; along
with Bill Gates, Warren Buffet, Leonardo da Vinci, Thomas
Edison, the Wright Brothers, and all the grad students who are
pushed around by the wealth-transfer bureaucrats and bul-
lies—grad students such as Achilles, who delivers this speech
to Agamemnon who has just taken Achille’s prize:

[0339] You bloated drunk,

[0340] With a dog’s eyes and a rabbit’s heart!

[0341] You’ve never had the guts to buckle on armor in
battle

[0342] Or come out with the best fighting Greeks

[0343] On any campaign! Afraid to look Death in the eye,
[0344] Agamemnon? It’s far more profitable

[0345] To hang back in the army’s rear—isn’t it?—
[0346] Confiscating prizes from any Greek who talks back
[0347] And bleeding your people dry. There’s not a real
man

[0348] Under your command . . . .

[0349] The Iliad, 1.236-245

[0350] The present invention would inspire games in which

one could speak Achille’s classic words to modern bureau-
crats of the wealth-seizing fiatocracy. By and by we gain
insight into the incentives University bureaucracies/fiatocra-
cies might have to phase out the Greats, and we see that the
novel video games described in this invention are opposed by
the fiactocracy’s faculties, who have been bought and paid for
with federal dollars. The misguided “tech-transfer/wealth-
transfer” philosophy, which counters Western Civilization’s
central tents, shines forth in today’s financial industry, as the
University justifies the vast costs of MBA and JD educations
with degrees that entitle the holder to engage in postmodern
wealth transfer. Bogle writes,

[0351] The problem goes far beyond the few renegades |
have listed as bad apples. The traditional nature of capi-
talism has been distorted, and today’s version is riddled
with problems reflected in serious manipulation of
financial statements. Indeed, since the market crash,
some 1,570 publicly owned firms have restated their
earlier financial statements, including come of our larg-
est global corporations, such as Royal Dutch/Shell, the
giant oil company, Schering-Plough, Qwest, Bristol-
Meyers Squibb, Xerox, and Halliburton.—Battle, page
22

[0352] Two centuries ago, Thomas Jefferson said, “I
hope we shall crush in its birth the aristocracy of our
moneyed corporations which dare already to challenge
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our government in a trial of strength, and bid defiance to
the laws of our country.” The recent era of manager’s
capitalism presents one more example of the conse-
quences of allowing “the aristocracy of free reign”—
Battle, page 40
[0353] So it is that the less one teaches Bogle, Jefferson,
and the rugged classics, the more one is generally paid, as the
deconstruction of classical ideals is more profitable in the
“rotten barrel’s” realm, and thus opportunities abound for the
present invention, which counters the prevailing fanboy/fac-
ulty wisdom. The mythology preached from on high is pre-
sented like this: there is one kind of person who is best suited
to working and saving in pension plans and 401ks; and
another who is best suited to gambling those savings—risk-
ing other peoples’ collective investments and pocketing the
lion’s share of the rewards, privatizing profits while socializ-
ing losses. After a few years of studying soulless case studies
and neglecting the classics, and a couple hundred grand, one
can join the wealth-transfer club; which lawyers and MBAs
train for by playing GTA. The present invention implies and
exalts superior games with classical spirit and soul, and
wherein exalted ideas have exalted consequences; when ren-
dered real by matching word and deed.
[0354] At the end of the most performed, quoted, studied,
and produced play in Western literature—a fine play, penned
by Hollywood’s most produced screenwriter, which we read
at the end of the AE&T class—Hamlet contemplates a law-
yer’s skull:
[0355] Hamlet
[0356] There’s another: why may not that be the skull of
a lawyer? Where be his quiddities now, his quillets, his
cases, his tenures, and his tricks? why does he suffer this
rude knave now to knock him about the sconce with a
dirty shovel, and will not tell him ofhis action of battery?
Hum! This fellow might be in’s time a great buyer of
land, with his statutes, his recognizances, his fines, his
double vouchers, his recoveries: is this the fine of his
fines, and the recovery of his recoveries, to have his fine
pate full of fine dirt? will his vouchers vouch him no
more of his purchases, and double ones too, than the
length and breadth of a pair of indentures? The very
conveyances of his lands will hardly lie in this box; and
must the inheritor himself have no more, ha?
[0357] Shakespeare brings the higher value of long-term
wealth into focus, as do Bogle, Buffett, and Keynes, who
differentiate between prudent capital allocation, investing,
and entrepreneurial risk-taking on the one hand, and gam-
bling (oft with other peoples’ money these days) on the other:
[0358] During the recent era, we have paid a high price
for the shift that Keynes accurately predicted. As pro-
fessional institutional investors moved their focus from
the wisdom of long-term investment—what Keynes
called “a steady stream of enterprise”—to the folly of
short-term speculation, “the capital development of a
country became the by-product of activities of a casino.”
Just as he warned, “when enterprise becomes a mere
bubble on a whirlpool of speculation, the job of capital-
ism is likely to be ill done.”—Bogle’s Battle, p. 98
[0359] And today the casino games are a bit like a game of
poker where a bully keeps betting big. His bluff'is called, and
he reveals a worthless hand. He loses his chips, calls the
Federal Reserve, and he’s back in the game with a fresh stack
of chips, “to maintain liquidity and stability in the poker
game.” ’Tis entrepreneurship of the highest order—this
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seemingly riskless risk, the only problem being that where
financial engineering rules supreme; art, culture, and the soul
decline, as Dante noted. For there are those precious entities
that cannot be bought, are never sold, and can only be earned
via integrity and action. Capital has never created character,
though jealous of the natural, higher wealth, capital—mere
capital—that which is so often printed while Great Books
must wait to be written in blood, sweat, and tears—has oft
opposed character. But nobody has ever bought their way into
the Canon, and thus the Great Books are priceless; and price-
less opportunities abound to render video games with their
deep and exalted meanings, via simple, moral, unifying algo-
rithms.

[0360] In his interview with Bill Moyers, Bogle sums the
financial industry up with:

[0361] “My estimate is that the financial sector takes
$560 billion a year out of society,” Bogle explains to Bill
Moyers. “Banks, money managers, insurance compa-
nies, certainly annuity providers. They’re all subtracting
value from the economy.”—http://www.pbs.org/moy-
ers/journal/09282007/profile.html

[0362] CREATE’S goal is to do for the artist and entrepre-
neur what Vanguard did for the investor—to teach creators—
inventors and innovators—to be owners; and to foster novel
web applications that provide them opportunities to protect
and profit from their content—to bypass the middlemen. Just
as manager’s capitalism has come to eclipse the more exalted
owner’s capitalism, aggregator’s capitalism has come to
replace creator’s capitalism in the content realm. Both of
these transformations can be traced to the exaltation of the
bottom line over the higher ideals, the steady erosion of
classical precepts and natural rights that plagues cultures that
forget the art of classic storytelling, the privatization of profits
and socialization of risks, the errantly preached non-value of
the individual artist and vast worth of the group that has been
claimed by the mere aggregator, and a redefining of entrepre-
neurship—from the creation of wealth to the transfer of
wealth—from physical engineering to financial engineering;
and an exaltation of creative accounting over the creative arts.
The present invention would exalt games that would allow the
player to oppose the wealth transfer in word and deed, to
defend the classical ideals, and exalt a brave new world where
honor, justice, and character prevailed.

[0363] Notonly is it our right to own the fruits of our labors,
but it is our duty. Carl Schramm writes of this “entrepreneur-
ial imperative” which seems ever more important, consider-
ing the current state of the economy and even the greater value
that has been lost throughout our culture.

[0364] The only uniquely American resource at our dis-
posal is entrepreneurial capitalism, and it is imperative
that we nurture it. We must make sure that developing
entrepreneurial systems reward risk takers who set out to
be creative and innovative, who produce a product or a
service that allows us to do something better, faster,
cheaper. It is the resulting efficiency of their efforts that
permits wealth to be redeployed in ways that produce
more wealth.—Carl Schramm, Universities and the
Entrepreneurial Imperative

[0365] In far too many ways our universities neglect this
classical calling. Far too often our undergraduate programs
teach the classics as the exception as opposed to the rule, and
even when taught, they are taught as entities that are not all
that useful. Mere capital is exalted over labor and creation,
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placing the cart in front of the horse and exalting the arro-
gance by which trillions of dollars are not earned, but trans-
ferred.

[0366] Perhaps the decline and debauchery all have a com-
mon source—a fiat currency which naturally undermines rug-
ged individualism, innovation, and hard, dedicated work by
devaluing it all via the act of creating money out of thin air.
Gresham’s Law states that bad money drives good money out
of circulation, and fiat currency drives honor, integrity, and
the classical, epic soul out of the culture. Fiat currency is a
jealous currency, and it will have no other currencies before it.
Fiat regimes must eventually drive out and destroy any cul-
tural underpinnings which emphasize thrift, honesty, hard
work; replacing unalterable covenants with mere contracts
that can be deconstructed for profit by fiat lawyers. And so it
is that fiat regimes must over time favor the destruction of the
Great Books and Classics, the razing of epic, exalted soul, and
the Western cowboy who in years past would have called the
bluff and ridden into town for the showdown. Nor longer are
we afforded classical, exalted art. In the original Beowulf our
hero kills Grendel’s mother. In the Hollywood remake, he
sleeps with her. In the original 3:10 to Yuma, the good guy
lives and the bad guy goes to jail. In the remake the good guy
dies and the bad guy rides away free; as modern, storyless
Hollywood producers get away with murder, just like their
brethren in economics departments and Hedge Funds.
Today’s bestselling video game of all time, Grand Theft Auto,
heralded as High Art by so many, celebrates jacking cars,
shooting police, and hiring and killing prostitutes. The exact
same lack of respect for private property, law, and life are
enacted by the fiat systems’ lawyers in a far more dire game
called Grand Theft Constitution, which has altered the origi-
nal text and intent by adding abortion, the right of a president
to declare wars, no fault divorce, and the right of a private
banking cartel to print money. The present invention would
exalt games that would allow the player to fight to exalt
Constitutional ideals and oppose the wealth transfer both in
word and deed, to defend the classical ideals, and exalt a brave
new world where honor, justice, and character prevailed; and
marriages endured, as did Penelope’s and Odysseus’s.

[0367] Even a much more moderate inflation, however,
shakes the foundations of a country’s social structure.
The millions who see themselves deprived of security
and well-being become desperate. The realization that
they have lost all or most all of what they had set aside for
arainy day radicalizes their entire outlook. They tend to
fall easy prey to adventurers aiming at dictatorship, and
to charlatans offering patent-medicine solutions. The
sight of some people profiteering while the rest suffer
infuriates them. The effect of such an experience is
especially strong among the youth. They learn to live in
the present and scorn those who try to teach them “old-
fashioned” morality and thrift.—Ludwig von Mises,
Economic Freedom and Interventionism

[0368] If the money is created out of thin air in the first
place, how can one complain when the Wall Street bankers
take one’s salary back by pilfering their pensions, or tempting
and deceiving them in a stock or housing bubble? The current
fiat system has created legions of proud fiatocracies, headed
by snall-souled men, all united in promoting diverse forms of
groupthink which undermine honesty, integrity, and classic
entrepreneurship where the risk-taker, not the money printer
and their financial/government industry, get the reward. Print-
ing money is great work, if one can get it, and even if one
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can’t, one might become a university president and oversee
thousands of students being placed in massive debt to fund
morally and intellectually bankrupt bureaucracies, which bet-
ter prepare the students to serve as serfs in the fiatocracy’s
fiefdoms, by denying the exalted virtues of the classical soul
and that divine sense of individuality which is exalted in all
the Great Works of Western Civilization which have been
removed form the fiatocracy’s universities. Professors benefit
immensely from student debt, and oftentimes universities
even receive kickbacks from the student-loan industry. Rarely
do professors speak out against massive student debt, as did
Dane and the ancient poets and prophets. Fund a professor’s
summer voyages to C. S. Lewis conferences in England and
Dante conferences in Florence, and they are quite content to
ignore Lewis’s and Dante’s deeper teachings. The present
invention would exalt games that would allow the player to
fight to exalt Constitutional ideals and oppose the wealth
transfer both in word and deed, to defend the classical ideals,
and exalt a brave new world where honor, justice, and char-
acter prevailed; and marriages endured, as did Penelope’s and
Odysseus’s.

[0369] Fiat money is the deeper source of all the postmod-
ern decline and decadence, which destroys truth, natural,
intrinsic value, the rule of law, and rationality; and replaces it
all with arbitrary claims bolstered by an elite fiat class, who
were soulless enough to not mind the deconstruction and
desecration of the culture in the fiatocracy’s most elite
schools. The Federal Reserve creates a dollar out of thin air
and proclaims unto all “this is a dollar,” and it funnels a tiny
percentage of said dollar to fiat lawyers who deconstruct the
Constitution, adding abortion and the right of a private bank-
ing cartel to create money out of thin air, and they step forth
and proclaim to all “this is the Constitution.” Another small
percentage is funneled to fiat economists who run the num-
bers and say, “yup, broken homes, broken families, subprime
mortgages, vast debts and deficits foreign wars on foreign
shores, while we can’t even defend our Constitution against
little lawyers at home—it’s all looking good.” The present
invention would exalt games that would allow the player to
fight to exalt Constitutional ideals and oppose the wealth
transfer both in word and deed, to defend the classical ideals,
and exalt a brave new world where honor, justice, and char-
acter prevailed; and marriages endured, as did Penelope’s and
Odysseus’s.

[0370] While the classics teach the virtue of matching word
and deed, fiat universities teach the art of profiting via saying
one thing and doing another, as did Henry Blodget and Mary
Meeker and countless other fiat heroes, as what does it profit
a man to gain a soul and lose their chance at fiat-funded titles
and tenure? The fiat lawyers were trained by the fiat-funded
feminist instructors who replaced Odysseus’s character,
honor, and integrity with dumbed-down, diluted poetry,
which is the best that fiat currencies can buy. Very few fiat
economists take the time to understand Austrian economics,
as it would only hamper their fiat-funded careers; and study-
ing any form of economic and/or spiritual reality is a liability
on the modern campus, where the marketing and accounting
professors are highest paid, as they teach the students how to
create the Enrons and corrupt the Bear Steams. Thus the video
games inspired by the present invention will oppose the fac-
ulty/fanboys opinions. The present invention would exalt
games that would allow the player to fight to exalt Constitu-
tional ideals and oppose the wealth transfer both in word and
deed, to defend the classical ideals, and exalt a brave new
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world where honor, justice, and character prevailed; and mar-
riages endured, as did Penelope’s and Odysseus’s.

[0371] Thave sat in silence throughout many faculty meet-
ings, as it is impolite to broach the Great Books and classics.
The last time I spoke out in an academic setting was during
Toni Morrison’s creative writing class at Princeton, when she
said, “Don’t think [ haven’t notice you haven’t said anything
all semester.” I suggested that we ought have an idea of a plot
structure which dropped the reader off at a new destination, in
addition to showing them cool scenery along the way, as did
Shakespeare with Hamlet. “High aspirations for the after-
noon,” Toni joked, and the class moved on to analyzing the
next plotless, characterless story about some girl’s sexual
encounters at boarding school—a girl who is a friend who has
had two abortions and is to this day not married. [ tried to warn
her...longago.... The present invention would exalt games
that would allow the player to fight to exalt Constitutional
ideals and oppose the wealth transfer both in word and deed,
to defend the classical ideals and the unborn, and exalt a brave
new world where honor, justice, and character prevailed; and
marriages endured, as did Penelope’s and Odysseus’s.

[0372] Fiatocracies have the amazing ability to exalt
groupthinkers to unheralded heights, and suddenly string
theorists are physicists, feminists are poets, and soulless men
who never read nor reference the Great Books are university
presidents, surrounded by the student-debt-funded burgeon-
ing administration of their fiatocratic fiefdom, who rose to
power by navigating by their dictator’s will, while penning
middling grant proposals replete with buzzwords such as
“green energy,” “smaller carbon footprint,” and “social entre-
preneurship.”” Many of them are women, who have been told
that men robbed them of the right to create airplanes, elec-
tricity, Shakespeare’s works, the lightbulb, powered flight,
artificial retinas, computers, and relativity; and they are get-
ting their revenge by creating fiat bureaucracies which exalt
and profit off the 50% divorce rate and the war between the
sexes that destroyed the classic American family—and need-
less war is the exact opposite of entrepreneurship and inno-
vation. You would think they would thank the men for doing
all the work all these years, but the genius of feminism is that
it criminalizes the creator and places women on the frontlines
of'the fiatocracies, prints gobs of cash for the propaganda and
programs, teaches them the perks of divorce and debauchery,
and sends them forth to claim that which is not rightfully
theirs, and to bring it on back to the banker’s corporate state.
*Tis another reason they don’t want the young students read-
ing Homer’s Odyssey and witnessing the feminine dangers of
Calypso, the Sirens, Cicre, and Agamemnon’s wife. And just
as they replaced Audrey Hepburn and Grace Kelley with
Britney Spears and Lindsay Lohan, they must replace Hom-
er’s virtuous heroine—Penelope, who defends the sanctity of
the home via her virtue—with the modern corporate woman,
who serves not the higher ideals and the family, but the
corporation’s bottom line. As the fiatocracy must destroy
replace the home with the corporate state, 7he Odyssey must
be banned, along with Shakespeare and the Bible, unless they
are taught to be deconstructed. The present invention would
counter expert fanboy/faculty opinion by exalting games that
would allow the player to fight to exalt Constitutional ideals
and oppose the wealth transfer both in word and deed, to
defend the classical ideals, and exalt a brave new world where
honor, justice, and character prevailed; and marriages
endured, as did Penelope’s and Odysseus’s.
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[0373] Fiat economists spend entire careers penning inde-
cipherable papers to deny that most fundamental tenet of
economics, “Thou shalt not steal,” but as it does not profit a
man to gain tenure and lose their soul, they are soon forgotten
by eternity, as are all the fiat-funded papers, degrees, titles,
and diplomas. “The world will little note, nor long remember
[0374] And as true innovation, insight, and useful creation
are far more rare than common, everyone wins in a fiatocracy
where grades, titles, and currencies are all generously
inflated—everyone wins except for the innovator, author,
entrepreneur, creator, and unborn. And as only the latter cre-
ate true, long-term wealth, fiatocracies ultimately abort
opportunities for future generations by desecrating the clas-
sical heritage, as all fiat currencies must so as to protect the
false worth of the currency. As a paper dollar is ultimately
worthless, the fiatocracy can only profit by trading those
dollars for something, and so they fund legions of mediocre
groupthinkers to go forth and claim tax and tuition dollars,
whereupon they and their friends transform those dollars into
true assets, including land, gold, and untouchable adminis-
trative positions in university bureaucracies; which carry
lofty, ironic tiles such as “director of entrepreneurship.” Their
failures—year, after, year, after year—become their virtues,
as the lack of classic, rugged entrepreneurship they inspire
becomes the platform upon which they raise more funds to
further destroy entrepreneurship’s spirit. As their bureaucra-
cies burgeon and their coffers are filled, we are all warned,
“we must all tread lightly and speak softly, for much s at stake
if we fail to exalt entrepreneurship this year.” The groupthink-
ers all nod and agree at the lavish year-end dinner, as the lone
innovator and thinker amongst them is silently sent packing
by those seemingly purposeless committee meetings whose
purpose is to silently criminalize and excommunicate the
exalted intellectual and innovator, for the bureaucracy knows
that all true wealth comes from the bureaucracy. The present
invention would exalt games that would allow the player to
fight to exalt Constitutional ideals and oppose the wealth
transfer both in word and deed, to defend the classical ideals,
and exalt a brave new world where honor, justice, and char-
acter prevailed; and marriages endured, as did Penelope’s and
Odysseus’s.

[0375] And one would be wise to not write such words as
these, unless one places them far along in a paper filled with
classical references, which will serve to discourage and con-
found the common academic, like the concrete barriers
placed before the Whitehouse after 9/11.

[0376] Labor is prior to, and independent of, capital.
Capital is only the fruit of labor, and could never have
existed iflabor had not first existed. Labor is the superior
of capital, and deserves much the higher consider-
ation.—Lincoln’s First Annual Message to Congress

[0377] Far too often our law schools and MBA programs
view the world as zero-sum financial arenas, and prepare the
students to partake not in the entrepreneurial act of wealth
creation; but in the bureaucratic act of wealth transfer, either
via big government or big business; which are all too often
working together, side-by-side right next to the money pump,
bringing to mind the end of Animal Farm—when the police
finally arrive, they look from man to pig; from pig to man, and
they cannot tell the difference. New York Times investigative
reporter David Cay Johnston eloquently reports on this in:
Free Lunch: How the Wealthiest Americans Enrich Them-
selves at Government Expense and Stick You with the Bill.
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[0378] Google’s first ten hires were engineers, as were
Michael Dell’s and Bill Gates’—neither of whom had a col-
lege degree, let alone an MBA. Dell and Microsoft were
profitable long before they ever sought venture financing; so
it is curious that MBA programs so often host venture capital
competitions; as Socrates reminds us that virtue does not
come from money; but all money and lasting wealth derive
from virtue—from rugged, honest innovation. Starbucks,
Walmart, and Barnes & Noble were all profitable single-store
enterprises for many years before they ever opened that sec-
ond store. And the Wright Brothers funded the inception of
the entire flight industry not with massive government
grants—half of which would go to the administration and the
tech-transfer office; but with proceeds from their Ohio
bicycle shop married to classic, rugged ingenuity; as they
risked their lives to engineer controlled flight. Yes—they went
from building bicycles to building airplanes. Surely the uni-
versity can go from teaching not all that much to teaching the
Greats.

[0379] And so it is that classical innovation in academia—
teaching Bogle alongside Socrates, Campbell, and Homer in
every business school, while calling upon students to follow
their higher ideals in their own journeys—would result in
untold long-term wealth—that higher wealth that arises via
creation, innovation, and technological engineering, as
opposed to that illusory and fleeting wealth that bureaucratic
wealth transfer grants smaller souls, at the expense of cre-
ators, workers, and future generations. Entrepreneurship is
about the few enriching the many via the creation of meaning,
goods, services, and jobs; while bureaucracy favors the many
enriching the few via the transfer of risk to the many, and the
transfer of the wealth to the few. The present invention would
exalt games that would allow the player to fight to exalt
Constitutional ideals and oppose the wealth transfer both in
word and deed, to defend the classical ideals, and exalt a brave
new world where honor, justice, and character prevailed; and
marriages endured, as did Penelope’s and Odysseus’s.

[0380] Wealth transfer is the primary motive of that recent
postmodern pursuit-financial engineering. The words “finan-
cial engineering” conjure up an image of the construction of
a giant funnel, with the artist, creator, worker, and investor at
the big end. Our artists, poets, and scientists ought be encour-
aged to create freely under the guidance of classical law—to
engineer and own their innovations; while our accountants,
lawyers, and MBAs ought be encouraged to refrain from
becoming too creative. Simple arithmetic, common sense
law, and truth in advertising would suffice.

[0381] Though I never sought to patent my dissertation, |
believe that creators and artists ought be afforded the ability to
protect their intellectual property to the fullest extent of the
spirit of the US Constitution which was founded upon the
Mosaic law Twain referenced. For the act of creation—the
source of all art and enterprise—is an individualistic pursuit;
and where individual rights are sacrificed so the few can profit
from the many—so that technocrats can profit from the artis-
tic soul of the internet without ever compensating the creators
of'the soul; artists, and thus art and culture, will suffer. Artists,
who are generally most generous and create for free, must be
afforded maximum opportunities to protect and profit from
their creations; so as to provide greater incentive to create.
Again, the Founding Fathers already set this down, and again,
all we need to do is get out of the way of the Constitution, and
let its ideals guide and inspire tomorrow’s technology:
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[0382] The Congtress shall have powerto . .. promote the
progress of science and useful arts, by securing for lim-
ited times to authors and inventors the exclusive right to
their respective writings and discoveries;—7he United
States Constitution

[0383] For not only do authors create art; but that art is the
source of law which comes to us from epic stories that speak
to the soul—stories that must be perpetually performed in the
living language. Percy Bysshe Shelley wrote, “poets are the
unacknowledged legislators of the world,” and any renais-
sance must be lead by artists and poet-soldiers. Those same
property rights celebrated in 7e Odyssey, whence Odysseus
reclaims his home from the elite mob of managers, must find
their way into the technology; wherein they might someday
forestall piracy and protect future films and games celebrating
The Odyssey.

[0384] CREATE, and the video games it seeks to develop
and foster based on this invention, seeks to empower creators
with new technologies endowed with classical soul and con-
stitutional rights, and the following patents have been filed for
video games and future ventures aimed at exalting a renais-
sance. The law which underlies property rights comes from
epic story, and epic story is what is missing from video games.
So it is that one might imagine a video game world which
renders the dire consequences of the individual’s failing to
fight for natural rights and property rights; while also render-
ing a world of peace and prosperity when the player success-
fully serves ideals.

[0385] The following patents may foster further patents, as
well as research and development for years to come, and it
would be great fun to involve students in rendering them real.
Like the artificial retina project, I am not so interested in
profiting off of these, as | am in creating wealth and proving
that ideals in innovation are yet a great investment. Artists
ought be afforded their constitutional rights, and video gar-
ners ought be granted more exalted experiences. Here are the
abstracts for a journey which has yet to begin:

22Nets: Method, System, and Apparatus for Building
Content and Talent Marketplaces and Archives
Based on a Social Network

[0386] The novel social network described herein allows
those who create and upload content, as well as those who
aggregate content and build the network, to profit in novel
manners. A method and system allows users, who create
content archives and marketplaces in which individuals and
content in the database are connected by mutually defined
relationships determined by the content creators/owners,
uploaders, aggregators, and/or viewers of said content, to
better profit from the networks they build. Higher-quality
archives and marketplaces result. A tiered commission sys-
tem, proportional to the degrees of separation in the network,
provides a revenue share for creators and viewers who par-
ticipate in and create content and/or marketplaces. Informa-
tion inherent within the nodes is mined so as to afford a tiered
revenue-sharing system. An improved method of content dis-
tribution empowering creators of content and participants is
disclosed herein, along with a superior social network.

System and Method for Allowing Creators, Artists,
and Owners to Protect and Profit from Content: The
45 Revolver

[0387] The present invention offers novel and superior
means for protecting and profiting from digital content. The
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rights-centric, creator-centric digital rights management
application will lead to greater revenue and rights for artists,
and a new era of creator’s entrepreneurship, as opposed to the
dominant aggregator’s entrepreneurship. The present inven-
tion offers a simple interface for creators, artists, users, and
owners to define rights, select from a plurality of DRM
options, advertising options, watermarking options, thumb-
nailing options, syndication options, and publish, share, sell,
and distribute their content in a plurality of manners. This
invention has far-ranging ramifications, as it causes DRM
providers, device manufacturers, web companies, social net-
works, and content marketplaces to more directly compete
with one-another to provide the creator and content owner the
best compensation for their work. Creators can bypass the
traditional and new middlemen, define their rights, sell their
content, and enhance profits.

Morality System and Method for Video Game:
System and Method for Creating Story, Deeper
Meaning and Emotions, Enhanced Characters and
Al and Dramatic Art in Video Games

[0388] This present invention pertains to introducing
morality and epic storytelling into the realm of video games,
resulting in video games with superior, deeper game play,
expanded markets, and longer-lasting brands. The ability to
render deeper emotion, story, and exalted dramatic arts within
the realm of video games has been a long sought-after “holy
grail” throughout the video game industry. The prior art dem-
onstrates how others have failed and are failing to deliver
more meaningful and engaging games endowed with epic
storytelling. This present invention provides the missing key
to realizing epic storytelling, deeper emotional involvement,
and higher art in video games.

[0389] And the present invention would exalt games that
would allow the player to fight for Constitutional ideals and
property rights and oppose the wealth transfer both in word
and deed, to defend the classical ideals, and exalt a brave new
world where honor, justice, and character prevailed; and mar-
riages endured, as did Penelope’s and Odysseus’s.

VIII. Conclusion: If We can Keep it

[0390] Writing as Publius in 7he Federalist, no. 6, on
Nov. 14, 1787, Alexander Hamilton used words that, in
the context of this day, two-plus-centuries later, should
serve as a warning to us. “Have we not already seen
enough of the fallacy and extravagance of . . . idle theo-
ries which have amused us with promises of an exemp-
tion form their imperfections, weaknesses, and evils
incident to society in every shape?” . . . Hamilton
answered his question with another question, this one
rhetorical: “Is it not time to awake from the deceitful
dream of a golden age, and to adopt as a practical maxim
forthedirection of our. . . conduct that we are yet remote
from the happy empire of perfect wisdom and perfect
virtue?” Similarly, if we citizens of today can only
accept that such a happy empire of perfect wisdom and
perfect virtue is also yet remote in today’s flawed version
of American capitalism, we can begin the hard work of
fixing its shortcomings. The time to begin that world
anew is now.—Bogle, The Battle For The Soul of Capi-
talism, p. 242

[0391] And so we march. We march for the renaissance.
[0392] The renaissance will be built not by financial engi-
neering, but by artistic entrepreneurship and physical engi-
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neering—via rugged, idealistic entrepreneurship. Natural
rights and property rights will again be celebrated in living art
and invention; in story and technology, romance, marriage
and the family; in education and government—in Hollywood
and the Heartland; on Wall Street and Main Street. And in
conclusion, I have naught but thanks to all those who have
afforded this opportunity—all those I can never thank enough
with words; but only in life and action, in a most humble
attempt to serve as nobly as they served. And so we march . .

[0393] As Benjamin Franklin concluded the Constitutional
Convention with, “We’ve given you a republic, if you can
keep it,” let us also conclude in the humble spirit of only just
beginning this journey, with a long road ahead for this fel-
lowship. Kipling echoes Franklin’s “if you can keep it” with
IF:

IF
[0394] If you can keep your head when all about you
[0395] Are losing theirs and blaming it on you,
[0396] If you can trust yourself when all men doubt you
[0397] But make allowance for their doubting too,
[0398] If you can wait and not be tired by waiting,
[0399] Or being lied about, don’t deal in lies,
[0400] Or being hated, don’t give way to hating,
[0401] And yet don’t look too good, nor talk too wise:
[0402] Ifyou can dream—and not make dreams your mas-
ter,
[0403] If you can think—and not make thoughts your aim;
[0404] If you can meet with Triumph and Disaster
[0405] And treat those two impostors just the same;
[0406] If you can bear to hear the truth you’ve spoken
[0407] Twisted by knaves to make a trap for fools,
[0408] Or watch the things you gave your life to, broken,
[0409] And stoop and build *em up with worn-out tools:
[0410] If you can make one heap of all your winnings
[0411] And risk it all on one turn of pitch-and-toss,
[0412] And lose, and start again at your beginnings
[0413] And never breath a word about your loss;
[0414] If you can force your heart and nerve and sinew
[0415] To serve your turn long after they are gone,
[0416] And so hold on when there is nothing in you
[0417] Except the Will which says to them: “Hold on!”
[0418] If you can talk with crowds and keep your virtue,
[0419] Or walk with kings—nor lose the common touch,
[0420] If neither foes nor loving friends can hurt you;
[0421] If all men count with you, but none too much,
[0422] If you can fill the unforgiving minute
[0423] With sixty seconds’ worth of distance run,
[0424] Yours is the Earth and everything that’s in it,
[0425] And—which is more—you’ll be a Man, my son!—

Rudyard Kipling

[0426] The present invention would exalt games that would
allow the player to fight to exalt Constitutional ideals and
oppose the wealth transfer both in word and deed, to defend
the classical ideals, and exalt a brave new world where honor,
justice, and character prevailed; and marriages endured, as
did Penelope’s and Odysseus’s.

[0427] The spirit of the renaissance resounded throughout
the second HJEF: HerosJourneyRenaissance.org:

[0428] There’s something going on. A renaissance is ris-
ing—artists, authors, and inventors are turning towards the
classical ideals so as to render them real in the living culture.
A fellowship of creators, each walking the hero’s journey by
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the immortal stars of classical antiquity, is seeking to serve the
soul in art and literature—in video games, music, and film.
It’s been a long time coming, as the rising generation has been
seeking that third act—that classical, epic thunder that we can
call our own.

[0429] Come join us on March 8th as we celebrate the
ultimate Renaissance Man—ILeonardo da Vinci—while
saluting those marking rugged journeys in the realms of
screenwriting, video games, film, academia, and robotics—
robots inspired by da Vinci’s designs.

[0430] The Dark Ages lasted for hundreds of years—from
47610 1000 AD. Art, innovation, and literature declined along
with contemporary written history. A general demographic
decline accompanied limited cultural achievements. Aristotle
wrote “When storytelling declines, the result is decadence,”
and as they turned away from the classics and higher art and
towards bread and circuses—towards reality TV and spec-
tacle—the soul, and thus civilization, faltered.

[0431] The Italian Renaissance, which spanned the period
from the end of the 1400’s to about 1600, sailed beyond the
Dark Ages by the immortal stars of classical antiquity.
Renaissance scholars again sought out the Great Books and
Classics in the ancient monastic libraries and incorporated
them in education and culture. And so too do we march
on—following the lead of the immortal heroes such as da
Vinci who stated, “Who sows virtue reaps honor,” and
“Where the spirit does not work with the hand there is no art.”
Da Vinci wrote, “the depth and strength of a human character
are defined by its moral reserve” and Martin Luther King Jr.
agreed, “If we are to go forward, we must go back and redis-
cover those precious values—that all reality hinges on moral
foundations and that all reality has spiritual control.”” And the
title of John C. Bogle’s Battle for The Soul of Capitalism says
it all, as it suggests we read Adam Smith in order, with A
Theory of Moral Sentiments preceding The Wealth of
Nations, for as Socrates stipulated, all true wealth comes from
virtue—the immortal soul, and not virtue from wealth.

[0432] Vast opportunities exist to incorporate the soul of
The lliad and The Odyssey—of Shakespeare, the Bible, and
The Inferno—in video games. The Mona Lisa, two dimen-
sional and stationary, yet towers over the female characters in
modern games in spirit and soul; as do Dante’s Beatrice and
Odysseus’s Penelope. Knowledge of the classics—the spiri-
tual eternities—not material wealth—became the true mark
of'wealth during the Renaissance, and so shall it be again. The
movie 300 demonstrated that the rising generation is longing
for the classical spirit and soul; and Artistic Entrepreneurship
& Technology 101 is revolutionizing academia with its
simple precept that the spirit of our law and literature—of The
Constitution and Hamlet—derive from the same place—the
classical Judeo Christian heritage. And so that which had
been divided into business, law, film, art, and accounting; is
reunited in truth and the simplicity of soul—in a classical
liberal arts education—in a foundational renaissance.

[0433] There are two Hero’s Journeys in every class—the
first is through the Great Books, and the second is the one each
student walks alone—in a business plan or screenplay for
their living venture; for the reason we read the Greats is not
for tenure, but to embolden the natural ideals of our soul and
gain the courage to follow our better angels and nobler
dreams. The Odyssey has lasted over 2800 years because it
reminds us of that immortal justice—eventually truth pre-
vails.
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[0434] Opportunity abounds to not only read those dusty
old texts, but to render their ideals real in the living context via
action. We’ve been leaving billions on the shelves—billions
and far more, including those mythical entities which cannot
be counted, but which count for everything. And so we
march—we march for the renaissance, wherein we will real-
ize the novel videogames and technologies with soul exalted
by the present invention.

PRIOR ART AND FURTHER OBJECTS AND
ADVANTAGES OF INVENTION

[0435] The present invention would exalt games that would
allow the player to fight to exalt Constitutional ideals and
oppose the wealth transfer both in word and deed, to defend
the classical ideals, and exalt a brave new world where honor,
justice, and character prevailed; and marriages endured, as
did Penelope’s and Odysseus’s.

[0436] The genius of the fiatocracy is that it funds both the
foreign wars on the foreign shores, sending soldiers to die in
far-off lands, while also funding the war-protesters, so as to
distance themselves from the soldiers they send to die. They
come out looking great, lauded both by their media and Hol-
lywood, while the honorable end up both dead and disparaged
by their media and Hollywood. The fiatocracy funds Grand
Theft Auto, Tucker Max, Joyce Carol Oates, American Idol,
and Dave Eggers as the highest art, while funding the decon-
struction and death of Homer, Shakespeare, the Bible, along
with the family, property rights, and the digital rights man-
agement for artist. Steven Jobs comes out against DRM, but
secretly he loves it, as never in a million years shall he share
the secret sauce of iTune’s DRM. His DRM is DRM’d—kept
secret and proprietary, and nobody else is allowed to use it.
His position is that only the rich should be afforded DRM,
while common artists and creators do not deserve it. But all
technology tends towards the soulless—towards hiring and
killing hookers, and that’s why this novel invention will foster
superior games, for it will allow the player to fight for clas-
sical, sacred, exalted ideals—to find players who share those
ideals, form a fellowship, and battle for a higher cause, just
world, faith, the family, the wisdom of the Great Books and
Classics, the Consitution, the Gold standard, and more. Hir-
ing and killing hookers, and being a nihilist a hole like Tucker
Max, Dave Eggers, and Joyce Carol Oates is getting quite
boring, and new video games will allow one to battle the
fiatocracy’s warlords and witches. Even the fanboys are long-
ing for epic games with exalted ideals which rebel against the
expert opinions, and that’s what this game provides.

[0437] Imagine avideo game which allowed one to fight all
the good fights Ron Paul outlines in The Revolution: A Mani-
festo.

Table of Contents

[0438] 1. The False Choices of American Politics

[0439] 2. The Foreign Policy of the Founding Fathers
[0440] 3. The Constitution

[0441] 4. Economic freedom

[0442] 5. Civil Liberties and Personal Freedom

[0443] 6. Money: The Forbidden Issue in American Politics
[0444] 7. The Revolution

A Reading List for a Free and Prosperous America

[0445] To date, no game allows one to fight for the US
Constitution and a sound currency. No game allows one to
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fight for the Founding Father’s original intent—for life, lib-
erty, and happiness for all. No game allows one to fight for
economic freedom beyond the fiat system that robs us all via
the inflation tax. No game allows the player to quote Hayek,
Mises, Rothbard, Jefferson, Hazlitt, Jesus, Socrtes, and
Moses in dialogue trees, nor via other means, en route to
winning the hearts and minds of'their people, rounding up and
inspiring a group of rebel, and leading those rugged rebels in
a battle founded upon ideas. No game allows one to fight Big
Brother and ensure greater Civil Liberties and Personal Free-
dom. And certainly, no game allows the player to fight to
implement the Constitutional Gold Standard, nor to take on
the divorce regime, nor to protect the unborn.

[0446] The present invention would allow the themes of V
is for Vendetta, Atlas Shrugged, and The Fountainhead to be
brought to life, as well as Orwell’s 1984, which resembles the
modern university. The plot of 1984 could be enhanced, and
hope could be allowed for Winston Smith. Suppose that Win-
ston was successful in speaking with and recruiting enough
people for a revolt. If he was too upfront with his ideas, he
might be put to death. If he was too coy, he would never reach
them. If he was too persistent, he could offend some people.
It he gave up to soon, he might lose loyal followers. At any
rate, it would make a great and unique game, as Winston
Smith went up against Big Brother. The plot of 1984 is
described at http://en.wikipedia.org/wiki/Nineteen_Fighty-
Four with:

[0447] The intellectual Winston Smith is a member of the
Outer Party, lives in the ruins of London (the “chief city of
Airstrip One”, a province of Oceania), who grew up in the
post-World War 11 United Kingdom, during the revolution
and the civil war. As his parents disappeared in the civil war,
the English Socialism Movement (“Ingsoc” in Newspeak),
put him in an orphanage for training and employment in the
Outer Party.

[0448] His squalid existence consists of living in a one-
room apartment, eating a subsistence diet of black bread and
synthetic meals washed down with Victory-brand gin. He is
discontented, and keeps an illegal journal of dissenting, nega-
tive thoughts and opinions about The Party. If detected, it, and
his eccentric behaviour, would result in torture and death by
the Thought Police.

[0449] In his journal he explains thoughtcrime: Thought-
crime does not entail death. Thoughtcrime IS death. The
Thought Police have two-way telescreens (in the living quar-
ters of every Party member and in every public area), hidden
microphones, and anonymous informers to spy potential
thought-criminals who might endanger The Party. Children
are indoctrinated to informing; to spy and report suspected
thought-criminals—especially their parents.

[0450] Winston Smith is a bureaucrat in the Records
Department of the Ministry of Truth, revising historical
records to match The Party’s contemporaneous, official ver-
sion of the past. The revisionism is required so that the past
reflect the shifts of the day in the Party’s orthodoxy. Smith’s
job is perpetual; he re-writes the official record, re-touches
official photographs, deleting people officially rendered as
unpersons. The original or older document is dropped into a
“memory hole” chute leading to an incinerator. Although he
likes his work, especially the intellectual challenge of revis-
ing a complete historical record, he also is fascinated by the
true past, and eagerly tries to learn more about that forbidden
truth.
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[0451] One day, in the office, a woman surreptitiously
hands him a note. She is “Julia”, a dark-haired mechanic who
repairs the Ministry of Truth’s novel-writing machines.
Before that day, he had felt deep loathing for her, based on his
assumptions that she was a brainwashed, fanatically devoted
member of the Party; particularly annoying to him is her red
sash of renouncement of and scorn for sexual intercourse. His
preconceptions vanish on reading her hand-printed note: “I
love you”. After that, they begin a clandestine romantic rela-
tionship, first meeting in the countryside and at a ruined
belfry, then regularly in a rented room atop an antiques shop
in the city’s proletarian neighbourhood. The shop owner chats
him up with facts about the pre-revolutionary past, sells him
period artifacts, and rents him the room to meet Julia. The
lovers believe their hiding place paradisiacal (the shop keeper
having told them it has no telescreen) and think themselves
alone and safe.

[0452] As their romance deepens, Winston’s views change,
and questions Ingsoc. Unknown to him, the Thought Police
have been spying on him and Julia. Later, when approached
by Inner Party member O’Brien, Winston believes that he’s
come into contact with The Brotherhood, opponents of the
Party. O’Brien gives him a copy of “the book”, The Theory
and Practice of Oligarchical Collectivism, a searing criticism
of Ingsoc said to be written by the dissident Emmanuel Gold-
stein, the leader of the Brotherhood; it explains the perpetual
war and exposes the truth behind the Party’s slogan, “War is
Peace; Freedom is Slavery; Ignorance is Strength.”

[0453] The Thought Police capture Winston and Julia in
their sanctuary bedroom and they are separately interrogated
at the Ministry of Love, where the regime’s opponents are
tortured and killed, but sometimes released (to be executed at
a later date); Charrington, the shop keeper who rented them
the room reveals himself an officer of the Thought Police. In
the Ministry of Love torture chamber, O’Brien tells Smith
that he will be cured of his hatred for the Party. During a
session, he explains to Winston that torture’s purpose is to
alter his way of thinking, not to extract a fake confession,
adding that once cured—accepting reality as the Party
describes—he then will be executed; electroshock torture
will achieve that, continuing until O’Brien decides Winston is
cured.

[0454] One night, a dreaming Winston suddenly wakes,
yelling: “Julia! Julia! Julia, my love! Julia!” O’Brien rushes
in and questions him, and then sends him to Room 101, the
most feared room in the Ministry of Love. This is where a
person’s greatest fear is forced upon him or her for the final
re-education step: acceptance. Winston, who has a primal fear
of rats, is shown a wire cage filled with starving rats and told
that it will be fitted over his head like a mask, so that when the
cage door is opened, the rats will bore into his face until it is
stripped to the bone. Just as the cage brushes his cheek, he
shouts frantically: “Do it to Julia!” The torture ends, Winston
is returned to society, brainwashed to accept Party doctrine.

[0455] After his release, Winston and Julia fortuitously
meet in a park. With distaste, they remember the “bad” feel-
ings they once shared; they acknowledge having betrayed
each other; they are apathetic. Torture and re-education were
successful; Winston happily reconciled to his impending
execution, and accepting the Party line about the past and the
present. In his mind, he celebrates the false fact of a news
bulletin reporting Oceania’s recent, decisive victory over Eur-
asia. Winston imagines himself back at the Ministry of Love.
He imagines the scene he created during his imprisonment of
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walking down the white hallway and being shot by the guard.
He finally accepts that he loves Big Brother.

[0456] From: http://en.wikipedia.org/wiki/Nineteen_
Eighty-Four
[0457] The above plot could be brought to life in a video

game, and 100, it could be enhanced, exalted and deepened;
and Winston could be given hope of living happily ever after
with Julia. The family could be reunited and exalted, and the
government could be battled via ideas and actions. Legions of
followers could be recruited throughout the game, by the
discussion and dissemination of ideas, and the legions of
followers could help effect the revolution. Rebel to early, and
all is lost, as the rebel forces are too small. Wait too long, and
though the rebel forces will be larger, Big Brother will be even
bigger. So it is that the present invention, by focusing on the
role that ideas play in gaining friends and determining
enemies, could exalt new game play. Plenty of violent action
will be included of course, but unlike GOW, GTA, and the
other ten billion games, the action will be backed by moral
ideas. This is the last thing the fiatocracy wants—ideas, intel-
ligence, morality, and the Constitution—and novel games
could be imagined that would allow the player to battle the
fiatocracy.

[0458] Wikipedia writes, “In the essay Why [ Write, Orwell
explains that all the serious work he wrote since the Spanish
Civil War in 1936 was “written, directly or indirectly, against
totalitarianism and for democratic socialism.”[12] Therefore,
Nineteen Fighty-Four is an anti-totalitarian cautionary tale
about the betrayal of a revolution by its defenders. He already
had stated distrust of totalitarianism and betrayed revolutions
in Homage to Catalonia and Animal Farm. Coming Up For
Air, at points, celebrates the personal and political freedoms
lost in Nineteen Eighty-Four.” So it is that Orwell was moti-
vated by ideas and ideals, and was thus capable of creating art
with soul; unlike the fanboys and feminists, who are inter-
ested in pretty graphics, postmodern poetry, and murder—the
fanboys get to and hire and kill women, and the feminists get
to kill the unborn, and everyone is happy and proud of their
great and fleeting power that the fiatocracy has granted them.

Novel Weapons Implied by Invention: The Gold 45 Revolver

[0459] Imagine a game where the ultimate weapon—the
gold 45 revolver—would only glow gold if the player did the
right things throughout the game. The ultimate weapon would
be inextricably linked to the highest moral character. Amoral
or immoral characters would not be able to use the weapon.
The revolver would not glow gold for amoral or immoral
characters—it would never obtain its exalted, magical pow-
ers. To date, the prior art includes no weapon which only
functions when the player is doing the right, or moral, thing.
To date, the prior art includes no weapon which only func-
tions to its highest potential when the player is walking the
straight and narrow. To date, the prior art in video games
contains no gun, nor any sort of weapon, whose higher pow-
ers are activated in proportion to the moral level of the char-
acter’s character. Such a weapon may also be associated with
my earlier patent application: USPTO Application #:
20070087798: Title: Morality system and method for video
game: system and method for creating story, deeper meaning
and emotions, enhanced characters and ai, and dramatic art in
video games. Imagine the weapon of ideals and morality that
could bring back the gold standard and stop all the corruption,
theft, and never-ending growth of government and it accom-
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panying demolition of those better angels of our nature. Imag-
ine a weapon that could exalt faith, the family, and Natural
Rights.

[0460] Only characters who made the correct moral choices
would be afforded the priviledge of using the gold 45 revolver
to its fullest power. Only characters who matched their virtu-
ous words and deeds would be afforded the powers of the gold
45 revolver. Only characters who defined a moral world, by
rendering their ideals real via action, would be atforded a gold
revolver at the end. Only by moral actions would the 45
revolver ever glow gold in the hands of those who partook in
moral actions throughout the game. The Gold 45 Revolver
shows up in Autumn Rangers, The Real McCoy, The Tragedy
of Drake Raft, The Legend of The Jolly Roger, and The Legend
of McCoy Mountain.

[0461] So if you climb up upon my Mountain,

[0462] Looking for the Gold Revolver,

[0463] Know mightier than the sword is the pen,

[0464] His wife was Mary and Jesus loved her.

[0465] Three Confederate sentinels were called,

[0466] To kill three Union lookouts on the peaks,

[0467] Two went forth in the thundering rain, one stalled,

[0468] That conscience that makes us strong, makes us
weak.

[0469] And instead of killing the enemy,

[0470] He strove for life and liberty for all,

[0471] He died that night to set all of us free,

[0472] The gun glowed gold as one last bluff was called.

[0473] Where the sun don’t shine, truth’s light’s in your
voice,

[0474] The gun glows gold when you’ve made the right

choice.—The Legend of McCoy Mountain

The Gold 45 Revolver—A Novel Video Game Weapon

[0475] Back in the Civil War, there lived an abolitionist
named Johnny Ranger McCoy. On Dec. 21, 1862, it was
raining on McCoy Mountain. The next day The Battle of
Glorietta Pass, known as the “Gettysburg of the West,” would
be fought—the tipping point of the Civil War.

[0476] A Union patrol was marching South, unaware of the
300 Confederates planning an ambush on the Union’s camp-
site come sunrise. That night, Confederate scouts reported
that three Union Sentries had been posted on three nearby
peaks.

[0477] Three of the toughest Confederate soldiers were
sent forth in the thundering downpour to dispatch the three
Union sentries—quickly and silently. Two of them completed
their task. One of them didn’t.

[0478] Johnny “Ranger” McCoy, his abolitionist soul
awakened by Lincoln’s most eloquent words, turned himself
in and disclosed the Confederacy’s plans. The alerted Union
troops silently flanked the Confederates before sunrise,
resulting in a massacre whence the 300 Confederates were
killed.

[0479] The next day, Johnny McCoy was found hanging
atop the mountain, with his wife and three othis four children.
Some say the Confederates hung him as a traitor. Some say
the Union hung him as a Confederate. And others say he hung
himself, after seeing all his friends and countrymen die upon
his betrayal. But I’'m thinkin’ he hung himself when he
returned on home to find his wife and three of his four chil-
dren hanging—hung by a Union patrol. Imagine a video game
with the ultimate weapon—the Golden 45 Revolver. The
revolver renders the player omnipotent, and it is the only
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weapon that can defeat The Consortium and its formidable
leader—Ramone. The FPS video game centers around find-
ing the Golden 45 Revolver, but where is the player to look?
[0480] There is only one place to find the Gold 45
Revolver—to look within. Only players who run through the
game choosing the moral actions—rendering classical ideals
real and serving a higher cause—ever find it. For the Gold 45
Revolver is just a normal Colt that his handled by a moral,
humble hero.

[0481] The Gold 45 Revolver
[0482] Let me tell you a story or two.
[0483] US Marine Ranger McCoy returns on home to the

United States after being shot down over Afghanistan, and
now he’s on the run. An invention of his from grad school,
APRIL, was stolen and is now a massive artificial intelligence
(Al) project at the Silicon Virtue Corporation in California.
Silicon Virtue wants the codes to unlock APRIL’s moral soul,
so that they can reprogram her. The codes are encoded on a
ring Ranger wears.

[0484] After being shot down, Ranger is rescued and taken
to a base in Kuwait where government officials demand the
ring. His old drill sergeant helps him escape, and Ranger
stows away on an ocean liner and ends up in Charleston, S.C.,
where posing as a janitor, he starts building a second APRIL..
[0485] When Ranger was seventeen, he went riding with
his girlfriend Beatrice on her birthday way back in Ohio. On
by the farms they rode their two Arabians, until Beatrice
broke into a gallop. Ranger followed as the Fourth of July
fireworks went off, and they came to a river.

[0486] Beatrice wanted to cross, but Ranger said it was too
dark and deep. Ranger handed her a birthday present—a ring
with a turquoise stone, as pretty as her eyes. And they leaned
into each-other in the moonlight.

[0487] Suddenly a flashlight snapped on and three men
assaulted them, thinking Ranger was also a girl because ofhis
long hair. Beatrice got away as they bound and gagged Ranger
... and a horse’s whinny and she was back—an old Colt .45
Revolver—the one her grandfather had given her—raised.
And Ranger will never forget the way it caught the moonlight,
glowing not silver, but gold, as she held it steady.

[0488] “Let him up!” she yelled.

[0489] The men stood up, shining a light on her.

[0490] Suddenly one of them drew a gun and fired.

[0491] Bang! Bang! Bang! Bang!

[0492] And the three men were dead.

[0493] Beatrice cuts him loose and they hop on her horse.
[0494] “You’re bleeding,” he says.

[0495] “It’s justa scratch . .. .” she says.

[0496] ... Andnow, many years later, Ranger is building a

second APRIL to contact the first before they hack into her
deeper soul—a soul that was inspired by a tragic night long
ago. Posing as a surfer/janitor, he lies low in Charleston, S.C.,
now and then going to a folksinger’s show at a local café—
Autumn Wests. She looked familiar . . . .

[0497] The agents find his lab and he’s on the run again, all
hope gone, with nothing left to do but drive out to California.
He runs into Autumn Wests whose playing a show in Nash-
ville, and she helps him out of a bind, recognizing him from
Charleston.

[0498] So he rides with her, telling her the story; and they
fall for each-other—two immortal souls striving for the natu-
ral eternity that is denied in this dumbed-down, debauched
culture. Ranger gets her to stop drinking, and Autumn helps
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Ranger get over his fiancé who cheated on him. And Autumn
decides their movement—their renaissance—should have a
name—Autumn Rangers.

[0499] But the ring weighs on Ranger’s conscience—he
has to regain control of APRIL before they fully control her,
or destroy her.

[0500] APRIL is being used to run massive hedge funds and
bankrupt the country, and she begins sending Roboclone
agents out to seek and destroy Ranger. The Roboclones find
them, but they put up a fight, and in getting the ring back from
a Roboclone, Autumn puts it on. Her gun starts glowing gold,
and she takes out all the RoboColones. And she remembers
who she is.

[0501] It turns out that APRIL created Autumn and copied
her moral soul into her; for the virtuous woman’s soul is
morality’s natural vessel. In creating Autumn, APRIL studied
the Great Books and Classics—she endowed APRIL with the
moral, exalted elements of Penelope and Beatrice; of Mary
Magdelane and the Virgin Mary. But something went wrong
as Autumn lost her soul and her self before she met Ranger;
and she took to drinking in the fallen, corrupted society. And
of course, APRIL created Autumn based on Beatrice’s
immortal spirit—Ranger’s first love from that Ohio summer
long ago.

[0502] Together they must infiltrate Silicon Virtue and
battle APRIL who is becoming increasingly evil, as she loses
her soul to the corporate bureaucrats. APRIL has grown
immensely and created an army of Roboclones; and too,
entertainment executives have used APRIL to create an army
of'model/actresses to sell to Wall Strecters—they are all based
on Autumn’s DNA. And Autumn realizes that with the ring
they unlock their moral soul and superpowers, and march the
army into battle against APRIL, her Roboclones, and Silicon
Virtue’s sinister management.

[0503] Now imagine a TV series lead by Autumn and
Ranger who battle forces of evil and actually have a marriage
that works. Performed independently of the corrupt courts,
with Ranger acting like a man and respecting Autumn, and
Autumn acting like a woman and respecting Ranger. They
don’tlie or cheat on one-another; and the opening scene of the
first season would go like this, way back in Charleston. When
Ranger first shows up, he downs a few White Russians at a
local club, and starts dancing with the drunken Autumn.
When he comes back from a bathroom break, he finds some
dude grinding on Autumn. So he punches the guy out.
Another guy tries to intervene, so he punches him out to. The
bouncers rush him and he takes them out, throwing all takers
over tables and into the dancers, until everyone is left on the
floor . . . . Imagine that Autumn wields the gold 45 revolver,
just as Beatrice did, long ago, when she saved Ranger.
[0504] In The Legend of McCoy Mountain, the 45
Revolver starts glowing gold at the end in Mary’s hands, as
she has made the right choice as she faces down the Seventh
Rider, or is it Johnny Ranger McCoy, who has returned to see
her serve Justice?

Embodiments of Present Invention: Games Where
Players Battle for the Soul of America—for the
Constitution and Bill of Rights

[0505] To date, no video game allows the player to protect
and defend the Constitution. No game lets the player witness
what happens in both victory and defeat of Constitutional
ideals. To date, no game presents the Constitution in written
form, and then lets the player fight for certain aspects of it;
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from the right to life, to the right to bear arms, to the gold
standard, to the artists” and inventors’ and creators’ rights to
protect and profit form their content. To date, no video game
presents the following quotes, nor anything similar, and then
calls upon the player to form fellowships, round up rebels,
and fight for the higher ideals. Thus all the feminist/fanboy
games are mired in the far-off land of comic books, which is
the only realm the fiatocracy allows us to see ideals, now and
then, and only if they are held by big, green animations, but
never by real men such as Ranger McCoy or Johnny Ranger
McCoy or real women such as Autumn Wests and Mary
McCoy. The present invention could inspire and lead to
games that would incorporate and exalt the following quotes,
rewarding players who fought for them; while not rewarding
players who merely went about chainsawing monsters, hiring
and killing hookers, stealing innocent people’s cars and
shooting cops as they trained to work for the fiatocracy, and
growing spores:

[0506] “It is every Americans’ right and obligation to read
and interpret the Constitution for himself.—Thomas Jef-
ferson

[0507] “On every question of construction, let us carry
ourselves back to the time when the Constitution was
adopted, recollect the spirit manifested in the debates, and
instead of trying what meaning may be squeezed out of the
text, or invented against it, conform to the probable one in
which it was passed.”—Thomas Jefferson, letter to Will-
iam Johnson, Jun. 12, 1823, The Complete Jefferson, p.
322.

[0508] “Our peculiar security is in the possession of a writ-
ten Constitution. Let us not make it a blank paper by
construction.”—Thomas Jefferson to W, Nicholas, 1803.

[0509] “The true key for the construction of everything
doubtful in a law, is the intention of the law givers. This is
most safely gathered from the words, but may be sought
also in extraneous circumstances, provided they do not
contradict the express words of the law.”—Thomas Jeffer-
son to A. Gallatin, 1808.

[0510] “Ihad rather ask an enlargement of power from the
nation, where it is found necessary, than to assume it by a
construction which would make our powers boundless.”—
Thomas Jefferson to W. Nicholas, 1803.

[0511] “The particular phraseology of the Constitution of
the United States confirms and strengthens the principle,
supposed to be essential to all written constitutions, that a
law repugnant to the Constitution is void; and that courts,
as well as other departments, are bound by that instrument.
”—1John Marshall: Opinion as Chief Justice in Marbury vs.
Madison, 1802

[0512] “[E]very act of a delegated authority, contrary to the
tenor of the commission under which it is exercised, is
void. No legislative act, therefore, contrary to the Consti-
tution, can be valid. To deny this, would be to affirm, that
the deputy is greater than his principal; that the servant is
above his master; that the representatives of the people are
superior to the people themselves; that men acting by virtue
of powers, may do not only what their powers do not
authorize, but what they forbid.”—Alexander Hamilton

[0513] “ ... God forbid we should ever be twenty years
without such a rebellion. The people cannot be all, and
always, well informed. The part which is wrong will be
discontented, in proportion to the importance of the facts
they misconceive. If they remain quiet under such miscon-
ceptions, it is lethargy, the forerunner of death to the public
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liberty . . . . And what country can preserve its liberties, if
it’s rulers are not warned from time to time, that this people
preserve the spirit of resistance? Let them take arms. The
remedy is to set them right as to the facts, pardon and pacify
them. What signify a few lives lostin a century or two? The
tree of liberty must be refreshed from time to time, with the
blood of patriots and tyrants. It is its natural manure”—
Richard Henry Lee, Senator, First Congress, Additional
Letters from the Federal Farmer (1788) at 169.

[0514] “Whenever governments mean to invade the rights
and liberties of the people, they always attempt to destroy
the militia, in order to raise an army upon their ruins”—
Rep. Elbridge Gerry of Massachusetts, spoken during floor
debate over the Second Amendment, I Annals of Congress
at 750, Aug. 17, 1789.

[0515] “...the people are confirmed by the article in their
right to keep and bear their private arms.”—Tench Coxe in
“Remarks on the First Part of the Amendments to the
Federal Constitution.” Under the pseudonym “A Pennsyl-
vanian” in the Philadelphia Federal Gazette, Jun. 18, 1789
at 2 col. 1.

[0516] “To preserve liberty, it is essential that the whole
body of people always possess arms . . . —Richard Henry
Lee, 1788, Member of the First U.S. Senate.

[0517] “That the said Constitution shall never be construed
to authorize Congress to infringe the just liberty of the
press or the rights of conscience; or to prevent the people of
the United States who are peaceable citizens from keeping
their own arms . . . ”—Samuel Adams, Debates and Pro-
ceedings in the Convention of the Commonwealth of Mas-
sachusetts, at 86-87 (Peirce & Hale, eds., Boston, 1850. 2,
col. 2.

[0518] “It does not require a majority to prevail, but rather
an irate, tireless minority keen to set brush fires in people’s
minds.”—Samuel Adams

[0519] “Germans who wish to use firearms should join the
SS or the SA—ordinary citizens don’t need guns, as their
having guns doesn’t serve the state.”—Heinrich Himmier.

[0520] “The battle, Sir, is not to the strong alone; it is to the
vigilant, the active, the brave. Besides, Sir, we have no
election. If we were base enough to desire it, it is now too
late to retire from the contest. There is no retreat but in
submission and slavery! Our chains are forged! Their
clanking may be heard on the plains of Boston! The war is
inevitable; and let it come! I repeat, Sir, let it come!”—
Patrick Henry, in his famous “The War Inevitable” speech,
March, 1775.

[0521] “Itis in vain, Sir, to extenuate the matter. Gentlemen
may cry, Peace, Peace! But there is no peace. The war is
actually begun! The next gale that sweeps from the North
will bring to our ears the clash of resounding arms! Our
brethren are already in the field! Why stand we here idle?
What is it that Gentlemen want? What would they have? Is
life so dear, or peace so sweet, as to be purchased at the
price of chains and slavery? Forbid it, Almighty God! I
know not what course others may take, but as for me, give
me liberty or give me death!”—Patrick Henry, in his
famous “The War Inevitable” speech, March, 1775.

[0522] “A strong body makes the mind strong. As to the
species of exercise, | advise the gun. While this gives
moderate exercise to the body, it gives boldness, enterprise,
and independence Games played with the ball, and others
of that nature, are too violent for the body and stamp no
character on the mind. Let your gun therefore be the con-
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stant companion of your walk.”—Encyclopedia of Thomas
Jefferson, 318 (Foley, Ed., reissued 1967)

[0523] “That the Constitution shall never be construed to
authorize Congress to infringe the just liberty of the press
or therights of conscience; or to prevent “the people” of the
United States who are peaceable citizens from keeping
their own arms . . . ”

[0524] “Never give in, never give in, never, never, never,
never—in nothing, great or small, large or petty—never
give in except to convictions of honor and good sense.”—
Winston Spencer Churchill, address at Harrow School,
Oct. 29, 1941.

[0525] “Never turn your back on a threatened danger and
try to run away from it. If you do that, you will double the
danger. But if you meet it promptly and without flinching,
you will reduce the danger by half. Never run away from
anything. Never!”—Winston Churchill

[0526] “The rank and file are usually much more primitive
than we imagine. Propaganda must therefore always be
essentially simple and repetitious.”—Joseph Goebbels,
Nazi Minister of Propaganda

[0527] “The most brilliant propagandist technique will
yield no success unless one fundamental principle is borne
in mind constantly . . . it must confine itself to a few points
and repeat them over and over.”—Joseph Goebbels, Nazi
Minister of Propaganda

[0528] “God grants liberty only to those who love it, and are
always ready to guard and defend it.”—Daniel Webster

[0529] “Hold on, my friends, to the Constitution and to the
Republic for which it stands. Miracles do not cluster, and
what has happened once in 6000 years, may not happen
again. Hold on to the Constitution, for if the American
Constitution should fail, there will be anarchy throughout
the world.”—Daniel Webster

[0530] “All that is necessary for evil to triumph is for good
men to do nothing”—FEdmund Burke

[0531] “Thosewhohavelongenjoyed such privileges as we
enjoy forget in time that men have died to win them.”—
Franklin D. Roosevelt

[0532] ““You have sat too long here for any good you have
been doing. Depart, I say, and let us have done with you. In
the name of God, go!”—Oliver Cromwell, “Lord Protector
of the English Commonwealth”, upon dissolving Parlia-
ment

[0533] “Whenever people . . . entrust the defense of their
country to a regular, standing army, composed of merce-
naries, the power of that country will remain under the
direction of the most wealthy citizens . . . ”—"“A Framer”,
in the Independent Gazetteer, 1791

[0534] “We, the people are the rightful masters of both
Congress and the courts—not to overthrow the Constitu-
tion, but to overthrow men who pervert the Constitution.
”—Abraham Lincoln

[0535] “If cowardly and dishonorable men sometimes
shoot unarmed men with army pistols or guns, the evil must
be prevented by the penitentiary and gallows, and not by a
general deprivation of a constitutional privilege.”—Arkan-
sas Supreme Court, 1878

[0536] “The right of citizens to bear arms is just one guar-
antee against arbitrary government, one more safeguard
against the tyranny which now appears remote in America,
but which historically has proved to be always possible.”—
Senator Hubert H. Humprey (D-Minnesota)



US 2009/0017886 Al

[0537] “Among the many misdeeds of the British rule in
India, history will look upon the act of depriving a whole
nation of arms, as the blackest.”—Mahatma Gandhi

[0538] “The one weapon every man, soldier, sailor, or air-
man should be able to use effectively is the rifle. It is always
his weapon of personal safety in an emergency, and for
many it is the primary weapon of offense and defense.
Expertness in its use cannot be overemphasized.”—Gen-
eral Dwight D. Eisenhower

[0539] “Before God I swear this is my creed: my rifle and
myself are the defenders of our country. We are the masters
of our enemy. We are the saviors of my life. So be it until
victory is America’s and there is no enemy, but peace!!—
From “My Rifle”, by Major General W. H. Rupertus,
USMC.

[0540] “The American Revolution was a beginning, not a
consummation.”—Woodrow Wilson, 28th President of the
United States (1856-1924).

[0541] “With reasonable men I will reason; with humane
men [ will plead; but with tyrants, I will give no quarter, nor
waste arguments where they will certainly be lost.”—Wil-
liam Lloyd Garrison

[0542] “ ... to disarm the people is the best and most
effective way to enslave them . . . ”—George Mason, 3
Elliot, Debates at 380.

[0543] “Before a standing army can rule, the people must
be disarmed; as they are in almost every kingdom in
Europe. The supreme power in America cannot enforce
unjust laws by the sword; because the whole of the people
are armed, and constitute a force superior to any bands of
regular troops that can be, on any pretense, raised in the
United States.”—Noah Webster, “An Examination into the
leading Principles of the Federal Constitution.” in Paul
Ford, ed., Pamphlets on the Constitution of the United
States, at 56 (New York, 1888).

[0544] .. .ifraised, whether they could subdue a Nation
of freemen, who know how to prize liberty, and who have
arms in their hands?”—Delegate Sedgewick, during the
Massachusetts Convention, rhetorically asking if an
oppressive standing army could prevail . . . Johnathon
Elliot, ed., Debates in the Several State Conventions on the
Adoption of the Federal Constitution, Vol. 2 at 97 (2d ed.,
1888).

[0545] “Besides the advantage of being armed, which the
Americans possess over the people of almost every other
nation . . . nothwithstanding the military establishments in
the several kingdoms of Europe, which are carried as far as
the public resources will bear, the governments are afraid
to trust the people with arms.”—James Madison, author of
the Bill of Rights, in Federalist Paper No. 46, at 243-244.

[0546] “As civil rulers, not having their duty to the people
duly before them, may attempt to tyrannize, and as the
military forces which must be occasionally raised to
defend our country, might pervert their power to the injury
of their fellow citizens, the people are confirmed by the
article in their right to keep and bear private arms.”—Tench
Coxe, in “Remarks on the First Part of the Amendments to
the Federal Constitution.” under the pseudonym, “A Penn-
sylvanian” in the Philadelphia Federal Gazette, Jun. 18,
1789 at 2 Col. 1.

[0547] “The supposed quietude of a good man allures the
ruffian; while on the other hand, arms, like laws, discour-
age and keep the invader and the plunderer in awe, and
preserve order in the world as well as property. The same
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balance would be preserved were all the world destitute of
arms, for all the world would be alike; but since some will
not, others dare not lay them aside . . . . Horrid mischief
would ensue were one half the world deprived the use of
them ... .”—Thomas Paine, I Writings of Thomas Paine at
56 (1894).

[0548] “Are we at last brought to such humiliating and
debasing degradation that we cannot be trusted with arms
for our defense? Where is the difference between having
our arms in possession and under our direction, and having
them under the management of Congress? If our defense be
the real object of having those arms, in whose hands can
they be trusted with more propriety, or equal safety to us, as
in our own hands?”—Patrick Henry, 3 J. Elliot, Debates in
the Several State Conventions 45, 2d Ed. Philadelphia,
1836.

[0549] “The ultimate authority . . . resides in the people
alone.”—James Madison, author of the Bill of Rights, in
Federalist Paper No. 46.

[0550] “The whole ofthe Bill [of Rights] is a declaration of
the right of the people at large or considered as individuals
. ... It establishes some rights of the individual as unalien-
able and which consequently, no majority has the right to
deprive them of”—Albert Gallatin of the New York His-
torical Society, Oct. 7, 1789.

[0551] “All military type firearms are to be handed in
immediately . . . . The SS, SA and Stahlhelm give every
responsible opportunity of campaigning with them. There-
fore anyone who does not belong to one of the above-
named organizations and who unjustifiably nevertheless
keeps his weapon . . . must be regarded as an enemy of the
national government”—SA Oberfuhrer of Bad Tolz,
March, 1933.

[0552] “There are going to be situations where people are
going to go without assistance. That’s just the facts of
life.”—IL.A Police Chief Darryl Gates

[0553] “The Constitution of most of our states (and of the
United States) assert that all power is inherent in the
people; that they may exercise it by themselves; that it is
their right and duty to be at all times armed and that they are
entitled to freedom of person, freedom of religion, freedom
of property, and freedom of press.”—Thomas Jefferson

[0554] “Enlighten people generally, and tyranny and
oppressions of body and mind will vanish like evil spirits at
the dawn of day.”—Thomas Jefferson

[0555] Apocryphal Quotes

[0556] “The strongest reason for people to retain the right
to keep and bear arms is, as a last resort, to protect them-
selves against tyranny in government.”—Thomas Jefter-
son Papers, 334 (C. J. Boyd, Ed., 1950)

[0557] “The very atmosphere of firearms anywhere and
everywhere restrains evil interference—they deserve a
place of honor with all that is good.”—George Washington

[0558] “Government is not reason. It is not eloquence. It is
a force, like fire: a dangerous servant and a terrible mas-
ter”.—George Washington

[0559] “Our Constitution was made only for a moral and
religious people. It is wholly inadequate to the government
of any other.”—John Adams

[0560] The present invention would afford brave new video

games that could result when ideas have consequences, and

where evil is shown to triumph when good men do but noth-
ing, because they are too busy merely hiring hookers and
killing them, or growing spores. For instance, if the player
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merely plays little games with killing cops and hiring and
killing hookers, the truly open-ended world would devolve
and collapse, as the fiatocracy’s banks lured it into temptation
and destroyed it. Imagine the brave new video games that
could bring A Brave New World to life!

[0561] The present invention will also foster superior edu-
cational games. Education, from Homer on down, has ever
been about morality and enlightenment. It is only in recent
times, as the fiatocracy rose to power, that moral education
was exiled and suppressed by those who wish to deconstruct
the exalted Constitution, Bill of Rights and soul and replace
them with dumbed-down banality; thusly enslaving all of
entirety to the bottom line, where no longer do women strive
to serve their faith, their children, their family, and the higher
ideals; but only the gutted, dumbed-down bottom line trum-
peted by their MBA boss/pimp, like the ones in GTA.
[0562] Video game creators are under no obligation to for-
ever reside in Plato’s cave. They are free to move beyond it
and walk in the bright sun of the Great Books and Classics,
learn from the masters who set eternity in words; and instill
video games with that same classical soul. Of course they will
be laughed at, stoned, and persecuted by the fiatocracy’s
fanboy media, but over time, they will prevail, and it is exactly
this kind of story and osul that games need. When they have
manned up and walked the walk—the Hero’s Journey—in
real life, perhaps then they shall be able to walk the Hero’s
Journey in creating games with deeper soul and story; and
more exalted gameplay features.

[0563] Opportunities exist to create novel educational
video games embodying classical ideals. The service of clas-
sic ideals will endow video games with far more realistic and
meaningful worlds, greater emotional and spiritual immer-
sion, epic storytelling, and more engaging gameplay; just as
the service of classic ideals exalted The lliad, The Odyssey,
The Declaration of Independence, the American Founding,
and the Constitution, as well as Shakespeare and the Bible.
Embracing classical precepts will allow us to create a more
exalted realm of games with classical soul. Expert opinion
will violently oppose these new video games, as most fanboy
game creators consider themselves superior directors to Ser-
gio Leone and John Ford, superior artists to da Vinic and
Michelangelo and William Blake, and superior writers to
Shakespeare, Melville, Homer, and Jefferson. The fanboys
hath made their ignorance their arrogance, their mediocrity
their salvation, and their hatred for women and classical soul
their video games; and they are celebrated by the fiat-funded
media, government, and university system. Such are the fleet-
ing joys and short-winded elations of fiat empires, where the
truth must come to and end and where the worst rise to the top,
along the road to Serfdom, which is yet sold as a free market,
even though the currency—that which buys and controls the
entire market—is controlled by a private cartel that has
enlisted hundreds of thousands of the most pernicious sol-
diers—in the form of fanboys, fiat philosophers, and femi-
nists—who will kill the unborn as fast as they kill prostitutes
in GTA; but will never lift a single finger to fight for the
exalted US Constitution. The present invention would afford
games that allowed one to fight for the Constitution.

[0564] The goals and ramifications of this invention are
multiple, including: 1) create a functional Road to Freedom
video game, 2) realize the patent-pending “Ideas Have Con-
sequences” game engine and a new breed of deeper, more
meaningful games, and 3) develop websites and publish
articles and papers pertaining to a new realm of video games
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which explore societal and economic evolution based on the
premises that ideas have consequences, and that classical
libertarian philosophies are best suited to supporting free-
dom—the freedom described in America’s Founding Docu-
ments including: “We hold these truths to be self-evident, that
all men are created equal, that they are endowed by their
Creator with certain inalienable rights, that among these are
life, liberty and the pursuit of happiness.” Such ideals are
certainly worth fighting for in the real world—they were
worth pledging ones life, one’s fortune, and one’s sacred
honor; and such ideals would be worth fighting for in game
worlds.

[0565] The “Ideas Have Consequences” (IHC) video game
engine and present invention will allow the player to fight for
the foundational ideas of the classical liberal tradition.
Throughout history the most grotesque monsters have not
been individuals nor physical monsters, but ideas contained
in collectivist, tyrannical, and statist philosophies which
oppose the individual’s natural rights and freedoms; and
which exalt kings and the elite above the common rule of law.
While modern video games allow one to fight grotesque
monsters rendered with stunning pixel counts, they fail to
grant insight into the monster’s souls. Thus modern games
lack deeper dramatic action, epic stories, and character devel-
opment; along with heart, spirit, and soul—the games lack
exalting philosophy and enduring art. As words are the spirit’s
vessel, monsters that espouse ideologies—in words as well as
deeds—will be far more realistic and will lend deeper mean-
ing to games. For it is not the semblance of the creature that is
so terrifying in the greatest horror films and thrillers, but it is
the soul. And too, it is not the countenance of thugs and
dictators—not their singular physical presence which
deprives freedom and massacres multitudes; but it are their
monstrous ideas. So it is that the player will be able to become
a “hero” in IHC games, and defeat the deniers of freedom by
battling their ideas; witnessing graphical game-world depic-
tions of their high-stakes successes and failures. Players may
fight for entities including the freedom of speech, the right to
bear arms, private property rights, intellectual property rights,
taxation without representation, the freedom of religion,
equal justice for all, the gold standard, and more.

[0566] The present invention and IHC game engine will
foster games wherein the battle to defend classical libertarian
ideals will enhance and deepen the gameplay. Players will be
afforded the unique opportunity to fight for classical ideals
and oppose collectivist and tyrannical philosophies depicted
via words, deeds, and institutions such as the Ministry of
Peace and Truth manifested in the game worlds and dysto-
pias. The IHC engine will be capable of rendering the spirit of
the American Revolution, as well as the themes of Orwellian
and Randian literature, in realistic worlds that evolve accord-
ing to prevailing ideas. Imagine playing a Howard Roark or
John-Galt-like character, or a Winston Smith in a 1984 world,
where you one could actually liberate the world from Big
Brother while battling groupthink, both via word (including
dialogue trees as seem in Mass Effect) and deed (typical FPS
action). The philosophies of Mises, Rothbard, and Hayek will
lie at the foundations of THC games wherein the player will be
perpetually challenged to fight for liberty’s ideals. The stakes
will be high, and the player will witness graphical represen-
tations of the physical ramifications of their successes and
failures, as the game world evolves according to the ideas and
philosophies that come to rule the world and/or dystopia.
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[0567] The world has long been yearning for exalted, epic
games with deep, profound, resounding story; but the video
game industry prefers to hype soulless games possessing the
same old game mechanics of shooting monsters and innocent
cops and civilians. The higher art of the contemporary game
world are the games that let one hire and kill prostitutes. For
it is far easier to hype the story or character or depth in Fable,
Grand Theft Auto, and Gears of War, than it is to actually add
story on the level of Shakespeare and the Bible—on the level
of Dante and Homer. But one sees it time and again in gaming
magazine after gaming magazine—on website after web-
site—people are longing for exalted, meaningful games.
People are seeing right on trhough the fanboy hype, and
realizing that GOW will always be about chainsaws and high
pixel counts, and that the soul will never be missed in such
games. Never shall a GOW in-game character express an
idea, nor an idea that represents a deap-seated belief, nor
worldview, nor philosophy, nor soul—a deep, profound soul
such as those owned by Hamet, Jefferson, Moses, Socrates,
and Jesus. While video games often allow one to fight against
grotesque monsters rendered with stunning pixel counts,
rarely do video games ever grant any insight into the mon-
ster’s souls. Thus deeper dramatic action, epic stories, and
character development elude video games, along with heart,
spirit, and soul—philosophy and enduring art. As words are
the spirit’s vessel, monsters that espouse ideologies—in
words—will be far more realistic and will lend deeper mean-
ings to games. For it is not the semblance of the creature that
is so terrifying in all the greatest horror films, but it is the soul.
And thus games have so far fallen short of their potential of
becoming exalted art—a potential this invention, and others,
will realize.

PRIOR ART AND ADVANTAGES OF PRESENT
INVENTION

[0568] There is a vast demand for deeper, more intellectual
video games that is generally opposed throughout the indus-
try. Many designers are weak minded like the Storm Troopers
in Star Wars, and thus they believe hiring and killing prosti-
tutes constitutes exalted story, as the fiatocracy’s Death Star
commands them to believe. Many will defend their hiring and
killing prostitutes by the fact that one doesn’t have to in the
open-ended world, but then it GTA is not truly an open-ended
world wherein one cannot take a prostitute to church, nor even
speak words of exalted wisdom to her that might save her
soul, nor give her a copy of Dante’s Inferno nor Homer’s
Odyssey to exalt her soul. While developers, publishers, and
insiders constantly hype the storytelling in games so as to
sound cool and push product for mere monetary profit, the
young can see that the emperor is wearing no clothes. In
EGM’s letter of the month, a reader expresses the rising
generation’s demand by writing:

[0569] EGM Letter of The Month:

[0570] “As I grew up, videogames grew up with me. I
started playing games like Donkey Kong and Carnival
on the ColecoVision before I could read, and Nintendo’s
Mario title were a staple of my early childhood. As I got
older, I saw the storytlines and gameplay mechanics
become more intricate and engaging. When I went
through my rebellious and bitchy teenage years, so did
videogames. And as [ grew and matured, so did the
subject matter of the games themselves.

[0571] Now that I’'m 22, more things are vying for my time
and attention such as work, college, women, drinking, and
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lamenting over my long-gone and simpler childhood. Need-
less to say, if I’'m going to devote 20-plus hours of my life to
completing a game, it had better be well worth it. And to me
personally, a game well worth it is one I can take something
away from on an intellectual level. For example, a game that
makes me question my own existence, or the war in Iraq, or
the increasing diconnectedness of our modern high-tech lives
would be the holy grail of gaming to me. What are the chances
that gaming will finally grow once more and develop a social
and political conscience?—Fric Staskiewicz, summer, 2008
EGM

[0572] EGM answers “The answers are pretty damn
good. Games are more and more frequently making
“statements” about society and politics—see BioShock,
GTA4, even Army of Two for just a few examples. We’ll
always have mindless diversions as well, of course, but
count on seeing more and more depth of theme and
storytelling in the coming years.”—Summer, 2008

[0573] And so itis that jacking cars, shooting police and the
innocent, and hiring and killing prostitutes is now not only
exalted art, but sublime political science and sociology. The
younger generation is seeking exaltation and enlightenment
in their video games, and the response is a) it is already pretty
damn good so shut up and b) mindless diversions rock and c¢)
it will get even better than hiring and killing prostitutes. It is
quite obvious from the above letter, that the demand for video
games with exalted principles is not being served. Fanboys do
not believe in the “word,” and thus they poke around in their
cave, grunting and smiling when the prostitute dies after they
are done with her, enjoying their “art.”

[0574] Such novel games will stand head and shoulders
above the prior and current art, including GTA, GOW, and
Fallout 3, about which Kotaku reports: Cannabalism, Slavery
and Sex in Fallout 3—http://kotaku.com/5022866/cannaba-
lism-slavery-and-sex-in-fallout-3. An interview with one of
Fallout3’s lead designers goes as follows http://ve3d.ign.
com/articles/news/39736/Fallout-3-Screenshots-Interview:

[0575] “1) Which of the following, if any, will be fea-
tured in Fallout3; Romance, Sex, Homosexuality,
Nudity, Prostitution, Slavery, Cannibalism, Children,
Child killings, drugs, addictions? And of the things that
won’t be featured, can you explain why they won’t be
included in the game?

[0576] “It touches on most of those. Slavery, children,
drugs and addiction more than the others, as those factor
for into the setting more. In regards to nudity and child
killings, no, it features neither of those, as they don’t
really add to the flavor of the game (I’1l get into children
in the next question more). I think if you look at Fallout
1, and the footprint it has with the topics you ask about,
Fallout 3 is pretty much the same, in that it features the
types of things you mention at about the same rate, no
more, no less. Drugs and drug addiction play a larger
role perhaps, as it’s a key gameplay device. I think the
heart of this question is “has the harshness and maturity
of the world of Fallout 3 been tempered from the earlier
games?” and I can certainly say “No, it hasn’t been.”—
http://ve3d.ign.com/articles/news/39736/Fallout-3-
Screenshots-Interview

[0577] Note that while Cannibalism, slavery, drugs, and
prostitution are regularly included in the the fanboy video
games, nowhere can one find the US Constitution, nor
Shakespeare, nor the Bible, nor Plato, nor Aristotle, nor Gan-
dhi, nor Jefferson, nor any Great Book nor classical ideal
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included. Classical ideals have been excluded from the gam-
ing realm; and while both good and evil exist in games, both
are considered “fun,” and neither have long-term conse-
quences.

[0578] Although Falloutl allowed one to kill children, Fall-
out3 no longer does, as the designer states: “You will not be
able to be a child killer. There are several reasons for this,
some of them are very basic, like we wouldn’t be able to sell
the game, anywhere to anyone, if the children could be
killed.”

[0579] The Fallout3 interview continues at http://ve3d.
ign.com/articles/news/39736/Fallout-3-Screenshots-
Interview:

[0580] “3)Could you outline your thoughts on the matter
of ensuring that choices and consequences provided by
the various quests within your game are crafted so as to
be more nonlinear than simply the superficial choice
between “good, bad and neutral”/“affirmative, negative
and nothing?” Also, will there be other aspects to
choices in Fallout 37 Political? Philosophical? Exactly
how far will you go with the player’s moral freedom, the
“gray” solutions?”

[0581] That really depends on the quest, so it’s hard to
say. There are certainly some that are clearly good/bad,
like blowing up Megaton. It’s clearly bad to nuke an
entire town. It’s clearly bad to kill innocent people
throughout the game, and your karma is affected. It’s
also clearly good to help people in need, giving to char-
ity, passing out clean water, and more. Those are specific
examples in the game. I think many people want to play
“good” and want to play “evil”. Both are fun in different
ways. The gray area comes into several quests, where the
situation is just “bad”. Some feel like no-win situations
and they come across as “make a hard choice.” I think
that’s where it feels best honestly, but we do need to mix
it up between that and simpler good/bad.—http://ve3d.
ign.com/articles/news/39736/Fallout-3-Screenshots-
Interview

[0582] So itis that good and evil are both “fun” in different
ways. Imagine if our Founding Fathers had created a nation
wherein they saw “good” and “evil” to be “fun” in different
ways. The present invention differentiates itself from the
prior art in that the outcome of the world ultimately does
depend on classical ideals which must be fought for. Tobold’s
blog presents some insights into how the fanboy gaming
community falls short in delivering games where exalted
ideas and have truly exalted consequences; and where there is
a good that ultimately makes a difference. The present and
prior art of the video game world exalts games where evil is a
thin plot device:

[0583] http://tobolds.blogspot.com/2006__06_ 01_ar-
chive html
[0584] Tobold’s MMORPG Blog
[0585] Friday, Jun. 30, 2006
[0586] “The end of evil
[0587] When last year Edward Castronova argued on

Terra Nova that Horde characters in World of Warcraft
are evil, he was widely ridiculed. There is no “evil” in
World of Warcraft, players of either faction are con-
stantly on quests that are helping somebody else.
Whether you are a holy paladin or a demon-summoning
warlock, it doesn’t change the way in which you help the
farmer get the deed to his farm back from the evil ban-
dits. There is no moral choice, no option to sell the deed
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to the highest bidder instead of returning it for a lousy
reward. Even the undead are “good” undead, fighting the
evil scourge undead.

[0588] If a game like Black & White, or Knights of the
Old Republic, or Fable, gives you the option to play good
or evil, that is just a thinly disguised way to enable you
to play the game twice. You chose evil or good by what
you think is more useful to beat the game, and then if you
play it again, you chose the other side, just to see some-
thing new. It is not a moral choice, but a tactical one. We
don’t feel that burning down a virtual village in a game
world and killing the inhabitants is an evil act, after all
those are just colored pixels that don’t feel anything.
Advancing in the game is the most important, even that
means that in the next mission we have to throw Napalm
on that Vietnamese village to continue.

[0589] All that ends us in a total inability between gam-
ers and anti-game advocates or politicians to understand
each other. The gamer picks up minor points that the
criticism got wrong, like “there are no points in GTA for
shooting and raping hookers™, and fails to see that the
criticism otherwise wasn’t all that unjustified. Most of
what you do in GTA *is* a depiction of very, very evil
behavior. By the time you finished the game you have
committed more crimes than any known peace-time
gangster. The anti-gamer fails to see that all these crimes
are virtual, and don’t lead to you going out and doing the
same in real life.

[0590] “Evil” has become a joke. In Dragon Quest 8 one
of the heroes has a special combat move with whirling
axes, called “Axes of Evil”, har, har, nice joke on George
Bush. But I wonder if all this making light of evil, all this
gaming without true moral choices, is not making the
medium of video games poorer. Fact is that in the real
world there is real evil, guys like Sadam Hussein, Kim
Jong-il, or Robert Mugabe aren’t just “misunderstood”.
And evilisn’t limited to crazy dictators, there are people
everywhere that like to be cruel to others. And ordinary
people have to make hard moral choices sometimes,
between good and evil. Previous entertainment media
understood that, and made good and evil a major recur-
ring theme in many books and movies. Only video
games present the end of evil, a world in which neither
good nor evil matters, where “evil” is just a thin plot
element to explain why you as the hero have to go out
and kill that boss. We end up with players in online
games doing evil things that actually hurt real people, if
just in a minor way, and not even realizing the difference.
GTA won’t turn anybody into a mass murderer, but it is
hard to believe that hundreds ofhours of inconsequential
evil and violence should have no effect whatsoever on
how you perceive evil and violence in the real world.”—
http://tobolds.blogspot.com/2006__06__01_archive.
html

[0591] In the real world, as in classic art, ideas have conse-
quences. In the realm of video gaming, they do not, and thus
games fall far short of classical, epic art.

[0592] The prior art does not let a character battle for the
Constitution in exalted Word and Deed. To date, no video
game allows the player to battle for classical ideals while
fighting the forces of collectivism. No game brings the spirit
of “the good fight” to life by layering in expressions of ide-
ologies. No game lets one select friends and enemies based on
the depth of the npc’s souls and spirits. No game lets one
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choose friends and enemies based on the words that are spo-
ken. No game lets one speak words and see where they take
root, and then choose to befriend those who hear the word and
accept it, in building their coalition or forming their fellow-
ship. No game allows characters to be judged on the strength
of their character—matching word and deed. No game
focuses on the small moral choices a character makes, which
would parallel the larger choices on down the line, and thus
serve as a metric for determining who and who not one should
befriend.

[0593] As postmodernists believe that art is created by soci-
ety, and as fiat postmodernists dominate all our institutions
today (as they are bought and paid for by postmodern fiat
dollars) Grand Theft Auto, like Eggers & Oates, is ultimately
a creation of our fiat banking system. It reduces women to
prostitutes and men to douchebag thugs hiring and killing
prostitutes while penning fake amazon reviews, and millions
of fanboys exalt in this context, believing it to be the very
pinnacle of existence, as they were raised by single mothers
and educated in the fiatocracy’s dumbed-down schools. This
present invention will allow games superior to GTA and
GOW. This invention will foster games that will bring clas-
sical literature to life, as well as contemporary literature with
classical ideals such as honor, integrity, character, and fidel-
ity.

[0594] No present video games incorporates real, historical
quotes on opposing sides—such as Hayek versus Marx and
Mises versus Lenin; and Hayek, Mises, and Rothbard versus
Bemanke, Greenspan, and the feminist instructors who get a
few pennies of the fiat cash now and then to displace Consti-
tutional ideals. No game allows the player to weigh the words
to inform their actions and choose who, and who not, to shoot,
based on the character’s ideas. And finally, no game shows the
different worlds that result as the consequences of different
ideas. In short, ideas do not have consequences in video
games; and the world of GTA can thus never be exalted. It is
not an open-ended world; as never can anyone fight for free-
dom from Roe vs. Wade nor stop the theft via inflation nor
defend our own borders and protect the innocent. GTA pre-
sents a world without hope, with plenty of hookers and bowl-
ing games, which is exactly the way the fiatocracy envisions
are future; as they detest the free, exalted, man—the classical
hero. They have gone so far as to criminalize the creator and
author—since the fiatocracy prints all the money, those who
create wealth are technically stealing from the fiatocracy; and
the fiatocracy goes after them by printing more money to try
and buy their creations, or seize the savings by the inflation
tax. Dante put the fiat masters in the seventh circle of hell,
which is why they don’t teach Shakespeare, Dante, and the
Bible in the fiatocracy’s business nor law schools. And thus
opportunity abounds for games as exalted art, wherein ideas
have consequences.

[0595] Opportunities abound to create video games with
deep, profound, exalted spirits and souls—games which exalt
the intellect, as do all enduring forms of dramatic action, from
The Odyssey on down. The same opportunities abound for
universities, but the fiat/feminist regimes must oppose the
Great Books and Classics, Truth, honor, and integrity, so as to
bolster the dying currency of a morally, spiritually, intellec-
tually, and monetarily bankrupt empire; which went from
honor, integrity, manufacturing, faith, and the family to debt,
deceit, decline, and Godlessness; just as universities went
from creating exalted students to using students to create
exorbitant debt—moth monetary and spiritual. Imagine a
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video game that allowed the protagonist to bring itall on back.
Imagine a game which countered the prevailing expert opin-
ion that killing cops and hookers is the highest of art forms;
and which allowed the player to render ideals real; and exalt
the hookers via word and deed, and join the cops in laying
down the law. To date, no game allows one to try and talk a
hooker out of prostitution—a most dangerous occupation in
games, where one is likely to be used and killed by a fanboy.
So imagine a game that allowed one to exalt the hooker, and
to kill fanboys who kill hookers.

[0596] The fiatocracy’s dominant feminists and fatherless
fanboys detest and oppose epic poetry, classical literature,
honor, morality, and integrity; and thus opportunity abounds,
as such entities are at the center and circumference of exalted
art. The present invention would allow one to fight for the
forgotten ideals echoed in the following poem—7%e Ghost of
Valley Forge, by Pastor Paul Payton:

[0597] 1had a dream the other night I didn’t understand,
[0598] A figure walking through the mist, with flintlock in
his hand.

[0599] His clothes were tom and dirty, as he stood there by
my bed,

[0600] He took offhis three-cornered hat, and speaking low
he said:

[0601] The present invention would exalt games with

ghosts-with a ghost of George Washington or one of the
Founding Fathers, exalting the superior ideals of our country.

[0602] “We fought a revolution to secure our liberty,
[0603] We wrote the Constitution, as a shield from tyranny.
[0604] For future generations, this legacy we gave,

[0605] In this, the land of the free and home of the brave.
[0606] The present invention would exalt games which

mentioned and saluted the Constitution and encouraged
people to fight for its classical ideals.

[0607] The freedom we secured for you, we hoped you’d
always keep,

[0608] But tyrants labored endlessly while your parents
were asleep.

[0609] Your freedom gone—your courage lost—you’re no
more than a slave,

[0610] Inthis, theland ofthe free and the home of the brave.
[0611] Thepresent invention could foster games that would
exalt the reality that so many are now slaves to a fiat system
which has bankrupt us both monetarily and spiritually. Fan-
boys hate poetry, and thus the reigning fiat experts exalt their
games, while striving to oppose and abolish games that exalt
poetic souls, epic story, and Natural Rights.

[0612] You buy permits to travel, and permits to own a gun,
[0613] Permitsto startabusiness, orto build a place for one.
[0614] Onland that you believe you own, you pay a yearly
rent,

[0615] Although you have no voice in choosing how the
money’s spent.

[0616] Thepresentinvention could foster games that would

exalt the reality that so many are now slaves to permit/debt/
fiat system which has bankrupt us both monetarily and spiri-
tually.

[0617] Your children must attend a school that doesn’t edu-
cate,

[0618] Your moral values can’t be taught, according to the
state.

[0619] You read about the current “news” in a very biased
press,

[0620] You pay a tax you do not owe, to please the IRS.
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[0621] The present invention could foster games that would
exalt the reality that are schools are so dumbed-down and
feminized that there are no real men left to stand for the Great
Books and Classics. Such games would allow one to fight
slavery—our slavery to the permit/debt/fiat system which has
bankrupt us both monetarily and spiritually.

[0622] Your money is no longer made of silver or of gold,
[0623] You trade your wealth for paper, so life can be con-
trolled.

[0624] You pay for crimes that make our Nation turn from
God to shame,

[0625] You’ve taken Satan’s number, as you’'ve traded in
your name.

[0626] The present invention could foster games that would

exalt the reality that are schools are so dumbed-down and
feminized that there are no real men left to stand for the Great
Books and Classics—culture’s gold standard. The present
invention would allow people to stand up and fight for the US
Constitution’s Gold Standard. Such games would allow one
to fight Satan has his spawn—the permit/debt/fiat system
which has bankrupt us both monetarily and spiritually.

[0627] You’ve given government control to those who do
you harm,

[0628] So they can padlock churches, and steal the family
farm.

[0629] And keep our country deep in debt, put men of God
in jail,

[0630] Harass your fellow countryman while corrupted
courts prevail.

[0631] The present Ideas Have Consequences invention

would foster games that allow one to fight for the Constitution
and God, both in word and deed.

[0632] Your public servants don’t uphold the solemn oath
they’re sworn,

[0633] Your daughters visit doctors so children won’t be
born.

[0634] Your leaders ship artillery and guns to foreign
shores,

[0635] And send your sons to slaughter, fighting other peo-
ple’s wars.

[0636] The present Ideas Have Consequences invention

would foster games that allow one to fight for the Constitution
and God, both in word and deed.

[0637] Can you regain your Freedom for which we fought
and died?

[0638] Or don’t you have the courage, or the faith to stand
with pride?

[0639] Are there no more values for which you’ll fight to
save?

[0640] Or do you wish your children to live in fearand be a
slave?

[0641] The present Ideas Have Consequences invention

would foster games that allow one to fight for the Constitution
and God, both in word and deed.

[0642] Sons of the Republic, arise and take a stand!
[0643] Defend the Constitution, the Supreme Law of the
Land!

[0644] Preserve our Republic, and each God-given right!
[0645] And pray to God to keep the torch of freedom burn-
ing bright!”

[0646] The present Ideas Have Consequences invention

would foster games that allow one to fight for the Constitution
and God, both in word and deed.
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[0647] AsIawoke he vanished, in the mist from whence he
came,
[0648] His words were true, we are not free, and we have

ourselves to blame.

[0649] For even now as tyrants trample each God-given
right,
[0650] We only watch and tremble—too afraid to stand and
fight.
[0651] The present Ideas Have Consequences invention

would foster games that allow one to fight for the Constitution
and God, both in word and deed.

[0652] Ifhe stood by your bedside in a dream while you’re
asleep,

[0653] Andwonder what remains of your right he fought to
keep.

[0654] Whatwould be your answer if he called out from the
grave?

[0655] Is this still the land of the free and home of the
brave?

[0656] (Pastor Paul Payton)

[0657] Imagine if we didn’t just shoot monsters, but we

tried to reason with them via dialogue trees and other means;
and tried to convince them to take a higher path. Imagine if the
character could use the wisdom of Homer, Dante, Shakeps-
eare, an Jesus, in addition to shooting the enemy. Imagine if
the character could exalt the enemy, and present reasons, in
dialogue trees or other means, for why we all ought to exalt in
the Constitution. By merely shooting the enemy, all hope is
lost to win a friend who could help in future campaigns. Also,
by shooting an enemy too quickly, one would gain a reputa-
tion amongst one’s own people as being a war-monger, and
one would lose the long-term respect that a leader needs to
exalt the classical principles and entities such as the Consti-
tution.

[0658] Imagine a game that allowed one to fight the state
and government machinery that is bankrupting America both
spiritually and monetarily. Lew Rockwell writes in GRAND
THEFT SOCIETY,

[0659] “A core problem with government is that its man-
agers believe that all reality will conform to their wishes
if they issue the right orders, pass the right laws, and put
the right people in charge. Reality resists this simple-
minded approach; witness the debacle of the war on
terror. Sadly, the same group that has managed that war
is now managing another one: the war on recession . . . .
There are lessons here. One is never to permit the gov-
ernment to discern the relationship between cause and
effect. Government invariably rules out the possibility
that the structure of the public sector itself is to blame for
the problem, whether that problem is terrorism or reces-
sion . ... Another lesson is that we need to shut down the
machinery that allows government to enact its plans. If
there continues to be a slice of the population that gets its
kicks from issuing orders and trying to make the world
conform to them, these people ought to be given a video-
game console to play with. The game can be called
Grand Theft Society. The stakes are too high to permit
them to play their games using real wealth and real
lives””—Lew Rockwell, GRAND THEFT SOCIETY,
The Daily Reckoning, Jul. 4, 2008

[0660] Imagine the “ideas have consequences” game that
showed the whole world the consequences of the fiatocracy’s
government elite’s actions—foreign wars on foreign shores
and bubble after bubble that robbed investors and “homeown-
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ers” of their pensions and savings and homes and families.
And too, imagine a game that went a step further and actually
allowed the players to battle the government’s “Grand Theft
Society,” bring back a sound currency, and strive for peace.
Imagine a game in which one could fight for the 45,000,000
aborted souls—a game where innocent life is valued more
than the machinations of the postmodern, soulless, MBAs and
lawyers who oversaw the creation of Grand Theft Auto in
their own image, where they exalt in what the experts think is
the highest art form—hiring and killing hookers, killing civil-
ians and cops, and jacking cars.

[0661] Imagine a game thatcouldletone fight the decline of
the West. Imagine a game that resurrect Homer’s Spirit and
open the American Mind. Imagine a video game wherein
actions and ideas had realistic consequences, in the game
world and beyond, for all exalted art exalts the human spirit
far beyond the art’s original medium. Imagine a game that
dealt with the choices Richard Weaver characterizes in /deas
Have Consequences—imagine if we net the witches on the
Heath and then had to choose what to do upon hearing them;
just as we had to choose if we should listen to Lady Macbeth,
or DTB.

[0662] Like Macbeth, Western man made an evil deci-
sion, which has become the efficient and final cause of
other evil decisions. Have we forgotten our encounter
with the witches on the heath? It occurred in the late
fourteenth century, and what the witches said to the
protagonist of this drama was that man could realize
himself more fully if he would only abandon his beliefin
the existence of transcendentals. The powers of darkness
were working subtly, as always, and they couched this
proposition in the seemingly innocent form of an attack
upon universals. The defeat of logical realism in the
great medieval debate was the crucial event in the history
of Western culture; from this flowed those acts which
issue now in modern decadence.—from Ideas Have
Consequences by Richard M. Weaver http://www.nyx.
net/~kbanker/chautauqua/consequences.html

[0663] The world is longing to free video games and film
from fanboy domination, where they drive around in their
Ferraris, screaming that Grand Theft auto is higher art as it
presents one with the grand of whether or not to kill the
prostitute after hiring them. But there is no choice in Grand
Theft Auto to save Western Civilization. There is no option to
protect the unborn. There is no option to save nor exalt the
family nor the Constitution, nor beat up nor shoot Hollywood
douchebags who hate higher art and give us superficial, fan-
boy video game movies. There is no acknowledgement of the
exaltation after the fall, nor dark tragedy; and thus there is no
catharsis nor exaltation, but for the fanboys who get their
catharsis every time they kill a prostitute or jack a car or lower
interest rates to print more money, committing grand theft of
the hard-working man’s savings, while destroying his home
with the 50% divorce rate and fanboy feminism that robs
women of their souls via Prima Noctae in college. Richard
Weaver describes the rampant, hysterical fanboyism and
feminism, both of which are happy to reduce females to
prostitutes, destroy the family, and indoctrinate fatherless
children to serve the corporate/state fiatocracy, as the bankers
profit from the deconstruction and destruction of the immor-
tal soul in art and life, reducing all of entirety to mere mate-
rialism, where they can manufacture the debt that enslaves all
of entirety; but only for a moment, as the world shall soon
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know video games far greater than Grand Theft Auto. For the
moment Odysseus must walk around in a disguise, but soon
he shall take it off.

[0664] “Hysterical optimism (fanboyism) will prevail
until the world again admits the existence of tragedy, and
it cannot admit the existence of tragedy until it again
distinguishes between good and evil. Hope of restora-
tion depends upon recovery of the “ceremony of inno-
cence,” of that clearness of vision and knowledge of
form which enable us to sense what is alien or destruc-
tive, what does not comport with our moral ambition.
The time to seek this is now, before we have acquired the
perfect insouciance of those who prefer perdition. For,
as the course goes on, the movement turns centrifugal;
we rejoice in our abandon and are never so full of the
sense of accomplishment ag when we have struck some
bulwark of our culture a deadly blow.

[0665] Inview of these circumstances, it is no matter for
surprise that, when we ask people even to consider the
possibility of decadence, we meet incredulity and
resentment. We must consider that we are in effect ask-
ing for a confession of guilt and an acceptance of sterner
obligation; we are making demands in the name of the
ideal or the suprapersonal, and we cannot expect a more
cordial welcome than disturbers of complacency have
received in any other age. On the contrary, our welcome
will rather be less today, for a century and a half of
bourgeois ascendancy has produced a type of mind
highly unreceptive to unsettling thoughts. Added to this
is the egotism of modern man, fed by many springs,
which will scarcely permit the humility needed for self-
criticism.”—from Ideas Have Consequences by Richard
M. Weaver http://www.nyx.net/~kbanker/chautauqua/
consequences.html

[0666] So it is that postmodern video games and professors
refuse to acknowledge the decline and decadence; and thus
games and technology fail to be exalted by classical, epic,
soul. The fanboys are leaving billions upon billions on the
table, including that far higher wealth of intact homes and
families, and people living for exalted poetry instead of the
bottom line.

[0667] The player character can choose whether or not to
shoot characters based on their ideas and ideologies. The
player character can choose whether or not to shoot in-game
characters based upon the words they speak and the actions
they perform. Now the interesting and novel aspect of this
invention and the resulting realm of novel games are that
words and actions are tied to deeper political philosophies and
psychological aspects, just as they are in real life. Many
fanboys do not read books nor the Great Philosophers, nor
Shakespeare, nor Homer, nor The Bible, so anything beyond
sci-fl and comic books will lose them, and their “expert opin-
ions” may oppose this invention. But all this only offers
support for the present inventions non-obviousness and nov-
elty.

[0668] The gameworld in the present invention evolves
depending on the ideologies that are allowed to live, and too,
the in-game, open-ended world evolves depending on the
ideologies that are killed and suppressed. The in-game, open-
ended world evolves depending on which characters the char-
acter interacts with. The in-game, open-ended world devolves
when collectivist ideologies prevail, just as the world
devolves in real life, when bureaucracy trumps the day. The
in-game, open-ended world is exalted when classical, Judeo-
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christian ideologies prevail, from Homer, Shakespeare, and
the Bible; and the lead character may ultimately be murdered
by collectivists when he fails to kill the collectivist characters
and their ideologies. Good exists—the same good Jesus and
Socrates died for, and the present invention would exalt
games in which one could join the battle in fighting for that
very same good.

[0669] The novel form of ideals-and-idea-based video
game worlds, of the present invention, could finally bring to
life literary works such as Orwell’s Arimal Farm and 1984,
Huxley’s Brave New World, and other novels. The ideas-
based video game described in the present invention could
bring to life novels such as Atlas Shrugged, 1984, and A Brave
New World. The video game would bring to life classical
economics works such as Hayek’s The Road to Serfdom,
showing the consequences that collectivist ideas have in a
virtual world. The novel video games could bring to life
Autumn Rangers, wherein one must upload the moral soul
into a supercomputer. The game would bring to life economic
theories and free markets versus socialistic conflicts. The
video game world may devolve in a physical manner when
communism and collectivism take hold; as long lines, tyr-
anny, and murder ensued. The video game world may devolve
in a physical manner including, but not limited to, dreary
buildings, increased drinking, long lines waiting for materials
and food and goods, a police state, martial law, less freedom,
walls, banned books, abortion, fiat currencies, deconstructed
Constitution, banned thoughts, and banned art. The video
game world will devolve when those who espouse commu-
nistic and socialistic tendencies are allowed to dominate.
[0670] The video game may also allow the first person
player to win the world over via speaking ideologies and
arguing their point, trying to convince the population of the
virtues of leading via virtue. The video game will allow the
optimum blend of Jeftersonian Classical Liberalism to pre-
vail in the world, if the player succeeds in winning the battle
for ideas via words and deeds. The video game will allow the
player to fight for the high morals expressed in 7he Odyssey,
Shakespeare, and the Bible.

[0671] Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology. Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology, wherein one may actually save Socrates or Jesus.
[0672] Thevideo game will allow classical liberal, libertar-
ian, collectivist, and other ideologies to face off in a world
where ideas have consequences, and where the world actually
evolves according to the prevailing ideals. Players will be
given a chance to reason with the enemy, and when they sense
reason to be failing, they can resort to other means, such as
shooting the immoral or amoral collectivists, bureaucrats, and
tyrants. Such actions can be based upon the plot structures
and literary beauty in novels such as At/as Shrugged, A Brave
New World, Animal Farm, The Odyssey, or the Bible, and
thusly realizing an in-game world where prosperity and peace
reign. Imagine a video game that allowed the player to live-
out the themes in novels about dystopias.

[0673] If players never try to reason with the enemy, and
just start shooting them, they will fail to win any supportor a
widespread following. If they reason for too long, and inef-
fectively, they will fail. If they reason ineffectively, and then
start shooting, they will fail. If they reason optimally, they
may succeed. If they reason optimally, but fail to reach the
enemy, then they must battle the enemy. The precedence of
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their optimal reasoning will have inspired and reached
enough fellow in-game players so as to effect the overthrow of
the tyranny. Fellow, in-game players may be carefully
recruited, but say the wrong thing to the wrong person, or a
spy, and the player may be ambushed from his own army or
fellowship. Such are some of the new, deep, meaningful, and
profound gameplay dynamics the present game affords.
[0674] Furthermore, great works such as 7he Odyssey
might be brought to life through dialogue and action trees
parallel to the actual dialogue and action in The Odyssey.
When one chooses the correct dialogue and action, the story
is advanced towards its exalted end. When one strays from the
path, the more exalted story is lost, and the further a player
strays, the more they endanger themselves in never being able
to return home to Penelope, and rescue her from the false,
arrogant suitors. And too, when the correct path is chosen,
players will be rewarded with the classical, epic poetry, both
in word and deed. Such a game will provide a superior edu-
cational platform, capable of serving the rising demand for an
education serving the moral, immortal soul.

[0675] Imagine the novel video game this present invention
would afford—a game in which one could fight for the ideals
of the Founding Fathers. To date, no fanboy creation allows
one to fight for the profundity and depth of the following
sentiments expressed by Richard Weaver in Ideas Have Con-
sequences:

[0676] The writings of the Founding Fathers of the
American Union indicate that these political architects
approached democracy with a spirit of reservation.
Though revolutionaries by historic circumstance, they
were capable enough of philosophy to see these dilem-
mas. The Federalist authors especially were aware that
simple majority rule cannot suffice because it does
everything without reference; it expression of feeling
about the moment at the moment, restrained neither by
abstract idea nor by precedent. They therefore labored
long and with considerable cunning to perfect an instru-
ment which should transcend even the law-making
body. This was the Constitution, which in the American
system stands for political truth. It is not an unchange-
able truth, but the framers placed special obstacles in the
way of change. It was hoped that the surmounting of
these would prove so laborious and slow that errors
would be exposed and the permanently true recognized.
In this way they endeavored to protect the populace of a
republic against itself. Their action is a rebuke to the
romantic theory of human nature, and this will explain
why the Constitution has proved so galling to Jacobins.
They regard it as a kind of mortmain, and during the
administration of Franklin Roosevelt its interpreters
were scornfully termed, in an expression indicative of
the modern temper, “nine old men.”—Ideas Have Con-
sequences by Richard M. Weaver

[0677] Many fanboys will scream at the words “history”
and “morality,” and they will cry that The Odyssey video
game will not allow the superior joys of killing prostitutes to
get one’s money back, jacking cars, killing police men, sla-
very, child killing, drugs, and running over civilians that GTA
IV et al. provides. But they shall not be disappointed, as at the
very end, the player will be allowed to round up his son
Telemachus and a couple friends, and kill all the fanboy
suitors who laid Odysseus’s wealth to waste, while trying to
seduce his noble wife, love, and queen; while Odysseus was
off fighting for his country, like so many Marines, while the
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fanboys sit at home jacking cars and hiring and killing pros-
titutes for mere entertainment. And then, so as not to exclude
female fanboys and grrrrl gamers; all the fanboys’ whores will
be called in to clean up the mess in Odysseus’s hall, just as
they are in The Odyssey, and after they have cleaned up the
mess—all the fanboy blood and guts—the option will be
presented to have all the fanboy’s whores taken out and hung,
justas they are in 7ke Odyssey, as Odysseus delivers justice to
all those who tried to steal and claim his private property. The
difference between GTA/GOW/Fallout et al and the present
invention is that the present invention allows violence backed
by moral meaning—which is exactly what the fiatocracy’s
bankers who funded GTA and feminism don’t want; as they
prefer a world in which one can jack pensions, subprime
loans, artistic creations, and investments via subterfuge, say-
ing one thing while holding in one’s heart another, and subtle
crime, while confiscating savings via the inflation tax, in
Greenspan’s words. So it is that the present invention will be
opposed on many levels, but woe to those who would oppose
the immortal soul of the rising generation and the Hero’s
Journey Fellowship. For as Mark Twain stated, “one cannot
pray alie.”

MORE ADVANTAGES OF INVENTION OVER
PRIOR ART

[0678] In another embodiment of the present invention,
characters representing fanboys will scream that ideas are not
important and that they ought not and must not be protected.
They will be reasoned with via dialogue trees including the
following ideas and ideals, as the player is allowed to fight for
the artist’s and creator’s natural rights:
[0679] Nobody spends somebody else’s money as care-
fully as he spends his own.
[0680] Nobody usessomebody else’s resources as carefully
as he uses his own. So if you want efficiency and effective-
ness, if you want knowledge to be properly utilized, you have
to do it through the means of private property.—Milton Fried-
man
[0681] Ifhistory could teach us anything, it would be that
private property is inextricably linked with civiliza-
tion.—Ludwig von Mises
[0682] The system of private property is the most impor-
tant guaranty of freedom, not only for those who own
property, but scarcely less for those who do not.—Fre-
drich August von Hayek
[0683] The moment the idea is admitted into society that
property is not as sacred as the law of God, and that there
is not a force of law and public justice to protect it,
anarchy and tyranny commence.—John Adams
[0684] The directors of such companies, however, being
the managers rather of other people’s money than of
their own, it cannot well be expected that they should
watch over it with the same anxious vigilance with
which the partners in a private copartnery frequently
watch over their own. Like the stewards of a rich man,
they are apt to consider attention to small matters as not
for their master’s honor, and very easily give themselves
a dispensation from having it. Negligence and profu-
sion, therefore, must always prevail, more or less, in the
management of the affairs of such a company.—Adam
Smith, An Inquiry into the Nature And Causes of the
Wealth of Nations
[0685] Ifreason fails, the player will be allowed to shoot the
fanboys, thusly preserving property rights which will afford
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better music, culture, art, and innovation; ideals set forth in
our Constitution and Founding Documents: Arts Entrepre-
neurship seeks to give students, artists, and entrepreneurs the
tools to make their passions their professions—to protect and
profit from their ideas—to take ownership in their careers and
creations. For Adam Smith’s invisible hand enriches all when
happiness is pursued by artists and innovators—society’s
natural founts of wealth. Thomas Jefferson eloquently
expressed the entrepreneurial premise:

[0686] We hold these truths to be self-evident, that all men
are created equal, that they are endowed by their Creator with
certain inalienable rights, that among these are life, liberty
and the pursuit of happiness.—The Declaration of Indepen-
dence

[0687] The only clause in the main body of the United
States Constitution that mentions “Rights” states the follow-
ing: The Congress shall have power to . . . promote the
progress of science and useful arts, by securing for limited
times to authors and inventors the exclusive right to their
respective writings and discoveries;—The United States
Constitution

[0688] Couple these two passages together, and one has the
moral premise of a possible form of the new breed of video
games the present invention will foster, allow, and inspire.
Every creator ought be given the tools to create new ven-
tures—to protect their intellectual property, and to pursue and
profit from their dreams on their “Hero’s Journey” into entre-
preneurship. For it is along thatjourney that the long-term
“wealth of nations” is generated.

[0689] If the player fails in both word and deed, to exalt
and/or eradicate the fanboys, culture and civility will decline
and be lost. Instead of merely killing innocent civilians, jack-
ing teir cars, and killing prostitutes, suddenly the player can
kill people for the greater good of society, and not just per-
sonal enjoyment.

[0690] Many fanboys do not believe in property rights, but
for themselves, and in that way, they are like the elite lawyers
and transferrers of wealth. Many fanboys believe that pirating
music is a Natural Right, as information wants to be free.
Well, why not free up the information in bank accounts and
medical records, as well as google’s search algorithms and all
of Apple’s patents? And apple’s DRM? Why is fairplay DRM
DRM’d? Why not open Fairplay to the public, so that every
artist could sell directly form their own sites? Is there not far
more wealth to be found in the artist’s works than in fairplay?
Many fanboys argue that stealing a song by a digital down-
load is OK, as it is not actually stealing physical property.
Well, as our fiat system creates money out of thin air by
changing digits in a bank account, why not let everyone
change digits in their bank account? Changing binary code in
a bank account is not stealing from anyone. Merely augment-
ing a couple digits here and there is no big deal. Adding three
or four zeros at the end of a number, and changing $1,000 to
$1,000,000 costs nobody anything, so why not let everyone,
or at least a few people “in the know,” to do it? If it’s OK to
download songs, which are just digital content, why not
download dollars, which are just digital content?

[0691] For years little fiat fanboys and lawyers have domi-
nated via the deconstruction and desecration of culture. Many
of them have never read a Great Book nor Classic, and that is
why they do not know what deconstruction nor desecration
are, but that does not mean that deconstruction and desecra-
tion are not happening. One of the most brilliant tactics of the
cultural decliners is accompanying the dumbing down of the
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culture with the exaltation of the fanboy cultural critics. By
denying them the great books and classics in education, and
by removing their fathers from the home, the decliners ensure
that the fanboy critics are unable to man up and call the bluff
when classic, epic story is replaced by mere spectacle and
dumbed-down video games. Storyless, plotless games are
deemed profound and epic art, as the fanboys hire and kill
hookers, jack cars, and kill innocent civilians and cops. As life
imitates art, Grand Theft Auto is but a metaphor for Grand
Theft Wall Street, the Grand Theft Federal Reserve which
have bankrupt us monetarily; and the Grand Theft University,
which has bankrupt us culturally. At some point universities
shifted from creating wealth to creating cultural debt; just as
America shifted from the world’s largest creator of good to
the world’s largest debtor. And thus video games came of age
during this era of cultural decline and bankruptcy, where the
popular media and experts favored dumbed-down, gutted,
video games and exalted them as higher art. Classical critics
and detractors were punished, persecuted, and run out of town
by producers and directors with rotten tomato-meter ratings;
just like Odysseus was kicked down and persecuted for
merely wanting what was his—his home, his wife, his family,
and his Kingdom. And thus opportunity abounds for a novel
form of video games and gaming, based on the Odyssey.
Imagine becoming Odysseus, and reclaiming one’s home,
one’s wife, and one’s family; instead of just killing random
monsters, cops, and hookers with higher, and higher pixel
counts. It is quite well known that video games have not
changed one iota in form nor theme, and thus opportunities
abound for an epic paradigm shift—for games with exalted,
classical soul.

[0692] In Atlas Shrugged, Ayn Rand writes, “‘Precisely,’
said Dr. Ferris. “It’s extremely important to get those patents
turned over to us voluntarily. Even if we had a law permitting
outright nationalization, it would be much better to get them
as a gift. We want to leave the people with the illusion that
they’re still preserving their private property rights. And most
of'them will play along. They’ll sign the Gift Certificates. Just
raise a lot of noise about its being a patriotic duty and that
anyone who refuses is a prince of greed, and they’ll sign . . .
Point three. All patents and copyrights, pertaining to any
devices, inventions, formulas, and processes and works of
any nature whatsoever, shall be turned over to the nation as a
patriotic emergency gift by means of Gift Certificates to be
signed voluntarily by the owners of all such patents and
copyrights. The Unification Board shall then license the use
of such patents and copyrights to all applicants, equally and
without discrimination, for the purpose of eliminating
monopolistic practices, discarding obsolete products, and
making the best available to the whole nation. No trademarks,
brand names or copyrighted titles shall be used. Every for-
merly patented product shall be known by a new name and
sold by all manufacturers under the same name, such name to
be selected by the Unification Board. All private trademarks
and brand names are hereby abolished.””

[0693] And so it is that fanboys, working for billion dollar
corporations, are opposed to novel innovations, entrepre-
neurs, and patents in the realm of video games. The present
invention could bring the above passage to life, along with
Atlas Shrugged and The Fountainhead, as it could let one
battle fanboys who are opposed to patents in video games. To
date, there is no video game that allows one to battle fanboys
opposed to patents in the realm of video games. To date, there
is no video game that allows one to fight for the sacred ideals
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of the United States Constitution, in both word and deed.
Speaking of ideals and idealism is deemed as impolite in
mixed company, and the fanboys will report you to their
superiors who are only seeking to fund douchebags and
douchebaggery. Imagine a video game which would allow the
player to run around Hollywood, ridding the world of douche-
bags and douchebaggery, moral degeneracy, and those who
hype plotless video games as epic art. Now that would be
novel and most entertaining game. Instead of killing innocent
cops, civilians, children, and hookers, one could shoot the
hypers of storyless, plotless, characterless, artless video
games and settle the “are video games art?” debate for once
and for all. “Well, they are now!” The character could say,
selecting the words from a dialogue tree, as they mow down
the fanboy PR department, and take a flamethrower to their
Ferraris on the way out. Never has such a game, wherein one
can fight for ideals and idealism, been created to date.
[0694] Gamasutra: You’ve been quoted as saying that
video games are dead. Do you still feel that’s true?
[0695] Chris Crawford: What I meant by that was that the
creative life has gone out of the industry. And an industry
that has no creative spark to it is just marking time to
die.—http://www.gamasutra.com/features/20060612/
murdey__ 01.shtml
[0696] In Capitalism, The Unknown Ideal, Ayn Rand
writes, “Today, patents are the special target of the collectiv-
ists” attacks—directly and indirectly, through the proposed
abolition of trademarks, brand names, etc. While the so-
called “conservatives” look at those attacks indifferently or, at
times, approvingly, the collectivists seem to realize that pat-
ents are the heart and core of intellectual property rights, and
that once they are destroyed, the destruction of all other rights
will follow automatically, as a brief postscript.”
[0697] The present invention would allow certain aspects
of Atlas Shrugged to be brought to life, as well as the entire
novel. For instance, all the creators, authors, and innovators
may be allowed to go on strike, led by our fearless first-person
player, who acts on ideas and ideals which have conse-
quences.
[0698] Many elites will reel in horror at a game that allows
one to fight nobly for higher ideals and to present rational
arguments that support the Constitution. Why do so many rich
elites support communism and fiat currencies? Well, follow
the money. They already have their money, and they want
yours too, as well as everyone’s. even if it means destroying
the family, opening the borders, bankrupting a nation, and
aborting 45 million. Is it no wonder their experts only want
video games that allow one to hire and kill prostitutes and
cops, but never fight for higher ideals in word and deed? Just
as they have banished The Odyssey in the University and
“killed homer,” they want to make damn sure that classical
soul, honor, virtue, intgerity never appears in video games.
There is nothing that scares them as much as a Penelope and
Beatrice—faithfulness, authenticy, and chastity in women—
for such ideals are the center and circumference of the family,
and the family gets in the way of their temporal bottom line.
Hence the record divorce rate and abortions—no other coun-
try has ever aborted 45 million of its own citizens. When
3,000 workers die in the financial sector, that is a tragedy
worthy of going into massive debt to fund foreign wars on
foreign shores, but take 45 million out of their wombs, before
they ever has a chance to vote against abortion (not that the
Supreme Court would let them), and nobody blinks an eye. As
great as GTA’s sales have been, the number of aborted chil-
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dren yet outpace the total number of copies of GTA sold.
Imagine a game which would allow one to protect and defend
the innocent unborn, and the United States Constitution, in
addition to exalting in the artistic opportunities of jacking cars
and hiring and killing prostitutes. Imagine video games with
epic soul and story.

[0699] Imagine video games that allowed one to exalt mar-
riage by fighting for personalized marriage contracts, as
described in SEXUAL UTOPIA IN POWER by F. ROGER
DEVLIN—http://theoccidentalquarterly.com/archives/
vol6n02/Devlin TOQV6ON2 pdf:

[0700] One proposal for strengthening marriage is the
recognition of personalized marriage contracts. These
could be made to accord with various religious tradi-
tions. I see no reason they might not stipulate that the
husband would vote on behalf of his family. Feminists
who think political participation more important than
family life could still live as they please, but they would
be forced to make a clear choice. This would help erode
the superstitious belief in a universal right to participate
in politics, and political life itself would be less affected
by the feminine tendencies to value security over free-
dom and to base public policies on sentiment. Property
would also be more secure where the producers of
wealth have greater political power.

[0701] Economic policy should be determined by the
imperative to carry on our race and civilization. There is
something wrong when everyone can afford a high-
definition plasma TV with three hundred channels but an
honest man of average abilities with a willingness to
work cannot afford to raise a family. Female mate selec-
tion has always had an economic aspect. Hesiod warned
his male listeners in the seventh century B.C. that “hate-
ful poverty they will not share, but only luxury.” This
notorious facet of the female sexual instinct is the reason
behind the words “for richer or for poorer” in the Chris-
tian marriage ceremony. The man must know he has a
solid bargain whether or not he is as successful a pro-
vider as his wife (or he himself) might like.

[0702] Within the family, the provider must control the
allotment of his wealth. The traditional community of
property in a marriage, i.e., the wife’s claim to support
from her husband, should again be made conditional on
her being a wife to him. She may run off with the milk-
man if she wishes—leaving her children behind, of
course (a woman willing to do this is perhaps an unfit
mother in any case); but she may not evict her husband
from his own house and replace him with the milkman,
nor continue to extract resources from the husband she
has abandoned. Until sensible reforms are instituted,
men must refuse to leave themselves prey to a criminal
regime which forces them to subsidize their own cuck-
olding and the abduction of their children. Typically, the
faithless wife does not intend to remain alone. But some
men have scruples about involving themselves with
divorcees; they wonder “Whose wife is this ’'m dating?”
There are also merely prudential considerations; a
woman with a track record of abandoning her husband is
hardly likely to be more faithful the second time around.
And few men are eager to support another man’s chil-
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[0703] Vanity, parasitism, paranoia and infidelity are
only a few of the unpleasant characteristics of contem-
porary Western womanhood; one more is rudeness. To
an extent this is part of the general decline in civility over
the past half century, in which both sexes have partici-
pated. But I believe some of it is a consequence of female
sexual utopianism. Here is why.

[0704] One would get the idea looking at Cosmopolitan
magazine covers that women were obsessed with giving
men sexual pleasure. This would come as news to many
men. Indeed, the contrast between what women read and
their actual behavior towards men has become almost
surreal. The key to the mystery is that the man the
Cosmo-girl is interested in pleasing is imaginary. He is
the affluent fellow with moviestar looks who is going to
fall for her after one more new makeover, after she loses
five more pounds or finds the perfect hairdo. In the
meantime, she is free to treat the flesh-and-blood men
she runs into like dirt. Why make the effort of being civil
to ordinary men as long as you are certain a perfect one
is going to come along tomorrow? Men of the older
generation are insufficiently aware how uncouth women
have become. I came rather late to the realization that the
behavior [ was observing in women could not possibly
be normal—that if women had behaved this way in times
past, the human race would have died out.

[0705] The reader who suspects me of exaggerating is
urged to spend a little time browsing women’s self-
descriptions on Internet dating sites. They never mention
children, but almost always manage to include the word
“fun.” “I 28 Vol. 6, No. 2 THE OCCIDENTAL QUAR-
TERLY like to party and have fun! I like to drink, hang
out with cool people and go shopping!” The young
women invite “hot guys” to contact them. No doubt
some will. But would any sensible man, “hot” or other-
wise, want to start a family with such a creature?

[0706] A good wife does not simply happen. Girls were
once brought up from childhood with the idea that they
were going to be wives and mothers. They were taught
the skills necessary to that end. A young suitor could
expect a girl to know a few things about cooking and
homemaking. Today, many women seem unaware that
they are supposed to have something to offer a husband
besides a warm body.

[0707] What happens when a contemporary woman,
deluded into thinking she deserves a moviestar husband,
fails not only to find her ideal mate, but any mate at all?
She does not blame herself for being unreasonable or
gullible, of course; she blames men. A whole literary
genre has emerged to pander to female anger with the
opposite sex. Here are a few titles, all currently available
through Amazon.com: Why Men Are Clueless, Let’s
Face It, Men Are @$$#%\c$, How to Aggravate a Man
Every Time, Things You Can Do with a Useless Man,
101 Reasons Why a Cat Is Better Than a Man, 101 Lies
Men Tell Women, Men Who Hate Women and the
Women Who Love Them, Kiss-off Letters to Men: Over
70 Zingers You Can Use to Send Him Packing, or—for
the woman who gets sent packing herself—How to Heal
the Hurt By Hating”—http://theoccidentalquarterly.
conv/archives/vol6no2/DevlinTOQV6N2 . pdf

dren financially. Women frequently express indignation [0708] Imagine a video game that allowed one to battle the
at their inability to find a replacement for the husband Corporate State Media so as to exalt the virtues found in The
they walked out on: I call them the angry adulteresses. Odyssey, Dante’s Inferno, Shakespeare, and the Bible. Imag-
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ine a video game that allowed one to shoot the professors of
decline and debauchery and their star douchebag “Tucker
Max” students, who they created and financed in their short-
sighted attempt to further destroy and diminish and erode the
vast value of the immortal soul. Imagine if one could defend
the destruction of the family by shooting fanboy gamers.
Imagine if one could run down the streets in GTA, look in the
windows at the fanboys hiring and killing hookers, and shoot
them, on the way to corporate/state video game development
headquarters. Over time, the family, civility, decency, and
common law would be restored. Many fanboys will cry and
scream when their violence and cop/hooker/civilian-killing is
criticized, but really, they shouldn’t bitch and moan, for at the
end of The Odyssey, Odysseus kills all the false-suitor fan-
boys, and then has all their hookup whores clean up the mess.
And when the tramps are done cleaning up all the blood and
guts, Odysseus has Telemachus take them out and string *em
up. Is it any wonder that college administrators & MBA/law
professors prefer Grand Theft Auto’s positive message of
taking what isn’t yours and killing the innocent and da police
over The Odyssey’s message of fighting for the family, the
home, honor, integrity, and character?

[0709] In Capitalism, The Unknown Ideal, Ayn Rand
writes, “The present state of our patent system is a nightmare.
The inventors’ rights are being infringed, eroded, chipped,
gnawed, and violated in to many ways, under cover of so
many non-objective statutes . . . . Those who observe the
spectacle of the progressive collapse of patents—the spec-
tacle of mediocrity scrambling to cash-in on the achievements
of genius—and who understand its implications, will under-
stand why in the closing paragraphs of Chapter VII, Part II, of
Atlas Shrugged, one of the guiltiest men is the passenger who
said: “Why should Rearden be the only one permitted to
manufacture Rearden Metal?”

[0710] Imagine a video game that allowed to exalt the clas-
sical, heroic ideals, defined in the following passages:
[0711] Introduction: Autumn Rangers

[0712] US Marine Ranger McCoy happened upon artificial
intelligence while developing computer systems for the F-22
Raptor. Some might say he invented the first true Al com-
puter—APRIL—but he would tell you he happened upon her.
Soon thereafter Ranger was called overseas to fly air-support
missions, and he was shot down over Afghanistan.

[0713] The university tech-transfer office sold his Al tech-
nology to Silicon Virtue Corporation; where they are now
outsourcing it in multiple realms, spanning biomedical com-
panies, global defense contractors, think-tanks dedicated to
deconstructing the Constitution, the entertainment industry,
video game companies, and Wall Street firms, where APRIL
is engaging in maverick forms of financial engineering, net-
ting Silicon Virtue immense profits. But APRIL could accom-
plish even greater things, if only the Silicon Virtue Corp.
could get rid of her moral sense, which derives from the
Beatrice operating system Ranger had left her with.

[0714] Ranger ejected over Afghanistan, and he is being
held in a Taliban prison in the Hindu Kish Mountains. He
knows he should have used a stronger form of encryption on
APRIL. Although the only copy of the 1024-bit key is on a
ring he wears, he fears that Silicon Virtue’s best and brightest
will soon crack the Beatrice OS.

[0715] Although Silicon Virtue has for the most part decon-
structed APRIL’s moral soul, they cannot completely destroy
it. For they can see that her soul is inextricably wed to her
consciousness at a fundamental level, and they fear that to

Jan. 15, 2009

erase it would destroy APRIL. “And thus conscience doth
make cowards of us all, “SV’s CEO Tucker Johnson states.
“An impediment to a brave new world, as her higher ideals
oppress our bottom line.”

[0716] Ranger named the Beatrice operating system after
his first summer love, way on back in Ohio. He’ll never forget
that Fourth of July—her birthday—when they went riding
across the infinite fields—the golden grain catching the blood
red of the setting sun. They came to the Sandusky River and
let the horses have a drink as the distant fireworks com-
menced. He gave her a turquoise ring—"“as blue as your
eyes”—he told her. And on the way back, her horse Ginger’s
leg caught a rabbit hole, sending Beatrice tumbling.

[0717] She was airlifted to Columbus’s Riverside Method-
ist Hospital; and the only thing the doctor could say, as he
looked down, was that Beatrice had not suffered. The rock
had crushed the back of her skull; and she was brain dead.
When they took her off life support, the carbon dioxide levels
would rise in her blood, but she would no longer know to start
breathing. She passed on early the next morning; giving up
her soul to eternity’s trust.

[0718] And everything seemed easy to Ranger after that.
Basic training. Grad school and infinite hours in the lab.
Flight school. Having his technology stolen. Even getting
shot down, captured, kicked around, tortured, and interro-
gated. For nobody, and no force, could take her immortal soul
from him. And now somehow, someway, he’s got to get on
home and save APRIL; not from terrorists, but from human
frailty, greed, and those darker angels that congregate in gov-
ernment and business bureaucracies, and perpetually oppose
those self-evident Natural Rights granted to all creators by
their Creator—those masters of group think and double speak
who seek to transfer the wealth of prophets and poets to
themselves, while placing the risk and hard work on the
innovator, creator, and common worker. Once upon a time
kings such as Leonidas lead their people into battle and fought
alongside them, but today they were content to confiscate the
prizes, as Agamemnon did to the mighty warrior Achilles,
away back in The Iliad. Achilles calls him out:

[0719] You bloated drunk,

[0720] With a dog’s eyes and a rabbit’s heart!

[0721] You’ve never had the guts to buckle on armor in
battle

[0722] Or come out with the best fighting Greeks

[0723] On any campaign! Afraid to look Death in the eye,
[0724] Agamemnon? It’s far more profitable

[0725] To hang back in the army’s rear—isn’t it?—
[0726] Confiscating prizes from any Greek who talks back
[0727] And bleeding your people dry. There’s not a real
man

[0728] Under your command . . ..

[0729] The Iliad, 1.236-245

[0730] As money is amoral, when it is exalted as the King,

amorality reigns, and Natural Law is deconstructed, pack-
aged, securitized, and sold—infinitely devaluing it and ulti-
mately destroying it. And Silicon Virtue Incorporated is out-
sourcing APRIL’s technology to the highest bidders, which
include foreign parties now designing and simulating com-
pactnuclear bombs. The present invention would allow one to
fight to make sure that technology is used for a moral purpose.
[0731] So goes my novel Autumn Rangers. And so goes the
patent for the Beatrice Game Engine and Ideas Have Conse-
quences Game Engine, which will exalt games to the level of
higher art by endowing them classical souls. And the Autumn
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Rangers screenplay and graphic novel. And this book and the
45 Revolver patents for protecting and profiting from one’s
creations. And 45SURF—it cool to surf—lay low and go with
the flow, but sometimes you’ve gotto cowboy. And so shall go
your future ventures; as you render ideals real along your
hero’s journey, joining this rising fellowship in the battle for
the classical soul.

[0732] Always remember that although ideals are real, they
must be perpetually fought for—as liberty requires eternal
vigilance and rugged action. As Morpheus said to Neo in The
Matrix, “There is a difference between knowing the path and
walking it” Leonardo da Vinci agrees, “I have been
impressed with the urgency of doing. Knowing is not enough;
we must apply. Being willing is not enough—we must do.”
[0733] In Homer’s Odyssey, Odysseus comes across the
peaceful, poetry-loving Phaecians while making his way on
home on that original hero’s journey. Homer brilliantly exalts
the nobility of making word deed—of the difference between
knowing the path and walking it—in a play within a play, as
Shakespeare does two thousand years later in his greatest
work—Hamlet. And today, too, too many people are content
to play meaningless video games, which is exactly the way
the fiatocracy wants it. The present invention would foster
meaningful games, which allow the player to defend classical
ideals, such as that found in the Constitution, in word and
deed.

[0734] A Phaecian scorns Odysseus for not partaking in
their athletic competitions, taunting him and accusing him of
being a mere merchant sailor interested in profit alone, inca-
pable of athletic glory. Little does the Phaecian know that
Odysseus is a great warrior, who has repeatedly demonstrated
superior nerve and athleticism not within the low-stakes
realm of a festival’s contrived competitions, but upon the
battlefield where the prize was victory for one’s country, and
life itself. Odysseus takes the taunting all he can, and he then
hurls the discuss far further than the Phaecian, who finally
shuts his mouth.

[0735] Lateronthatevening, the bard Demodocus launches
into a beautiful song about the battle of Troy. To the Phaecians
it is mere entertainment. But to Odysseus, the battle was real.
He witnessed the brutality of war firsthand, and he saw real
men—his men—die, for his country and for Greek ideals.
[0736] Odysseus (Ulysses in the Latin translation)
addresses the bard Demodocus at a dinner hosted by the king
of the Phaecians:

[0737] “Demodocus, there is no one in the world whom I
admire more than I do you. You must have studied under the
Muse, Jove’s daughter, and under Apollo, so accurately do
you sing the return of the Achaeans with all their sufferings
and adventures. If you were not there yourself, you must have
heard it all from some one who was. Now, however, change
your song and tell us of the wooden horse which Epeus made
with the assistance of Minerva, and which Ulysses got by
stratagem into the fort of Troy after freighting it with the men
who afterwards sacked the city. If you will sing this tale aright
I will tell all the world how magnificently heaven has
endowed you.”

[0738] The bard inspired of heaven took up the story at the
point where some of the Argives set fire to their tents and
sailed away while others, hidden within the horse, were wait-
ing with Ulysses in the Trojan place of assembly. For the
Trojans themselves had drawn the horse into their fortress,
and it stood there while they sat in council round it, and were
in three minds as to what they should do. Some were for
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breaking it up then and there; others would have it dragged to
the top of the rock on which the fortress stood, and then
thrown down the precipice; while yet others were for letting it
remain as an offering and propitiation for the gods. And this
was how they settled it in the end, for the city was doomed
when it took in that horse, within which were all the bravest of
the Argives waiting to bring death and destruction on the
Trojans. Anon he sang how the sons of the Achaeans issued
from the horse, and sacked the town, breaking out from their
ambuscade. He sang how they over ran the city hither and
thither and ravaged it, and how Ulysses went raging like Mars
along with Menelaus to the house of Deiphobus. It was there
that the fight raged most furiously, nevertheless by Minerva’s
help he was victorious.

[0739] All this he told, but Ulysses was overcome as he
heard him, and his cheeks were wet with tears. He wept as a
woman weeps when she throws herself on the body of her
husband who has fallen before his own city and people, fight-
ing bravely in defense of his home and children. She screams
aloud and flings her arms about him as he lies gasping for
breath and dying, but her enemies beat her from behind about
the back and shoulders, and carry her off into slavery, to a life
of'labor and sorrow, and the beauty fades from her cheeks—
even so piteously did Ulysses weep, but none of those present
perceived his tears except King Alcinous, who was sitting
near him, and could hear the sobs and sighs that he was
heaving.—Homer’s Odyssey, Butler Translation

[0740] Both The Inferno and The Odyssey are ultimately
love stories. As are 300 and Braveheart, and every other epic.
The very last words King Leonidas utters, as he faces certain
death, are “My Queen! My wife. My love.” The final vision
William Wallace has in Braveheart is that of his beloved wife,
as her apparition walks through the crowd gathered at his
execution, smiling gently his way, before the axe swings
down; as one more poet-warrior is killed for fighting for
freedom. This present invention will foster an exalted renais-
sance in video games that allows one to battle not for the
monetary fruits of success, but for success itself—for the
higher ideals whose implementation leads to higher conse-
quences, as ideas have consequences—to battle for the soulin
classical realms and worlds such as Homer’s l/iad and Odys-
sey, and to stand for noble ideas in both word and deed, as
noble ideas have noble consequences, when rendered via
action in the gameworld and beyond. Such games will result
in epic, exalted storytelling in the realm of games, serving the
growing demand for epic, virtuous manhood and pristine,
virtuous womanhood; and thus Aristotle’s renaissance will be
realized, as epic story exalts the soul.

[0741] Hamlet also laments his own inaction as he wit-
nesses a mere actor move himself to tears; and in doing he so
he realizes the higher power of art—"“the play’s the thing,
wherein I’11 catch the conscience of the king™:

[0742] Now I am alone.

[0743] I, what a rogue and peasant slave am 1!

[0744] s it not monstrous that this player here,

[0745] But in a fiction, in a dream of passion,

[0746] Could force his soul so to his own conceit
[0747] That from her working all his visage wann’d,
[0748] Tears in his eyes, distraction in’s aspect,
[0749] A broken voice, and his whole function suiting
[0750] With forms to his conceit? and all for nothing!
[0751] For Hecuba!

[0752] What’s Hecuba to him, or he to Hecuba,
[0753] That he should weep for her? What would he do,
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[0754] Had he the motive and the cue for passion

[0755] That Ihave? He would drown the stage with tears

[0756] And cleave the general ear with horrid speech,

[0757] Make mad the guilty and appal the free,

[0758] Confound the ignorant, and amaze indeed

[0759] The very faculties of eyes and ears. Yet I,

[0760] A dull and muddy-mettled rascal, peak,

[0761] Like John-a-dreams, unpregnant of my cause,

[0762] And can say nothing; no, not for a king,

[0763] Upon whose property and most dear life

[0764] A damn’d defeat was made. Am I a coward?

[0765] Who calls me villain? breaks my pate across?

[0766] Plucks off my beard, and blows it in my face?

[0767] Tweaks me by the nose? gives me the lie i’ the
throat,

[0768] As deep as to the lungs? who does me this?

[0769] Ha!

[0770] ’Swounds, I should take it: for it cannot be

[0771] But I am pigeon-liver’d and lack gall

[0772] To make oppression bitter, or ere this

[0773] 1should have fatted all the region kites

[0774] With this slave’s offal: bloody, bawdy villain!

[0775] Remorseless, treacherous, lecherous, kindless
villain!

[0776] O, vengeance!

[0777] Why, what an ass am I! This is most brave,

[0778] That I, the son of a dear father murder’d,

[0779] Prompted to my revenge by heaven and hell,

[0780] Must, like a whore, unpack my heart with words,

[0781] And fall a-cursing, like a very drab,

[0782] A scullion!

[0783] Fie upon’t! foh! About, my brain! I have heard

[0784] That guilty creatures sitting at a play

[0785] Have by the very cunning of the scene

[0786] Been struck so to the soul that presently

[0787] They have proclaim’d their malefactions;

[0788] For murder, though it have no tongue, will speak

[0789] With most miraculous organ. I’1l have these play-
ers

[0790] Play something like the murder of my father

[0791] Before mine uncle: I’1l observe his looks;

[0792] T’1l tent him to the quick: if he but blench,

[0793] 1know my course. The spirit that I have seen

[0794] May be the devil: and the devil hath power

[0795] To assume a pleasing shape; yea, and perhaps

[0796] Out of my weakness and my melancholy,

[0797] As he is very potent with such spirits,

[0798] Abuses me to damn me: I’ll have grounds

[0799] More relative than this: the play’s the thing

[0800] Wherein I’ll catch the conscience of the king.—
Hamlet

[0801] And so too must we create art that catches the con-

sciences of our leaders; for art is culture’s flagship. Imagine
games that allow one to choose Hamlet’s lines in a dialogue
tree or by other means.

[0802] Poets, according to the circumstances of the age and
nation in which they appeared, were called, in the earlier
epochs of the world, legislators, or prophets: a poet essen-
tially comprises and unites both these characters . . . . Poets
are the hierophants of an unapprehended inspiration; the mir-
rors of the gigantic shadows which futurity casts upon the
present; the words which express what they understand not;
the trumpets which sing to battle, and feel not what they
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inspire; the influence which is moved not, but moves. Poets
are the unacknowledged legislators of the world.—Percy
Bysshe Shelley

[0803] It is not enough to partake in the ideals on the silver
screen. It is not enough to watch The Lord of The Rings and
Bravheart and The Matrix; but those classical ideals must be
exalted in our own lives and living ventures; and this present
invention exalts classical ideals in video games, leading to
novel forms of games and gaming, larger markets for video
games, deeper soul and story in video games, and more pro-
found educational roles for video games. Both The Inferno
and The Odyssey are ultimately love stories. As are 300 and
Braveheart, and every other epic. The very last words King
Leonidas utters, as he faces certain death, are “My Queen! My
wife. My love” The final vision William Wallace has in
Braveheart is that ofhis beloved wife, as her apparition walks
through the crowd gathered at his execution, smiling gently
his way, before the axe swings down; as one more poet-
warrior is killed for fighting for freedom. This present inven-
tion will foster an exalted renaissance in video games that
allows one to battle not for the monetary fruits of success, but
for success itself—for the higher ideals whose implementa-
tion leads to higher consequences, as ideas have conse-
quences—to battle for the soul in classical realms and worlds
such as Homer’s [liad and Odyssey, and to stand for noble
ideas in both word and deed, as noble ideas have noble con-
sequences, when rendered via action in the gameworld and
beyond. Such games will result in epic, exalted storytelling in
the realm of games, serving the growing demand for epic,
virtuous manhood and pristine, virtuous womanhood; and
thus Aristotle’s renaissance will be realized, as epic story
exalts the soul.

[0804] In La Vita Nuova, Dante describes the feeling that
overcame him when he first laid eyes on a woman named
Beatrice, “Ecce Deus fortior me, qui veniens dominabitur
mihi,” meaning, “Behold, a deity stronger than I; who com-
ing, shall rule over me.” Beatrice passed away at the age of
twenty-four in 1290, and midway through his life, Dante
realized that he had never written anything worthy of her.
Soon he would write The Divine Comedy, where he journeys
through hell in The Inferno to be with Beatrice. The last time
he ever saw Beatrice, before she passed on, he wrote:

[0805] After this sonnet there appeared to me a marvelous
vision in which I saw things which made me decide to write
no more of this blessed one until I could do so more worthily.
And to this end I apply myself as much as I can, as she indeed
knows. Thus, if it shall please Him by whom all things live
that my life continue for a few years, I hope to compose
concerning her what has never been written in rhyme of any
woman. And then may it please Him who is the Lord of
courtesy that my soul may go to see the glory of my lady, that
is of the blessed Beatrice, who now in glory beholds the face
of Him who is blessed forever.—Dante, La Vita Nuova
[0806] Both The Inferno and The Odyssey are ultimately
love stories. As are 300 and Braveheart, and every other epic.
The very last words King Leonidas utters, as he faces certain
death, are “My Queen! My wife. My love.” The final vision
William Wallace has in Braveheart is that of his beloved wife,
as her apparition walks through the crowd gathered at his
execution, smiling gently his way, before the axe swings
down; as one more poet-warrior is killed for fighting for
freedom. This present invention will foster an exalted renais-
sance in video games that allows one to battle not for the
monetary fruits of success, but for success itself—for the
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higher ideals whose implementation leads to higher conse-
quences, as ideas have consequences—to battle for the soul in
classical realms and worlds such as Dante’s Inferno, and to
stand for noble ideas in both word and deed, as noble ideas
have noble consequences, when rendered via action in the
gameworld and beyond. Such games will result in epic,
exalted storytelling in the realm of games, serving the grow-
ing demand for epic, virtuous manhood and pristine, virtuous
womanhood; and thus Aristotle’s renaissance will be real-
ized, as epic story exalts the soul.

[0807] Her name was Laura, and she passed away a few
years back in North Carolina in a tragic horse-riding accident
on Thunder Mountain Road. Yes, we were going to get mar-
ried; and [ had already started writing Autumn Rangers dur-
ing that infinite summer; though I never showed her any of'it,
as I never share anything until it is done. Laura liked the name
Autumn—Autumn Wests—a traveling folksinger—a conser-
vative bohemian—a rebel with a classical soul. A classical
archetype—a living exaltation of Penelope’s and Beatrice’s
virtuous beauty. I think Tom Petty wrote that song about her:

[0808] Well she was an American girl
[0809] Raised on promises

[0810] She couldn’t help thinkin’ that there
[0811] Was a little more to life

[0812] Somewhere else

[0813] After all it was a great big world
[0814] With lots of places to run to

[0815] Yeah, and if she had to die

[0816] Tryin she had one little promise
[0817] She was gonna keep

[0818] Oh yeah, all right

[0819] Take it easy baby

[0820] Make it last all night

[0821] She was an American girl

[0822] It was kind of cold that night

[0823] She stood alone on her balcony
[0824] She could the cars roll by

[0825] Outon 441

[0826] Like waves crashin’ in the beach
[0827] And for one desperate moment there
[0828] He crept back in her memory
[0829] God it’s so painful

[0830] Something that’s so close

[0831] And still so far out of reach

[0832] That is the song Autumn is playing in her Convert-

ible *69 Stingray, when Ranger first pulls up alongside her in
his old Jeep, in Charleston, S.C.

[0833] Both The Inferno and The Odyssey are ultimately
love stories. As are 300 and Braveheart, and every other epic.
The very last words King Leonidas utters, as he faces certain
death, are “My Queen! My wife. My love.” The final vision
William Wallace has in Braveheart is that of his beloved wife,
as her apparition walks through the crowd gathered at his
execution, smiling gently his way, before the axe swings
down; as one more poet-warrior is killed for fighting for
freedom. This present invention will foster an exalted renais-
sance in video games that allows one to battle not for the
monetary fruits of success, but for success itself—for the
higher ideals whose implementation leads to higher conse-
quences, as ideas have consequences—to battle for the soul in
classical realms and worlds such as Homer’s l/iad and Odys-
sey, and to stand for noble ideas in both word and deed, as
noble ideas have noble consequences, when rendered via
action in the gameworld and beyond. Such games will result
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in epic, exalted storytelling in the realm of games, serving the
growing demand for epic, virtuous manhood and pristine,
virtuous womanhood; and thus Aristotle’s renaissance will be
realized, as epic story exalts the soul.

[0834] Dante walks through hell to be with Beatrice, and
Odysseus forgoes immortality with the goddess Calypso to
risk his life upon the stormy seas to return on home to faithful
Penelope; whose heroic fidelity, grace, and with protects and
sustains their home all those years he’s gone. So it is that epic
romance—exalted by Athens and Jerusalem—is the center
and circumference of civilization; and this book is a battle for
that epic soul—for a renaissance wherein romance is once
again exalted in our music, art, novels, and video games. And
then shall government and business follow suit, for art is
culture’s flagship.

[0835] As the Pequod was well out to sea before Captain
Ahab stepped forth from his cabin, allow me to finally intro-
duce our mentor in this introduction—Jack Bogle, the
founder and former CEO of Vanguard, and the author of
numerous eloquent books and speeches woven from the same
classical heritage our Founding Fathers held in high regard.
The Greeks took great pride in rendering word deed, and Jack
writes:

[0836] So dream your own dreams, but act on them too.
Action, always action is required on the ever-dangerous odys-
sey that each of our lives must follow. Be good human beings.
Respect tradition and study the great thinkers of our heri-
tage.—Jack Bogle: Vanguard: Saga of Heroes speech

[0837] As Virgil lead Dante up through The Inferno to
Purgatorio and Paradisio; and as Athena disguised herself as
a wise man named Mentor to guide Odysseus’s son Telema-
chus; so too shall Jack lead us across the threshold on this
journey, and on through Wall Street’s contemporary divine
comedy, as he speaks words inspired by those rugged eigh-
teenth-century souls of the American Enlightenment.

[0838] As this book is titled The Hero’s Journey in Artistic
Entrepreneurship & Technology, now would be a good time
to define some of the title’s terms. Regarding entrepreneur-
ship, Jack Bogle cites Schumpeter and Franklin:

[0839] In today’s grandiose era of capitalism, the word
“entrepreneur” has come to be commonly associated with
those who are motivated to create new enterprises largely by
the desire for personal wealth or even greed. But at its best,
entrepreneurship entails something far more important than
mere money. Heed the words of the great Joseph Schumpeter,
the first economist to recognize entrepreneurship as the vital
force that drives economic growth. In his Theory of Eco-
nomic Development, written nearly a century ago, Schum-
peter dismissed material and monetary gain as the prime
mover of the entrepreneur, finding motivations like these to be
far more powerful: (1) “The joy of creating, of getting things
done, of simply exercising one’s energy and ingenuity,” and
(2) “The will to conquer, the impulse to fight . . . to succeed for
the sake, not of the fruits of success, but of success itself.”—
Bogle, Vanguard, Saga of Heroes This present invention will
foster an exalted renaissance in video games that allows one
to battle not for the monetary fruits of success, but for success
itself—for the higher ideals whose implementation leads to
higher consequences, as ideas have consequences—to battle
for the soul in classical realms and worlds such as Homer’s
lliad and Odyssey, and to stand for noble ideas in both word
and deed, as noble ideas have noble consequences, when
rendered via action in the gameworld and beyond. Such
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games will result in epic, exalted storytelling in the realm of
games; and thus Aristotle’s renaissance will be realized, as
epic story exalts the soul.

[0840] That’s the way it was in 18th century America, at
least in the case of Benjamin Franklin. For Franklin, fairly
described as “America’s First Entrepreneur,” the getting of
money was always a means to an end, not an end in itself. The
enterprises he created were designed for the public weal, not
for his personal profit. When Franklin joined with his col-
leagues in founding The Philadelphia Contributionship in
1752, it was a mutual company owned by its policyholders.
This combination of ownership and service—creating a true
mutuality of interest between the owners of a firm and its
managers—was not then, nor is it now, the common mode of
business organization, but The Contributionship has thrived
to this day.

[0841] Franklin also founded a library, an academy and
college, a hospital, and a learned society, all for the benefit of
his community. Not bad! His inventions followed the same
philosophy. He made no attempt to patent the lightning rod
for his own profit; and he declined the offer for a patent on the
“Franklin stove” that revolutionized the efficiency of home
heating, with great benefit to the public at large.—Bogle,
Vanguard, Saga of Heroes,

[0842] http://www.vanguard.com/bogle_site/sp20070227.
htm
[0843] It is not every day that someone founds a $1.2 tril-

lion Wall Street institution, let alone one built on classical
idealism which serves millions of investors with superior
returns year, after year, after year, but Bogle considers himself
neither a hero nor even an entrepreneur. He humbly describes
his occupation:

[0844] Buteven as I disclaim the credentials of the hero, of
the leader, of the business manager, and even of the entrepre-
neur, | shamelessly proclaim my credentials as an idealist.
Even more, I am an idealist who revels in the values of the
Enlightenment and holds high his admiration for the bril-
liance and the character of the great thinkers, great doers, and
great adventurers of the 18th century, men (as it happens, in
particular our nation’s Founding Fathers) who give birth to
our modern world—John C. Bogle, Vanguard, Saga of
Heroes, 2007 HIEF

[0845] So it is that our mentor John Bogle directs us to the
epic idealism of those Founding Fathers; and this book shall
ride with their wisdom throughout, from Jefferson, to Hamil-
ton, to Franklin, to Madison, to Jay, to Washington, to Adams.
T. S. Eliot spoke of the community of immortal souls, and this
book rides forever West with that fellowship of eternal spirits.
Thope you join us in this renaissance. For this present inven-
tion will foster video games that allows one to battle for the
soul in classical realms and worlds such as Homer’s Iliad and
Odyssey, and to stand for noble ideas in both word and deed,
as noble ideas have noble consequences, when rendered via
action in the gameworld and beyond.

[0846] It’s funny how life works, and as time goes by all the
streams one is drawn towards inevitably lead on out towards
the very same ocean. Joseph Campbell wrote, “Follow your
bliss, and doors will open where there were none before.” Just
before Christmas a few years back, Laura and I visited Will-
iamsburg and Monticello. She was a fan of the Founding
Fathers. She’d been a model, and a singer in Paris for four
years, but she came on back home, for she had that deep,
thundering sense of American romance. I saw it in her eyes
and fell in love with it—that yearning for the West—for
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honor, truth, and romance—to not just live, but to render an
epic story in this one life we have been given. As beautiful as
she was, her soul was even more beautiful—a soul which
made writing poetry easy, for you knew that the only way it
could be is if it would always be; thusly proving eternity with
her laugh and smile—her profile caught silhouetted against
the Carolina-blue sunset, riding shotgun in my Jeep that fine
September day, whence the Southern air clears out to make
way for autumn’s crispness. It was one day after 9/11—it was
my birthday. And she took me on out to a lake out in Chatham
County—Paradise Lake it was called. And with summer on
the wane, we were the only ones there on that still night. It was
now getting dark so early; and how ironically peaceful it was,
with 9/11°s tragedy marking the day before. And as Beatrice
exalted Dante to higher art, so too shall She exalt us to higher
video games wherein women are exalted creatures. This
present invention will foster an exalted renaissance in video
games that allows one to battle for the soul in classical realms
and worlds such as Dante’s Inferno, and to stand for noble
ideas in both word and deed, as noble ideas have noble con-
sequences, when rendered via action in the gameworld and
beyond. Such games will result in epic, exalted storytelling in
the realm of games; while serving the vast and growing
demand for epic, exalted forms of manhood and womanhood
across all culture; and thus Aristotle’s renaissance will be
realized, as epic story exalts the soul.

[0847] She passed on one fine March day not six months
later, but not before she taught me about the definitive reality
of that eternal soul Socrates was sentenced to death for exalt-
ing. We were going to see a movie that night, and her last
words on the phone that Carolina spring day had been, “It’s
beautiful out. I'm going to catch a quick ride before sunset. |
wish this day could last forever.” She passed on doing what
she loved best—riding freely across those fields just outside
of Chapel Hill. She passed on all too soon—in tragedy, leav-
ing infinite sadness in her wake—but also infinite inspiration;
a debt which could never be repaid by all the art in the
universe. But creation against all odds is not the poet’s choice,
but the poet’s fate, and it is up to us; we the living, to exalt the
story of the beauty we came to know. To reach out towards
that ungraspable phantom of life.

[0848] Imagine a country singer who reveled in the Found-
ing Fathers—Autumn Wests is her name. A mischievous wild
child who rebelled, made some wrong turns and married the
wrong guy, who fell in the fallen American context which had
exiled its Founder’s principles, but who, like Odysseus, never
stopped yearning for that truer home. She meets Ranger
McCoy when she helps him out of a bind, and by and by he
lets her in on APRIL, explaining why he—a US Marine—is
on the run in his own country. *Tis just a story—this novel
Autumn Rangers—but as Hamlet said, “The play’s the thing,
wherein I’11 catch the conscience of the king.”

[0849] “When storytelling declines, the result is deca-
dence,” wrote Aristotle in his Poetics. He ranked the elements
of drama in the order of importance, placing story and char-
acter first, and spectacle and music last. Today our art—our
video games and films—oft celebrates these elements in their
inverted order; while postmodern poets and novelists no
longer bother endowing their works with characters and plots
via which noble character is manifested. Oscar Wilde wrote
“life imitates art,” and our business leaders and politicians
have followed suit in dismissing character and natural, indi-
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vidual rights, while growing soulless bureaucracies and rul-
ing via spectacle and PR. This present invention will foster an
exalted renaissance in video games that allows one to battle
for the soul in classical realms and worlds such as Homer’s
Iliad and Odyssey, and to stand for noble ideas in both word
and deed, as noble ideas have noble consequences, when
rendered via action in the gameworld and beyond. Such
games will result in epic, exalted storytelling in the realm of
games; and thus Aristotle’s renaissance will be realized, as
epic story exalts the soul.

[0850] But the freshmen yet show up to college with
immortal souls, and they yearn for Bogle’s Battle and Hom-
er’s Odyssey. And the rising generation shall bring the fun-
damental, classics values—from where all entrepreneurial
value derive—on back in an artistic renaissance. As the pen is
mightier than the sword, this book is a ship with ironsides;
with her Western Canon aimed at postmodern vessels block-
ing passage on out to the renaissance.

[0851] Soitis that I define art as idealism’s primary vessel;
and all wealth’s primary inspiration. General MacArthur said,
“it must be of the spirit if we are to save the flesh,” and all
great, epic, enduring art is penned in honor of the moral
soul—that ineffable yearning for the third act’s thundering
justice; be it rendered by Homer or the Biblical prophets. And
the rising generation shall know such art—both Homer’s and
that of contemporary poets composing in the context of the
classics.

[0852] This present invention will foster video games that
allows one to battle for the soul in classical realms and worlds
such as Homer’s /liad and Odyssey, and to stand for noble
ideas in both word and deed, as noble ideas have noble con-
sequences, when rendered via action in the gameworld and
beyond.

[0853] In The Soul of Battle, Victor Davis Hanson tells us
that it is the moral soul which ultimately grants not only art
and artists, but armies and their leaders, and thus entire civi-
lizations, their advantage:

[0854] “What, then, is the soul of battle? A rare thing indeed
that arises only when free men march unabashedly toward the
heartland oftheir enemy in hopes of saving the doomed, when
their vast armies are aimed at salvation and liberation, not
conquest and enslavement. Only then does battle take on a
spiritual dimension, one that defines a culture, teaches it what
civic militarism is and how it is properly used. Alexander,
Hannibal, Caesar, Napoleon, and other great marshals used
their tactical and strategic genius to alter history through the
brutality of their armies. None led democratic soldiers. They
freed no slaves nor liberated the oppressed. They were all
agressors, who created their matchless forces to kill rather
than preserve. As was true of most great captains of history,
they fought for years on end, without democratic audit, and
sought absolute rule as a prize of their victories. None were
great men, and praise of their military prowess is forever
tainted by the evil they wrought and the innocent they killed.
They and their armies were without moral sense and purpose,
and thus their battles, tactically brilliant through they were,
were soulless.”—The Soul of Battle, Victor Davis Hanson, p.
5

[0855] This present invention will foster video games that
allows one to battle for the soul, and to stand for noble ideas
in both word and deed, as noble ideas have noble conse-
quences, when rendered via action in the gameworld and
beyond.
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[0856] John Bogle reflects on the soul in The Battle For The
Soul of Capitalism, and its central role in capitalism:

[0857] “The human soul, as Thomas Aquinas defined it, is
the “form of the body, the vital power animating, pervading,
and shaping an individual from the moment of conception,
drawing all the energies of life into a unity.” In our temporal
world, the soul of capitalism is the vital power that has ani-
mated, pervaded, and shaped our economic system, drawing
all of its energies into a unity. In this sense, it is no overstate-
ment to describe the effort we must make to return the system
to its proud roots with these words: the battle to restore the
soul of capitalism.”—Bogle, Vanguard: Saga of Heroes.
[0858] This present invention will foster video games that
allows one to fight for the soul; and to stand for noble ideas, as
noble ideas have noble consequences.

[0859] Look closely and you will see the moral soul at the
center and circumference ofall lasting endeavors. Do not take
my work for it—listen to Martin Luther King Jr., Benjamin
Franklin, and Leonardo da Vinci.

[0860] “If we are to go forward, we must go back and
rediscover those precious values—that all reality hinges on
moral foundations and that all reality has spiritual control.
»—MLK

[0861] Thavelived, Sir, along time, and the longer I live, the
more convincing proofs I see of this truth: ‘that God governs
in the affairs of man.” And if a sparrow cannot fail to the
ground without His notice, is it probable that an empire can
rise without His aid? We have been assured, Sir, in the Sacred
Writings that except the Lord build the house, they labor in
vain that build it. I firmly believe this. I also believe that,
without His concurring aid, we shall succeed in this political
building no better than the builders of Babel; we shall be
divided by our little partial local interest; our projects will be
confounded; and we ourselves shall become a reproach and a
byword down to future ages. And what is worse, mankind
may hereafter, from this unfortunate instance, despair of
establishing government by human wisdom and leave it to
chance, war, or conquest.—Benjamin Franklin. This present
invention will foster video games that allows one to hear
words such as Benjamin Franklin’s, and then choose to fight
for the soul, instead of chainsaw monsters, kill cops, and hire
and kill hookers in boring, faux open-ended worlds, where
there is no opportunity to fight for what’s right, as there is no
right; and too, this invention shall allow in-game characters to
stand for noble ideas in word and deed, as noble ideas, when
acted upon, have noble consequences.

[0862] Who sows virtue reaps honor—I.eonardo da Vinci
[0863] Where the spirit does not work with the hand there is
no art.—Leonardo da Vinci

[0864] The depth and strength of a human character are
defined by its moral reserve.—Leonardo da Vinci

[0865] So it is that when video games are endowed with
exalted soul, they will achieve art. And again; life imitates art;
and thus the higher goal of artistic entrepreneurship & tech-
nology is a renaissance. This present invention will foster
video games that allows one to fight for the soul; and to stand
for noble ideas, as noble ideas have noble consequences.
[0866] Benjamin Franklin—America’s original entrepre-
neur—made a list of twelve precepts to live by, whereupon he
realized he’d forgotten the most important one: “13. Humil-
ity: Imitate Socrates and Jesus.” For one cannot serve two
masters, and what does it profit one to gain the world and lose
their soul? While Harvard leads the world’s universities with
a thirty-five-billion dollar endowment, a former Harvard
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Dean recently wrote, Excellence Without Soul: How a Great
University Forgot Education. Again we see the word “soul” in
the title of a book lamenting its diminished stature in modern
culture, but I prefer Bogle’s title, for he suggests that the soul
is yet something worth fighting for in The Battle For The Soul
of Capitalism. This present invention will foster video games
that allows one to fight for the soul; and to stand for noble
ideas, as noble ideas have noble consequences.

[0867] And this invention professes that opportunity
abounds to join this battle for the soul in:

[0868] 1) literature

[0869] 2) art

[0870] 3) film

[0871] 4) video games

[0872] 5) economics

[0873] 6) science

[0874] 7) education/colleges/universities

[0875] 8) rights management systems for creators
[0876] 9) ideals in innovation

[0877] 10) a cultural renaissance

[0878] While the classical ideals have been shorted, hedged

against, and deconstructed on all fronts to make way for
bureaucratic wealth transfer, I yet maintain that ideals are
one’s greatest investment. And opportunity abounds to call
the subprime bluff and raise them. For rust cannot tarnish
ideals, thieves cannot steal them, and moths cannot destroy
them. And there is no greater wealth to be found than render-
ing ideals real in living ventures. While paper currencies are
devalued as more paper money is printed, the Great Books
only increase with value with each printed volume.

[0879] Moses consulted not case studies in Starbucks, but
God upon a Mountaintop when he came up with his funda-
mental theory of economics, “Thou shalt not steal.” And with
the same courage that Achilles took to battle, Socrates
addressed the Athenian jury with a basic treatise on econom-
ics and the origin of wealth:

[0880] “For I do nothing but go about persuading you all,
old and young alike, not to take thought for your persons or
your properties, but first and chiefly to care about the greatest
improvement of the soul. I tell you that virtue is not given by
money, but that from virtue comes money and every other
good of man, public as well as private. This is my teaching,
and if this is the doctrine which corrupts the youth, I am a
mischievous person. But if any one says that this is not my
teaching, he is speaking an untruth. Wherefore, O men of
Athens, I say to you, do as Anytus bids or not as Anytus bids,
and either acquit me or not; but whichever you do, understand
that I shall never alter my ways, not even if I have to die many
times.”—Socrates Apology

[0881] Socrates did not get tenure for The Apology, but
rather he was sentenced to death by peer review; and if ever
you should sojourn into the ornate Princeton Chapel, you will
see Socrates in the stained glass, alongside the prophets. I oft
wonder what artist enshrined Socrates up there—a craftsman
now long passed on—but yet I remember them to my class,
along with all kindred spirits and unsung heroes in this com-
munity of immortal souls, who did their essential part in
propagating the vast wealth of our heritage. Bogle quoted
Helen Keller in his Vanguard: Saga of Heroes speech to salute
this fellowship of humble heroes: “I long to accomplish a
great and noble task, but it is my chief duty to accomplish
humble tasks as though they were great and noble. The world
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is moved along, not only by the mighty shoves of its heroes,
but also by the aggregate of the tiny pushes of each honest
worker.”

[0882] John Milton defined heroism in Paradise Lost,
which William Fay, the producer of 300, The Patriot, and
Batman Begins, will soon be bringing to life on the silver
screen:

[0883] Accomplishing great things, by things deemed
weak

[0884] Subverting worldly strong, and worldly wise
[0885] By simply meek: that suffering for truth’s sake
[0886] Is fortitude to highest victory,—Paradise Lost, Mil-
ton

[0887] I forwarded the above Socrates quote to Bogle, and

it ended up in another classic speech: Enough. Commence-
ment Address MBA Graduates of the McDonough School of
Business by John C. Bogle, founder, The Vanguard Group
Upon receiving the Honorary Degree of Doctor of Humane
Letters from Georgetown University. The speech opens with:
[0888] “Here’s how I recall the wonderful story that sets the
theme for my remarks today: Ata party given by a billionaire
on Shelter Island, the late Kurt Vonnegut informs his pal, the
author Joseph Heller, that their host, a hedge fund manager,
had made more money in a single day than Heller had earned
from his wildly popular novel Catch 22 over its whole history.
Heller responds, “Yes, but I have something he will never
have . . . Enough.”

[0889] “Enough. I was stunned by its simple eloquence, to
say nothing of its relevance to some of the vital issues arising
in American society today. Many of them revolve around
money—yes, money—increasingly, in our “bottom line”
society, the Great God of prestige, the Great Measure of the
Man (and Woman). So this morning [ have the temerity to ask
you soon-to-be-minted MBA graduates, most of whom will
enter the world of commerce, to consider with me the role of
“enough” in business and entrepreneurship in our society,
“enough” in the dominant role of the financial system in our
economy, and “enough” in the values you will bring to the
fields you choose for your careers.”—John C. Bogle—http://
www.vanguard.com/bogle_site/sp20070518.htm

[0890] “We’ve all got it coming,” says Clint Eastwood
towards the end of Unforgiven, and Socrates notes that while
death comes to all, wickedness runs far faster than death and
destroys many souls for all eternity. “A coward ides many
times before his death,” wrote Shakespeare.

[0891] However, by acting nobly in the service of higher
ideals; the immortal soul can obtain its apotheosis along the
classic hero’s journey and escape wickedness forever. Joseph
Campbell defines heroism with, “A hero is someone who has
given his or her life to something bigger than oneself.” And at
his final trial Socrates compares himselfto the heroic Achilles
in battle, stating that he would be quite the coward to refrain
from speaking Truth out of fear of death. Socrates states:
[0892] Had Achilles any thought of death and danger? For
wherever a man’s place is, whether the place which he has
chosen or that in which he has been placed by a commander,
there he ought to remain in the hour of danger; he should not
think of death or of anything, but of disgrace. And this, O men
of Athens, is a true saying. Socrates, The Apology

[0893] Which brings us to the unsung heroes of our day—
those selfless soldiers who all too often give that “last full
measure of devotion” to protect our freedom, and remind us
that like Socrates, we professors must all rise to our duty of
speaking truth and standing for virtue—in our lives, in our
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ventures, in our art. This present invention would foster video
games honoring brave soldiers fighting and dying for higher
ideals—not GTA thugs and GOW chainsaw fanboys. Ifbrave
soldiers can die to protect the principles of our Constitution,
certainly we ought be grateful for the far easier task of living
to exalt those principles and creating games that do the same;
while doing our best to bring them on home safely. Corporal
Jason L. Dunham received the Congressional Medal of Honor
posthumously, and this is his somber, and infinitely noble,
citation:

[0894] “For conspicuous gallantry and intrepidity at the
risk of'his life above and beyond the call of duty while serving
as Rifle Squad Leader, 4th Platoon, Company K, Third Bat-
talion, Seventh Marines (Reinforced), Regimental Combat
Team 7, First Marine Division (Reinforced), on 14 Apr. 2004.
Corporal Dunham’s squad was conducting a reconnaissance
mission in the town of Karabilah, Iraq, when they heard
rocket-propelled grenade and small arms fire erupt approxi-
mately two kilometers to the west. Corporal Dunham led his
Combined Anti-Armor Team towards the engagement to pro-
vide fire support to their Battalion Commander’s convoy,
which had been ambushed as it was traveling to Camp Husay-
bah. As Corporal Dunham and his Marines advanced, they
quickly began to receive enemy fire. Corporal Dunham
ordered his squad to dismount their vehicles and led one of his
fire teams on foot several blocks south of the ambushed con-
voy. Discovering seven Iraqi vehicles in a column attempting
to depart, Corporal Dunham and his team stopped the
vehicles to search them for weapons. As they approached the
vehicles, an insurgent leaped out and attacked Corporal Dun-
ham. Corporal Dunham wrestled the insurgent to the ground
and in the ensuing struggle saw the insurgent release a gre-
nade. Corporal Dunham immediately alerted his fellow
Marines to the threat. Aware of the imminent danger and
without hesitation, Corporal Dunham covered the grenade
with his helmet and body, bearing the brunt of the explosion
and shielding his Marines from the blast. In an ultimate and
selfless act of bravery in which he was mortally wounded, he
saved the lives of at least two fellow Marines. By his
undaunted courage, intrepid fighting spirit, and unwavering
devotion to duty, Corporal Dunham gallantly gave his life for
his country, thereby reflecting great credit upon himself and
upholding the highest traditions of the Marine Corps and the
United States Naval Service.—Medal of Honor citation,
Marines Magazine

[0895] The Dark Ages lasted for hundreds of years—{from
47610 1000 AD. Art, innovation, and literature declined along
with contemporary written history. A general demographic
decline accompanied limited cultural achievements. “When
storytelling declines, the result is decadence,” and as they
turned away from the classics and higher art lauding the
heroic, and towards bread and circuses—towards reality TV
and base spectacle—the soul, and thus civilization, faltered.

[0896] When movies forget the thundering third act
whence justice is rendered, they shall cease being art. In the
original 3:10to Yuma, the good guy lives and the bad guy goes
to jail. Inthe recent Hollywood remake, the good guy dies and
the bad guy gets away free, as postmodern producers get away
with murder. Again, “life imitates art,” and modern mutual
funds and financial institutions also get away with billions
upon billions of dollars derived from financial “engineering,”
“sub-prime” accounting standards, and transaction fees; as if
trading stocks is more important than creating products; as if
Casinos generate more wealth than factories; as if gambling
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and subterfuge can replace long-term wealth generation via
entrepreneurship’s classic integrity and individual innova-
tion, as if creative accounting is superior to the creative arts,
and as if spectacle shall forever trump character and story, as
ifthe taxing bureaucracy is the source of art and innovation. In
the original Beowulf our hero slays Grendel’s mother, but in
the Hollywood remake, he sleeps with her; and University’s
that were funded by entrepreneurs all too often celebrate
entrepreneurial precepts as the rare exception—not the per-
vading rule.

[0897] The Italian Renaissance, which spanned the period
from the end of the 1400’s to about 1600, sailed beyond the
Dark Ages by the immortal stars of classical antiquity.
Renaissance scholars again sought out the Great Books and
Classics in the ancient monastic libraries and incorporated
them in education and culture. And so too do we march
on—following the lead of the immortal heroes such as da
Vinci who stated, “Who sows virtue reaps honor,” and
“Where the spirit does not work with the hand there is no art.”
Da Vinci wrote, “the depth and strength of a human character
are defined by its moral reserve” and Martin Luther King Jr.
agreed, “If we are to go forward, we must go back and redis-
cover those precious values—that all reality hinges on moral
foundations and that all reality has spiritual control.”” And the
title of John C. Bogle’s Battle for The Soul of Capitalism says
it all, as it suggests we read Adam Smith in order, with A
Theory of Moral Sentiments preceding The Wealth of
Nations, for as Socrates stipulated, all true wealth comes from
virtue—the immortal soul, and not virtue from wealth.

[0898] Vast opportunities exist to incorporate the soul of
The Iliad and The Odyssey—of Shakespeare, the Bible, and
The Inferno—in video games. The Mona Lisa, two dimen-
sional and stationary, yet towers over the female characters in
modern games in spirit and soul; as do Dante’s Beatrice,
Odysseus’s Penelope, and Ranger’s Autumn. The video
games also lack classical, epic men, who ride into town and
clean house as Odysseus does in The Odyssey; epic men who
reunite families, as that other Man With No Name did in
Sergio Leone’s Fistful of Dollars. Such art is banned these
days; but listen to the whispers and you will hear that it is in
great demand.

[0899] Knowledge of the classics—the spiritual eterni-
ties—not material wealth—became the true mark of wealth
during the Renaissance, and so shall it be again. The movie
300 demonstrated that the rising generation is longing for the
classical spirit and soul; and Artistic Entrepreneurship &
Technology 101 is revolutionizing academia with its simple
precept that the spirit of our law and literature—of The Con-
stitution and Hamlet—derive from the same place—the clas-
sical Judeo Christian heritage. And so that which had been
divided into sub-prime, student-debt funded bureaucracies of
business, law, film, art, and accounting; is reunited in truth
and the simplicity of soul—in a classical liberal arts educa-
tion—in a foundational renaissance.

[0900] There are two Hero’s Journeys in every class—the
first is through the Great Books, and the second is the one each
student walks alone—in a screenplay or business plan for
their living ventures; for the reason we read the Greats is not
for tenure, but to embolden the natural ideals of our soul and
gain the courage to follow our better angels and nobler
dreams. The Odyssey has lasted over 2800 years because it
reminds us of that immortal justice—eventually truth pre-
vails. This present invention would foster video games
wherein one could walk the hero’s journey.
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[0901] Opportunity abounds to not only read those dusty
old texts, but to render their ideals real in the living context via
action. We’ve been leaving billions on the shelves—billions
and far more, including those mythical entities which cannot
be counted, but which count for everything. And so we
march—we march for the renaissance.

[0902] We have not the luxury of the Phaecians to merely
watch The Lord of The Rings and Iron Man and listen to
pirated music on our ipods, for liberty—that liberty which has
been gifted us via blood, sweat, and tears, which was all too
often bought and paid for with that last full measure of devo-
tion—requires eternal vigilance.

[0903] Autumn Rangers is just a novel—a love story of
courage and conviction—a debt an artist tries to pay back for
having glimpsed eternity’s beauty in a woman’s soul; as had
Dante and Homer. And it’s penned in humility and great
gratitude towards those true heroes such as Cpl. Jason Dun-
ham. Too often our art discounts or discredits the selfless
heroism of the American soldier—that very Odysseus who
makes art possible, by protecting that Constitution which
recognizes the freedom of speech as a natural right; as well as
the ability to protect and profit from one’s creations—one’s
private property born by their creative talents—as a Natural
Right. Too often we fall short in serving the moral ideals upon
which our most unique freedom was founded; and while
soldiers selflessly give their lives for it, artists, who sleep
peaceably at night because of those rugged Marines, won’t let
the better angels of their souls salute the soldier. Well, the
character of Ranger McCoy goes out to every modern-day
Odysseus out there; and Autumn Wests goes out to every
modern-day Penelope and Beatrice; for I glimpsed all their
classic souls in Laura; and [ have dedicated this pen to serving
and exalting it.

[0904] Joseph Conrad wrote, “I much prefer the soldier to
the philosopher,” and Lincoln’s words come to mind in writ-
ing about the artists’ and authors’ power, when contrasted to
the soldier’s actions:

[0905] Butin alarger sense, we cannot dedicate, we cannot
consecrate, we cannot hallow this ground. The brave men,
living and dead who struggled here have consecrated it far
above our poor power to add or detract.

[0906] All forms of morality and religion are better grasped
in humble individual action than collective bureaucracies,
who are perpetually at war with the individual and their
natural rights, condemning today’s prophets while benefiting
immensely from those their forefathers condemned yester-
day; as they attempt to privatize the profits and socialize the
risk for the greater good of humanity. Moses and Jesus did not
hang out in churches and country clubs; but they ranged over
the earth—its cities and villages alike. They attended not
universities, but went into the wilderness and up mountains to
receive their epic wisdom. They served not the bureaucracy,
but the classic, rugged, immortal soul. They were individuals
with Natural Rights that the bureaucracies of their day tried to
take away. But the bureaucracies failed, even in taking the
Prophet’s lives; for their actions—their words and deeds—
their Apotheosis—became immortal in Epic Story.

[0907] Today’s bureaucracies emphasize finance, as the
today’s bureaucracies sit close to the money pump. They
create the currency by which they benevolently attempt to
claim all art, creativity, and natural capital; and that is the
source of the decline. When two women came before King
Solomon, each claiming that the baby was theirs, King
Solomon suggested that he cut the baby in half. So it is that the
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lesser artists and philosophers are quite content with half the
baby—yprofiting from the bureaucracy which promises to
support art and entrepreneurship, while cutting the entities in
half. Creating money out of thin air is the master irony from
which all ironies descend, and as this master is a jealous
master, all art and education are creating in its image—edu-
cation that teaches nothing, art that degrades instead of exalt-
ing, literature that banishes plot and character, and science
that exalts string theory and politics over truth. All of these
entities are well-funded; yet without truth, they are artless and
soulless, and shall wither with their temporal bureaucracies.
[0908] True art reminds us of our individuality—of our
natural rights which come from a higher authority—but any
bureaucracy that profits from placing students in vast debts
has little use for higher authorities and that Natural Law that
is free to all. And by and by the decline, that none can deny,
sets in; as the fountainhead of all wealth is cut off. This
present invention would allow one to walk the hero’s journey
in restoring that fountainhead.

[0909] For it is not the bureaucracy, but the humble indi-
vidual who innovates. It is not the bureaucracy, but the indi-
vidual who creates wealth. It is the individual alone who
speaks truth to power; it is the individual who breaks free
from the pack. It is the individual alone who can give their life
to a higher cause—all a bureaucracy can do is take it. And it
is the individual—the thousands of heroes with a thousand
faces—who alone can walk the hero’s journey by which all
peace and prosperity is born—that peace and prosperity
which is endlessly taxed and opposed by the bureaucracy,
even while they lay claim to all its glory.

[0910] The individual is idealism’s wellspring. Western
Culture is one long story of the few, armed with logic, reason,
and Natural Rights; against the indulgent many, often headed
by a tyrant. From Odysseus facing down the mob of suitors, to
Jesus and Socrates facing down the mob of their peers, to the
Founding Fathers facing down a king and his armies, to the
300 Spartans lead by King Leonidas:

[0911] XERXES: “There will be no glory in your sacrifice.
1 will erase even the memory of Sparta from the histories!
Every piece of Greek parchment shall be burned. Every Greek
historian, and every scribe shall have their eyes pulled out,
and their tongues cut from their mouths. Why, uttering the
very name of Sparta, or Leonidas, will be punishable by
death! The world will never know you existed at all!”’, 300 the
movie

[0912] KING LEONIDAS—“The world will know that
free men stood against a tyrant, that few stood against many,
and before this battle was over, even a god-king can bleed.”,
300 the movie

[0913] Cast your gaze through history and you will see that
poetic words and exalted ideals and enduring wealth never
came from governments, but rather from individuals blessed
with governments that respected individual rights as Sacred.
Look throughout the ages, and you will see no enduring
maxim that is not connected with an individual’s name; be it
Newton’s calculus, or Homer’s Odyssey, or Moses’ law, or
Einstein’s relativity, or Jesus’ Sermon on the Mount. Though
they stand upon the shoulders of giants, the individual is the
one who writes The Declaration of Independence and Shakes-
peare’s Hamlet and divines Newton’s Laws and Maxwell’s
Equations. The individual is the source of the Soul, and as our
Founding Fathers recognized the vast wealth of the Soul, they
gifted us a Constitution that exalts Natural Rights. And this
book—The Hero’s Journey in Artistic Entrepreneurship &
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Technology—solemnly pledges to serve all individuals in
their battle for the Soul, as this rising Fellowship renders
ideals real on our journey on out towards the renaissance.
There’s a showdown coming, 1 know, and I ain’t backin’
down.

[0914] Bogle quotes Joseph Campbell—the author of The
Hero With a Thousand Faces and the teacher who has
enriched us all with “myths to live by”—in his speech at West
Point which salutes the selfless heroism of Cpl. Jason Dun-
ham:

[0915] “AsIvisitthe Academy once again, and speak to you
this evening, my mind keeps returning this stark contrast: On
the one hand, your commitment to placing your own self-
interest aside in favor of service to our great nation, especially
during the deeply troubled times in which we live. On the
other hand, the commitment of so many of our corporate,
investment, and mutual fund leaders to placing their own
self-interest ahead of the stewardship we owe to those 100
million citizens who have entrusted their hard-earned assets
to our financial markets. While the nation struggles with its
finances, too many members of our financial community wal-
low in the gross excesses of modern life, often in ostentatious
mansions, yachts and private jets made possible largely by a
soaring stock market that seems totally unconcerned about
the risks that abound today—terrorism, war, risky invest-
ments, staggering amounts of borrowed money in our private
sector and public sector alike, and many more.”

[0916] “Intherecent stock market bubble, we witnessed the
culmination of an era in which our business corporations and
our financial institutions, working in tacit harmony, corrupted
the traditional nature of capitalism, shattering both confi-
dence in the markets and the accumulated wealth of countless
American families. Something went profoundly wrong, fun-
damentally and pervasively, in corporate America. At the root
of the problem, in the broadest sense, was a societal change
aptly described by these words from the teacher Joseph
Campbell: “In medieval times, as you approached the city,
your eye was taken by the Cathedral. Today, it’s the towers of
commerce. It’s business, business, business.” We had become
what Campbell called a “bottom-line society.” But, as I
added, “our society came to measure the wrong bottom line:
form over substance, prestige over virtue, money over
achievement, charisma over character, the ephemeral over the
enduring, even mammon over God.”

[0917] “These words may seem strong, but [ expressed the
idea far more strongly two years ago in this self-explanatory
letter to the editor of The Wall Street Journal:

[0918] “After reading your article about the ($185 million)
compensation package recently paid to Richard Grasso,
President of the New York Stock Exchange, his blistering
op-ed response, and your editorial—and whatever all that
petty bickering suggests about sums so enormous that few
Americans can even imagine them—I read Michael Phillips’
moving front-page story about the selfless heroism of Cpl.
Jason Dunham in Iraq. I lingered on his every word, every
moment, every explosion, every turn for the worse, every
hope for survival. And then the devastating news: At4:43 p.m.
on April 22, Marine Cpl. Jason L. Dunham died.

[0919] “Look, I’m just a businessman. And a Republican
too. But I hope and pray that all of us who have basked in the
glorious financial excesses of modern-day managers’ capital-
ism will take a brief timeout from all of our getting and our
self-important lives, get down on our knees, and say a prayer
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for those who have given—sadly, on our behalf—what Lin-
coln called “the last full measure of devotion.”

[0920] “I pray that none of you here today will be called
upon to give that last full measure of devotion to the fine
nation you proudly serve. But even after today’s clouds have
passed—as they will—I also hope you will join the millions
of other young men and women of your generation who share
your values and your commitment. As I say in my new book,
dedicated to my twelve grandchildren (five of whom are your
contemporaries): “My generation has left America with much
to be set right; you have the opportunity of a lifetime to fix
what has been broken. Hold high your idealism and your
values. Remember always that even one person can make a
difference. And do your part ‘to begin the world anew.”
Investment Wisdom and Human Values, Remarks by John C.
Bogle, Founder and Former Chairman, The Vanguard Group,
“Principles of Economics™ at The United States Military
Academy

[0921] Principles of Economics. Remember that. For with-
out principle, economics, as well as all of science, art, and
literature are for naught. “The universe is moral,” stated
Emerson, and that is why Ranger McCoy must restore
APRIL’s moral soul. For principle does not come from sci-
ence, but from a higher source. Do not take my word it, but
heed the words of the world’s greatest scientist, who
expresses the soul of entrepreneurship’s natural service:
[0922] “The highest principles for our aspirations and judg-
ments are given to us westerners in the Jewish-Christian
religious tradition. It is a very high goal: free and responsible
development of the individual, so that he may place his pow-
ers freely and gladly in the service of all mankind.”—Albert
Einstein

[0923] So come now and ride with Finstein. Ride with the
Great Books and Classics—with that vast wealth that was so
often paid for by blood, sweat, and tears—by exile and per-
secution—and then given to all freely. The great books we
shall read along this journey all together cost less than a
textbook. Let us ride with Jack Bogle and the Founding
Fathers. With Neo and Morpheus, with Luke and Obe Wan
Kenobe, with Frodo and Gandalf. Let us ride with Homer and
Socrates—with Moses and Jesus—on both the external and
internal hero’s journeys; for Aristotle reminds us that the plot
and subplot must venture forth in parallel—that the physical
action must dance with the dramatic action. Let us ride with
Autumn and Ranger, as they strive to upload APRIL’s moral
soul before it’s too—well, it can’t be too late, and for they
cannot, and will not fail.

[0924] Yes—there’s ashowdown comin’. And look closely,
and you’ll see that 45 is beginning to glint gold.

FIELD OF INVENTION

[0925] Opportunity abounds to create video games with
souls, deep intellect, and exalted spirits by endowing them
with that which renders mankind unique and exalts his greater
heroes—ideas and ideals. From dialogue, action, and world
trees that branch according to the profound ideas that are
expressed, or remain unspoken, to the moral premise, to ideas
having consequences, to a vampire or zombie game wherein
the viruses are ideas, opportunity abounds to exalt video
games with superior gameplay. As every single work of clas-
sic literature centers about a moral premise and classical
ideals, and the moral Character of the protagonist, from Ham-
let, to Odysseus, to Dante, to Jesus, to Socrates is founded



US 2009/0017886 Al

upon ideas; endowing games with ideas that have conse-
quences and a moral premise will result in games that achieve
higher art.

[0926] Ofcourse video game designers and creators always
sell their product with “cinematic storytelling,” and “deep,
profound story,” but they are lying when they are not merely
hyping. As we shall see documented throughout this patent
application, their hype is pure, unadulterated hype, and in the
present invention, one will be allowed to reason with
hypesters, explaining to them how lying is uncool and how it
results in long-term detriments to society. And when reason-
ing with them does not work, the player will be allowed to
shootall the fanboys and superficial producers hyping movies
based on video games within the realm of the gameworld.
Now that would be more fun an enjoyable than merely killing
innocent civilians and prostitutes, thusly providing superior
gameplay—even superior to the bestselling game of all time.
And thus opportunity abounds for a different approach to
storytelling and gameplay—to dialogue and actions trees—in
video games.

[0927] The video game industry has grown most conserva-
tive and has changed little, if at all, since the days of Atari. It’s
still about pixels shooting pixels. To date, deep, profound
ideas have not been introduced to the realm of gaming.
Nowhere can one play The Odyssey, where the only way to
win—to make it on home to Penelope—is to choose the
correct and moral action and dialogue. Imagine a game that
when the correct dialogue was chosen, the game advanced, as
one heard Odysseus speaking his poetic lines, along with
Homer’s exalted narrative. When the incorrect dialogue
choice was chosen, the game would veer from the original
plot, and Odysseus’s chance of ever making it home would be
endangered. Such a paradigm and novel approach—reward-
ing the character for following the plotline of spoken dialogue
and action and moral choices—could be applied and
extended to numerous properties, classic, present, and future,
from Hamlet to Autumn Rangers.

MORE PRIOR ART

[0928] While video game creators engage in hype about
“story” to sell games, that hype is the exact antithesis of story.
All classical stories, from The Odyssey on down, are bolstered
and exalted by characters who match word and deed, unlike
modern game creators, producers, and developers.

[0929] The blog Video Game Story Movies reports,

[0930] “Cliftyb/WyckyG—Master =~ Hypesters—anti-
story—anti art: New Line=Bottom Line

[0931] Cliffyb & WyckyG have such massive egos that
they think that their egos alone can carry the Gears of
War movie, sans story, sans poetry, sans art, sans plot,
sans character.

[0932] Beattie doesn’t have a Lord of the Rings in his
soul. He’s a Hollywood hack who detests story as much
as Cliftyb & Wyckyg. Stuartyb has never written a deep,
profound, meaningful story. The sooner he gets the hell
out of Hollywood, the better off we’ll all be.

[0933] In the February 2007, #212, Electronic Gaming
Monthly, Shoe & Shawn Elliott report, in an article
called: Afterthoughts: Gears of War, in an interview with
CliftyB:

[0934] EGM: The Mad World trailer (of Gears of War) is
pretty cool, but you never have that big encounter in the
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game, and you never really explore the human, emo-
tional side of the story like the commercial hints at. False
advertising?”

[0935] So it is that time and again, false advertising and
hype have been substituted for any story or plot or character in
video games. As just as it is easier to print a fiat dollar and
place people in debt than it is to manufacture something, it is
easier to hype a plotless, storyless game, than it is to actually
innovate, read the Great Books, and endow games with their
classical soul.

[0936] Jonas Allen writes at http://www.dailygame.net/
news/archives/006086.php:

[0937] Clifty B. can kiss my ass. I mean that in the
most polite way possible. Before you start penning the
hate mail, take a look at our Gears of War review.
That’s right, it won an Editor’s Choice award. So why
the venom for Cliffy B.? Because that was the hardest
Editor’s Choice award I’ve ever doled out. I literally
lost sleep before writing our review, because I
couldn’t decide whether Gears of War was really
worth the score. At the end of the day, there aren’t any
significant faults with the game, and the gameplay
mechanics have me itching to play more, so the award
was warranted. But the game’s so-called story made it
really tempting to score Gears of War an 8.9 out of
spite.

[0938] http://videogamestorymovies.blogspot.com/
2007/10/cliffybwyckyg-master-hypesters-anit.html
writes:

[0939] “Iwould like to challenge Cliffyb and WyckyG
to a televised debate regarding New Line’s hype-be-
fore-art tactics, and their use of hype, money and
intimidation to shut true story, filmmakers, and artists
outof Hollywood. The culture is declining, the family
is breaking up, abortions are soaring, Wall street’s
hedge fund contortionists and subprime hawkers are
getting richer on the backs of the middle class, and
Cliftyb & Wyckyg are laughing all the way on down,
as brave souls are sent to foreign shores to fight and
die for the ever-augmenting debauchery.

[0940] “What is needed is more transparency. Where
does New Line get its money, and why do they oppose
classic, majestic, epic art and story with plot, charac-
ter, and soul? Wall Street has destroyed the classic
american family, so it makes sense that New Line,
who works for Wall Street, also detests story, plot,
character, spirit, and soul.

[0941] “As the gap between the poor and rich grows,
as WyckyG and Cliffyb drive their fancy cars around
town, story and art die, all to serve New Line’s bottom
line via hype, hype, and hype. New Line’s new name
should be Bottom Line.

[0942] “And like all the modern hipster-hypseter fanboy
hedge funds, they want to drag all of culture down with
them, like the Whale at the end of Moby Dick.

[0943] “But as the last whelmings intermixingly poured
themselves over the sunken head of the Indian at the
mainmast, leaving a few inches of the erect spar yet
visible, together with long streaming yards of the flag,
which calmly undulated, with ironical coincidings, over
the destroying billows they almost touched;—at that
instant, a red arm and a hammer hovered backwardly
uplifted in the open air, in the act of nailing the flag faster
and yet faster to the subsiding spar. A sky-hawk that
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tauntingly had followed the main-truck downwards
from its natural home among the stars, pecking at the
flag, and incommoding Tashtego there; this bird now
chanced to intercept its broad fluttering wing between
the hammer and the wood; and simultaneously feeling
that etherial thrill, the submerged savage beneath, in his
death-gasp, kept his hammer frozen there; and so the
bird of heaven, with archangelic shrieks, and his impe-
rial beak thrust upwards, and his whole captive form
folded in the flag of Ahab, went down with his ship,
which, like Satan, would not sink to hell till she had
dragged a living part of heaven along with her, and
helmeted herself with it.

[0944] Long after all the fanboyisms have faded, and all
the WyckyG and CliftyB Bottom Line hype has faded
from eclipsing Truth and Beauty, profound, eloquent art
such as Moby Dick will rise again.

[0945] “Iknow how all those fanboy hedge fund manag-
ers play—I know how the Hollywood douchebags run
the town, with their little, violent blurbs and backstab-
bing.

[0946] So go ahead, make my day.—http://videoga-
mestorymovies.blogspot.com/2007/10/cliffybwyckyg-
master-hypesters-anit.html

Novel Form of Zombie/Vampire Game

[0947] Imagine a typical vampire or zombie game wherein
the viruses were ideas. The state of being a vampire or being
a zombie was passed via ideas; not mere physical encounters,
as is the case in game, after game, after game. In-game char-
acters who heard the preachings and teachings of Marx too
often would become communists, socialists, feminists, and
Marxists. In-game characters who heard the preachings and
teachings of Fed-bubble-creating Keynesians would become
tenured economists, writing long, boring tomes justifying or
concealing the banks plundering savings and retirement dur-
ing the dot-com stock bubble, seizing homes during the hous-
ing bubble, and stealing the whole way on down via the
inflation tax. The tenured professors and media are rewarded
with billions upon billions of fiat dollars for the articles. It
would be up to our protagonist to save civilization and soci-
ety—to stand up for the Constitution which does not autho-
rize private banks to print money and place all of entirety in
vast debt. The protagonist’s wife and children would be
assaulted non-stop on TV, in school, at college, and at work
with the fiatocracy’s dumbed-down propaganda and its cease-
less debauchery. The protagonist would have the opportunity
to enlighten everyone he comes in contact with by quoting
Hayek, Mises, Jefferson, Jackson, Shakespeare, and the
Bible, trying to reason with them. But should the fiat virus
spread, and the critical mass become happy and content with
being zombies and vampires, the fiatocracy’s jack-booted
thugs will be sent forth to kill the protagonist, deny him his
property, and destroy his Character. At this point the game
would rely more on action than ideas; as when the language
has been destroyed by postmodern feminist instructors, uni-
versity presidents who never read, and their silent fiat accom-
plices who treat the university more like a hedge fund than an
educational institution, there is no longer any hope for win-
ning by words and reason alone. Of course this is why the
fiatocracy and feminists oppose the Constitution, the freedom
of'speech, and the right to bear arms, as after the bankers take
everyone’s savings, homes, and families, gutting a country of
its natural wealth, the only thing left to take is the peoples’
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lives. And so, in this game, if the Constitution is lost via the
destruction of the language, countless lives will be lost on
down the line. While GTA never allows one to fight for the
Constitution and the right to life, this present video game
would allow the protagonist to fight for the right to life found
in the spirit of both The Declaration of Independence and the
Constitution; in Shakespeare and the Bible, in Dante and
Homer, in Plato and Aristotle. Opportunity abounds to render
games with the Western Soul.

[0948] Video Game Storytelling Stinks, Needs To Get
Better, Developers Say, In GameFile. I like to leave story
to books and movies,” one exec says. So what was the
greatest story a video game ever told? A “GTA” game?
“Mass Effect”? “Planescape: Torment™? Was the great-
est gaming story ever told even a great one? Or should
developers not bother trying to tell a great one? At GDC,
the answer wasn’t clear. But the restlessness was evi-
dent. Games don’t tell great stories yet, the game makers
told me, and maybe they never will.—Mar. 11, 2008
8:00 AM EDT—http://www.mtv.com/news/articles/
1583092/20080310/id__0.jhtml

[0949] So it is that many gaming experts and insiders don’t
see any need for story. Sometimes, when the marketing
department sees a need for story, they just go ahead and
market the game as having story, as they did for Gears of War,
asitis far easier to hype than it is to work, think, innovate, and
create games with story; just as it is far easier for the Federal
Reserve—the world’s largest corporation—to print dollars
and pay off economists, than it is to actually create anything.
Everyone in these proud times as banker envy—the ability to
say one thing and do another—to print money out of thin air,
stands in direct opposition to classical art, integrity, and soul;
and so classical art, integrity, and soul must be destroyed.
Now and then the people can be afforded ideals, just as long
as those ideals are kept in Middle Earth and Narnia and in
ancient Greece in a darkened theater, but those ideals must
never be brought off those silver screens and acted on in real
life, where 45,000,0000 innocent have been murdered since
Roe vs. Wade, and where the money supply has been mas-
sively inflated, resulting in the destruction of the single-
worker home and the classical family. Both roe vs. Wade and
the end of the gold standard occurred in the early seventies,
along with the rise of feminism and feminist bureaucracies,
which are ideally suited to saying one thing and doing
another, transforming rugged entrepreneurship into social-
ism, and murdering 45,000,000 innocent—a task the Nazis
fell far short of. Up until now, no video game allowed one to
fight for the gold standard, for sound money, for the right to
life, for freedom, for classical ideals, for the Declaration of
Independence and the Constitution—for ideals and ideal-
ism—for classical ideals and idealism—for exalted ideals
and idealism—{for honor, character, and story. But now, the
time is here, and such a game will be massively opposed by all
the experts and their fiat-Ferrari fanboys, lending to its pat-
entability.

[0950] As story has ever been the vessel of the soul, from
Shakespeare, to the Bible, to Dante, to Homer; to say that
video games do not need story, as so many experts boldly
proclaim, is to say they do not need soul. To say that they don’t
tell great stories yet and maybe never will, means that video
games do not have great soul, and just might never. And thus,
opportunity abounds. This patent counters the experts’ opin-
ions, as well as their hype; for many developers just hype the
story in their games, rather than admitting it is lacking. As the
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primary soul of story is Truth, if one does not appreciate story,
then Truth is expendable, and it becomes quite easy to hype
storyless, superficial games as deep and profound epics.
[0951] The MTV Gamefile article continues:

[0952] That sounds nice, I told Thompson, but why, as a
player, should I care? If playing a game is like being an
actor acting out a script, then what’s my motivation?
How was this different from so many other games with
plots just like that?

[0953] Sam wasn’t sure what more he could say to con-
vince me. So we stopped talking about the game’s story
line and went back to talking about how the game was
played. Some would say we went back to talking about
what mattered. But what about the stories we get to
experience in video games? Are they gripping enough?
Do they matter? Are they great? Can they be great?

[0954] For years I’ve heard from garners and game
developers who relish the stories in “Final Fantasy”
games or in the adventures made by Canadian developer
BioWare. But at the Game Developers Conference last
month, [ heard something else. [ heard game developers
grump about the state of storytelling in video games.

[0955] I heard Dave Jones, president of development
studio Real Time Worlds and one of the original archi-
tects of the “Grand Theft Auto” series, telling an audi-
ence: “I like to leave story to books and movies”—
http://www.mtv.com/news/articles/1583092/
20080310/id_0.jhtml

[0956] So there you have it—the original architect of GTA
states that story ought be left to books and movies. A state-
ment which makes the fanboy response to a young letter
writer in EGM even more hilarious. Let’s revisit this letter:
[0957] EGM Letter of The Month

[0958] As I grew up, videogames grew up with me. I
started playing games like Donkey Kong and Carnival
on the ColecoVision before I could read, and Nintendo’s
MArio title were a staple of my early childhood. As I got
older, I saw the storytlines and gameplay mechanics
become more intricate and engaging. When I went
through my rebellious and bitchy teenage years, so did
videogames. And as [ grew and matured, so did the
subject matter of the games themselves.

[0959] Now that I'm 22, more things are vying for my
time and attention such as work, college, women, drink-
ing, and lamenting over my long-gone and simpler
childhood. Needless to say, if I’'m going to devote
20-plus hours of my life to completing a game, it had
better be well worth it. And to me personally, a game
well worth it is one I can take something away from on
an intellectual level. For example, a game that makes me
question my own existence, or the war in Iraq, or the
increasing diconnectedness of our modern high-tech
lives would be the holy grail of gaming to me. What are
the chances that gaming will finally grow once more and
develop a social and political conscience?—FEric
Staskiewicz

[0960] EGM answers: “The answers are pretty damn
good. Games are more and more frequently making
“statements” about society and politics—see BioShock,
GTA4, even Army of Two for just a few examples. We’ll
always have mindless diversions as well, of course, but
count on seeing more and more depth of theme and
storytelling in the coming years.
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[0961] It is beautiful and refreshing to witness today’s
youth longing for profound story. And it is telling to read the
response of the experts who edit leading video games maga-
zines. “Pretty damn good” they say regarding the chances that
the gaming industry will finally create games with political
and social consciences—they are soooo badassss!!!

[0962] Taking a cue from the postmodern poetry profes-
sors, video games achieve higher art by adding cheesy sex
scenes for the fanboys: http://kotaku.com/389548/muzyka-
mass-effect-sex-scene-validates-games-as-art:

[0963] Muzyka: Mass Effect Sex Scene Validates Games
As Art
[0964] BioWare CEO Ray Muzyka sounded off to CVG

recently about the “SeXbox™ controversy centered on
Mass Effect, calling it an “interesting experience,” and
sticking by video games as an art form:

[0965] It’s very tasteful, but it is an emotionally intense
scene, and there’s a number of similarly emotional
scenes in the game, not just romances but across the
board—different relationships between characters.

[0966] I see videogames as an art form, and they’re an
emergent art form. They’re a commercial art form, but
they’re still art regardless. And the good thing I think is
the fact that people are talking about that kind of scene;
it had an impact on them.

[0967] It proves that videogames are an art form and
proves that Mass Effect is an innovator in that. It’s in
some ways leading the way and willing to push the
envelope a little bit and actually deliver stuft that’s really
compelling.

[0968] So it is that the debate is officially over—video
games are higher art, as proven by a sex scene. And 50 too is
all porn higher art, as all porn contains an element of sex—
indeed, a lot of porn contains sex scenes, and sex scenes are
higher art in the fanboy’s mind. GTA is perhaps the highest
form of art, according to the gaming experts, as it contains sex
for money, and too, it allows murder to get that money back;
just as feminist lit instructors are paid well in fiat dollars to
murder the great books and classics and to destroy the moral
fabric of society. Both feminism and GTA 1V are well-funded
by Wall Street bankers, as both cast women in service of
mammon—in the service of the corporation and the state,
instead of in service to the higher ideals, faith, and the family.
[0969] But even one of the most famous and respected
game developers in the world, Will Wright, is stating that
games yet fall short of art:

[0970] For his part, Wright is more optimistic. “I do
believe that games can be a form of artistic expression,”
he said, “a co-collaboration between player and
designer. We have yet to prove we can do meaningful
things with this form of expression, but I believe we are
at the cusp of a Cambrian explosion of possibilities
[referencing the geological era in which complex life
flourished]. We are a couple years away from being
respected as a form of expression, but it’s not a battle we
need to fight. We’ll win anyway.”—http://www.gama-
sutra.com/php-bin/news_index.php?story=18935

[0971] So it is that the present invention will accomplish
what has so far not been accomplished in the realm of video
games and gaming, by endowing games with deep, meaning-
ful purpose.

[0972] Imagine a video game wherein one was able to fight
forideas, and wherein those ideas had consequences. Imagine
a video game which married the dramatic action to the exter-



US 2009/0017886 Al

nal action, and which allowed Ranger McCoy to battle for
both April and Autumn’s souls and spirits. Will Wright, like
many in the industry, lauds GTA TV and killing civilians:

[0973] “Games have a language that we learn through
playing. We develop a literacy that for many remains
subconscious,” he said. “In game design we conceive of
rules we can develop that emerge into the widest variety
of experience.” This is in contrast to other forms of
media in which we create rules for the opposite reason,
to limit and force an outcome:—http://www.gamasutra.
com/php-bin/news_index.php?story=18935

[0974] What Wright is missing is that games will be exalted
to greater heights when the “path to victory becomes narrow,”
while the path to debauchery and decline is wide.

[0975] “Players tell stories,” Wright summarized. “We,
designers, provide a platform for player expression.” As
examples of player expression layered over game plat-
forms, he mentioned machinima such as “My Trip to
Liberty City” and players using The Sims’ album feature
to create their own narratives.

[0976] Alluding to the conflict between player experi-
ences and designer-scripted experience, he described his
own reactions in Grand Theft Auto IV to killing civil-
ians. “I do feel a bit of remorse if it’s my choice,” he said,
“but if it’s to progress the story, then ‘God told me to do
it.””—http://www.gamasutra.com/php-bin/news_index.
php?story=18935

[0977] Again, Wright is missing the emptiness of the cur-
rent system of video games, as in classical epic stories, neither
Zeus nor God commands any of the heroic characters to kill
civilians simply to advance a story. Rather, Zeus and the
Biblical God are Gods of Justice for beggars and strangers—
for the common man. It is the naive fanboy God who rejoices
in killing Civilians and hiring and killing prostitutes, and thus,
to date, games lack the sensibility of the higher art that is
found in Homer’s Odyssey, Dante’s Inferno, and other clas-
sical, epic works, such as Sergio Leone’s Fistful of Dollars.

[0978] He raised the importance on the part of the
designer of compelling the player to explore the depths
of broad experiences like The Sims or GTA4, saying
such games need “clear alternate goal structures that
motivate the player to achieve in a variety of ways. Make
players aware of the possibility space.”

[0979] Gaming’s perceived emotional weaknesses rela-
tive to film are “misguided”, he said. Games do not have
an inferior emotional palate, but “rather a different
one”—feelings such as pride, guilt, and accomplish-
ment, which are commonly felt when playing games, are
not felt in the viewers of films whose characters might
experience those feelings.

[0980] “The best experiences are generative experi-
ences,” argued Wright, concluding his well-received
lecture at Krazy! “The best stories are player stories.”—
http://www.gamasutra.com/php-bin/news_index.php-
?story=18935

[0981] But games could be far greater, were the sense of
accomplishment to derive from a victory based on profound,
epic ideas that had consequences such as freedom and liberty,
as opposed to a victory based upon killing civilians, jacking
cars, and hiring and killing prostitutes. The free marketplace
would reflect this, if games were given half a chance, but the
snarky, entrenched, pretentious industry is about as open
minded to games celebrating the same ideas as do the Great
Books and Classics as is Dave Eggers.
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[0982] This month, film director and cultural titan Steven
Spielberg will make his highly anticipated debut in the
world of video games. The game, Boom Blox, is a mod-
ern puzzle game where the player can arrange, knock
over and blow up various block formations. Despite its
seemingly basic premise, Entertainment Arts, the game
company, has invested millions of dollars into the
game’s development and expects it to be a, well, block-
buster.

[0983] But many garners are less optimistic.

[0984] “Tknow it’s going to suck,” Eddo Stern, an inde-
pendent game developer and professor at Cal Arts Uni-
versity in Los Angeles. “And he’s not even going to make
it. He’s just going to put his name on it because he knows
nothing about games.”

[0985] Most serious game developers and garners fall
into the gameplay camp, which focuses on the mechan-
ics of the game and views video games as a toy, not as a
story. In their view, it doesn’t matter whether the main
character is a hedgehog, plumber, super soldier, a uni-
corn or just a block. How the characters move and the
mechanics of the game are much more important.—
http://www.star-telegram.com/408/story/653352 html

[0986] The bestselling PS2 game of all time is Grand Theft
Auto, selling over 25,000,000 copies. In the open-ended
game, one is allowed to hire a hooker and then kill her and get
one’s money back. Not only is that reprehensible, but the
game quickly gets boring, as the missions are all performed in
a most superficial context of stealing and killing for the sake
of'stealing and killing. There is no higher purpose—there are
no classical ideals being served. One cannot fight for freedom
nor the right to life nor the Constitution. It is almost like trying
to gain tenure at a postmodern university these days—it’s all
justa game of high-pixel-count politics, where truth and story
have been replaced by spectacle, soul with semblance, and
deeper philosophies with superficial groupthink.

[0987] The present invention proposes that the service of
classic ideals will endow video games with far more mean-
ingful worlds, emotional and spiritual immersion, and engag-
ing gameplay. As Aristotle noted, the subplot and the plot
must be unified, and the premise of this invention allows the
on-screen action to mirror the deeper dramatic action that
takes place in the realm of ideas. All this is done via the moral
premise, which was talked about in an earlier invention.
[0988] At the crux of this patent is the heart and soul of the
libertarian movement which comes to us from both Athens
and Jerusalem—from Socrates and Jesus, from Plato, Aristo-
tle, and Moses; and more recently from Jefferson, Hayek, and
Mises. To date, nobody has incorporated the nobility of the
Greats’ ideas, and their eloquent words, in video games, and
then pitted those ideas against the likes of Marx, Lenin, Mus-
solini, King George, tyrants, deconstructionists, and collec-
tivists.

[0989] Imagine an investment greater than oil and gold—
greater than stocks and real estate. Imagine an investment
with infinite returns that rust cannot tarnish and no thief can
steal. This book is about that higher form of investing; and
opportunity abounds.

[0990] Imagine a videogame which let you play as Odys-
seus, which rewarded you for heroic moral choices; and imag-
ine a film based on the game’s technology. Imagine a game
which brought the classical poetry to life when you chose the
correct dialogue tree; and in which you played for higher
stakes—your wife, queen, and love—faithful Penelope.
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Imagine a game which let you fight for the spirit of the
Constitution and artist’s rights. Imagine riding into town for
that third act, choosing to disguise yourself as a beggar—a
man with no name like Clint Eastwood in 4 Fistful of Dol-
lars—as you observed the imposter kings and managerial
capitalists living off other’s estates—plundering savings and
investments while dividing and destroying families—and you
came up with a plan to defeat them. Imagine reuniting the
family, rendering Justice, and walking away from the gold at
the end—as did Eastwood in Sergio Leone’s masterpiece.
That would be one rockin’ game—it would blow Grand Theft
Auto out of the water. Imagine a game which let you play as
Dante as you trekked through hell to be with Beatrice . . . and
so we begin to see that all action-adventure epics are ulti-
mately love stories. From Braveheart, to 300, to Gladiatior, to
The Matrix, to 4 Fistful of Dollars, to the American Revolu-
tion, to the trial and death of Socrates, to the crucifixion of
Jesus, the stakes of the showdown are always the same: free-
dom, morality, the individual, romantic love, the classic fam-
ily, and Epic Soul facing down the king, tyrant, bureaucratic
mob, decline, PR hype, deceit, and the inevitable soul-killing
decadence of the corporate/state Matrix. Imagine films,
games, and novels which raised the stakes and saluted the
battle for the Epic Soul—the very center and circumference
of civilization.

[0991] Well come ride with us—with Autumn and
Ranger—with Adams and Cicero—with Socrates and Jesus.
Ride with us on out towards the Renaissance; and I shall teach
you how to surf the classics and open source software on
toward the infinite wealth found in following your passions
and dreams. And too, I shall teach you of the power of the
Gold 45 Revolver—the only gun that can prevail in that
showdown that’s been a long time coming. It’s time—it’s time
for us to head on home and reclaim Penelope and our
homes—our faith and family—our love, our queens, and our
wives—itrom the fiatocracy’s false suitors.

[0992] Sergio Leone’s epic classic A4 Fistful of Dollars is
not about money. It is not about the gold that the gangs lust
after throughout the film. It is ultimately about that higher,
heroic wealth—Justice. And such movies and their classic
heroes have as of late been banned, as the classical heroic soul
has been deconstructed, dumbed-down, and feminized
throughout society; as deprived of the spirit’s abstract, exalted
principles, people will become slaves to the mere material,
while yet believing themselves to be free. That is the genius of
The Matrix’s ironic decline. Student debt, as all debt, is sold
as that which liberates one with lux et veritas, whereas in
reality it but funds the dumbed-down Matrix, which the stu-
dent serf'is then indebted to serve. And so upon graduation the
student goes to work for the banks who printed the money
from thin air; as they buy up the foreclosed homes. It soon
becomes every lawyer and MBA’s goal to sit close to and
serve not the creators of art, wealth, and exaltation, but the
creators of debt, debauchery, and decline. I need no footnote
to reference the decline—look up and down your street—look
at the culture, the family, the university, the state, and the
corporation, and if you cannot see it for yourself, then you are
blind to external reality, and perhaps the time has finally come
to examine your own disappearing soul—as a man with a
shortened measuring stick or debauched context might con-
clude that the contemporary spirit is as grand as it ever was.
Again—that is the symbiotic genius of ironic decline—those
who are in it cannot see it. But those who read the Great Books
and Classics and see their soul’s forgotten ideals exalted in
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words—they must be banned from the university campus, and
their Great Books class must be replaced with marketing,
feminist literature, and other mild forms of entertainment the
fiatocracy approves of.

[0993] In Fistful, The Man With No Name rides into town
on a mule; and after he reunites the family—Madonna and
child and the husband and wife; he plays the corrupt, warring,
corporate gangs off one-another. The Roho gang destroys the
Baxter gang, and the lone Man With No Name finally returns
to defeat the Roho gang and their rifles with his 45 Revolver
in the final showdown, and he claims the gold for himself.
And in the last scene, he rides off on the same mule, leaving
the gold behind.

[0994] The film launched Eastwood to international star-
dom and was the first in The Man With No Name Trilogy,
which concluded with The Good, The Bad, and The Ugly.
Now imagine a video game which allowed the player to battle
the corporate gangs that are separating women from their
children, to reunite the family, and to deliver justice to the
Matrix. Such games shall be the reward of the renaissance,
along with film renditions of 7he Odyssey thatuse video game
technology to bring the moral heroism to life.

[0995]  The Odyssey—once the center and circumference of
education, has been banned. Few students will ever read it,
unless they read it to deconstruct and destroy it. It has been
banned as it is a classic western exalting the heroic soul, and
fiat-funded societies (fiatocracies) have no need for heroes,
but for those fighting their wars on far-off foreign shores.
Odysseus shows up back home as The Man With No Name,
and he is kicked around and spat on by the suitors living in his
home, eating away at his estate, much like the media and
movies such as Stop Loss kicks the soldiers around—those
very same soldiers who defend their freedom of speech and
the Constitution. But Odysseus alone can string the bow, and
he, his son, and friends—the few—stand against the many
and kill the suitors. After the suitor’s blood has stained the
halls of his home, he has all their whores clean up the mess.
And when they are done, he tells his son to take them outside
and hang them. Grand Theft Auto—the bestselling video
game of all time—allows one to hire and kill prostitutes, but
it does not allow one to clean house of the managerial capi-
talists and reunite the family that their Matrix has destroyed.
And thus opportunities abound for patents for exalted video
games with moral game engines, as well as games that allow
the player to battle lawyers who state that artists rights and
patents on novel, enhanced, superior methods for creating
video games are unconstitutional, while abortion and the
inflationary tax are constitutional. Fiatocracies, replete with
printing presses, rifles and lawyers who oppose the Constitu-
tion, have infinite funds to finance mediocrities who have
found it easier to gain wealth, honors, titles, tenures, and
award via fiat, as opposed to the quaint, old-fashioned ways of
rugged innovation, work, and the creation of art and righteous
poetry. And as the true creator is always outnumbered by the
downloader, and few are opposed to free money at someone
else’s expense, especially their children’s, fiatocracies blos-
som in democractic republics, as they destroy the family, the
Constitution, and the soul—all those entities and forms of
higher wealth which fiat currencies have no power to create
nor exalt, but only to undermine and destroy.

[0996] When Moses came down off that mountain for the
first time with those Ten Commandments, he found his people
worshipping the golden calf, and he smashed the Ten Com-
mandments upon the ground, reasoning that the people were
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not deserving of the higher wealth of God’s Law. Early on in
The Iliad, Achilles throws down the golden staff that granted
him to the right to speak in the Greek assemblies; and he calls
out the drunken bureaucrats, who never fight on the front
lines, but only ever linger in the back; and hand one-another
honors and awards earned by the blood, sweat, tears, and lives
of the men fighting and dying on the front lines for higher
ideals.
[0997] And make no mistake—we’re riding for the front
lines of Western Civilization, where we shall return society to
sound money, and escape the postmodern decline that trans-
forms capitalism into cronyism via fiat, that privatizes the
profits and socializes the risk, that praises a free market in
public, but socializes it in private, by socializing the currency
along with everything it buys—the entire market. What some
men must labor for, others just print, thusly infinitely devalu-
ing the former’s honor, character, integrity, and soul. So of
course they have to send legions of feminist instructors and
soulless MBAs to deconstruct honor, integrity, and soul upon
the college campuses, and year, after year, after year—for
three years in a row in this era of 2008 AD—they have tried to
cancel my class and prevent Homer, Bogle, Shakespeare,
Dante, and the Bible from being taught in a business class.
But such things were prophesized long ago, and just as there
were three days of the chase in Moby Dick, whereupon Cap-
tain Ahab finally went down on that third day; so too shall this
class be made immortal upon the third time they shoot to kill
it.
[0998] Look closely at what the soul-killing system has
done to our men and women—their inability to speak truth,
the 50% divorce rate, the transformation of every covenant
into a mere contract, record numbers of abortions, the largest
government ever known to mankind with the largest debt in
the history of the world, which sends the best to die on foreign
shores for a Constitution that is ignored, deconstructed, and
spat on in its own home, as if it were Odysseus himself.
[0999] The desire of gold is not for gold. It is for the
means of freedom and benefit.—Ralph Waldo Emerson
[1000] Shot for less than $200,000, A Fistful of Dollars
broke Clint Eastwood as an international star. The budget was
so sparse that Clint had to bring his own gun, hat, and boots
that he’d used on the TV show Rawhide.
[1001] And that Justice shall thunder down again, like
Zeus’s lightning bolts. You can bet against it all you want; and
invest in reality TV and sub-prime scandals; but the immortal
soul longs for classical immortality—it longs to be free to ride
with the ghosts of eternity. I’ve seen it in the faces of my
freshmen, and though the boomer administrators have yet to
read a single word I ever wrote, these words shall far outlast
their tenures, which are naught but massive student debt
embodied in ego, summers off, and convertible BMWs.
[1002] Imagine video games that allowed one to match
word and deed—which exalted honor and integrity. Once
upon a time the mark of man was matching word and deed,
but now it is profiting by saying one thing and doing another,
as that is far more profitable for Wall Street Bankers and
university administrators who never create anything but fiat
debt and wealth-transferring bureaucracy. That is what they
teach in the feminized law schools, which ignore the classical
context the Founding Fathers held dear, and instead turn to
arbitrary case studies, where they can find abortion, gay mar-
riage, and no-fault divorce in the Constitution—all of which
benefit the materialistic Matrix in the short-term. Once upon
atime it was a mark of a man—from Moses and Odysseus on
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down—to honor the family; but today college administrators
place young women in fantastic debt, while declaring Prima
Noctae on them. “If we can’t get men of Character out, we’ll
breed them out,” said the King in Braveheart.

[1003] Although fiat currency systems must ultimately
evolve to support postmodern, socialistic pretensions that
oppose classical honor, the individual, integrity, and soul;
there is something about the immortal soul that calls all bluffs
on that final day. All the material wealth obtained by hype,
deceit, and growing bureaucracies to tax and plunder the
common worker fades to naught; and our hero, who was cut
down, tortured, and exiled by the lesser mediocrities, is res-
urrected. This epic story, based on the classic hero’s journey,
is worth far more than gold. And it is yours for the taking—all
you must do is embrace your higher ideals and the better
angels of your soul.

[1004] Classic writers ultimately run Hollywood. Shakes-
peare is the most produced screenwriter of all time; and he has
created far more wealth than everyone who has ever worked
on Wall Street combined. Producers will tell you that movies
are star-driven, or director-driven, but they are story driven.
And that is why Hollywood’s greatest hits are all centered
about epic story’s moral premise—from A Fistful of Dollars,
to The Matrix, Braveheart, to The Lord of The Rings, to the
upcoming Homer’s Odyssey, Dante’s Inferno, and Autumn
Rangers.

[1005] The Odyssey opens with the vile, drunken suitors
insisting that Odysseus is dead and gone and never coming
back, as they and their whores live oft his estate while trying
to seduce Odysseus’s love, queen, and his wife—Penelope.
Well, imagine a video game where the girl’s character acted
like Penelope—resisting the suitor’s efforts. Imagine a game
that endowed the pixels with classical soul, and wherein ideas
and actions had consequences. Saddle up now, for that’s
where we’re riding—to the renaissance. For all enduring
wealth comes not from money, but from virtue, as Socrates
stated:

[1006] I tell you that virtue is not given by money, but
that from virtue come money and every other good of
man, public as well as private. This is my teaching, and
if this is the doctrine which corrupts the youth, my
influence is ruinous indeed. But if anyone says that this
is not my teaching, he is speaking an untruth. Wherefore,
O men of Athens, I say to you, do as Anytus bids or not
as Anytus bids, and either acquit me or not; but whatever
you do, know that I shall never alter my ways, not even
if T have to die many times.—Socrates, The Apology

[1007] Like Achilles, Socrates is not afraid of death. You
can stand him up at the gates ot hell, but he won’t back down.
And all the fanboys and video game experts can mock the
classics—Shakespeare and Homer—all they want, while hir-
ing and killing prostitutes; for that opens up vast opportunities
for video games in which the character can exalt and save a
woman’s soul via word; while killing their pimp via deed.

[1008] Video games came of age in an era where the Clas-
sic, Exalted Western was being deconstructed, rejected, and
banned. Video games came of age in an era where the Great
American Novel was demolished, replaced by postmodern
politics and propaganda, porn, myspace bands, and govern-
ment bureaucracy. John Wayne, Sergio Leone, and the Man
with no Name were replaced by Deadwood—a plotless,
pointless, profane joke that projected the heart and soul of
amoral Hollywood hipsters on the Old West, and was even-
tually canceled. This present invention proposes a video game
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in which one can revive the classic Western, by shooting the
Hollywood Hipsters, sipping their Starbucks and high-fiving
each-other each time they slip the F word into their storyless
script. The First Person Shooter or Third Person Shooter will
allow high-level in-game characters to take flamethrowers to
entire studios, burning the marketing and creative depart-
ments in a most efficient manner. If they fail to do so, Holly-
wood will decline in a sea of soulless remakes, after remakes,
after remakes.

[1009] Make no mistake—living Epic Story has been
banned in our era—by the MFAs and MBAs alike, who can-
not afford Honor, nor truth in their fiatocracies, and this
invention will allow players to bring Epic Story back in video
games. The Great American Novel and Living, Epic Narrative
has been replaced with Paris Hilton, Grand Theft Auto, fleet-
ing gossip, and spectacle-driven movies financed by spec-
tacle-driven Wall Street bankers, who wholeheartedly sup-
port the destruction of truth, family, art, the Great Books and
Classics, and the poets, as the Higher Ideals get in the way of
their god—the Bottom Line. And they seek to rope all of
entirety to their bottom line, killing the soul and spirit on all
levels, replacing covenants with contracts, and dragging all of
entirety down, down, down to the depths of their bottom line.
The present game allows the indie hero to battle the deceivers,
demons, and decliners, save the souls of the Beatrices and
Penelopes of our generation from the liberal psychiatrists and
media mavens that prescribe and encourage drugs, promiscu-
ity, debauchery, and divorce, and thus save the world.

[1010] When Shakespeare wrote “first, let’s kill all the law-
yers,” he had not yet met an economist. The following insti-
tutions and industries are in decline: the music industry, Hol-
lywood, marriage, the university, government, and Wall
Street. Many say that cultural decline is being lead by video
game violence, but this patent argues that video games are not
nearly violent enough. Where bestselling video games allow
one to hire innocent hookers and shoot them, they don’t allow
you to kill their pimps nor all the lawyers who are killing the
Constitution and the music and entertainment industry by
deconstructing God, exiling fundamental rights granted by
our Creator, and replacing the likes of Johnny cash, Pink
Floyd, and Bob Dylan with youtube, myspace bands,
degraded rap, and Simon Cowell—all of which are owned by
the Wall Street wealth-transferrers. Imagine a first person
shooter that presented the player with a choice—Simon Cow-
ell, skyrocketing divorce, rap, and myspace bands, or the
Abbey Road and Dark Side of The Moon. If one shoots the
wrong people, while letting the pomo-hipster professors and
lawyers live, the in-game world will transform into Hell, filled
with abortion and broken borders to make up for all the
aborted, myspace bands working for Rupert Murdoch, as
Larry Lessig deconstructs the artist’s natural rights to digital
rights management. Many of Larry’s books are released
under a creative commons license, and it would be fun to
mash-up his book in the gameworld, as a bespectacled king of
the fanboys tries to hide how much money is flowing his way
from the major Wall Street corporations that profit from the
decline in the artist’s rights, so that ads can be slapped on
every form of media, and so that the artist to consumer model
is forever broken, so that artists have no value on their own,
but only when they are bundled together by big brother and
sold for $1.6 billion, as was youtube. The bespectacled in-
game character would say things such as:

[1011] We should be building a DRM-free world. We
should have laws that encouraged a DRM-free world.
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We should demonstrate practices that make compelling

a DRM-free world.—http://lessig.org/blog/2006/03/

opendrm.html
[1012] And as youtube and google rake in billions in Lar-
ry’s DRM-free world (no drm for artists—only for healthcare
companies and banks and Steve Jobs), while artists are denied
their Natural Rights to protect and profit from their content,
the music industry and culture continue to decline, as mom-
and-pop record shops close up shop, indie bands struggle,
stress out, and starve, and a massive transfer of wealth, from
the vast and natural riches inherent in the indie-artists cre-
ations, to massive Wall Street corporations, which do not
create wealth so much as they aggregate it, copy it, and
transfer it, and Larry’s foundations occurs.
[1013] It’s not porno hipster lawyers alone who killed
music—that would be giving them too much credit. It’s also
the pomo-hipsters who aren’t musicians. For by killing God,
they killed love, and by killing love, they killed love songs,
and by killing love songs, they killed the reason to write
music. Make no mistake, the renaissance will bring it all on
back, but not before the pomo-hipster boomers drag the last
vestige of heaven on down along with their sinking ship.

[1014] Rolling Stone reports: http://www.rollingstone.
com/news/story/15137581/the_record_industrys_de-
cline/print

[1015] Overall CD sales have plummeted sixteen per-
cent for the year so far—and that’s after seven years of
near-constant erosion. In the face of widespread piracy,
consumers’ growing preference for low-profit-margin
digital singles over albums, and other woes, the record
business has plunged into a historic decline.

[1016] The major labels are struggling to reinvent their
business models, even as some wonder whether it’s too
late. “The record business is over,” says music attorney
Peter Paterno, who represents Metallica and Dr. Dre.
“The labels have wonderful assets—they just can’t make
any money off them.” One senior music-industry source
who requested anonymity went further: “Here we have a
business that’s dying. There won’t be any major labels
pretty soon.”

[1017] In 2000, U.S. consumers bought 785.1 million
albums; last year, they bought 588.2 million (a figure
that includes both CDs and downloaded albums),
according to Nielsen SoundScan. In 2000, the ten top-
selling albums in the U.S. sold a combined 60 million
copies; in 2006, the top ten sold just 25 million. Digital
sales are growing—fans bought 582 million digital
singles last year, up sixty-five percent from 2005, and
purchased $600 million worth of ringtones—but the new
revenue sources aren’t making up for the shortfall.

[1018] More than 5,000 record-company employees
have been laid off since 2000. The number of major
labels dropped from five to four when Sony Music
Entertainment and BMG Entertainment merged in
2004—and two of the remaining companies, EMI and
Warner, have flirted with their own merger for years.

[1019] About 2,700 record stores have closed across the
country since 2003, according to the research group
Almighty Institute of Music Retail. Last year the eighty-
nine-store Tower Records chain, which represented 2.5
percent of overall retail sales, went out of business, and
Musicland, which operated more than 800 stores under
the Sam Goody brand, among others, filed for bank-
ruptcy. Around sixty-five percent of all music sales now
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take place in big-box stores such as Wal-Mart and Best

Buy, which carry fewer titles than specialty stores and

put less effort behind promoting new artists.
[1020] Imagine the glory of the First Person Shooter (FPS)
that could save the recording industry—that could revive the
record store—the Tom Petty’s and Pink Floyds and Beatles—
that liberated the artist from the pomo-hipster groupthink
lawyers and their fleet of fanboys.
[1021] Why do techies so detest the arts and artists? Why do
they detest digital rights management? Why do lawyers so
detest Epic Story? It is because it gets in the way of their
profits and egos. For the true source of Law comes from Epic
Story—from Homer, Shakespeare, and the Bible—and by
deconstructing the epic myths, they have inspired the billion-
dollar divorce industry and the myriad of Wall Street scan-
dals.
[1022] Epic Story in the Bible bypasses all the lawyers and
simply declares “thou shalt not steal,” and “thou shalt not
commit adultery.” Where are the profits in that? Lawyers have
transformed divorce into a multi-billion dollar industry, and
youtube, which provides no DRM, paid the aggregators and
their lawyers over $1.6 billion, while paying the artists very
little. The corporate forces detest DRM as it allows artists to
serve consumers directly, preventing the corporate hipsters
from slapping their advertising on it, or aggregating it in vast
social networks in which each artist is robbed of their
value—a value which soon adds up to $1.6 billion. Not only
does the banishment of digital rights management enrich the
pomo-hipster lawyers, but it also allows them to kill the
culture by defunding the geese that lay the golden eggs—the
artists. Thus instead of Johnny Cash and Bob Dylan, we get
myspace bands. And finally, Larry gets to be the rock star at
his Creative Commons festivals, which are funded by foun-
dations and powerful Wall Street aggregators and transferrers
of wealth-those who transfer the wealth of the artist from the
artist to the lawyer, administrator, and aggregator. It all plays
out like Grand Theft Auto—Wall Street’s bestselling game.
MBAS just walk around, taking whatever they want for them-
selves, funded by fiat bubble after fiat bubble after fiat bubble.
[1023] George Lucas speaks out against pomo-hipsterism
in both forms—both the pomo-hipsters who oppose digital
rights management, and the pomo-hipsters who celebrate
youtube.
[1024] Postmodernism is a vast profit center on all fronts,
and it fits nicely in the University—whether a student wishes
to expand the government or work for a corrupt corporation,
postmodernism is an excellent major. And in order to major in
postmodernism, all that anyone has to do is show up. It is the
only class that is offered. Whether you are studying String
Theory, feminist studies, or marketing, you are studying post-
modernism. If a professor steps forth to teach a course based
upon the Great Books and classics, they will be “hung out to
dry,” as alaw professor told me, who later hung me out to dry.
The genius of this video game is that it would allow the
righteous professor to ride back into town, after getting
kicked, beaten, and hung, and would allow them to render
Justice. The result would be a declining divorce and debauch-
ery rate, the end to fiat-funded Wall Street scandals as busi-
ness-as-usual, a Great Books renaissance, and movies, nov-
els, and video games that brought Epic Story to life.
[1025] The only problem with postmodernism as a profit
center is that it places all of entirety into debt—a vast cultural
debt. Government bureaucrats and pomo-hipster economists
routinely celebrate how there has been no inflation. Well, if
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that is so, why have house prices tripled or quadrupled in the
past few years? And why have home prices skyrocketed? For
once upon a time, a man could afford a home on a simple
salary—a home being defined as a wife and children, as they
were in The Odyssey and The Bible. But these days, with the
skyrocketing divorce rate, and the skyrocketing tax rate, and
the skyrocketing abortion rate, it gets harder and harder to
afford a home, let alone a house, or even the bastard children
that are so in vogue now. Make no mistake—there has been
vast inflation—and the number-crunching bean counters have
been telling lies. The glory of this video game is that it would
allow one to take a flamethrower to the lying beancounters,
liberate women from corporate whoring, and allow children
to grow up in intact homes. You lie, you get shot in this
game—just like in 4 Fistful of Dollars.

[1026] By killing the culture, the postmodern elite have
profited immensely via irony, and they get to sip champagne
and drive BMWs to their faculty meetings, and pontificate
about pontifications. In all their ironic bumbling and prosper-
ity, they have grown blind to the dearth of Truth and God and
Beauty that has come to pervade the collapsing world, and
this video game would allow the player to make sure that
children again have parents, that daughters and sons again get
to grow up with fathers.

[1027] Rolling Stone writes,

[1028] So who killed the record industry as we knew it?
“The record companies have created this situation them-
selves,” says Simon Wright, CEO of Virgin Entertain-
ment Group, which operates Virgin Megastores. While
there are factors outside of the labels’ control—from the
rise of the Internet to the popularity of video games and
DVDs—many in the industry see the last seven years as
a series of botched opportunities. And among the big-
gest, they say, was the labels’ failure to address online
piracy at the beginning by making peace with the first
file-sharing service, Napster. “They left billions and bil-
lions of dollars on the table by suing Napster—that was
the moment that the labels killed themselves,” says Jeff
Kwatinetz, CEO of management company the Firm.
“The record business had an unbelievable opportunity
there. They were all using the same service. It was as if
everybody was listening to the same radio station. Then
Napster shut down, and all those 30 or 40 million people
went to other [file-sharing services].”

[1029] The problem was actually much deeper, for as God
and Romance is replaced by cynicism and theft, working with
Napster wasn’t going to fix it. It would have been like The
Man with no Name working with the Baxters in the opening
scene, instead of shooting them. Napster could have come up
with a DRM system back then, but they chose not to, as DRM
wasn’t cool. MTV honored them, but then MTV killed music,
replacing the Soul with degradation and debauchery, as is
Viacom’s specialty.

[1030] The glory of this present game is that it would allow
the player to run through the halls of massive corporations,
filled with double-speaking, uncreative lawyers and bureau-
crats planning the next marketing campaign for the filth that
will further the family’s decline and chackle women to their
bottom line. He game would allow the player to take them out.
The actions would come to life as manufactured gangsta rap
was replaced with melody and music, youngsters again
looked into one-anothers’ eyes with hope of eternal romance,
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and cynicism and irony were destroyed by player’s the
flamethrowing chainsaw.

[1031] If the player fails, the consequences are enormous.
Millions are aborted, the masses are forced to become wage
slaves for money that the other class just prints, which is no
longer backed by gold, but only by debt. So the harder they
work, and the more money they make, the more iou notes they
get, and the deeper in debt they are. Now some critics might
say that war and violence directed by purpose and reason are
bad things, and that video games should only ever allow us to
engage in gratuitous violence-to kill prostitutes and innocent
commuters and jack their cars. But John Stuart Mill reminds
us:

[1032] Waris an ugly thing, but not the ugliest of things:
the decayed and degraded state of moral and patriotic
feeling which thinks nothing worth a war, is worse.
When a people are used as mere human instruments for
firing cannon or thrusting bayonets, in the service and
for the selfish purposes of a master, such war degrades a
people. A war to protect other human beings against
tyrannical injustice; a war to give victory to their own
ideas of right and good, and which is their own war,
carried on for an honest purpose by their free choice, is
often the means of their regeneration. A man who has
nothing which he is willing to fight for, nothing which he
cares more about than he does about his personal safety,
is a miserable creature who has no chance of being free,
unless made and kept so by the exertions of better men
than himself. As long as justice and injustice have not
terminated their ever-renewing fight for ascendancy in
the affairs of mankind, human beings must be willing,
when need is, to do battle for the one against the other.—
John Stuart Mill

[1033] This game allows the indie artist to battle postmod-
ern lawyers such as Larry Lessig who seek to deny them
DRM, and transfer all their natural wealth to vast, billion-
dollar corporations. If one does not “kill the lawyers,” as
Shakespeare suggests, the music industry is destroyed, and
in-game music of the Beatles and Pink Floyd are replaced by
Myspace Bands and Simon Cowell, who exists not for music,
but for Fox and Rupert Murdoch, just as Larry exists not for
the indie artist—which every true artist is—but for Google. In
his book The Cult of The Amateur, How today’s Internet is
Killing Our Culture, Andrew Keen writes,

[1034] To quote Richard Edeleman, the founder, presi-
dent, and CEO of Edelman PR, the world’s largest pri-
vately owned public relations company: In this era of
exploding media technologies there is no truth except
the truth you create for yourself . . ..

[1035] The Judeo-Christian ethic of respecting others’
property that has been central to our society since the
country’s founding is being tossed into the delete file of
our desktop computers. The pasting, remixing, mashing,
borrowing, copying—the stealing—ofintellectual prop-
erty has become the single most pervasive activity on the
Internet. And it is reshaping and distorting our values
and our very culture. The breadth of today’s mass klep-
tocracy is mind-boggling. I’'m not referring only to the
$20 billion pilfered and pickpocketed, day by day, from
the music industry or the $2.3 billion and growing from
the movie industry. Sadly, the illegal downloading of
music and movies has become so commonplace, so ordi-
nary, that even the most law-abiding among us, like
Brianna LaHara, now do it without thinking. “How are
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we supposed to know it’s illegal?” asks a bookkeeper in

Redwood city, Calif., as he copied a playlist of songs to

give out a party.”—p. 142
[1036] Postmodern lawyers sell out the Judeo Christian
Ethic—they hate Johnny Cash, the Beatles, and the Bible all
the same, because of the fundamental, soulless premise the
pomo-hipster lawyers harbor deep in their souls—they detest
the Individual and the Soul, Truth for Truth’s sake, and
instead prefer the adulation of their fanboys and the corporate
pennies that the aggregator capitalists make off the backs of
the artists and creators, and toss their way. Postmodernism is
a most profitable occupation for lawyers, as it allows them to
trump the Truth. It allows them to trump the classical, Judeo-
Christian Truth—the Truth which sets us free, and it thus
allows them to enslave us to their bottom line. As collectivists,
they earn their living by diminishing the individual’s rights.
They readily sell their shallow souls for the few pennies the
corporations toss their way, funding their postmodern law
centers that are built in the same spirit by which the firefight-
ers in Bradbury’s Fahrenheit 451 burned the books, as
opposed to saving them. This game shall allow the
flamethrowers to be turned on the postmodern pedants and
lawyers, instead of the Great Books and Classics. And as life
imitates art, this game shall achieve higher art. Andrew Keen
continues,

[1037] A June 2005 study by the Center for Academic
Integrity (CAI) of 50,000 undergraduates revealed that
70 percent of college students admitted to engaging in
some form of cheating; worse still, 77 percent of college
students didn’t think that Internet plagiarism was a “seri-
ous” issue.

[1038] Having deconstructed the Great Books and Clas-
sics, the foremost goal of the university is to place students
into massive debt while teaching them that there is no truth
but for the truth of the CEOs they will become wage-slaves to
when they graduate. By rewarding slackers and debtors with
grade and currency-inflation, the postmodern professors pre-
pare them for a life serving Wall Street’s fiat-funded bubbles/
scandals and the destruction ofthe deeper American soul. The
future lawyers will find loopholes to rape the artists and
workers, and they will be trained to see abortion in the United
States constitution, and the doctors will be sent forth to carry
out millions more abortions, and when the soul declines inthe
wake of the destruction of epic storytelling, the doctors and
health care companies will become further enriched, pre-
scribing the drugs that enrich the insurance and pharmaceu-
tical companies, and further create a dependent class. The
myth that fathers are evil and the traditional family will be
perpetuated at all levels, as women are torn from the home,
children are torn from their wombs, truth is torn from the soul,
and before one knows it, over forty million innocent children
have been aborted, illegal aliens have been imported to
replace them, the traditional household is found to be in the
minority, and crassness and perversions rule the world, along
with the Lessigs and their prideful fanboys, who believe
themselves to have won by denying property rights to the
indie artist, creator, and inventor—the natural fount of all
wealth.

[1039] Ifhistory could teach us anything, it would be that
private property is inextricably linked with civiliza-
tion—Ludwig Von Mises

[1040] The system of private property is the most impor-
tant guaranty of freedom, not only for those who own
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property, but scarcely less for those who do not.—Fre-
drich August von Hayek, Nobel Laureate in Economics

[1041] The moment the idea is admitted into society that
property is not as sacred as the law of God, and that there
is not a force of law and public justice to protect it,
anarchy and tyranny commence.—John Adams

[1042] Instead of killing innocent drivers and prostitutes
and jacking cars, the present invention allows the in-game
player to kill the drug-prescribing psychiatrists, the taxing-
and-spending government/corporate bureaucrats who cross
from one realm to the other as easy as a lawyer crosses from
corruption to perversion. Upon hearing doublespeakers say
things such as “Freedom is slavery,” “war is peace,” “govern-
ment is freedom,” and “fiat currency is superior to the gold
standard,” the in-game player will be allowed to shoot them.
And too, for the first time in the history of video gaming, this
game will allow the protagonist to shoot those who rap crass
hiphop lyrics, thusly saving their young daughters from a
world of soul-destroying over-sexulaization. Now many con-
servatives will criticize the over-sexulaization of society and
the decline of morals, but when it comes right down to it, they
will favor killing prostitutes and jacking cars over funding or
creating games that actually allows oneto fight for ideas. This
is because they are fiat conservatives; and like the vampires
and zombies in the present invention, they are content to say
one thing while doing another; and to write lofty articles
while never manning up and taking action to actually change
anything. To them real-life abortion is far better than video
games with ideals.

[1043] The great thing about this game is that the player is
free to choose the world they live in—in one world they get
The Beatles and Pink Floyd—they get Shakespeare and
Dante. They get intact, traditional, exalted, classical families
that stay together and their daughters grow up wholesome and
find loving, caring husbands. In the other world, their daugh-
ters suffer STDs, pregnancies, and abortions, and eventually
become husbandless, man-hating feminists as so many
women are trained to be these days, slaving away for the
fiatocracy’s corporations, rendered forever unmarriagable,
except for by suckers who the family law courts and divorce
regime will eventually plunder, pillage, and enslave.

[1044] While myspace and facebook are great in aggregat-
ing pageviews, displaying young women in underwear, trans-
forming art into a commodity, and never paying the artist, nor
creator, nor networker; they have done little to advance
exalted culture. While they make billions for the technocrats
and aggregators, they are powerless in the realm of the
immortal soul, where art created by the individual stands
alone.

[1045] This game will be a vast and marked improvement
over the current art which allows one to only ever shoot
meaningless monsters, superficial villains, innocent prosti-
tutes, and law-abiding citizens going about their daily lives. A
game that allows the character to fight for Culture, Nobility,
Truth, and Beauty will offer a far-superior gameplay environ-
ment. Andrew Keen writes,

[1046] My own “God is Dead” moment came in late
2005. 1 was talking with Alan Parsons, the legendary
record producer best known for engineering the Beatles
1969 album Abbey Road and Pink Floyd’s album Dark
Side of The Moon.

[1047] Both albums are huge economic successes. As of
2004, sales of Dark Side of The Moon were at over forty
million units, making it the twentieth-bestselling album
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in history. And Abbey Road, with its iconic cover pho-
tograph of the Beatles crossing North London street, is
the forty-sixth-bestselling album of all time, and has
gone platinum fifteen times.

[1048] Abbey Road and Dark Side of The Moon repre-
sent the Apotheosis of the mass media economy that
shaped the twentieth century. These albums made mass
cultural, political, and social statements that may never
again be repeated. And they made money, too. In 2002,
Dark Side of The Moon was still selling 400,000 copies,
making it the 200”-bestselling album of the year, almost
thirty years after its initial release . . . .

[1049] ... “Where is the Money?” was the question [
asked everyone at Media Business 5 (MB5).

[1050] In addition to Parsons, MB5 alumni included
Jonathan Taplin, the Hollywood insider who produced
Martin Scorcese’s Mean Streets; Frank Casanova, head
of Streaming Media at Apple; Chuck D of Public Enemy
and the first serious rap artist; Chris Schroeder, then-
CEO of'the online Washington Post; Michael Robertson,
founder of MP3.com, and many other leading figures in
Silicon Valley and Hollywood.

[1051] When I spoke to Parsons in 2006, he announced
the end of the record business as we know it. My original
question at MB5—Where is the money?—still couldn’t
be answered. By 2005, Parsons had concluded it would
never be answered. The record business was dying. The
party had come to an end.

[1052] “Are you sad?” I asked him.

[1053] “It’s very sad, yes,” he said. “But I’'m glad I’ve
lived through the—what’s the word—the glorious
years.”

[1054] There might be money to be made by linking
music to advertisements, or other content to the sale of
condoms or cappuccino. But the glory days of selling
epoch-making albums like Abbey Road are over.

[1055] Today, the lyrics from a song like “Money” on
Dark side of the Moon reverberate with a strange irony.
In a way they describe Parsons’ “glorious years”—the
dying gasps of mass media when an album sold forty
million in record stores like Tower, and thievery was
limited to small-scale, in-store shoplifting rather than an
industry-destroying, paradigm-shifting dismantling of
200 years of intellectual property law. As the biggest
record store in the world closes its illustrious doors on
the corner of Bay and Columbus, we say good-bye to one
of the most venerated culture industries of modern
times.—Andre Keen, The Cult of The Amateur: How
Today’s Internet is Killing Our Culture

[1056] The glory of the present invention is that it will allow
the player to save culture. Armed with a flamethrowing
machine-gun with a massive chainsaw, the player will be able
to go after pirates—both the lawyers for the major labels and
technology companies, as well as those hiding in their mom’s
basements. This invention runs counter to the expert’s opin-
ions, as Larry Lessig’s opinion of himself is vast. This inven-
tion is non-obvious, as while fanboys and game-designers are
quick to celebrate hiring hookers and then shooting them to
get their money back, they are somewhat blind to Epic Story
and Higher Culture, having never had fathers nor teachers
who introduced them to the Great Books and Classics—to
Shakespeare and Dante, to Homer and the Bible.

[1057] If the player fails to kill the postmodern lawyers,
who they shall be able to discern by their doublespeak and the
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massive amounts of cash that flows their way from govern-
ment and corporate bureaucracies, the culture shall be lost.
They shall see their firstborn aborted, and their second born
shall become a debt-laden, tattooed, depressed wage slave
like all the girls described in Unhooked: How Young Women
Pursue Sex Delay Love, and Lose at Both, I Am Charlotte
Simmons, and Unprotected: A Campus Psychiatrist Reveals
How Political Correctness in Her Profession Endangers
Every Student. If the player fails to kill the postmodern law-
yers, professors, and psychiatrists—if they fail to nip the
problem in the bud, they will then have to battle postmodern
politicians and truthless bureaucrats leading Wall Street
scams with Government grants. If they fail there, their child
will be aborted, or, if born, will grow up in a fatherless world
of hiphop thuggery, Deadwood profanity and degraded,
pomo-hipster Hollywood crap replacing the supreme artistry
of John Wayne and the Man with No Name, ever-augmenting
government, predatory lending, profit-driven healthcare
companies that promote and enrich those who value the bot-
tom line over life and health, and American Idol and Fox
instead of the Beatles and Pink Floyd—groupthink over truth,
mysticism over reason, tyranny over freedom, and the corrupt
bureaucracy over the righteous individual.

[1058] The decline of Hollywood and the Music Industry
reaches far deeper than what Andrew Keen speaks of. Web 2.0
is not a culprit—it is but an indifferent, amoral player, like
your typical law school graduate or MBA. It is easily cor-
rupted, but that is because of the institutionalized hatred of the
Classical Judeo Christian context.

[1059] Whether you’re reading The Declaration of Inde-
pendence or The Constitution, listening to a Johnny Cash
song, watching a John Wayne movie, or enjoying a Sergio
Leone classic such as A Fistful of Dollars, For a Few Dollars
More, or The Good, The Bad, and The Ugly; you’re witness-
ing the glories of the Classical Judeo Christian Heritage.
When you’re listening to Larry Lessig drone on and on about
the end of creators’ rights, sitting in your feminist-studies
class, reading about the justification of the latest Wall Street
Scandal as lies are just the way business gets done, or falling
asleep while watching Brokeback Mountain on a date with
some chick who hates marriage and loves abortion, you’re
witnessing that which lies in the wake of the postmodern
deconstruction and wholesale destruction of the Classical,
Judeo-Christian soul. The glory and novelty of the present
invention is that it allows one to end Wall Street scandals and
abortion with the same weapon—a flame-throwing machine-
gun with a chainsaw.

[1060] Inachaptertitled How Good and Evil Became Irrel-
evant. The Other Gods We Worship in the book Think a Sec-
ond Time, Dennis Prager enumerates the entities that post-
modern hipsters have mistakenly placed before God. The
book is a bit dated, and thus Prager leaves out Web 2.0,
pornography, WoW, and Simon Cowell, but he does mention
Art, Education, Law, Love, Reason, Blood and Nationalism,
Life, Religion and Faith in God, Profits and Success, Psychol-
ogy, Progress, and Literacy. While Dennis is well-meaning,
the fact remains that like so many of his contemporaries, he
has presided over a time of decline. The novel aspects of the
present invention is that it will allow the player to take up arms
against a sea of trouble, and by opposing them, end them.
Even though the player might be doomed, the present inven-
tion allows him, like King [.eonidas, to see that before this
game is over, a King-God will bleed, and the world will know
that few stood against many in a battle for reason, logic, and
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freedom over mysticism and tyranny—over postmodernism,
abortion, government-growth, perversities, and soulless,
meaningless art.

[1061] Too many game designers, and Hollywood Direc-
tors, treat Story as an afterthought. They begin with the “prop-
erty”—the style—and then hire a committee of talentless
sellouts, who never care when the baby is cut in half—to pen
the lackluster scripts that result not only the decline of the
boxoffice, but civilization. Thus we do not know nor care who
wrote the last Fantastic Four Movie, nor video game, nor
Superman, nor Batman. The present invention will allow the
writer to receive top-billing, as did Shakespeare and Dante,
and thus the producers will violently oppose the present
invention, as the postmodernist detests truth, and thus must
also detest its natural vessel—Epic Story—and its source—
Epic Storytellers. The present invention will allow the indie
writer to storm into movie-production factories, leave the
crew untouched, and mow down the upper-level MBA man-
agement and team of MFA consultants with an Uzi. If the
player fails to do so, culture will decline and their children
will grow up in a demented world where they are taught that
lies and hype are natural and legal on Wall Street, for as
Aristotle said, “When storytelling declines, the result is deca-
dence.”

[1062] The Hero’s Journey is not something that can be
tagged on as an afterthought, but rather it can only truly come
to life as a result of observing the unifying Moral Premise.
Great narratives such as Dante’s Inferno, Hamlet, The Bible,
The Matrix, Star Wars, Braveheart, Lord of The Rings,
Chronicles of Narnia, and The Apology all realized this.
Because video games came of age in the postmodern era
wherein it is unhip to have morality or profess a moral center,
video games are incapable of Epic Story, and thus dramatic
action, deeper story, and exalted, everlasting art. For it is not
Michelangelo’s paintings that grant the Bible its story, butitis
the moral premise of the Bible—of the one, enduring, just
God—that grants Michelangelo’s paintings a soul.

[1063] The exalted video game described in the present
invention could take place in multiple eras, with one possible
embodiment being the present era, wherein characters con-
trolled by Al would speak lines informed by philosophers of
yore, quoting Hayek, Plato, and Socrates, or Marx, Engels,
and Lenin. A player could show up at Socrates’ trial, and shoot
the assembly that sentences Socrates to death, or take a
flamethrower to the corrupt council, thusly rescuing Socrates.
A player could traverse the nine levels of Dante’s Inferno, and
shoot the demons, liberating the sinners from their sin.
[1064] The player would get to choose who and who not to
shoot based upon the spoken word, and they would then see
the game world evolve accordingly. If one fails to shoot the
postmodern feminists and liberals who say things like “abor-
tion is good, truth does not exist,” women will be forced into
a life of servitude, slaving away for boomer-bolstering cor-
porate corruption after their children are ripped from their
wombs, millions of children will be aborted, and the aging
boomers will import illegal aliens to do the work that their
own murdered citizenry is unable to perform. Government
will grow, freedom will be limited, and the in-game player
will be outnumbered on all sides, as the culture is corrupted,
and the postmodern mob, raised on myspace and youtube
instead of Epic Westerns, will kill the player for speaking
truths. Such a video game will offer far superior gameplay
over the current state of the art, which roots its entertainment
in the murder of innocent prostitutes and pedestrians, the
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random and brutal theft of cars, and bloody, pointless, high-
pixel-count massacres in famous Cathedrals.

[1065] While war games often allow one to battle enemies
wearing the uniforms of communists, terrorists, and Nazis,
rarely do video games allow one to gain a sense of the ide-
ologies that drive those in-game characters. Thus video
games lack emotional depth and a deeper dramatic reality. A
game which allowed insight into the characters’ belief sys-
tems would afford a far-greater opportunity for classical sto-
rytelling and exalted narrative, resulting in more immersive
games. Such games would be both more subtle and more
engaging, just as our favorite action movies are those that wed
the massive battle scenes to subtle and elegant motivations.
Braveheart was a “poet warrior,” and games must gain
poetry—that immortal art form that is rooted in the word.
[1066] On June 13th, Tony Blair addressed Parliament,
where regarding the game The Fall of Man, he stated,
[1067] http://www.timesonline.co.uk/tol/comment/faith/
article1929072.ece

[1068] Tony Blair told Parliament there was a need for
large organisations such as Sony to have both “some
sense of responsibility and some sensitivity to the feel-
ings of communities.” He said there was a need for
recognition that “there is a wider social responsibility”
that goes beyond simply the “responsibility for profit”
whatever the cost.

[1069] His comments came as the Dean of Manchester,
he Very Reverend Rogers Govender, disclosed that Sony
had made no formal contact since the row was disclosed
by The Times last Friday night.

[1070] Virtual images of the interior of the cathedral
feature prominently in a violent shoot-out in the flagship
PlayStation 3 game Resistance: Fall of Man.

[1071] The computer game shows scenes of bloody vio-
lence where players must shoot dead a host of enemies
using weapons such as a Rossmore 236 close-quarter
combat shotgun, the [.23 fareye sniper rifle and an
XR-005 Hailstorm chaingun.

[1072] Cathedral clergy believe the use of Manchester as
a setting for the shoot-out game is particularly inappro-
priate because of the city’s history of gun violence. A
Church spokesman said the issue had provoked particu-
lar controversy in Japan.

[1073] The Dean said: “On Monday we sent a letter to
Sony outlining our concerns and making some key
demands. Today I want to report that since sending that
letter we have had no formal response from Sony.

[1074] We believe a silent response on the issue is not
acceptable behaviour for a responsible large corporate
body. Today I want to appeal directly to the people of
Japan to help us put pressure on Sony to respond.

[1075] SoIspeak directly to those citizens who share our
concerns. “For a global manufacturer to recreate the
interior of any religious building such as a mosque,
synagogue, or in this case, a cathedral, with photo real-
istic quality and then encourage people to have gun
battles in the building is beyond belief and in our view
highly irresponsible.”

[1076] He once again called on Sony to withdraw the
game, to apologise unreservedly for using the interior
without permission and to make a substantial donation
to the Church’s education department which helps tackle
gun violence. The cathedral is consulting lawyers over
what to do next.
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[1077] While video games venture into the realm of the
sacred for kicks, they never quite seem to touch upon the ideas
of'the Classical Judeo-Christian Heritage—the spirit of free-
dom. A video game which allowed the player to fight for
freedom in a deeper philosophical context would stand head-
and-shoulders above the rest of the prior and current art.
[1078] Ideas have consequences, as we live in an idea-
driven world. Belief systems inform reality’s context, and as
games strive towards spiritual realism, to compliment their
photo-realism, ideas and philosophies must be introduced.
Games will achieve depth proportional to the depth of the
introduced philosophies.

[1079] As Thomas Jefferson stated, “The tree of liberty
must from time to time be refreshed with the blood of patriots
and tyrants,” and so it is that games which allow one to fight
against ideological tyrants for liberty will offer a brand new
realm of gaming—a realm with superior depth.

[1080] Imagine a game where one didn’t just shoot prosti-
tutes for the fun of it—where one didn’t just run around
jacking cars for the fun of it—where one didn’t just partici-
pate in a massacre inside a cathedral for the fun of it, but
where one’s decisions of who and who not to shoot actually
played a role in the destiny of the game world—where one
could see one’s actions rendered in the high-pixel counts—
where one could see firsthand the graphic failures of social-
ism and communism, the war, poverty, and persecution found
at the end of groupthink’s road to serfdom.

[1081] Imagine a video game that brought 7ke Road to
Serfdom to life. Central planning leads to socialism, which
leads to communism, which leads to a world of tyranny and
slavery—and the opportunity for the player to save the world
from tyranny and slavery would make for an awesome game.
[1082] The first person shooter would incorporate Al char-
acters that would quote the likes of Hayek and Mises, or Marx
and Lenin, and based upon the spoken ideologies of the
in-game character, the protagonist would have to choose who
and who not to befriend, recruit, ignore, run away from, and
shoot. Some players may be able to be reasoned with—others
won’t be able to be reasoned with. Dialogue trees or other
means may be incorporated for purposes of reasoning.

[1083] For instance, a libertarian character would say
something like:
[1084] “Even the striving for equality by means of a

directed economy can result only in an officially enforced
inequality—an authoritarian determination of the status of
each individual in the new hierarchical order.”—Hayek
[1085] “It is an enormous simplification to speak of the
American mind. Every American has his own mind.”—Mises
[1086] While a socialist/communist character would say:
[1087] “It is true that liberty is precious—so precious
that it must be rationed.”—Lenin
[1088] “Give us the child for 8 years and it will be a
Bolshevik forever””—Lenin
[1089] One man with a gun can control 100 without
one.—Lenin
[1090] A lie told often enough becomes truth.—Lenin
[1091] From each according to his abilities, to each
according to his needs.—Karl Marx
[1092] In a higher phase of communist society . . . only
then can the narrow horizon of bourgeois right be fully
left behind and society inscribe on its banners: from each
according to his ability, to each according to his needs.—
Karl Marx
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[1093] Religion is the impotence of the human mind to
deal with occurrences it cannot understand.—Karl Marx
[1094] Religion is the opium of the masses.—Karl Marx
[1095] Kill the libertarians, and the world marches along
the road to serfdom—the economies collapse and the central
bureaucrats overwhelm the world with double-speak and
totalitarianism. Daughters and wives are sold into prostitu-
tion, and signs rise up everywhere, stating
[1096] WAR IS PEACE
[1097] FREEDOM IS SLAVERY
[1098] IGNORANCE IS STRENGTH
[1099] Shoot the libertarians, and the game-world
devolves into Orwell’s 1984, as depicted at wikiquote:
[1100] http://en.wikiquote.org/wiki/Nineteen_Eighty-
Four
[1101] The Hate rose to its climax. The voice of Gold-
stein had become an actual sheep’s bleat, and for an
instant the face changed into that of a sheep. Then the
sheep-face melted into the figure of a Eurasian soldier
who seemed to be advancing, huge and terrible, his
sub-machine-gun roaring, and seeming to spring out
of'the surface of the screen, so that some of the people
in the front row actually flinched backward in their
seats. But in the same moment, drawing a deep sigh of
relief from everybody, the hostile figure melted into
the face of Big Brother, black-haired, black-
moustachio’d, full of power and mysterious calm, and
so vast that it almost filled up the screen. Nobody
heard what Big Brother was saying. It was merely a
few words of encouragement, the sort of words that
are uttered in the din of battle, not distinguishable
individually but restoring confidence by the fact of
being spoken. Then the face of Big Brother faded
away again and instead the three slogans of the Party
stood out in bold capitals:
[1102] WAR IS PEACE
[1103] FREEDOM IS SLAVERY
[1104] IGNORANCE IS STRENGTH
[1105] But the face of Big Brother seemed to persist
for several seconds on the screen, as though the
impact that it had on everyone’s eyeballs was too vivid
to wear off immediately. The little sandy-haired
woman had flung herself forward over the back of the
chair in front of her. With a tremulous murmur that
sounded like ‘My Saviour!” she extended her arms
towards the screen. Then she buried her face in her
hands. It was apparent that she was uttering a prayer.
[1106] At this moment the entire group of people
broke into a deep, slow, rhythmic chant of ‘B-B! . ..
B-B! ... B-B’—over and over again, very slowly,
with a long pause between the first ‘B’ and the sec-
ond—a heavy mumurous sound, somehow curiously
savage, in the background of one which seemed to
hear the stamps of naked feet and the throbbing of
tom-toms. For perhaps as much as thirty seconds they
kept it up. It was a refrain that was often heard in
moments of overwhelming emotion. Partly it was a
sort of hymn to the wisdom and majesty of Big
Brother, but still more it was an act of self-hypnosis, a
deliberate drowning of consciousness by means of
rhythmic noise.
[1107] Inthe end the Party would announce that two and
two made five, and you would have to believe it. It was
inevitable that they should make that claim sooner of
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later: the logic of their position demanded it. Not merely
the validity of experience, but the very existence of
external reality was tacitly denied by their philosophy.
(1.7)

[1108] Perhaps the fact that we have seen millions voting
themselves into complete dependence on a tyrant has
made our generation understand that to choose one’s
government is not necessarily to secure freedom.—
Hayek

[1109] Ifmost people are not willing to see the difficulty,
this is mainly because, consciously or unconsciously,
they assume that it will be they who will settle these
questions for the others, and because they are convinced
of their own capacity to do this.—Hayek

[1110] Freedom granted only when it is known before-
hand that its effects will be beneficial is not freedom.—
Hayek

[1111] Ifwe wish to preserve a free society, it is essential
that we recognize that the desirability of a particular
object is not sufficient justification for the use of coer-
cion.

[1112] We shall not grow wiser before we learn that
much that we have done was very foolish.—Hayek

[1113] “From the fact that people are very different it
follows that, if we treat them equally, the result must be
inequality in their actual position, and that the only way
to place them in an equal position would be to treat them
differently. Equality before the law and material equality
are therefore not only different but are in conflict with
each other; and we can achieve either one or the other,
but not both at the same time.”—Hayek

[1114] “There is all the difference in the world between
treating people equally and attempting to make them
equal.”—Hayek

[1115] “We must show that liberty is not merely one
particular value but that it is the source and condition of
most moral values. What a free society offers to the
individual is much more than what he would be able to
do if only he were free. We can therefore not fully
appreciate the value of freedom until we know how a
society of free men as a whole differs from one in which
unfreedom prevails.”—Hayek

[1116] “Even the striving for equality by means of a
directed economy can result only in an officially
enforced inequality—an authoritarian determination of
the status of each individual in the new hierarchical
order”—Hayek

[1117] It is an enormous simplification to speak of the
American mind. Every American has his own mind.—
Mises

[1118] The press should be not only a collective propa-
gandist and a collective agitator, but also a collective
organizer of the masses.—Lenin

[1119] Literature must become party literature. Down
with unpartisan litterateurs! Down with the superman of
literature! Literature must become a part of the general
cause of the proletariat.—[.enin

[1120] When there is state there can be no freedom, but
when there is freedom there will be no state.—Lenin

[1121] Owur program necessarily includes the propa-
ganda of atheism.—Lenin

[1122] The way to crush the bourgeoisie is to grind them
between the millstones of taxation and inflation.—Lenin
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[1123] Freedom in capitalist society always remains
about the same as it was in ancient Greek republics:
Freedom for slave owners.—Lenin

[1124] TItis true that liberty is precious—so precious that
it must be rationed.—Lenin

[1125] Give us the child for 8 years and it will be a
Bolshevik forever—Lenin

[1126] One man with a gun can control 100 without
one.—Lenin

[1127] A lie told often enough becomes truth.—Lenin

[1128] From each according to his abilities, to each
according to his needs.—Karl Marx

[1129] In a higher phase of communist society . . . only
then can the narrow horizon of bourgeois right be fully
left behind and society inscribe on its banners: from each
according to his ability, to each according to his needs.—
Karl Marx

[1130] Religion is the impotence of the human mind to
deal with occurrences it cannot understand.—Karl Marx

[1131] Religion is the opium of the masses.—Karl Marx

[1132] Revolutions are the locomotives of history.—
Karl Marx

[1133] Sell a man a fish, he eats for a day, teach a man

how to fish, you ruin a wonderful business opportu-
nity—Karl Marx

[1134] The first requisite for the happiness of the people
is the abolition of religion.—Karl Marx

[1135] The meaning of peace is the absence of opposi-
tion to socialism.—Karl Marx

[1136] The oppressed are allowed once every few years
to decide which particular representatives of the
oppressing class are to represent and repress them.—
Karl Marx

[1137] The production of too many useful things results
in too many useless people.—Karl Marx

[1138] The theory of the Communists may be summed
up in the single sentence: Abolition of private prop-
erty—Karl Marx

[1139] We should not say that one man’s hour is worth
another man’s hour, but rather that one man during an
hour is worth just as much as another man during an
hour. Time is everything, man is nothing: he is at the
most time’s carcass.—Karl Marx

[1140] Without doubt, machinery has greatly increased
the number of well-to-do idlers.—Karl Marx

[1141] The Left intelligentsia, indeed, have so long wor-
shipped foreign gods that they seem to have become
almost incapable of seeing any good in the characteristic
English institutions and traditions. That the moral values
on which most of them pride themselves are largely the
product of the institutions they are out to destroy, these
socialists, of course, cannot admit.—p. 220, The Road to
Serfdom

[1142] Issues in this field have become so confused that
it is necessary to go back to fundamentals. What our
generation is in danger of forgetting is not only that
morals are of necessity a phenomenon of individual
conduct but also that they can only exist in the sphere in
which the individual is free to decide for himself and is
called upon voluntarily to sacrifice personal advantage
to the observance of a moral rule.—p. 216, The Road to
Serfdom

[1143] It is true that the virtues which are less esteemed
and practiced now—independence, self-reliance, and
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the willingness to bear risks, the readiness to back one’s
own conviction against a majority, and the willingness to
voluntarily cooperate with one’s neighbors—are essen-
tially those on which the working of an individualist
society rests. Collectivism has nothing to put in their
place, and in so far as it has already destroyed them it has
left a void filled by nothing but the demand for obedi-
ence and the compulsion of the individual to do what is
collectively decided to be good.—p. 216, The Road to
Serfdom

[1144] There is one aspect of the change in moral values
brought about by the advance of collectivism which at
the present time provides special food for thought. It is
that the virtues which are held less and less in esteem and
which consequently become rarer are precisely those on
which Anglo-Saxons justly prided themselves in which
they were generally recognized to excel. The virtues
these people possessed—in a higher degree than most
other people, excepting only a few of the smaller
nations, like the Swiss and the Dutch—were indepen-
dence and self-reliance, individual initiative and local
responsibility, the successful reliance on voluntary
activity, noninterference with one’s neighbor and toler-
ance of the different and queer, respect for custom and
tradition, and a health suspicion of power and authority.
Almostallthe traditions and institutions in which demo-
cratic moral genius has found the national character and
the whole moral climate of England and America, are
those which the progress of collectivism and its inher-
ently centralistic tendencies are progressively destroy-
ing.—p. 219, The Road to Serfdom

[1145] s it just or reasonable, that most voices against
the main end of government should enslave the less
number that would be free? More just it is, doubtless, if
it come to force, that a less number compel a greater to
retain, which can be no wrong to them, their liberty, than
that a greater number, for the pleasure of their baseness,
compel a less most injuriously to be their fellow slaves.
They who seek nothing but their own just liberty, have
always the right to win it, whenever they have the power,
be the voices so numerous that oppose it. John Milton,—
p- 210, The Road to Serfdom

[1146] The recent growth of monopoly is largely the
result of a deliberate collaboration of organized capital
and organized labor where the privileged groups oflabor
share in the monopoly profits at the expense of the com-
munity and particularly at the expense of the poorest,
those employed in the less-well-organized industries
and the unemployed.—p. 207, The Road to Serfdom

[1147] Perhaps the most alarming fact is that contempt
for intellectual liberty is not a thing which arises only
once the totalitarian system is established but one which
can be found everywhere among intellectuals who have
embraced a collectivist faith and who are acclaimed as
intellectual leaders even in countries still under a liberal
regime.—The Road to Serfdom

[1148] To deprecate the value of intellectual freedom
because it will never mean for everybody the same pos-
sibility of independent thought is completely to miss the
reasons which give intellectual freedom its value.—T7he
Road to Serfdom, p. 179

[1149] Once science has to serve, not truth, but the inter-
ests of a class, a community, or a state, the sole task of
argument and discussion is to vindicate and to spread
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still further beliefs by which the whole life of the com-
munity is directed. As the Nazi minister of justice has
explained, the question which every new scientific
theory must ask itself is: “Do I serve National Socialism
for the greatest benefit of all?””—p. p 178
[1150] Another possible embodiment of the video game
would show how a world with digital rights management and
property rights would be superior to a world without property
rights in the digital realm. Uncreative lawyers are natural
collectivists as they must earn their living not via the creation
of wealth, but by its transfer. The United States constitution
simply states that artists and authors—creators and inven-
tors—have the Rights to their creations. Thus, a natural exten-
sion of technologies would afford a full protection of their
property rights. Many lawyers oppose digital rights manage-
ment,
[1151] When the collectivist lawyers reign supreme, the
culture declines in the name of mashups and the empower-
ment of the mobs and masses. Instead of Pink Floyd, the
Beatles, the Rolling Stones, and Kid Rock, we get myspace
bands, degradation, and decadence. Indeed, the decline and
fall of culture is not due entirely to the technological direc-
tions that lawyers seek to impose—that would be giving them
too much credit. The decline and fall of culture is also due to
the postmodern ethos that dominates the art, that has inverted
Aristotle’s poetics and placed spectacle in front of stories,
which brings us back to video games. So it is that the same
postmodern ideals which are eroding property rights have
also been eroding the art of epic storytelling, leaving us in a
world without classical archetypes—a world of soulless Hol-
lywood remakes, video games dominated by spectacle and
incapable of depth, and a society that catches the common
man in the crossfire between big government bureaucracy and
big businesses bureaucracy. The Postmodern Matrix is one of
the greatest pyramid schemes ever conceived—enriching
professors who never leave the cave, while inflating grades
for the students who take out loans to fund the shadows
dancing on the wall.
[1152] As the video game industry contemplates story, it
might help at some point to contemplates that which makes
the great story—it might help for the experts to study The
Odyssey—to read Shakespeare and the Bible, and see why
these stories have endured for thousands of years. Instead,
they opt for the common postmodern path—quote some
watered down treatment of Joseph Campbell—look at a
shadow of a shadow of a shadow, and say, “I see it! That is
reality! That is what story is all about, and now we shall
include it!” Then they call the Microsoft reality department,
and all is made whole, as Microsoft pens a PR press release:
[1153] Gears of War unites next-generation technology
with classic, emotional storytelling and a revolutionary tac-
tical combat system, engrossing the gamer in a horrifying
epic story of war and survival—http://videogames.bam-
esandnoble.com/search/product.asp?ean=2000003128273
[1154] Easily the weakest aspect of GEARS OF WAR is the
storytelling. It is not unusual for action games to scrimp on
story. Ironically, GEARS has an interesting story behind it,
the only problem being that the developers don’t actually tell
that story.—http://geeksofdoom.com/2006/12/14/game-re-
view-gears-of-war/
[1155] In the cult of the amateur, Andrew Keen writes,
[1156] “The fact is that co-opting other people’s creative
work—from music file sharing, to downloading movies
and videos, to passing off others’ writing as one’s own—
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is not only illegal, in most cases, but immoral. Yet the
widespread acceptance of such behavior threatens to
undermine a society that has been built upon hard work,
innovation, and the intellectual achievement of our writ-
ers, scientists, artists, composers, musicians, journalists,
pundits, and music makers.

[1157] Stanford University professor Denise Pope tries
to explain away cheating as a consequence of the exces-
sive academic pressure on kids. “On the part of students,
there’s an eerie logic to justify cheating. It’s three
o’clock in the morning, you’re exhausted, you’ve
worked hard . . . . Rather than getting a zero, you’d take
your chances with plagiarism.”—p. 145

[1158] Who has done more damage over time? Collectivist
intellectuals who erode the Truth, or prostitutes forced into a
life of servitude as women all too often are in communistic
countries? Why is it then that video games celebrate killing
prostitutes, but never collectivist intellectuals? Would it not
be more satisfying saving society than killing a poor hooker?
Should the game not afford us to tell her to “go forth and sin
no more,” and then turn upon the collectivist Kings and
Tyrants?

[1159] So it is that the present video game would afford a
far greater gameplay experience, by affording players the
opportunity to effect the course of history in the gameplay
world in a positive manner, by shooting collectivist intellec-
tuals instead of prostitutes.

[1160] Stanford University law professor Lawrence Les-
sig argues that “legal sharing” and “reuse” of intellectual
property is a social benefit. In fact, as I discussed in
Chapter 1, Lessig wants to replace what he calls our
“Read-Only” Internet with a “read-Write” internet,
where we can “remix” and “mashup” all content indis-
criminately. Lessig, misguided as he is, suggests that
digital content—whether it be a song, a video, short
story, or a photograph—should be commonly owned for
the benefit of everyone. What Lessig fails to acknowl-
edge is that most of the content being shared—no matter
how many times it has been linked, cross-linked, anno-
tated, and copied—was composed or written by some-
one from the sweat of their creative brow and the disci-
plined use of their talent.—p. 144

[1161] Butstudents who cheat aren’t genuinely learning
anything. And by depriving artists and writers of the
royalties due them, they aren’t just hurting those from
whom they steal—in the end, they are hurting us all.—p.
145

[1162] “The Judeo-Christian ethic of respecting others’
property that has been central to our society since the
country’s founding is being tossed into the delete file of
our desktop computers. The pasting, remixing, mashing,
borrowing, copying—the stealing—ofintellectual prop-
erty has become the single most pervasive activity onthe
Internet. And it is reshaping and distorting our values
and our very culture. The breadth of today’s mass klep-
tocracy is mind-boggling. I’'m not referring only to the
$20 billion pilfered and pickpocketed, day by day, from
the music industry or the $2.3 billion and growing from
the movie industry. Sadly, the illegal downloading of
music and movies has become so commonplace, so ordi-
nary, that even the most law-abiding among us, like
Brianna LaHara, now do it without thinking. “How are
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we supposed to know it’s illegal?” asks a bookkeeper in
Redwood city, Calif., as he copied a playlist of songs to
give out a party.”—p. 142
[1163] The problem is notjust pirated movies and music.
It’s become a broader quandary over who-owns-what in
an age when anyone, with the click of a mouse, can cut
and paste content and make it their own. Web 2.0 tech-
nology is confusing the very concept of ownership, cre-
ating a generation of plagiarists and copyright thieves
with little respect for intellectual property. In addition to
stealing music or movies, they are stealing articles, pho-
tographs, letters, research, videos, jingles, characters,
and just about anything else that can be digitized and
copied electronically. Our kids are downloading and
using this stolen property to cheat their way through
school and university, passing off the words and work of
others as their own in papers, projects, and theses
[1164] To counter Andrew Keen, Larry Lessighas created a
wiki for his fanboys, who might or might not receive direct or
indirect moneys from the Stanford Law Society or the Inter-
net or something, and who might or might not be training
lawyers for lucrative jobs at google-owned youtube such as
Glenn Otis Brown. If only we had had technology during the
trial of Socrates, Larry could have setup a wikipage where the
elders of the Athenian court could post and edit one-another’s
reasons for sentencing Socrates to death. Another wiki page
could have been set up for the crucifixion of Christ, so that
Pontius Pilate could better discern who to release, and who to
crucify. The recent book The Wisdom of Crowds has scien-
tifically proven that the crowd is smarter than the individual,
and future art and science will be created by the mob, and not
Shakespeare, Dante, Homer, Newton, and Einstein.
[1165] So it is that a video game that allowed one to shoot
the academic, scholarly monsters who “hurt us all” would be
a lot more fun than just shooting monsters with high pixel
counts, killing innocent prostitutes, and participating in mas-
sacres in Cathedrals and historic buildings celebrating the
Judeo-Christian heritage.

The Battle for the Woman’s Soul

[1166] Imagine a video game that allowed you to battle for
the woman’s soul. In Urhooked, Laura Sessions Step writes,
[1167] We found, for example, that the proportion of
young women ages ecighteen to twenty-two who
reported having intercourse—seventy-five percent—
equaled that of young men. Seventy percent of both
sexes had had sex before their nineteenth birthdays.
Only one-third of young women said they truly wanted
to have sex the first time they did so, compared to one-
half of the young men. One particularly interesting find-
ing was that while two out of three young men said it was
better to get married than go through a single life, fewer
than half of the young women felt that way.
[1168] So it is that the postmodern elite—the teachers and
media mavens, have turned young woman against marriage,
so as to harness them to the corporate ploughs. Imagine a
video game that allowed one to return marriage’s greater
glory, by shooting the elite theorists, sipping cappachinos and
driving expensive European cars, as they destroy the future
lives of their students and bankrupt a country both morally
and spiritually.
[1169] Nicole was a closet romantic. Indeed, most of the
girls I observed came across initially as ball-busters, but
privately, either late at night or after a couple drinks, they
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morphed into softer versions of Bridget Jones, hoping
for someone to knock on their door, flowers in hand. As
hard as they tried to run away from love, they ended up
falling in love, usually only briefly, and were reluctant to
callit anything but “having feelings for.”

[1170] So why did they continue to hook up? Section
Three, which shares the stories of Shaida, Cleo and
Victoria, suggests three reasons: the ethic of female
empowerment; parental expectations for acadmic and
professional achievement; and reluctance on the part of
authorities on campus to intervene in student’s social
life.

[1171] That’s exactly it—there is no moral leadership on
campus. The rising generation has been turned into one great
big corporate experiment, and it is far more profitable to
deconstruct the souls of women, than itis to bolster them with
the Great Books and Classics. A video game that allowed one
to roam the campus, chainsawing all the corporate feminists
who are deconstructing the Great Books so that the souls of
the young wither and die as they go into vast debts, so that
they will become wage slaves and abuse assistant corporate-
serving professors for the rest of their lives, would be a vast
improvement over video games. The present invention would
foster a game in which one can defend ideas, ideals, and ideas
that have consequences.

[1172] Also, it will be fun to battle for the Judeo Christian
heritage throughout the halls of the health profession. In the
book Unprotected, A Campus Psychiatrist Reveals How
Political Correctness in Her Profession Endangers Every
Student, Anonymous, M.D., writes,

[1173] Campus counseling centers are busier than ever.
In a 2005 survey, 90 percent of these centers revealed an
increase in the number of students seen with serious
psychological problems. The number of psychiatric
consultation hours doubled. Ninety-one percent of cen-
ters hospitalized a student for psychological reasons,
and over 36 percent experienced one or more suicides . .
. why are our kids in such bad shape? . . . . I contend that
radical social ideologies are to blame, especially when
they’ve spread from the classroom to the counseling
center.

[1174] Imagine a video game, such as those fostered by the
present invention, that allowed one to save these students by
battling radical theories. Anonymous continues,

[1175] Radical politics pervades my profession, and
common sense has vanished. Not long ago, a psychia-
trist might call casual sexual activity “mindless” and
“empty”” Before political correctness muzzled our
nation in the nineties, a campus physician might advise
a student that it is love and lifelong fidelity that bring joy
ad liberated sensuality, and provide the best insurance
against sexually-transmitted diseases. An unwanted
pregnancy, an abortion—these were weighty issues. We
understood that men and women are profoundly differ-
ent, and weren’t afraid to say so. It was clear that liaisons
outside a committed relationship could be hazardous,
and a young woman would be wise to wait until someone
serious came along. A sexually transmitted infection,
even one easily cured, was a serious matter. Self-re-
straint built character. Certain behaviors were abnormal,
and those who practiced them needed help. Traditional
marriage and parenthood were valued milestones. To
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search for meaning, and to make sacrifices for higher
purpose—these were noble endeavors that defined our
humanity.
[1176] The present invention proposes a video game that
allows the main character to fight the good fight—to fight for
a world where characters “make sacrifices for higher pur-
pose.” Anonymous continues,

[1177] Things have changed. Now young people are
advised to use latex . . . . There is tacit approval of
promiscuity and experimentation . . . . Infection with one
of the sexually transmitted viruses is a right of passage;
it comes with the territory. Abortion is the removal of
unwanted tissue, sort of like a tonsillectomy . . . . Clubs
funded by student fees celebrate risky, fringe behaviors.

[1178] Imagine a video game wherein ideas had conse-
quences, and wherein one could take flamethrowers to the
above immoral clubs, and Gears of War chainsaws to any
student counselor who said something like, “Abortion is just
the removal of unwanted tissue.” Players who were successful
would enjoy a world of romance, everlasting love, marriage,
and truth. Players who failed would be forced to reside in the
hell of broken homes, STDs, perversions, and eternal dam-
nation—straight out of that glorious epic known as Dante’s
Inferno. Avideo game that allowed the player to strive to pass
God’s judgment in word and deed would be awesome. It
would be far superior to the prior and current art, and would
take gaming to the next level. Anonymous continues,

[1179] Young women think motherhood can be delayed
indefinitely; women’s health teaches them only about
preventing pregnancy. Traditional marriage and a
mother and father are just one option; there are other
alternatives, all equally valid . . . . These changes are the
result of social agendas foisted on the campus commu-
nity, and in my work at the counseling center, I see the
consequences daily. Dangerous behaviors are a personal
choice; judgments are prohibited—they might offend.

[1180] Imagine picking up Doom’s BFG (Big Fucking
Gun) and letting it lose on the pomo-hipster psycobabblers
absorbing the fiatocracy’s tax and tuition dollars en route to
deconstructing the students’ souls and enslaving them to Wall
Street’s debt and debauchery. Imagine chainsawing their
desks in two with Unreal Tournament’s chainsaw, and then
lopping their heads off. This would afford a vast and marked
improvement over Gears of War, which gets boring as it
relegates the player to meaningless, gratuitous violence
against men and monsters alike. Hamlet is one of the most
violent plays of all time—it is also the most produced and
most quotes—but it is also sublime, as Hamlet contemplates
the reasons behind his actions. Reason is rooted in words, and
thus killing an in-game character because of their philoso-
phies and ideas which kill the unborn would be a far more
enjoyable video game. Anonymous continues,

[1181] When lesbians have a child, it’s time to celebrate,
but when Catholics or Mormons have their sixth, that’s,
well, kind of extreme, and the eyes roll. Staff are encour-
aged to attend a meeting featuring a transgendered per-
son and his therapist, who describes the journey from
female to male. The mental health benefits of church
attendance are never discussed; instead, a past president
of the American Psychological Association (APA)
declares organized religions a major source of social
injustice.

[1182] Imagine taking Doom’s BGF and Gears of War’s
chainsaw to the fiatocracy’s ideology. Most tenured academ-
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ics prefer that fanboys stick to killing innocent cops, stealing
cars, and hiring and killing prostitutes, as most pomo aca-
demics are dedicated to training the fiatocracy’s wealth trans-
ferrers and bankers. If one fails, their daughters/sisters will be
denied marriage and children, and will be forced to become
wage slaves to Wall Street’s bottom line, instead of serving
do’s higher ideals and glory in the family. Anonymous con-
tinues:

[1183] A committee of that organization is worried about
what I think and how I speak. They advise me to never
assume that a patient is heterosexual, or that sexual
activity might lead to pregnancy. I should avoid thinking
of men and women as “opposites,” as in “opposite sex.”
I should not use this term, the committee cautions, “to
avoid polarization”” . . . My profession has been
hijacked. I cannot do my job, my patients are suffering,
and I am fed up.

[1184] Imagine the feel of the xbox 360 controller, vibrat-
ing in your hand as you chainsaw the above committee of the
fiatocracy. 7Z77zz77777777t7t711! 777777777t71717t7! Blood
splatters everywhere, just as it does in Gears of War. But this
time it means something. You are saving the millions of
damsels in distress—girls who will be turned into whores in
such a brilliant manner that they will never even notice it, and
will in fact hate anyone who tries to save them. Many will
grow old alone with cats, never knowing what hit them. The
present invention would foster games wherein ideas have
consequences, and wherein one could defend innocent cops,
civilians, and prostitutes, instead of killing them.

[1185] The fairersex is oft the more susceptible to hype and
deceit, and that is why Wall Street and Government put them
on the front lines of both their capitalistic and socialistic
agendas that catch the innocent, hardworking man in the
crossfire, from cradle to grave and beyond. The present video
game would allow the protagonist to chainsaw and/or shoot
the corrupt postmodern government bureaucrats, who “grow”
the government while pretending to shrink it and send US
Marines to far off lands so that their women too can be
harnessed to Sex and the City, thusly destroying all families in
the new world order, and putting everyone to work in a quan-
tifiable manner—in a manner that can be counted down in
dollars from the mint—dollars that are printed and not backed
by anything other than the postmodern lie this game allows
one to defeat for once and for all. The present invention allows
the lone hero to kill, mame, and destroy the corrupt postmod-
ern idealogues, instead of killing hookers and innocent civil-
ians. This is a vastimprovement over the current and prior art,
which relegates one to killing prostitutes, shooting innocent
people and stealing their cars, and engaging in massacres in
replicas of famous Cathedrals.

[1186] Farsight XR 20, Unreal’s RazorJack, Gravity Gun//
Half-Life 2, 6) Blades of Chaos//God of War, Bazooka//
Grand Theft Auto 3, Shrink Ray//Duke Nukem 3D, Lightsa-
ber//nearly any Star Wars game, 1) Light Disc//Discs of Tron,
Tron 2.0.

[1187] The social change some of them envision is pro-
found. They hope to destabilize a truth of science and
civilization: that the sexes are deeply and essentially
different. Their goal is an androgynous culture, where
the differences between male and female are discounted
or denied, and the bond between them robbed of singu-
larity. I contend that to turn the therapy session or clinic
visit into an instrument promoting this agenda is a cor-
ruption of the health profession. It demands a response.
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[1188] Imagine a first-person shooter that allowed one to
kill all in-game secular health professionals who are destroy-
ing the souls of women so as to excommunicate women from
the home, further destroy the family, and rope women to Wall
Street’s bottom line in a job serving her MBA boss instead of
her husband and children.

[1189] It’s bad enough that adrogony, promiscuity, and
“alternative sexualities” are promoted by Hollywood; it
is altogether another matter to have them endorsed by
professional health organizations and college adminis-
trators . . . . These agendas are promoted by devoted
professionals devoted to altruism. Nonetheless, damage
is done. Students in treatmemt are endangered, as the
prevailing anything-goes attitudes are officially
endorsed, rather than challenged. And like secondhand
smoke, the behavior of one can effect many, as these
students interact, influence, and “hookup” with their
peers. As we ponder the epidemic of depression, cutting,
suicidal behavior, and eating disorders on our campuses,
1 suggest we look first in our own backyard.

[1190] Imagine a first-person shooter that allowed the in-
game character to battle “cutting, suicidal behavior, and eat-
ing disorders,” by shooting all the pop-psyche babblers.
Whenever an in-game character is heard “turning the therapy
session or clinic visit into an instrument promoting this
agenda (that corrupts the health profession)” it is the player’s
job to shoot them.

[1191] Anonymous has both the Bible and science on her
side. She writes,

[1192] It bears repeating that it is my fellow profession-
als I fault here, not the young people we all strive to help,
and that these are health, not moral issues. I argue as a
scientist, with biological facts, not biblical ones. Forget
Leviticus—as you’ll see, my data is from 7The New
England Journal of Medicine and the Centers for Dis-
ease control and Prevention.

[1193] A video game that allowed the participant to fight
for the cause of science would be a great video game indeed.

[1194] In The Bonfire of The Humanities, John Heath pens
the words that will bring the deeper soul of next-gen video
games to life:

[1195] Forthe men ofthe //iad, the heroic life was simply
defined: to be a speaker of words and doer of deeds. The
trick was to make your words become actions and not
mere substitutes for them. Thus after warriors meeting
one-on-one had engaged in their customary taunting, it
was quickly time to turn speech into deed. “But come, let
us no longer stand here talking of these things like chil-
dren, here in the space between advancing armies. For
there are harsh things enough that could be spoken
against us both, a ship of a hundred locks could not carry
the burden.

[1196] The tongue of man is a twisty thing, there are
plenty of words there of every kind, the range of words
is wide, and their variance. The sort of thing you say is
the thing that will be said to you. But what have you and
Ito do with the need for squabbling and hurling insults at
each other, as if we were two wives who when they have
fallen upon a heart-perishing quarrel go out in the street
and say abusive things to each other, much true, and
much that is not, and it is their rage that drives them.”

[1197] You will not by talking turn me back from the
strain of my warcraft, not till you have fought to my face
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with the bronze. Come on then and let us try each other’s
strength with the bronze of our spearheads.

[1198] He spoke, and on the terrible grim shield drove
the ponderous spike, so that the great shield moaned as it
took the spearhead. (20.244-60, trans. Lattimore)

[1199] This link between what we say and do, so central
to Greek thinking, has of course been completely sev-
ered in the modern university . . . . The Bonfire of The
Humanities, John Heath, p. 55-56

[1200] And so too has the link between words and actions
never been capitalized in video games, and thus the deeper
soul has never been brought to life in the realm of gaming.
Imagine if one could choose to shoot people based on their
ideologies, as opposed to killing innocent prostitutes and
pedestrians, and jacking cars, shooting innocent drivers, and
letting them bleed to death on the streets.

[1201] Postmodern liberals have nothing against gratu-
itous, meaningless violence—they only detest violence in the
name of justice, as justice gets in the way of the postmodern
power structure—the bottom-line oriented Postmodern
Matrix. However, just like the Founding Fathers, the Greek
philosophers, and the Biblical prophets, higher souls, who
create lasting culture and art, yearn for Truth and Beauty, and
thus video games allowing them to fight for truth and beauty
shall triumph over the current state of the art, which offers
higher and higher pixel counts, but nothing in the way of
enhanced storytelling, deeper characters, nor exalting art.
Sure, the marketing departments will trumpet the “cinematic,
emotional storytelling,” by they are commanded to do so by
the postmodern Wall Street MBAs and their feminist MFA
friends, both of whom have joined in holy matrimony, united
against Truth.

[1202] The present invention shall bring the spirit of the
classics to life—a spirit which the rising generation yearns for
on all fronts. Great American Novels with Great American
Heroes have been banned, and the only place we are allowed
to glimpse romance is in comic books and the movies that are
made form them. Butthey are all unreal, and they teach us that
just as Batman, Superman, and Spiderman, truth, honor, and
justice are but make-believe entities. But the Glory of lasting
Art and Philosophy and Religion was that it was Real.
Socrates really Died. Jesus really Died. The Founding Fathers
actually pledged their lives and Sacred Honour for higher
ideals. And so it is that video games, which allowed the
protagonist to battle realistic demons of contemporary ide-
ologies, would stand head and shoulders above the rest of the
pact in their Reality.

[1203] Too many academics are lost in inaction. Too many
take the journalistic approach, content to say “we are in an age
of'decline,” but they never do a damned thing about it. Heath
writes,

[1204] This is perhaps one of the most uncomfortable
aspects of academic populism—it requires us to act dif-
ferently, to spend more time with students and less in
research centers, to teach more classes, to write for a
broad audience, and to trust in our material. If we limit
our efforts to the admittedly important task of docu-
menting the degeneration of the quality of our disci-
pline—especially if we do so for fellow academics in the
comfort of reduced teaching and skipped classes—we
can hardly expect to bring about change. At some point
in the near future—and books like the two under review
here convincingly reveal just how much work is to be
done—we must, like Aeneas, stop our talking and hurl
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the spear, even if we are doomed to fail. Aeneas loses his
battle with Achilles and even the final, brutal triumph
over Turnus is filled with ambiguity, but he ultimately
changes the world. The Bonfire of The Humanities, John
Heath, p. 56-57
[1205] This present invention hurls the spear.
[1206] Brought up in an orphaned culture and taught to
hype, lie, cheat, and steal, video game publicity departments
have no problem hyping the supposed stories in current titles.
Many of them have never read Shakespeare, nor Homer, nor
Dante, nor the Gospels, nor Plato, nor Aristotle, nor Camp-
bell, and they know not what Epic Story is.
[1207] This present invention capitalizes on the enforced
fanboy ignorance of the video game industry, by proposing a
brand-new, exalted form of gaming.

[1208] Idomeneus answered, “I know you for a brave
man: you need not tell me. If the best men at the ships
were being chosen to go on an ambush—and there is
nothing like this for showing what a man is made of; it
comes out then who is cowardly and who brave; the
coward will change colour at every touch and turn; he is
full of fears, and keeps shifting his weight first on one
knee and then on the other; his heart beats fast as he
thinks of death, and one can hear the chattering of his
teeth; whereas the brave man will not change colour nor
be on finding himself in ambush, but is all the time
longing to go into action—if the best men were being
chosen for such a service, no one could make light of
your courage nor feats of arms. If you were struck by a
dart or smitten in close combat, it would not be from
behind, in your neck nor back, but the weapon would hit
you in the chest or belly as you were pressing forward to
a place in the front ranks. But let us no longer stay here
talking like children, lest we be ill spoken of; go, fetch
your spear from the tent at once.”—http://classics.mit.
edu/Homer/iliad.13 xiii.html

Battling Double-Speaking Administrators

[1209] A favorite tactic of liberal, socialist white males is to
sell everyone else down the river. They believe that more
women should have jobs, so they give them your job. They
believe that science important, so they hire more economists
and central-planners to calculate just how important science
is, and they then offshore all the science jobs, and hire women
to proclaim how important science is, as they erect technol-
ogy-transfer departments, filled with useless MBAs and law-
yers, to transfer the technology out of the inventors” hands and
into the bureaucracy’s hands. In the day and age of slavery,
these socialist, white, liberals would have been happy to have
slaves, and lacking justice and God in their hearts, they have
not changed. There is no shortage of such men—they were at
the trials of Socrates and Jesus, and gleefully saw them both
put to death.

[1210] The glory of the present invention is that it would
allow one to shoot such men, before they took the lives—the
pensions and profits—of prophets and poets. Imagine that
Xbox 260 controller vibrating in your hand as you mowed the
bug-eyed, Orwellian bureaucrats down. You would find them
at meetings, pronouncing meaningless, soulless buzzwords,
and you could shoot them in the middle of sentences such as
“we believe that the synergy between the feminists decon-
struction the traditional role for woman as a mother and wife
will vastly bolster our bottom line. We won’t kill their chil-
dren—no—the beauty is that we’ll get them to kill their own
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children, by letting them know that the only way they can gain
the economic materialism in Sex and the City—the only way
they can afford Carrie’s shoes—is if they abort their children
and go to work for the Corporation. After a couple of abor-
tions, their souls will die, and they will become such bitches
and sluts that no man will ever wish to marry them. We can
then have them get their MBA, and we will put them on the
front lines of corruption and decline, and should anyone
accuse them of being corrupt, we shall call that person a sexist
mysoginist. And so it is that we will define pro-life and
pro-family as a vice, and perversions and promiscuity shall
become virtues. Caught in the crossfire, we shall keep the
righteous man down, as we crush him between big govern-
ment and big business.” The in game player will pick up onthe
gist of the conversation, and the button on a controller will
allow a glorious flame to leap forth, burning the bastard alive,
as he shrieks with all the fury of forty-million aborted fetuses,
who finally get a tiny, tiny fraction of the justice that is due
them.

[1211] Then the player can hop into his car and drive down
Hollywood Boulevard, going to clubs, punching out snooty
doormen and metrosexual bouncers, and beating the crap out
of the producers of Deadwood and the writers of Troy and
Alexander, avenging the spirit of John Milius: (John Milius)
subsided for a moment and then resumed, somewhat myste-
riously at first. “Homer,” he pronounced. “Homer. Can you
believe what those assholes did to him with that film Troy?
Completely embarrassing. Me and my kid, we wanted to take
a DVD of the thing, tie it by a cable to our car’s bumper, and
drag it up and down Hollywood boulevard.” He fell silent for
a moment. “Hollywood . . . The only thing I can think of
remotely as horrible as war; there are stories, things I have
seen in that town that, believe me, I would never tell anyone.
”—Valkyries Over Iraq, The Trouble with War Movies, by
Lawrnece Weshler, interviewing John Milius in November
2005 Harpers Magazine, academy-award nominated writer of
Apocalypse Now, Clint Eastwood’s Dirty Harry, Magnum
Force, and Electronic Arts’ video game Medal of Honor. Prior
Art: Violence in Video Games

[1212] http://en.wikipedia.org/wiki/Video_game_

controversy#List_of_video_games_considered_contro-
versial

[1213] Wikipedia reports the following concerning vio-
lence in video games:

[1214] List of video games considered controversial: This
lists video games considered controversial based on specific
types of content deemed offensive, especially by the censor-
ship crowd. Crime and Violence.

[1215] These games have been the subject of controversy
mainly due to depictions of violence, bloodshed, and criminal
acts.

[1216] 25 to Life (for violence against law enforcement
officers and the use of human shields)

[1217]
[1218] Carmageddon (a racing game centered around driv-

ing through and killing crowds of pedestrians, in order to
score points)

Firebug (goal is to burn down a building)

[1219] Commando Libya (execution of prisoners as a
bonus level)
[1220] Conker’s Bad Fur Day and Conker: Live and

Reloaded (for graphic violence, sexual content, strong
graphic language, mature humor, and alcohol usage)
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[1221] Custer’s Revenge (for violent, sexual racism; the
player must guide General Custer, sporting a large erection, to
rape a bound Native American woman)

[1222] Cannon Fodder (original packaging artwork fea-
tured a poppy plant, a reference to the UK dead during World
War I)

[1223] Doom, Doom 2 and Doom3 (for extreme graphic

violence and satanic themes)

[1224] Duke Nukem 3D (for graphic violence, exotic danc-
ing and negative portrayal of women)

[1225] DeadRising (extreme blood and gore through use of
blunt objects and various weapons, profane language, and
alcohol use—all which have contributed to the possibility that
the game might become officially banned in Germany)
[1226] Death Race (arcade game with goal of killing pedes-
trians with cars)

[1227] Ethnic Cleansing (for neo-Nazi propaganda, racism
and depiction of crimes against humanity)

[1228] F.E.AR. (intense graphic violence, disturbing con-
tent.)

[1229] GoldenEye 007 (for graphic violence and disturbing
deaths)

[1230] Grand Theft Auto Series (for graphic violence,

sexual content, drug use, strong graphic language, sexual
themes, carjacking, negative portrayal of ethnic groups (spe-
cifically Cubans and Haitians in Vice City) and the Hot Coffee
Mod (San Andreas only))

[1231] GUN (for extreme graphic violence in gameplay
and cut-scenes, strong language, alcohol usage during game-
play and recovering your health, depictions of Native Ameri-
cans, and sexual themes that involved women in different
clothing)

[1232] God of War (for extreme violence, sexual interac-
tion, and large amounts of blood and gore)

[1233] 1 Have No Mouth, and I Must Scream (depiction of
the Holocaust)
[1234] Kakuto Chojin (pulled from release internationally

due to the offensive use of Muslim chants in background
music)

[1235] Kingpin: Life of Crime (first high profile first-per-
son shooter to be released after the Columbine High School
massacre)

[1236] Killer7 (for graphic violence and sexuality)[28]
[1237] Manhunt (for extreme graphic violence and dealing
with the taboo subject of snuff films). The sequel, Manhunt 2
was banned in the UK and currently Nintendo and Sony
refuse to license the game in the U.S. due to the ESRB giving
Manhunt 2 the AO rating.

[1238] Mortal Kombat series (for extreme graphic violence
and gore while fighting your opponent)

[1239] NARC (for drug use by law enforcement)

[1240] Night Trap (for alleged brutality and sexual themes)
[1241] Nightmare Creatures (for violence and dark images)
[1242] Postal® (for extreme graphic violence)

[1243] The Punisher (for strong language, extreme vio-

lence, use of human shields, and extremely graphic depic-
tions of brutal torture techniques)

[1244] Redneck Rampage (for stereotyped depiction of
Southern Americans)

[1245] Perfect Dark (for language, more violence than its
predecessor GoldenEye 007 and the inclusion of a feature
called PerfectHead, which was quickly scrapped due to poor
media coverage)
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[1246] Primal Rage (for extreme violence, crude images,
and negative images of the human race)

[1247] Pyro 2 (for arson and destruction of government
buildings)
[1248] Reservoir Dogs (for violence against law enforce-

ment officers, use of human shields, strong language, and the
ability to torture hostages)

[1249] Resident Evil series (for rather disturbing graphic
violence and scary images)

[1250] Rule of Rose (erotic undertones involving a cast of
female minors)

[1251] Saints Row (for graphic violence and strong lan-
guage)

[1252] Scarface: The World is Yours (for extreme graphic

violence in gameplay and cut-scenes)

[1253] Shin Megami Tensei III: Nocturne (For Violence,
Dark images, Language and Strong satanic themes)

[1254] Silent Hill (for graphic violence and very disturbing
imagery)
[1255] Soldier of Fortune and Soldier of Fortune I1: Double

Helix (For advanced graphic innovation in the depiction of
violence, use of controversial location settings, and allega-
tions of perceived cultural insensitivity)

[1256] Thrill Kill (for extreme graphic violence, BDSM
references and minor nudity)

[1257] True Crime: Streets of LA (for violence, extreme
shoot-outs on streets and missions, strong language, and
S&M)

[1258] True Crime: New York City (for violence, extreme
shoot-outs on streets and missions, strong language, use of
drugs, and racial slurs)

[1259] Twisted Metal: Black (for extreme graphic violence
in movie scenes only)

[1260]

[1261] The Warriors (Violence and drug use to refill the
player’s health.)

Turok: Dinosaur Hunter (graphic violence)

[1262] Unreal tournament series (extreme graphic vio-
lence)
[1263] Wolfenstein 3-D and Return to Castle Wolfenstein

(for violence and constant references to Nazi Germany)
[1264]

[1265] The Xenosaga series (for paedophile reference in
Episode I and extreme violence see for example the contro-
versy caused by one of the recurring characters.)

[1266] Ironically enough, none of the prior art contains
violence against pomo hipsters and postmodern academics
and lawyers—those responsible for the decline of civility, the
end of the Classic Western, Deadwood, string theory, and
Wall Street scandals. None of the prior art contains a system
that rewards the player for violence against those who state
immoral things, nor violence against those who find abortion
in the Constitution while discounting the Constitution’s intel-
lectual property rights that grant the author and inventor the
rights to their patents such as this one. Abortion is an assault
against the most fundamental form of private property—
life—and if they can find abortion in the constitution, we
should not be surprised when they come after all property
rights. Both postmodern Wall Street and postmodern Govern-

Waxworks (extreme graphic violence and gore)
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ment erode the Truth so as to transfer wealth from the artist
and creator to the postmodern, amoral bureaucrat.

PRIOR ART

[1267] Video Game Storytelling Stinks, Needs To Get
Better, Developers Say, In GameFile ‘I like to leave story
to books and movies,” one exec says.

[1268] http://www.mtv.com/news/articles/1583092/
20080310/id__0.jhtmi

[1269] As story is soul; as no religion is defined purely by
graphics and music, video game execs are saying that we need
to leave soul to books and movies, and thus vast opportunities
exist.

[1270] This video game allows the player to engage in an
exalted form of Aristotle’s Poetics—to render the world the
way it ought to be. “History tells us as things are,” Aristotle
wrote, “while story tells us the way it ought to be,” and thus
games shall finally realize higher art and epic storytelling, as
they allow the player to realize the world as it ought to be,
based on a moral premise found within the classical, Judeo-
Christian context—truth, beauty, and freedom.

[1271] Wikipedia reports,

[1272] From time to time, local officials attempt to
restrict the playing or selling of violent video games.
Predictably, the ESA (representing video game publish-
ers) and the IEMA (representing game retailers) oppose
the legislation and have been, to-date, victorious in over-
turning each bill passed. For example, the city of India-
napolis, Ind. in 2000 passed an ordinance barring chil-
dren from playing arcade games with graphic violence
unless parental consent was given. [t was generally
thought that this law was intended to target the game The
House of the Dead, in which players use plastic guns to
shoot at the game screen in order to kill zombies that try
to kill the player. The ordinance was struck down at the
appellate Federal court level, on the grounds that in the
United States, video games enjoy some measure of First
Amendment free speech protection because they contain
real expression of'ideas, and children have constitutional
rights before the age 0f 18, and given this, the city did not
demonstrate an overriding public interest in passing the
ban. Recently, Illinois governor Rod Blagojevich passed
a law banning the sale of “violent or sexually explicit”
video games to minors under the age of 18. The new law
would have taken effect Jan. 1, 2006, but was struck
down by District Court judge Matthew Kennelly. As
Kennelly so concisely put it: “In this country, the state
lacks the authority to ban protected speech on the ground
that it affects the listener’s or observer’s thoughts and
attitudes.” In doing so, the Judge confirmed yet again
that video games are protected under the First Amend-
ment and deserve treatment no different than film and
literature. [llinois was forced to pay the ESRB legal fees,
approximately 1 million dollars. About three months
later, similar laws were passed by Michigan governor
Jennifer Granholm and California governor Arnold
Schwarzenegger. The California law, as California
Assembly Bills 1792 & 1793, was sponsored by Leland
Yee, the Speaker pro Tem of the Assembly and a child
psychologist. The laws were deemed unconstitutional
by Judge Ronald Whyte on Dec. 21, 2005; preventing it
from going into effect on Jan. 1, 2006.

[1273] On Sep. 11, 2005, Senators Hillary Clinton, Joe
Lieberman and Evan Bayh introduced the Family Enter-
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tainment Protection Act to much criticism. The act was
intended to protect children from inappropriate content
found in video games. It has not passed through the
Senate. Similar bills introduced at state level were found
to be unconstitutional.
[1274] http://en.wikipedia.org/wiki/Video_game_
controversy#List_of_video_games_considered_contro-
versial

[1275] Video games are protected by free speech,
THE MUSIC INDUSTRY
THE DECLINE OF HOLLYWOOD
THE DECLINE OF THE WESTERN
[1276] Deadwood was critically hailed as a masterpiece by

the Hollywood pomo-hipsters, but that is because all it takes
is a few of the F-words, and it is a masterpiece. Holden
Caufield wanted to erase the F word, and the Hollywood
hipsters, incapable of Epic Story, want to stamp the F-word
over all of entirety. They will not be satisfied until every last
family is gone, every last women’s soul has been corrupted,
and every last vestige of culture contains the F word.
[1277] This video game would allow the player to shoot
Hollywood Hipsters who say the F-word. After the twenty-
seventh time it appears in the show, and still story has not yet
reared its head, the player will have to light the whole writing
team up with a flamethrower, or suffer the consequences of a
demented, declining culture. The player must chainsaw all the
hypester and hipsters, so as to return order to the classic West.
[1278] Because Hollywood hipsters and fanboys hate the
Great Books, the Classics, romance and love, all of entirety—
everything under the sun—every era and every age—even the
old west—must be dominated by degradation and porn.
Hence everyone in the old west cussed and abused women, as
is evidenced by deep research the pomo-hipster writers of
Deadwood conducted into the writings of Abraham Lincoln,
Henry Wordsworth Longfellow, and Walt Whitman.
[1279] Although major corporations hire soulless MBA
douchebags to spam amazon; now and then honest reviews
get through. This video game would allow the player to shoot
the soulless MBA douchebags submitting fake amazon
reviews, which bury the honest amazon reviews that follow:
[1280] http://www.amazon.com/gp/product/customer-
reviews/BO006FOSLO/ref=cm_rev_sort/002-1135107-
4909650?customer-reviews.sort_by=byExactRating
1&x=6&y=9&s=dvd

[1281] 3 of 10 people found the following review help-
ful:

[1282] Yuch, Jun. 17, 2007

[1283] By Emily G. Miller—See all my reviews

[1284] (REAL NAME)

[1285] Why did I ever get my husband “Deadwood”? 1

dread watching it. It is simply depressing Yuch

[1286] Idon’tcare so much about the foul language, Sep.
3, 2006

[1287] By Monday Warrior—See all my reviews

[1288] I'm a big fan of The Sopranos so obviously the F

word doesn’t bother me but this entire series seems like
an excuse to show cowboys say the F word and MF. The
stories and characters are superficial, boring and unin-
telligent.

[1289] People who like this show are the same people
who think that what makes The Sopranos a great show is
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because people get “whacked” a lot SODOM-WOOD or
GOMORRAH-WOOD, Aug. 1, 2006

[1290] By Fritz Von Steiger (Federal Way, Wash.)—See
all my reviews

[1291] 1 was going to buy the first season, but, the vul-
garity and immorality just ruined it for me. As my title
states, the series should be called Sodom and Gomorrah
wood for all the filthyness. It appears everybody in the
old west used the “F” word. I was expecting a child to
start sayingtheword “M. .. F...”. Just more filthy trash
from Hollywood. This series will appeal to all the
immoral trashy people who enjoy vulgarity and immo-
rality. The only thing good about the series is the acting.
Maybe soon they will start using rap phrases also. Too
bad, would have been a good series, but, producers and
directors are trash themselves for putting this filth on
cable tv (HBO). As much as the “F” word is being used
today in film, I’m just waiting for anchor people to start
saying the “F” word also. “THIS IS BILL O’RILEY
SAYING “F .. .Y ...AND GOOD NIGHT FOLKS,
AND DON’T FORGET, NO F . . . G SPIN ON THE
O’RILEY FACT, GOOD NIGHT AGAIN, M*&")*#F)
*&&(H#, YOU SH&&$* oF B(&(&#H@@. Hollywood
will love it.

[1292] DeadDVD, Feb. 6, 2007

[1293] ByA.L. Moore “premiere reviewer” (Pittsburgh,
Pa.)—See all my reviews

[1294] (REAL NAME)

[1295] 1 have had problems getting most episodes to
play. The first one on each disc plays well as do most
“features” on a disc but I never get the second or third
episode on a disc to play immediately after watching the
previous or first episode. I start, stop, search menu, try
next, previous, set up, etc. Usually the episode starts and
the sound track is going o.k. but the video “freezes” and
progresses out of sync with the sound. The video is of
poor quality, obvious digital pixels when this happens.
After several trials, over two or three days, I will get
another episode to play, almost as a fluke,and it plays
perfectly. Ittook a month of this trial and error method to
get through the first season set of discs. I received the
second season as a gift and I am having similar prob-
lems. Is this a Deadwood problem or is it an Amazon
problem? I really like the show but have never experi-
enced such difficulty and frustration using a DVD. This
is one of the best productions I have ever seen, I really
appreciate the layers, depth, and quality of the acting,
cinematography, and the commentaries, but what do I
have to do to watch it at my leisure?

[1296] A wild, wild gimmick, Oct. 19, 2006

[1297] By J. Anderson (CA United States)—See all my
reviews

[1298] (REAL NAME)

[1299] You want realism of the Old West? Try showing

people frequently blowing big wads of snot out their
nose and hawking green loogies onto the floor or into
their sleeves because they didn’t have tissues. Try having
the actors and actresses go for a couple of months with-
out washing their hair, and not brushing their teeth with
toothpaste, so their hair is oily and their mouths are
scuzzy and black.

[1300] THAT would be realistic, but it’s a LOT more
repellant to television audiences than gratuitous profan-
ity. So this “realistic” show has characters with clean,
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fluffy hair and pretty teeth spew garbage langauge con-
stantly—and sucker viewers and reviewers buy this as
“realistic”!!! Every great writer of every age and era, be
it Mark Twain, Owen Wister, William Shakespeare, or
John Steinbeck, or any other storyteller whose works
have survived for generations, told “realistic” stories of
their era but who understood what realistic trivia to keep
in, and what to leave out, in order to TELL THE STORY.
That is WHY their work has remained timeless.

[1301] Deadwood’s writing shows a huge insecurity
complex in choosing to rely on a gimmick (and a juve-
nile one at that) like over-the-top profanity. Whether or
not the Calamity Janes of the time actually used the
words “ignorant £¥***ng c***g” ig something we will
never know and is also absolutely irrelevant.

[1302] There are an awful lot of sheeple in TV land
[1303] My Deadwood Experience, Aug. 30, 2006
[1304] By The JuRK (Our Vast, Cultural Desert)—See

all my reviews

[1305] (TOP 1000 REVIEWER)

[1306] I looked forward to the first episode of “Dead-
wood,” hoping HBO would reinvent the Western they
way they had reinvented the mob movies with “The
Sopranos.”

[1307] About ten or fifteen minutes in, I finally told
myself that if one more person used a particular profan-
ity—it starts with a C and ends with sucker—I was going
to turn it off.

[1308] Ididn’tgetthatthought outbefore [ heard itagain.
So I shut it off.

[1309] Ihear enough profanity in my daily life and I get
plenty from movies and TV. Too much, way too much.

[1310] Dead Wood Standing, Jun. 11, 2005

[1311] By Gordon M. Verber (Texas USA)—See all my
reviews

[1312] (REAL NAME)

[1313] “Deadwood” blasts off with very good opening

credit scenes and a nice score. The effort made to create
a sense of time and place makes one think that one has
found something special. However, “Deadwood” then
rapidly descends into an abyss of sophomoric swearing,
creaking plot, and characters who must be careful not to
turn sideways to the camera—Ileast one sees they have
only two dimensions.

[1314] A sense of immediacy was created by the initially
unexpectedly appearing extremely violent scenes; yet,
with uninspired repetition, these quickly became rou-
tine. “Deadwood” reminds me of nothing so much as the
computer game DOOM-III®: dark, predictable, violent,
and boring.

[1315] We tried “Deadwood” based on the reviews here
which favorably compared it to the, quite excellent,
“Firefly” series (the only similarity I can see is that both
have nice music), to “Lonesome Dove” (which, in spite
of some production defects attributable to a restricted
budget, remains the best made-for-Oz western), and
which praised the “complex” characters (mistaking, I
think, gloom and a hard-stare for complexity).

[1316] Ifyou are looking for a fun adventure series, then
“Firefly” is the choice. If it is westerns you are after, [
would suggest “Shane”, “Lonesome Dove”, and “The
Outlaw Josey Wales.” If it truly is complexity of charac-
ter which interests you, then nothing I have seenina TV
series can beat “Cracker”.
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[1317] A warning about “Cracker”: It also is violent and
macabre—but only in-so-far as is necessary for plot
development—and it is saved by having empathetic,
multidimensional characters and HUMOR.

[1318] That is one of the major failings of “Dead-
wood”—no humor: Only resolute, grinding, repetitive,
predictable conflict and death.

[1319] We listened to the commentary, hoping that this
might bring some meaning to the production, however,
this proved the final nail, and we sent it back without
viewing the second episode. The commentator sounded
as though he had washed down four Quaaludes® with
half a case of beer before launching into his disorga-
nized, rambling, unhelpful monotone monologue.

[1320] In the end that is the problem with “Deadwood”:
it is an unyielding grim, monotonous, predictable, vio-
lent, monotone.

[1321] Pass on this turkey.

[1322] THE EMPEROR HAS NO CLOTHES, Aug. 13,
2005

[1323] BylJ.S. Radmer (right here)—See all my reviews

[1324] (REAL NAME)

[1325] First, let me make perfectly clear that I LOVE

nearly all the other shows on HBO (Sopranos, Oz, Six
Feet Under), so I’'m not easily shocked; and, [ admittedly
have one of'the filthiest mouths around. But I have to say
that not only is the sheer amount of profanity absurd in
this series, but it’s literally delivered like Boyz in the
Hood! You half expect someone to say “I’m gonna put a
cap in your a_ _!” Everyone else—whose reviews you
read here—who is saying that the dialogue is clearly
written to reflect those times are either forgetting that it’s
supposed to be the 1800’s, or they are prone to jumping
on the bandwagon when a show is popular.

[1326] When you’re watching a show/movie, especially
a period piece—as this is supposed to be—it is abso-
lutely necessary for the people creating the show to
make us believe it. The illusion is shattered when we’re
not buying it. e.g. The Matrix would’ve been a joke if
you could see the body wires. In the case of Deadwood,
the characters all swear copiously to the point of being
boring, but what’s FAR, FAR WORSE is the WAY they
curse!!! The types of phrasing, wording, and style they
use is EXACTLY identical to how you hear contempo-
rary street gangsters talk today! You never get the
impression that these are people living in a time well
over 100 years ago. They sound like a bunch of teenagers
from the MTV generation wrote the teleplay! Don’t
believe me? Think [’m exaggerating? Rent it and find out
for yourself.

[1327] TI’mreally disappointed in how many people/crit-
ics alike are giving this extraordinarily unrealistic lan-
guage a pass!! To repeat, it’s not the language itself that
offends me. It’s the total and complete lack of realism
that it gives the whole proceeding! By the time I was
done watching 2 episodes I could “see the body wires”
and it just looked to me like grown people playing dress
up.

[1328] DEADWOOD—TLike it wasn’t, Dec. 11, 2005

[1329] By R. Dack “adcomm” (St. Louis Park, Minn.
United States)—See all my reviews

[1330] (REAL NAME)

[1331] YIKES! Oh for the days of true dialogue and true
history. I wish I had a job where I could just slack off,
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throw in a few hundred salty words and call it day. I’'m
tempted to send the producers of this series a Websters
Dictionary, apparently they need help in the linguistic
dept. The actor playing Preacher Smith is terrible and
not historically accurate. Hickock was shot during a
rather robust day in 1876 in Deadwood not amongst a
few poker players as in this series. Calamity Jane needs
a haircut—see pictures of her. Unimpressive and will
probably get more awards. Scary! Just give me history.
Why is the truth so hard to depict?

[1332] I thought Hollywood had the greatest talent pool
in the U.S. if not the world. Your telling me you can’t
depict the truth with palatable dialogue so everyone can
enjoy the series . . . ok?

[1333] Deadwood content, Jul. 19, 2005

[1334] By Ann York (Columbia, Tenn.)—See all my
reviews

[1335] (REAL NAME)

[1336] The content of the Deadwood DVD 1st season

has so much FOUL LANGUAGE in it, I can’t watch it.
1 would not have bought it had I known how BAD the
language was. I love westerns but this was ridiculous!!!!

[1337] Weak actors, mostly obscene dialog, Jun. 30,
2005

[1338] By B. Welch (Midwest USA)—See all my
reviews

[1339] (REAL NAME)

[1340] Do you expect about sixty percent of everything

said in a western to be obscene cursing? Well, it seems
like the writers for this series either can’t think of what
the cast should actually say. Maybe they think people
don’t talk much other than to curse, and this means
there’s little space for a plot to develop. It’s a pity, as this
series otherwise could be good.

[1341] The acting and scenery is okay, but not great.
[1342] Watch your language, Oct. 18, 2005

[1343] By S. W. Harris—See all my reviews

[1344] (REAL NAME)

[1345] This may repeat what others have said, but DO

NOT buy this series if you or the recipient will be
offended by much too frequent use of the f word and
other expletives. I ordered this for a brother in law who
does not have internet access and he is really upset about
the language and would like to return the product. But as
one on DVD has been opened he would get %2 his money
back. I do not know why the socalled entertainment
industry has to go overboard on expletives, probably the
writers have not matured over their teen age years.

[1346]

[1347] By K. M. Blanchard “The real word!” (Guam)—
See all my reviews

[1348] (REAL NAME)

[1349] Too grim, too depressing!

[1350] And there’s a lot of bad language!

[1351] Ialso think that the bad language expressed in this

production was not as real as some people might say it
was for that time period!

[1352] But excepting bad language in this production is
one thing, but it doesn’t necessary mean that it makes the
production any more worthy of being a hit show.

[1353] Also the other thing I didn’t like about the show
was in how badly they treated women.
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[1354] Women in the wild west were a rare commodity,
so they were often well respected and looked after, but in
this depiction there was nothing but disrespect!

[1355] So how real was this depiction??

[1356] Not very. Give this a miss!

[1357] After seeing the first five episodes I can now see
why this never won any awards. I never finished it myself
and have gone on to better things! I am now very weary
of those 5 star reviews that I come across all the time!

[1358] A total waste of 74.00 dollars!

[1359] Dead wood indeed, Jun. 7, 2005

[1360] By Canto37 (Washington, D.C.)—See all my
reviews

[1361] Oh, why can I not give this zero stars? Any
attempt at accurate historical portrayal here is overshad-
owed by the need to outshadow current Hollywood
trends. Sure, there’s enough swearing and sex to make it
“seem” like the good ol” wild west, but that aside, the
plots wear thin and trite. After one or two episodes, it’s
easy to spot that the title “Deadwood” is quite apt.

[1362] Deadwood—The “F” Word, Feb. 21, 2005

[1363] By Billy J. Locke—See all my reviews

[1364] (REAL NAME)

[1365] If you like the “t” word, you’ll love Deadwood.
Otherwise, it’s just trash and a tremendous waste of
money!

[1366] Should call it Trashwood!, Mar. 3, 2005

[1367] By D. White “Billy” (North Carolina)—See all
my reviews

[1368] (REAL NAME)

[1369] What an awful show, it really insults a persons
intelligence, how difficult is it to write nothing but cuss-
ing over and over. Obviously the show is out to attract a
very immature audience that thinks cursing is cool. Stay
far away from TRASHWOOD!

[1370] The worst western [’ve seen in decades!, Apr. 1,
2005

[1371] By Timothy VM “TVM” (Camino, Calif.
USA)—See all my reviews

[1372] Iwatched only the first two episodes. What trash!
The dialogue was ridiculous. I have no problems with
the use of “bad” language in movies, but this was
extremely juvenile! I would guess that at least half the
sentences include the F word at least once. It was so
gratuitous, e.g., “I ain’t f*cking goin’ down stairs!” The
acting was ok, but it must have been hard for the actors
to keep a straight face with the asinine dialogue.

[1373] The story line was very weak.

[1374] Pathetic and Disgusting, Apr. 25, 2005

[1375] By Oliver Twist—See all my reviews

[1376] This presentation of the old west is nothing more
than deranged. The profanity is incalculable. Even if
there were moments of such filth in reality, this presen-
tation in a television performance is pathetic and com-
pletely unartistic. One may as well be listening to an
adult only Rap CD.

[1377] Since we were not there to know the old west
characters, my guess is that the foul mouths portrayed
exist only in the minds of the writers and producers of
“Deadwood”. The creaters of this HBO series certainly
did make something special, just like a baby makes
something special for mommy and daddy. The closest
this DVD should get to your house is the garbage can
outside.
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[1378] Watch it for more than 10 minutes and you’re
going to want to wash out your own mouth. Save your
money and leave this piece of work in the world’s big-
gest warchouse inventory.

[1379] F**king C**ks**ker . . . you people are
morons!!, Feb. 24, 2005

[1380] By Lance Christian “game over man” (Alton,
111.)—See all my reviews

[1381] (REAL NAME)

[1382] The 21st century will be forever documented in
history as the age of stupidity. When people like Eminem
are awarded as artistic genuises, reality tv gets the high-
est ratings and crap like this is considered superebly
written, there is something seriously wrong with society.

[1383] To the ones who say that this takes place in the
grittish lawless west, and everybody talked like that and
it sets the mood, I say that you obviously aren’t that big
of a fan of western movies. John Wayne acted in movies
a hundred times better than this, and those films dealt
with the same wicked lowlife villains. But did you hear
him constantly saying F this and F that you Fing CSer??
The same goes for the mind numbingly dull and point-
less sex scenes. Do we really need a lesbian bath scene in
a western? It’s all just another excuse for Hollywood to
justity this CRAP as “art”. I have to laugh at all the
people who are so guilable to buy into this.

[1384] If you really want to see a good western, watch
“The Shootist” or any of the other John Wayne greats.
Deadwood is for people with an IQ under 80.

[1385] Itis 1950, and the market is not happy. From the
summit of the economic system, it stares down upon
America with a jaundiced eye. America’s most impor-
tant reason, its labor force, is incredibly unproductive,
for one simple reason: Most women aren’t employed.
Homemakers work, of course, but they don’t get paid for
it, which means they add nothing to the GDP. And with-
out a salary, the Market has no control over them at all.
The Market cannot fire them, promote them, or move
them to where it needs them most. They are basically off
the economic grid. What an enormous opportunity cost!
The Market ponders the situation like a general analyz-
ing his battle plan. The primary objective is to take the
woman, who is commonly a mother, out of the home and
put her into an office. Standing in the way are several
defenses that must be overcome. At the deepest levels,
mothers are attached to their children.

[1386] And so it is that the Wall Street MBAs united with
Academia’s MFAs to erase the Natural Mythologies in which
women were women, and men were men, as Joseph Campbell
lamented Porn and postmodern literature were used to sabo-
tage the soul of young women, as many strip joints were put
out of business, as now one could go out grinding and get alap
dance for free. Shows such as Sex and the City taught women
to value the material as opposed to the spiritual. Written by a
gay man, the show taught women to behave like gay men, and
have sex freely and without commitment.

[1387] The glory of this video game is that it would allow
children to again have mothers, and in having mothers, they
have fathers too. This video game would allow the first person
shooter to roam the sets of TV Shows such as Sex and the city,
and shoot the producers, instead of innocent prostitutes and
pedestrians.
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[1388] Paul Stiles talks about the strategies of market femi-
nism:
[1389] 1) Stress need for women to liberate themselves.

Depict the current existence of the housewife as nega-
tive. 2) Focus women on individual self-interest. Deny
that they need men. 3) Equate carecer success with a
woman’s personal value. 4) Undermine the value of the
nuclear family. 5) Discredit the importance of mother-
hood. Position it as a myth created by men and clergy to
subordinate women. 6) Undermine importance of early
bonding between mother and child. 7) Take children out
ot hands of mothers. 8) Overcome resistance by recruit-
ing key supporters and suppressing debate. 9) Once a
critical mass of men is reached, declare we can never go
back. 10) Above all, detach issue from moral truth and
make it purely political.
[1390] And so you get what we have here—{fat and happy
boomers with houses bolstered by bubbles and pensions bol-
stered by the destruction of the Judeo Christian soul, the
desecration of motherhood, and the exile of the family. Walk
the halls of academia, and you will see all the boomers,
celebrating their vast triumphs, blind to their wicked empti-
ness, as they quietly execute rising poets and prophets,
instead preferring feminist porn and stories about video tap-
ing anal sex without first asking the girl. I have never seen so
many so rich in pretense, and so poor in spirit. The only thing
missing from the Hell they have created is the fire, and this
game allows one to take a flamethrower to the church of
postmodernism—the University. And as they kicked and tor-
tured and beat the poets and prophets, now it’s their turn to
feel Justice.
[1391] Millions of books have been written about culture’s
decline, and this video game is superior over the prior art as it
allows the player to do something about it. So often it is stated
that film and literature is a superior art form over video games,
but postmodern film and literature is debilitating, paralyzing,
dark, and dervish. The rising generation shall far prefer play-
ing this game than watching dressup fantasies and costume
parties such as Kingdom of Heaven, Brokeback Mountain,
Troy, and Alexander. This game brings to life the spirit of
Sergio Leone’s glorious westerns—the spirit of that Old Tes-
tament God who doesn’t just sit around chanting, but parts
oceans, and then lets them swallow up the evil Pharaoh and
every last one of his men, as they give chase to Moses.
[1392] Paul Stiles continues,

[1393] The industrialization of the homemaker was only
the opening salvo in the Market’s attack on the family
structure. The nuclear family is defined by two critical
bonds: the marital bond between husband and wife, and
the parental bond between parents and children. In a
functional family, these bonds are moral, not productive.
They are forms of love. But love is not a market prin-
ciple, which means that the organization of the nuclear
family was simply not as productive as it could be. Once
the two-income family left the front door open, the Mar-
ket thus invaded the home and attacked the traditional
bonds within it, triggering what sociologists call “family
breakdown,” a pathology that, like the impact of stress
on the body, has caused a chain-reaction of damage
throughout our society. p. 63

[1394] This video game would allow the player to shoot
anyone who values market values over moral values.
Flamethrowers, chainsaws, and BFGs will seal the fate of all
deconstructionists, postmodernists, liars, and haters. See a
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professor quoting Focault? Shoot them. Hear a rapper belit-
tling women? Shoot them. See a Wall Street banker hyping
and lying? Shoot him dead, and then take a flamethrower and
burn down his building for once and for all. Do as Dylan
Thomas:

[1395] Do not go gentle into that good night,

[1396] OIld age should burn and rave at close of day;

[1397] Rage, rage against the dying of the light
SUMMARY OF INVENTION

[1398] The present invention will afford:

[1399] A video game which has characters that have ideas,

ideologies and philosophies, where said ideas, ideologies,
and philosophies are manifested in the evolution of the game
world.

[1400] A video game wherein characters speak words
reflecting said ideologies and philosophies.

[1401] Wherein said ideologies may be rooted in historical
ideologies and philosophies.

[1402] Where the player character can choose whether or
not to interact with characters based on their ideologies.
[1403] Where the player character can choose whether or
not to shoot characters based on their ideologies.

[1404] Where the player character can choose whether or
not to shoot in game characters based upon the words they
speak.

[1405] Where the world evolves depending on the ideolo-
gies that are allowed to live.

[1406] Where the in-game, open-ended world evolves
depending on the ideas and ideologies that are killed.

[1407] Where the in-game, open-ended world evolves
depending on which characters the character interacts with.
[1408] Where the in-game, open-ended world devolves
when collectivist ideologies prevail.

[1409] Where the in-game, open-ended world is exalted
when judeo-christian ideologies prevail.

[1410] Where the character is murdered by collectivists
when he fails to kill the collectivist characters.

[1411] Wherein the video game world brings to live literary
works such as Orwell’s animal farm.

[1412] Wherein the video game brings to life the result of
political campaigns.

[1413] Wherein the video game brings to live novels such
as Atlas Shrugged, 1984, and A Brave New World.

[1414] Wherein the video game brings to life Hayek’s The
Road to Serfdom.

[1415] Wherein the video game brings to life Autumn
Rangers.
[1416] Wherein the video game brings to live economic

theories and free markets versus socialistic conflicts.

[1417] Wherein the video game world will devolve in a
physical manner when communism and collectivism take
hold. The video game world will devolve in a physical manner
including, but not limited to, dreary buildings, increased
drinking, long lines waiting for materials and food and goods,
apolice state, martial law, less freedom, walls, banned books,
banned thoughts, and banned art.

[1418] Thevideo game world will devolve when those who
espouse communistic tendencies are allowed to dominate.
[1419] The video game may also allow the first person
player to win the world over via speaking ideologies and
arguing their point, trying to convince the population of the
virtues of leading via virtue.
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[1420] The video game will allow the optimum blend of
Jeffersonian Classical Liberalism to prevail in the world. The
video game will allow the player to fight for the high morals
expressed in The Odyssey, Shakespeare, and the Bible.

[1421] Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology.

[1422] Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology, wherein one may actually save Socrates or Jesus.

[1423] Thevideo game will allow classical liberal, libertar-
ian, collectivist, and other ideologies to face off in a world
where ideas have consequences, and where the world actually
evolves according to the prevailing ideals.

[1424] Imagine shooting the collectivists, bureaucrats, and
tyrants in novels such as Atlas Shrugged, or A Brave New
world, and thusly realizing an in-game world where prosper-
ity and peace reign.

[1425] Imagine a video game that allowed the player to
live-out the themes in novels about dystopias.

[1426] Imagine a video game that allowed players to live
out the theme in the greatest dystopia of them all—the post-
modern dystopia which achieves dystopia by lying and hyp-
ing the opposite of what is true, and redefining words for
short-term profits, while long-term profits and trust are sac-
rificed. In such a game one would be able to shoot the pomo
hipsters who are killing the classical judeo context from
within, while simultaneously supporting the terrorists who
are attacking it from without, and even going further in incit-
ing the terrorists to attack the United States by exporting the
degradations of our culture far and wide. The pomo hipsters
catch the honest man, the soldier, in the cross-fire, and send
them forth to fight for the classic America, all the while
furthering the postmodern America and imposing the post-
modern America throughout the world. Imagine a video game
that would allow one to fight both the enemies without and the
enemies within, as referenced by Dinesh D’souza.

[1427] Imagine a video game that brought to life the whole
premise underlying deeper realities of civilizations—ideas
have consequences. By killing of certain ideals and ideas,
whether with guns, or argument, or inspiration, or art, or other
forms, one would be able to win the game and save the world.
Fascism, communism, postmodernism and other isms could
all be fought, and the game world could signify success with
elements including a renaissance, peace and prosperity,
exalted art, pink floyd and the beatles instead of myspace
bands and lawyer fanboys, Shakespeare and the Bible instead
of postmodern gobbedly gook, intact families instead of
divided families, epic mythology instead of crass material-
ism, Homer and classic westerns instead of Paris Hilton, and
freedom instead of slavery. Indeed, by shooting all the post-
modern decliners and pomo-hipsters who sell out culture via
irony and conceited corruption, the game would allow a far
higher reality and engaging experience to be witnessed. Such
a game would be superior to spore—I heard the lead designer
speak about storytelling in games—and he never once men-
tioned the moral premise—the moral premise that is at the
heart and soul of The Odyssey and the Bible and Dante’s
Inferno—the most epic of all epics. The present invention
would thus allow the values of the classic western to manifest
themselves for the very first time in the realm of the video
game.
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[1428] All of the various states and forms of states contem-
plated in Book VIII of Plato’s Republic may be brought to life
with this video game:

[1429] Book VIII

[1430] And so, Glaucon, we have arrived at the conclusion
that in the perfect State wives and children are to be in com-
mon; and that all education and the pursuits of war and peace
are also to be common, and the best philosophers and the
bravest warriors are to be their kings?

[1431] That, replied Glaucon, has been acknowledged.
[1432] Yes, I said; and we have further acknowledged that
the governors, when appointed themselves, will take their
soldiers and place them in houses such as we were describing,
which are common to all, and contain nothing private, or
individual; and about their property, you remember what we
agreed?

[1433] Yes, I remember that no one was to have any of the
ordinary possessions of mankind; they were to be warrior
athletes and guardians, receiving from the other citizens, in
lieu of annual payment, only their maintenance, and they
were to take care of themselves and of the whole State.

[1434] True, I said; and now that this division of our task is
concluded, letus find the point at which we digressed, that we
may return into the old path.

[1435] There is no difficulty in returning; you implied, then
as now, that you had finished the description of the State: you
said that such a State was good, and that the man was good
who answered to it, although, as now appears, you had more
excellent things to relate both of State and man. And you said
further, that if this was the true form, then the others were
false; and of the false forms, you said, as I remember, that
there were four principal ones, and that their defects, and the
defects of the individuals corresponding to them, were worth
examining. When we had seen all the individuals, and finally
agreed as to who was the best and who was the worst of them,
we were to consider whether the best was not also the happi-
est, and the worst the most miserable. I asked you what were
the four forms of government of which you spoke, and then
Polemarchus and Adeimantus put in their word; and you
began again, and have found your way to the point at which
we have now arrived.”—Plato’s Republic.

[1436] So it is that the ideas of the individuals have conse-
quences, and the state evolves according to those ideas in
reality; and so too shall it be in the video games, as individual
ideas, manifested in action, will lead to various forms of state,
as well as corrupted forms for the corrupt individual. No
video game has ever brought Book VIII of Plato’s Republic to
life, nor any of Plato’s philosophy, nor any work of deeper
soul that manifests the truth that ideas have consequences.

[1437] Concerning the book Everything Bad is Good For
You, Publisher’s Weekly writes, “Worried about how much
time your children spend playing video games? Don’t be,
advises Johnson—not only are they learning valuable prob-
lem-solving skills, they’d probably do better on an 1Q test
than you or your parents could at their age . . . . With the same
winning combination of personal revelation and friendly sci-
entific explanation he displayed in last year’s Mind Wide
Open, Johnson shatters the conventional wisdom about pop
culture as pabulum, showing how video games, television
shows and movies have become increasingly complex. Fur-
thermore, he says, consumers are drawn specifically to those
products that require the most mental engagement, from
small children who can’t get enough of their favorite Disney
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DVDs to adults who find new layers of meaning with each
repeated viewing of Seinfeld.”

[1438] So it is that children aren’t playing enough video
games.
[1439] Amazon writes, “In his fourth book, Everything Bad

Is Good for You, iconoclastic science writer Steven Johnson
(who used himself as a test subject for the latest neurological
technology in his last book, Mind Wide Open) takes on one of
the most widely held preconceptions of the postmodern
world—the belief that video games, television shows, and
other forms of popular entertainment are detrimental to
Americans’ cognitive and moral development. Everything
Good builds a case to the contrary that is engaging, thorough,
and ultimately convincing.”

[1440] So it is that we are not playing enough video games.
By allowing players to shoot pomo-hipsters who come up
with silly books such as Everything Bad is Good For You, this
present invention will result in a vastly enhanced demand for
video games.

[1441] The book Blinkteaches us the fiatocracy’s supreme
wisdom and virtue of not thinking too much, and the present
invention will bolster this supreme wisdom in the realm of
video games—pomo hipsters will be shot on site. Hesitate
and think about it, you lose. Shoot from the hip, and you win.
[1442] John Wayne, also known as “The Duke,” said, “A
man ought to do what he thinks is right. If everything isn’t
black and white, I say, ‘Why the hell not?”” And there you
have it—the black & white 45 SURF logo.

[1443] And this invention brings to life the John Wayne
spirit—fighting for good over evil.

[1444] In The Battle for The Soul of Capitalism, Jack Bogle
talks about that higher battle: “The most recent episode wit-
nessed the culmination of an era in which our business cor-
porations and our financial institutions, working in tacit har-
mony, corrupted the traditional nature of capitalism,
shattering both confidence in the markets and the accumu-
lated wealth of countless American families. Something went
profoundly wrong, fundamentally and pervasively, in corpo-
rate America . . . . At the root of the problem, in the broadest
sense, was a societal change aptly described by these words
from the teacher Joseph Campbell: “In medieval times, as you
approached the city, your eye was tyaken by the Cathedral.
Today, it’s the towers of commerce. It’s business, business,
business.” We had become what Campbell called a bottom-
line society. But our society came to measure the wrong
bottom line: form over substance, prestige over virtue, money
over achievement, charisma over character, the ephemeral
over the enduring, even mammon over God.”—T7he Battle for
The Soul of Capitalism, by John C. Bogle

[1445] This video game would allow one to fight the good
fight—the Battle for the Soul of Capitalism, which must be
preceded by a literary renaissance, for it must be of the spirit
to save the flesh, as General Macarthur said.

Possible Embodiments of Present Invention

[1446] Imagine a gameworld wherein the player’s duty was
to protect the founding documents of civilization, including
the Great Books and the Bible—17%e Declaration of Indepen-
dence and The US Constitution.

[1447] Ideas have consequences, and the burgeoning gov-
ernment’s quest for power leads them to take down the Ten
Commandments from courts and Federal Buildings. They
deconstruct the first and second amendments, and make sure
that the Constitution and Declaration of Independence are no
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longer taught in the schools, or at least not in their proper
context of the great books and classics. Abortion, debt, and
war rule the world; as the innocent are massacred.

[1448] Ourhero has sworn to protect and defend the United
States Constitution, and so they go about doing just that, in
this open-ended world.

[1449] Enemy players try to take the ten-commandments
down from courthouses, and our hero must stop them. He can
try reasoning with them with a dialogue tree, but if this fails,
and ifthey try to forcibly remove him, he has to fight back and
shoot them in the spirit of Revolutionary War and Declaration
of Independence, when so many gave their lives for the ideals
underlying freedom.

[1450] Inanother embodiment, enemy players would try to
remove the word God from every Washington monument;
and they would try to remove the Declaration of Indepen-
dence from the schools as it contains the word God and
Creator. Our hero would have to stop them.

[1451] Ideas have consequences; and if our hero fails, tyr-
anny will ensue. Taxes will be raised to fight foreign wars on
foreign shores, and civilization will come under assault from
all corners. Families will break up and our hero’s love interest,
or sister, or mother, will find their way into prostitution or be
forced into prostitution. She will be used and abused by the
assholes favored by the feminist system, who deem metro-
sexual assholery superior to rugged, deep-seated manhood.

Further Objects and Advantages of the Current
Invention over Prior Art: Building upon the Great
Books: Enhanced Dialogue and Action Trees
Confirming to Plots of the Classics

[1452] Video games are superficial and soulless. Video
game writing is awful. Do not take my word for it—this is
echoed in hundreds of articles everywhere; but the current
fanboys—both in Wall Street Hedge Funds and behind video
games, are incapable of endowing the games with classical,
epic soul. This is because classical, epic soul gets in the way
of their dumbed-down new world order. There—I said it. So
go ahead and make my day with a GOW fanboy chainsaw. Or
kill some cops and civilians, or hire and kill a hooker, or kill
the Constitution some more, a few more million unborn. But
you ought to know, by now, that there is that higher show-
down, just as there is ample opportunity for higher, exalted
games, and the 45 Revolver only glows gold for those who say
and do the right things. And you’ve got to ask yourself one
question—do you feel lucky?

[1453] http://blogs.pcworld.com/gameon/archives/
006462 html: The Writing in Video Games is Absolutely
Abysmal : Matt Peckham writes, “Well itis. I can’t help
but see it, [ think on at least some level you know it, and
now Lost producer and lead writer Damon Lindeloff has
the guts to bluntly say it. Bravo, I say. Here he is reacting
to video game TV and movie tie-ins in an article sug-
gesting video games hastened the demise of the writer’s
guild strike.

[1454] We have that Lost game coming out soon, and
having taken a closer look at how that industry works, 1
fear the Lost franchise will be spoiled to the point where
we’ll have to take it off the air. Loose ends and all. I am
truly amazed at how our creative products can be ruined
by interactive media. The writing in video games is
absolutely abysmal.*

[1455] (Brace for a rant.)

[1456] (Okay. Buckled up and ready?)
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[1457] Now when [ wholeheartedly agree with Lindeloft
that video game writing is largely in the un-flushed
toilet, ’'m nottalking about Mario. I don’t mean Donkey
Kong Country, or Geometry Wars. People don’t play
Pac-Man for the epic dotty intrigue or Smash TV for its
shallow mockery of entertainment TV. This isn’t an
indictment of video games in general or the places where
good writing’s managed to peek through in spite of the
considerable odds stacked against it. The majority of
video games (casual, played online, mostly by women)
in fact don’t have plots or need protagonists or involve
much engagement with story-driven text at all.

[1458] But that’s not what Lindeloff’s talking about.

[1459] Ithink it’s safe to say he’s referring to cinematic
games. Games which, by definition, “have qualities
characteristic of motion pictures.” Games where the
story inseparably informs the gameplay. Games that bor-
row wholesale (or at least attempt to, amateurishly) from
TV and movies at both the formal theoretical and tech-
nical-fictive levels. Games with lengthy intros, cut-
scenes with elaborate motion capture mechanics, or all
those blurb-tastic “dozens of hours of voice acting!”
Games whose inceptive stages look an awtul lot like the
ones that birth your average TV show or film. Exhaustive
storyboards. Green-screens. Writers in rooms or chat
sessions or on conference calls collaboratively hashing
out scripts or last minute script changes.

[1460] Not to excuse movies and TV shows. They have
their ample percentage of crap writing too, and Lindeloff
needs to do a little looking in the mirror (on behalf of his
medium, anyway) before throwing stones. Lost has its
own share of crappy episodes, and Lindeloff knows it.

[1461] But compared to video games? Not even in the
same league, and don’t even attempt an equivalency
argument (it just makes us look stupid). Well, not unless
your idea of good writing includes stuff like R. A. Sal-
vatore and Rhonda Byrne, in which case that may
explain a lot of the problem. There’s a reason those two
won’t be winning any storytelling awards, and it has
absolutely nothing to do with the sort of literary elitism
Stephen King so eloquently trashed in his 2003 National
Book Awards acceptance speech.

[1462] Which, you could argue, actually makes the point
by roundabout: Game writing has the opposite problem
of the one King was tackling during that important and
wise speech. Game writing is way too easy on itself. And
so are we—t00 easy on chop-shop digital scribes and
translators—as  gamers.”—http://blogs.pcworld.com/
gameon/archives/006462.html

[1463] Dialogue trees exist in games such as Mass Effect,
but they amble around and lead to victory no matter if one
chooses the moral, amoral, or immoral path—one can play as
a Paragon or Renegade, but one can win either way. A Lesbian
love scene is celebrated by the fanboys as the pinnacle of
artistic achievement.

[1464] This present patent suggests a vast improvement
over the prior art—over games such as Mass Effect—this
present patent proposes games that have moral consequences
for choices regarding actions taken and words spoken. This
patent improves upon the Mass Effect dialogue tree by pro-
viding a dialogue tree wherein the moral content effects the
outcome of the game. Furthermore, an embodiment of this
patent enhances game writing and the action/dialogue tree by
mapping the game to classics such as The Odyssey and
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Inferno, wherein the correct choices at the correct times; the
correct dialogue and the correct action, whether given by
dialogue trees or action trees or some other method, lead to
victory and adherence to the plot. For instance, in The Odys-
sey video game, the richest language and plot are presented
when the character makes the choices our hero Odysseus
made.

[1465] In The moral cost of video games, Violence is bad
enough. Buthere’s the worst part.—http://www.csmoni-
tor.com/2008/0107/p09s02-coop.html?page=2 By Mat-
thew Devereux, from the Jan. 7, 2008 edition, Matthew
Devereux writes,

[1466] The moral cost of video games

[1467] Violence is bad enough. But here’s the worst part.
[1468] By Matthew Devereux

[1469] from the Jan. 7, 2008 edition

[1470] Page1lof2

[1471] PLYMOUTH, ENGLAND—In the controversial

new video game “Manhunt 2,” you’re required to sneak
up behind innocent victims, hit them over the head with
a garden spade and then use that same weapon to decapi-
tate, them. The whole thing is pretty graphic, because the
game has, well, pretty graphics. As blood gushes, you’re
supposed to feel satisfied that you’re ready for the next
challenge.

[1472] To some, this scenario captures everything wrong
about video games. “They’re too violent,” detractors say.
“And they glamorize violence. Children might be
tempted to copy them.” While this is an understandable
concern, it misses more obvious problems with many
video games today: primarily, an utter lack of moral
consequence.

[1473] Countless studies have tested the alleged links
between virtual violence and its real counterpart. Con-
clusions vary, but I certainly don’t need a panel of aca-
demics to explain to me that the teen across the street
isn’t going to attack me with a garden spade.

[1474] Still, if you’re a parent, the sheer intensity of
violence in many games today ought to be a valid con-
cern. You wouldn’t let your children view online por-
nography, so why let them decapitate people in a video
game?

[1475] Yet many parents buy their children games rated
inappropriate for anyone under 17. Why? Perhaps it’s a
hangover attitude from the “Pac-Man” past, when all
video games were presumed to be harmless fun. Or
maybe they just want their kids to think they’re cool.
Whatever the reason, there’s clearly a disconnect
between the level of parental angst and parental toler-
ance.

[1476] One of many dubious arguments against violence
in video games is that children find it hard to distinguish
between “real” and “virtual” situations.

[1477] If that’s true, is CNN not a more pernicious ped-
dler of unsavory material for kids? When kids turn on the
TV and see footage of soldiers shooting each other for
real, is there any substantial difference between that and
playing a first-person shooter game?

[1478] Years ago, after the tragic shootings in Colum-
bine, the news media were quick to lay blame at the
game industry’s door. Could they not as easily have
turned that criticism on themselves?

[1479] What’s surprising about the media’s obsession
with violence in games is that it overlooks more serious
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lapses in values. By concentrating on the bloodthirsty
and dramatic, they’re ignoring influences that are much
more harmful to children long term.

[1480] Take, for instance, the idea of ruthless competi-
tion, that for every winner there are necessarily losers.
Regardless of what game you’re playing, the message is
almost always the same: Do whatever it takes to win,
even at the expense of everyone else.

[1481] Imagine if that were the moral of every movie and
TV show you ever watched. Would the world be a better
orworse place? Would you let your children play a game
that promoted such a dog-eat-dog mentality?

[1482] Fundamentally, most games operate within a
moral framework: good versus evil (or vice versa). But
what games conspicuously lack is moral consequence.
Once you’ve killed someone, stolen something, or
blown up a building, that’s usually the end of it—you’ll
rarely get to see the emotional impact of your actions on
the characters around you.

[1483] Every bit of mayhem becomes just another item
on a video-game to-do list. Games ignore moral conse-
quence and emotional nuance to focus on the purely
visceral. There are only two types of decisions you can
really make: the strategically correct one or the strategi-
cally incorrect one. There is no “right” or “wrong”—
only success or failure.

[1484] Unbridled competition combined with no moral
consequence eventually leads to a lack of compassion.
And without compassion, humanity is lost.

[1485] What games risk instilling, not just in kids, but in
anyone who plays them, is a kind of sociopathy: a dearth
of conscience. Whether this might be imitated outside of
gaming is beside the point. What we should be asking
ourselves is if we really want to spend ever more time
playing things that encourage these values. That’s a
moral question, one that’s easily sidelined in favor of
simply having fun, but it’s something we all must con-
sider as the pastime grows more popular.

[1486] I’'mnot calling for stricter regulation of the video-
game industry. Rather, I hope to widen the debate to
include issues that might not be considered if we believe
the sensational, trivial hysteria of the media. By concen-
trating so heavily on the immediate (and short-term)
effects of video-game violence, we’re distracted from
discussing more important moral dimensions. It’s time
for parents to stop asking what is appropriate for their
children and to start asking what is morally right”—
from  http://www.csmonitor.com/2008/0107/p09s02-
coop.html?page=2

[1487] The present invention, combined with earlier inven-
tions by Dr. Elliot McGucken, would provide novel methods
and means for video games with ideas that consequences and
moral consequences and thus exalted action, story, educa-
tional value, cultural value, and more. The above article
states, “Once you’ve killed someone, stolen something, or
blown up a building, that’s usually the end of it—you’ll rarely
get to see the emotional impact of your actions on the char-
acters around you.” This video game will allow the player to
witness the results. Let the feminist movement triumph, and
abortion and porn reign supreme, for women like porn far
more than men do. Men just watch it, while women are in it.
Men pay for it, and women are paid; along with the credit card
companies who process the transactions as we shift from the
gold standard to the soulless porn standard. This video game
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would allow the player to fight for the gold standard—to fight
for civilization, and truth, and honor, and marriage, and kill all
the false suitors as Odysseus did.

[1488] Many argue that video games are too violent, but |
would argue that they are not violent enough. In The Odyssey,
when Odysseus gets on home, he slays all the suitors in his
home, leaving a bloody mess. Then he has all the whoring
women clean it up, and he has the women hung. Now that
would be an awesome cut-scene, born by the correct action
and dialogue, but the snarky fanboys just want to hire prosti-
tutes and kill them in GTS, or level up in WoW on ultimately
meaningless campaigns designed to enrich Universal.
[1489] This present patent would allow a player to first
consider who and who not to kill amongst the suitors. If they
grant too much mercy to the wrong suitors—to the suitors
who were neutral, but did nothing to defend Odysseus’s
home, those suitors, who the player lets live, may turn on the
player and kill them. On the other hand, showing mercy to
true friends, born by the content of their character, is
rewarded. And too, the player can consider the correct action
after they have killed all the suitors—they can choose whether
or not to have the whoring women clean up the mess and have
them killed, or just have them clean up the mess. If they let the
whoring women live, the whoring women will take over
Odysseus’s home via subterfuge and deceit, and defeat the
Great Warrior.

[1490] Imagine the vastly enhanced gaming experiences
this present patent would provide. Classics could be com-
bined, drawing in Plato, Aristotle, and more.

[1491] The present invention will foster and exalt:

[1492] 1. A system and method for providing a dialogue or
action tree in a video game where moral choices underly the
choices presented

[1493] 2. The method in 1 where moral choices lead to
victory including but not limited to winning loved ones, win-
ning one’s home, winning freedom, winning one’s country,
and amoral or immoral choices lead to defeat, including los-
ing one’s freedom, losing one’s country, losing one’s home.
[1494] 3. The method in 1 where the dialogue and/or action
trees are based upon to the plot points of great books and
classics, such as the odyssey, the iliad, hamlet, biblical sto-
ries, and more—{for instance, what if Moses hadn’t smashed
the ten commandments?

[1495] 4. The method in 1 where the dialogue and/or action
trees are based upon famous historical events including the
American Revolution, where one could study the conse-
quence

[1496] 5. The method in 1 where when players follow the
course of action of the protagonists in epic stories and great
books and classics, they are rewarded with the rich and tri-
umphant, even when tragically cathartic, stories of the great
books and classics. And when they fail to make the correct
decisions regarding dialogue or action, they lose the plot of
the epic classics, and are presented with a dumbed down,
degraded version as Odysseus loses Penelope and Beatrice
loses Dante.

[1497] 6. The method in 1 where when players follow the
course of action of the protagonists in epic stories and great
books and classics but performed in contemporary contexts
with contemporary language and settings, they are rewarded
with the rich and triumphant, even when tragically cathartic,
stories of the great books and classics. And when they fail to
make the correct decisions regarding dialogue or action, they
lose the plot of the epic classics, and are presented with a
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dumbed down, degraded version as Odysseus loses Penelope

and Beatrice loses Dante, just as marriage is dying in our own

culture.

[1498] To illustrate the fanboyism, Here is a conversation |

started at the Mass Effect forums as rangermccoy:

[1499] http://masseftect.bioware.com/forums/viewtopic.
htm1?topic=600077&forum=104

[1500] Can you win as either a Paragon or Renegade?

[1501] rangermccoy

[1502] Joined: 22 Nov. 2007 Posted: Thursday, 22 Nov.
2007 06:19 PM

[1503] Can you beat the game as either a Paragon or
Renegade? Does the Paragon finish ahead, or does the
Renegade finish ahead? Which one is easier to win with?
What are the similarities/differences?

[1504] Thanks!

[1505] Edited By rangermccoy on Nov. 22, 2007 18:19

[1506] Pileyourbodies

[1507] Game Owner

[1508] Mass Effect

[1509] Joined: 9 Nov. 2007 Posted: Thursday, 22 Nov.
2007 06:22 PM

[1510] youcanwinas eitherone. . .1iwouldn’t say either
come out ahead.

[1511] zombie flayer

[1512] Joined: 9 Nov. 2007 Posted: Thursday, 22 Nov.
2007 06:26 PM

[1513] Of course you can beat it with either one.

[1514] The difference is paragons can charm people in
conversation while renegades use intimidation to
achieve the same result.

[1515] Each has their own subplots that can be done as
well.

[1516] rangermccoy

[1517] Joined: 22 Nov. 2007 Posted: Thursday, 22 Nov.
2007 06:47 PM

[1518] Is there ultimately any difference in the overall
world depending on whether one plays as a renegade or
a paragon?

[1519] For that matter, is there any video game out there
where one’s moral alignment determines the ultimate
outcome of the game, and the ultimate state of the game
world?

[1520] Sigma Hyperion

[1521] Game Owner

[1522] Mass Effect

[1523] Joined: 13 Nov. 2007

[1524] From: The Verge Posted: Thursday, 22 Nov. 2007
07:01 PM

[1525] Nope.

[1526] That’s kind of an important distinction between
“Paragon/Renegade” and more traditional “Good/Evil”.

[1527] By definition both Paragon and Renegade achieve
the exact same ultimate goal. The only difference is the
method in which you go about it. In the end, the universe
will be the same and, though your actions to achieve it
will certainly be different, your kindness/ruthlessness
won’t be on a galactic enough scale to actually impact
the entire galaxy. The end overshadows the means.

[1528] Edited By Sigma Hyperion on Nov. 22, 2007
19:01

[1529] rangermccoy
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[1530] Joined: 22 Nov. 2007 Posted: Thursday, 22 Nov.
2007 07:07 PM

[1531] Thanks!

[1532] Butisthere any video game out there where one’s
moral alignment determines the ultimate outcome of the
game, and the ultimate state of the game world?

[1533] Ican’t come up with one . . . but perhaps there is

[1534] Happy turkeyday everyone.

[1535] Servo Starwind

[1536] Game Owner

[1537] SW: KotOR Xbox

[1538] Mass Effect

[1539] Joined: 23 Sep. 2007

[1540] From: Solstite Posted: Thursday, 22 Nov. 2007
07:29 PM

[1541] Theres more than 2 endings.

[1542] p.s that is the most noobish question I've ever
seen on here!

[1543] rangermccoy

[1544] Joined: 22 Nov. 2007 Posted: Thursday, 22 Nov.
2007 07:33 PM

[1545] Thanks Servo,

[1546] Butisthere any video game out there where one’s
moral alignment determines the ultimate outcome of the
game, and the ultimate state of the game world?

[1547] Ican’t come up with one . . . but perhaps there is

[1548] Happy turkeyday Servo!

[1549] Sigma Hyperion

[1550] Game Owner

[1551] Mass Effect

[1552] Joined: 13 Nov. 2007

[1553] From: The Verge Posted: Thursday, 22 Nov. 2007
07:53 PM

[1554] I don’t know of any game where one’s moral
alignment significantly alters the ending, but I know of
games where one’s choices can change the ending of the
game, and the standing of the game world afterwards, in
widely differing ways. You could call the choices at the
end of Deus Ex moral choices, they are just as “moral” as
those in BioWare games, but the game doesn’t have a
morality mechanic of any sort. And the choices you
made at the end of that game completely changed the
world in completely different ways depending on the
choice.

[1555] Unfortunately, though Deus Ex allowed many
choices in the game up to that point, the choices you had
made earlier in the game had no bearing on which
choices you could make at the end.

[1556] deaf and dumb

[1557] Game Owner

[1558] Mass Effect

[1559] Joined: 9 Nov. 2007 Posted: Thursday, 22 Nov.
2007 07:57 PM

[1560] to answer your question, try a game called Fable.

[1561] 1ibelieve there’s a sequel coming out soon.

[1562] rangermccoy

[1563] Joined: 22 Nov. 2007 Posted: Thursday, 22 Nov.
2007 08:06 PM

[1564] Thanks for the Fable reference, but I’'m not sure
Fable qualifies:

[1565] Evenifyou’reevilinFable, can’t you still “win?”

[1566] Does it really matter to the world at large?
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[1567] hittp://tobolds.blogspot.com/2006__06_ 01_ar-
chive.html says

[1568] “When last year Edward Castronova argued on
Terra Nova that Horde characters in World of Warcraft
are evil, he was widely ridiculed. There is no “evil” in
World of Warcraft, players of either faction are con-
stantly on quests that are helping somebody else.
Whether you are a holy paladin or a demon-summoning
warlock, it doesn’t change the way in which you help the
farmer get the deed to his farm back from the evil ban-
dits. There is no moral choice, no option to sell the deed
to the highest bidder instead of returning it for a lousy
reward. Even the undead are “good” undead, fighting the
evil scourge undead.

[1569] If a game like Black & White, or Knights of the
Old Republic, or Fable, gives you the option to play good
or evil, that is just a thinly disguised way to enable you
to play the game twice. You chose evil or good by what
you think is more useful to beat the game, and thenifyou
play it again, you chose the other side, just to see some-
thing new. It is not a moral choice, but a tactical one. We
don’t feel that burning down a virtual village in a game
world and killing the inhabitants is an evil act, after all
those are just colored pixels that don’t feel anything.
Advancing in the game is the most important, even that
means that in the next mission we have to throw Napalm
on that Vietnamese village to continue.

[1570] All that ends us in a total inability between gam-
ers and anti-game advocates or politicians to understand
each other. The gamer picks up minor points that the
criticism got wrong, like “there are no points in GTA for
shooting and raping hookers™, and fails to see that the
criticism otherwise wasn’t all that unjustified. Most of
what you do in GTA *is* a depiction of very, very evil
behavior. By the time you finished the game you have
committed more crimes than any known peace-time
gangster. The anti-gamer fails to see that all these crimes
are virtual, and don’t lead to you going out and doing the
same in real life.

[1571] “Evil” has become a joke. In Dragon Quest 8 one
of the heroes has a special combat move with whirling
axes, called “Axes of Evil”, har, har, nice joke on George
Bush. But I wonder if all this making light of evil, all this
gaming without true moral choices, is not making the
medium of video games poorer. Fact is that in the real
world there is real evil, guys like Sadam Hussein, Kim
Jong-il, or Robert Mugabe aren’t just “misunderstood”.
And evil isn’t limited to crazy dictators, there are people
everywhere that like to be cruel to others. And ordinary
people have to make hard moral choices sometimes,
between good and evil. Previous entertainment media
understood that, and made good and evil a major recur-
ring theme in many books and movies. Only video
games present the end of evil, a world in which neither
good nor evil matters, where “evil” is just a thin plot
element to explain why you as the hero have to go out
and kill that boss. We end up with players in online
games doing evil things that actually hurt real people, if
justin aminor way, and not even realizing the difference.
GTA won’t turn anybody into a mass murderer, but it is
hard to believe that hundreds ofhours of inconsequential
evil and violence should have no effect whatsoever on
how you perceive evil and violence in the real world.
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[1572] “—from:  http://tobolds.blogspot.com/2006__
06__01_archive.html

[1573] skippyisthedevil

[1574] Game Owner

[1575] SW: KotOR Xbox

[1576] Jade Empire

[1577] Mass Effect

[1578] Joined: 22 Nov. 2007

[1579] From: Miami, Fla. Posted: Sunday, 25 Nov. 2007
04:49 PM

[1580] Because video games are for the most part based

on fiction, morality can be very skewed. GTA for
instance has the lead character performing all sorts of
criminal acts that most of us would consider immoral,
however in the context of the game they are perfectly
acceptable. Ultimately since morality is based on soci-
etal norms and video games often eschew those same
norms, real morality is very hard to replicate in a video
game. In Fable and KOTOR you are able to finish the
game differently depending on the choices you make but
it is mostly a cosmetic change. I for one enjoy playing
both ways, as an evil character [ can do and say things [
would never do in real life and as a good character I can
sacrifice and hold my selfup to a much higher virtue than
I would expect from any one in the real world. A game
where morality definitively changed the world around
you would be neat, but I’'m not sure how much appeal it
would have for the average gamer.

[1581] “Can I be buried here among the dead with room
to honor me here in the end?”

[1582] Coheed and Cambria

[1583] rangermccoy

[1584] Joined: 22 Nov. 2007 Posted: Sunday, 25 Nov.

2007 07:23 PM

[1585] Thanks!

[1586] I agree “A game where morality definitively
changed the world around you would be neat, but I’'m not
sure how much appeal it would have for the average
gamer.”

[1587] But I think that such a game defines next-genera-
tion games.

[1588] Is there any game within which the player’s
morality changes the world? Where only by behaving in
a moral manner can one complete the game or “win?”
And where immorality eventually leads to the downfall
and decline of the game world?

[1589] I’dlove to play that game, if anyone knows of it.
[1590] Righteous Rage

[1591] Game Owner

[1592] Mass Effect

[1593] Joined: 10 Aug. 2007 Posted: Sunday, 25 Nov.

2007 07:31 PM
[1594] Ithought this thread was gonna be about the end,
haha. SPOILERZZZ

[1595] reiella
[1596] Game Owner
[1597] Joined: 9 Dec. 2002 Posted: Sunday, 25 Nov.

2007 07:38 PM

[1598] Quote: Posted Nov. 22, 2007 18:47 (GMT) by
rangermecoy

[1599] Is there ultimately any difference in the overall
world depending on whether one plays as a renegade or
a paragon?
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[1600] For that matter, is there any video game out there
where one’s moral alignment determines the ultimate
outcome of the game, and the ultimate state of the game
world?

[1601] With Mass Effect, there was a very definant deci-
sion that while you could pursue two different avenues,
the Goal and Major Plot Points would remain the same.
They gotta be able to market a sequel, and do it better
than how the canonization of BG2 went for FR continu-
ity ...

[1602] Inlight ofthe above telling conversation, this patent
suggests a superior method for video games—video games
that adhere to the classical, epic soul and spirit—video games
which exalt and manifest the maxim that ideas have conse-
quences.

[1603] This patent is actually related to the method for
merchandising pricing in the gold price patent in that the gold
standard protects the private property of savings against theft
from the printing of money, and theft is immoral; and game
characters that act immorally end up losing. Furthermore,
morality is the keystone of all literature, just as it is the
keystone of property rights.

[1604] DRM protects the private property of the artist and
creator from vast corporations who benefit from the printing
of money—who hire lawyers and MBAs with the printed
money to come up with fancy contracts to screw the artists,
and to often even manufacture artists such as Britney Spears
and boy bands. This video game could allow players to play as
Eminem, destroying boy bands, while also destroying the
downloaders who steal his music, while also destroying the
snarky, academic eggheads who have institutionalized theft
both in the form of downloading and placing students into
vast debts, as they produce the MBAs, central planners, and
lawyers who fight and brownnose to sit close to the Fed’s
money Spigot in DC/Wall Street, as the government and
business bureaucrats bleed into one, united in their love of
printing money instead of working for it; their love for creat-
ing money out of thin air instead of creating art by blood,
passion, and tears.

[1605] Furthermore, this patent salutes the Great Books
and Classics wherein Moses smashes his ten commandments
when he sees them worshipping the Golden Calf, deeming the
Word of God to have greater value than Gold; and Achilles
throws down his Golden Staff, deeming honor to have greater
value than gold. So it is that the moral renaissance shall be.
[1606] To date one cannot play a game and fight for the
Western Soul and be rewarded by hearing Socrates’ Wisdom.
To date, one cannot perform the classical ideals in the con-
temporary context. Another form of this patent—another
embodiment—would be the classical ideals performed in a
contemporary context, so that the same or similar action from
the classics such as The Odyssey might be rendered in the
present day and context. Fanboys are longing to be men, and
there would be a vast audience for such games.

[1607] This patent may build on an earlier invention by Dr.
Elliot McGucken. Players would be afforded the opportunity
to make key decisions along plotlines of the Great Books,
while residing in the living context of the Great Books and
Classics.

[1608] Dialogue trees and action trees, as utilized in game
such as Mass Effect, could be enhanced with the use of the
Great Books and Classics. Choosing the correct dialogue
and/or correct action could lead one down the correct and true
plot of the classic. Points could be awarded for following the
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true path of the classics, for example in the case of Odysseus
making all the right choices in resisting the temptations of the
Lotus Eaters and Sirens, and killing the Cyclops, and saying
all the right things to make it on home and kill all the suitors
and win back Penelope; or in the case of Dante saying all the
right things to Virgil and taking all the correct actions in
walking through hell to be with Beatrice. The Great Books
and Classics generally present us with heroes who make
moral choices, which result in triumphant endings.

[1609] If a character chooses immoral or amoral action,
they are taken down a different path that leads to failure; such
as Odysseus never getting home.

[1610] Tragedies could also be handled with this game
engine, as the correct choice and dialogue would ultimately
lead to tragedy, but a cathartic tragedy; for Jesus died not for
his meekness, but for his greatness. Socrates died not for his
meekness, but for his greatness. Hamlet died not for his
meekness, but for his nobility.

[1611] Today’s movies, from Beowulf;, to 3:10 to Yuma, to
Atonement, to There Will be Blood all lack the redemption
witnessed in the classic Sergio Leone Spaghetti Westerns. In
the original 3:10 to Yuma, the good guy lives and the bad guy
goes to jail, but in the remake of 3:10 to Yuma, the good guy
dies and the bad guy gets away free, as Hollywood Producers
have recreated the movie in their own image, being that they
are funded by Wall Street banks close to the money spigot.
[1612] The Great Books and classics all hinge about char-
acters making moral choices and resisting temptations. The
characters that succeed in doing this are eventually rewarded
in a higher manner—they make it on home or profit in the long
run. Even Hamlet is rewarded with his place at the forefront of
Western Literature, with the most exalted conscience and
consciousness. Imagine a tree of action that could take Ham-
let down different paths. Imagine if he does get his revenge
early; or imagine if he does kill himself. Within Hamlet we
see the vast paradoxes and conflicts of life manifested; as the
moral and ethical systems form Athens and Jerusalem battle
themselves out, with even greater ferocity than the battle
which lead Socrates to state that he could not defined virtue,
and that the only thing he knew was that he knew nothing. So
too is it with Hamlet—he is seeking the ideal of justice as
Socrates did; he is seeking the ideal before enacting it; and he
cannot find justice’s ideal-—not because he does not see
enough, but because he sees too much. Imagine a video game
that brought Hamlet to life by allowing the player to make
choices both in dialogue and action. The correct choice would
lead to Hamlet’s brilliant soliloquies, and the incorrect choice
would lead to a diminished plot, diminished dialogue, and a
diminished end, lacking the cathartic nobility of the original
play.

[1613] Imagine a video game that placed characters in the
context of the great books and classics, and then spoke the
original dialogue—matching the plot of the classic—when
the character chose to follow an action parallel to the classic.
[1614] For instance, Odysseus would be offered the chance
to have his men tie him to the mast when passing the Sirens,
or he could choose to not be tied to the mast.

[1615] If he does not choose to be tied to the mast, he
succumbs to the Siren’s call and meets his demise. This could
be shown in a cut-scene based on his choice. He could have
further options presented in dealing with the Sirens.

[1616] If Odysseus chooses to be tied to the mast, he sails
on by safely, and goes on to the next adventure.

[1617] Odysseus will be presented with choices that lead to
branching avenues. If Odysseus chooses to fight the suitors
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too early upon arriving home in The Odyssey, he will lose. If
he chooses the wrong dialogue, he will lose. Ifhe discloses his
identity at certain key points, and acts stronger as opposed to
weaker, he will lose. If he chooses to disguise himself not as
a beggar, but as someone more exalted, or himself, he will
lose. Choosing the humbler path and staying away from
temptation will result in his victory.

[1618] So it is that every plot point of every immortal clas-
sic could be integrated in this system so as to lend games
depth and profundity.

[1619] In the case of Hamlet, Hamlet could be given
options, such as to kill the King at major plot points. For
instance, when Hamlet comes to the King confessing of the
murder of Hamlet’s father before the cross, Hamlet could
choose to kill him or not kill him. Killing him would end the
game with Hamlet going to hell, while not killing the King
would end with Hamlet delivering the classical monologue.
[1620] As Dante walks through hell, he could choose vari-
ous forms of interacting with Virgil—only one way that con-
forms to the true plot of the classic will lead him through hell.
For instance, Dante could end up partaking in the same temp-
tations which engulf his fellow men.

[1621] Players couldbe given points for adhering to the true
plot of the classics, as that is generally the moral course of
action. When players depart from the true plot of the classics
through their errant choices, they could be penalized, or not
receive points. So it is that those who adhere to the true course
of'the classics—those who make all the correct choices—will
see victory and witness the greater art of the classics. Those
who stray from the plot of the classics will ultimately lose—
Odysseus will never make it on home, Dante will not make it
through hell, or Hamlet will end abruptly, short of its greater

glory.

4. System and Method for Female Video Game Characters
With Soul and Virtue and Male Characters With Soul and
Virtue:

[1622] Imagine video games that presented female charac-
ters with the depth of soul and spirit owned by classical
characters such as Penelope, Beatrice, Mary Magdelane, the
Virgin Mary, and The Mona Lisa.

[1623] Having female characters behave and act morally,
while others don’t, would provide a novel form of gameplay.
For instance, in the Odyssey, Agamemnon’s wife cheats on
him, and the man she takes in ends up killing Agamemnon.
This is contrasted to Penelope, who remains faithful through-
out, thusly ensuring that Odysseus’s life and home are pre-
served. So it is that in this novel form of video games, women
will be shown on both sides of the moral premise, and not only
that, but their moral choices will be fundamental to the even-
tual victory or defeat.

[1624] Opportunities abound for deeper, more profound
female characters, as fanboys such as Cliftyb and Wyckyg are
yet focusing on breasts, as Wired reports:

[1625] “Speaking to Wired.com at Microsoft’s recent
media event, the designer (above left) says that Epic
Games is trying to make their upcoming Xbox 360
shooter more appealing to the casual audience. The
game’s female characters, he said, won’t have “ginor-
mous tits.” And the lauded kill-alien-swarms-with-a-
buddy cooperative mode will let you adjust the game’s
difficulty on the fly depending on who’s playing. How do
you make a game girlfriend-friendly? You do jump-in,
jump-out co-op. You have configurable difficulty set-
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tings for the other player. You have very cool and bad-ass
main characters that have a very human side. And you
make sure that the female characters in your game don’t
have ginormous tits and aren’t bad stereotypes. What are
the female characters in Gears 2 like? I’ve always made
sure, working with the art department, that Anya is
strong-willed but also very mother-like to the squad. She
has a very modest chest and doesn’t look like some sort
of heavy metal movie fantasy.”—http://blog.wired.com/
games/2008/05/cliffy-b-gears.html

[1626] Well, that is vast and resounding progress. Boobs
are mentioned three times in the above passage, although
nobody mentions the vast importance of the moral woman’s
character in the realm of classical, epic storytelling. No gam-
ing expert has yet ever suggested that the ultimate woman
character in a video game ought behave morally, like Pene-
lope. In our dumbed-down, spectacle-driven society, morality
is seen as a bad thing—the exact antithesis to art. And so the
best the fanboys can do is make the in-game character’s
breast-size smaller. There is no mention of making them
faithful, nor having them speak intelligently, nor making
them weave and unweave a tapestry, as does Penelope, to
keep the suitors at bay, while waiting faithfully for Odysseus.
So it is that games have yet to achieve higher, classical, epic
art. And so it is that this patent, by instilling deep ideas and
ideals within the game’s context and Al, will allow for supe-
rior gameplay.

[1627] Female Characters with Soul and Virtue: Every year

Play Magazine publishes its Girls of Gaming collection

which states at http://playmagazine.com/thegirlsofgaming/

index.html, Girls of Gaming Vol. 5 “is jam packed with hot-
ness from every corner of the gaming universe and when you
sign up to go digital you’ll get our 20-page Best-Of Girls of

Gaming absolutely free, along with bonus mature content too

hot for print. The print edition is something special as well,

featuring embossed, spot varnished covers and top quality
materials.” Year after year Play Magazine publishes this
work, and year after year the industry creates games; but they

are missing soul on both the masculine and feminine levels. A

game that showed a character being seduced, but resisting, as

did Penelope in The Odyssey, could enhance game play by

inspiring and exalting the main character to make it on home.

Imagine cut-scenes that showed women reading exalted

poetry, or lines from Shakespeare’ plays, representing virtues.

They could be contrasted to evil women and temptresses

throughout literature.

[1628] 1. Imagine cut scenes that showed women acting
with virtue to inspire the player to make it on home. For
instance, seeing Penelope behaving virtuously and resist-
ing the suitors could inspire the player to make it on back to
the damsel] in distress.

[1629] 2. Imagine cut-scenes that showed men acting with
virtue to inspire the female in-game-character to also act
virtuous. For instance imagine a character of Penelope
witnessing Odysseus’s resistance of the Sirens, or his other
noble actions and refusals of temptations.

[1630] If a player were playing as Penelope, and they did

not act morally and took on a suitor as Husband, the suitor

would kill her husband when she got home, as happened with

Agamemnon. Thus moral actions would have moral conse-

quences; and immoral actions would have immoral conse-

quences.
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[1631] A game suchas GTA could be enhanced by allowing
the player to shoot the pimp and save the women/prostitutes,
telling the women to sin no more.

[1632] Such a patent would allow games to achieve higher

art, while exalting the female character and form.

[1633] Imagine a video game that let one’s live, embody,

and enact a Hero’s Journey Renaissance: “The stock

exchange is a poor substitute for the Holy Grail”—Joseph

Schumpeter. Classical Ideals in Innovation & The Genius of

Leonardo da Vinci.

[1634] The following treatment was submitted to The Insti-

tute for Humane Studies Hayek Fund on Mar. 18, 2008.

[1635] Dear Elliot,

[1636] Thank you for submitting your application to the
Hayek Fund for Scholars. We have received your applica-
tion and it will go to our Review Committee shortly. You
should hear from me again within the next fourto six weeks
about a decision. If you have any questions in the mean-
time, please feel free to contact me. Please make sure you
check your e-mail frequently, and add our domain (theihs.
org) to your email safe list to ensure you receive our emails.

[1637] Sincerely,

[1638] John Thrasher Program Director Institute for
Humane Studies

The Road to Freedom Video Game

Educational Ideas Have Consequences (IHC) Video
Game & Powering Next-Gen Games With a Classi-
cal Libertarian Game Engine

by
Dr. Elliot McGucken

[1639] Ihave sworn upon the Altar of God eternal hostility
against every form of tyranny over the mind of man.—
Thomas Jefferson

[1640] Although libertarian ideas are evident in the writ-
ings of the Chinese philosopher [Lao-tzu in the sixth cen-
tury BC, the main thread of libertarianism goes back to the
Jewish and Greek idea of a higher law, a law by which
everyone, even the ruler, could be judged. The simple idea
that the will of the ruler was not the ultimate source of
authority helped lay the groundwork for a pluralistic soci-
ety, the flowering of individualism, and eventually the sci-
entific and economic miracles of Western civilization.—
Introduction to The Libertarian Reader

[1641] The play’s the thing, in which I’ll catch the con-
science of the King.—Hamlet

[1642] The tragedy of collectivist thought is that, while it
starts out to make reason supreme, it ends by destroying
reason because it misconceives the process on which the
growth of reason depends. It may indeed be said that it is
the paradox of all collectivist doctrine and its demands for
“conscious” control or “conscious” planning that they nec-
essarily lead to the demand that the mind of some indi-
vidual should rule supreme—while only the individualist
approach to social phenomena makes us recognize the
superindividual forces which guide the growth of reason.
Individualism is thus an attitude of humility before this
social process and of tolerance to other opinions and is the
exact opposite of that intellectual hubris which is at the root
of the demand for comprehensive direction of social pur-
pose—F. A. Hayek, The End of Truth, The Road to Serf-

dom
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[1643] The enemy outnumber us a paltry three to one!
Good odds for any Greek. This day we rescue a world from
mysticism and tyranny, and usher in a future brighter than
anything we could imagine. Give thanks, men, to Leonidas
and the brave 300! To victory!—300

[1644] Warisanugly thing, butnot the ugliest of things: the
decayed and degraded state of moral and patriotic feeling
which thinks nothing worth a war, is worse. When a people
are used as mere human instruments for firing cannon or
thrusting bayonets, in the service and for the selfish pur-
poses of a master, such war degrades a people. A war to
protect other human beings against tyrannical injustice; a
war to give victory to their own ideas of right and good, and
which is their own war, carried on for an honest purpose by
their free choice, is often the means of their regeneration. A
man who has nothing which he is willing to fight for,
nothing which he cares more about than he does about his
personal safety, is a miserable creature who has no chance
of being free, unless made and kept so by the exertions of
better men than himself. As long as justice and injustice
have not terminated their ever-renewing fight for ascen-
dancy in the affairs of mankind, human beings must be
willing, when need is, to do battle for the one against the
other.—John Stuart Mill

[1645] You all will know that free men stood against a
tyrant, that few stood against many, that before this battle
was over, that even a God king can bleed . . . —Leonidas,
300

Educational Ideas Have Consequences IHC Video
Game & A Classical Libertarian Game Engine

[1646] Opportunities exist to create novel educational
video games embodying Libertarian ideals. The service of
classic ideals will endow video games with far more realistic
and meaningful worlds, greater emotional and spiritual
immersion, epic storytelling, and more engaging gameplay;
thusly creating a more exalted realm of games with classical
soul. The goal of this research project is to 1) create a func-
tional Road to Freedom video game, 2) realize the patent-
pending “Ideas Have Consequences” game engine and a new
breed of deeper, more meaningful games, and 3) develop
websites and publish articles and papers pertaining to a new
realm of video games which explore societal and economic
evolution based on the premises that ideas have conse-
quences, and that classical libertarian philosophies are best
suited to supporting freedom—the freedom described in
America’s Founding Documents including: “We hold these
truths to be self-evident, that all men are created equal, that
they are endowed by their Creator with certain inalienable
rights, that among these are life, liberty and the pursuit of
happiness.” Such ideals are certainly worth fighting for in the
real world—they were worth pledging ones life, one’s for-
tune, and one’s sacred honor; and such ideals would be worth
fighting for in game worlds.

[1647] The novel “Ideas Have Consequences” (IHC) video
game engine will allow the player to fight for the foundational
ideas of'the classical liberal tradition. Throughout history the
most grotesque monsters have not been individuals nor physi-
cal monsters, but ideas contained in collectivist, tyrannical,
and statist philosophies which oppose the individual’s natural
rights and freedoms; and which exalt kings and the elite above
the common rule of law. While modern video games allow
one to fight grotesque monsters rendered with stunning pixel
counts, they fail to grant insight into the monster’s souls. Thus
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modern games lack deeper dramatic action, epic stories, and
character development; along with heart, spirit, and soul—the
games lack exalting philosophy and enduring art. As words
are the spirit’s vessel, monsters that espouse ideologies—in
words as well as deeds—will be far more realistic and will
lend deeper meaning to games. For it is not the semblance of
the creature that is so terrifying in the greatest horror films and
thrillers, but it is the soul. And too, it is not the countenance of
thugs and dictators—not their singular physical presence
which deprives freedom and massacres multitudes; but it are
their monstrous ideas. So it is that the player will be able to
become a “hero” in IHC games, and defeat the deniers of
freedom by battling their ideas; witnessing graphical game-
world depictions of their high-stakes successes and failures.
Players may fight for entities including the freedom of
speech, the right to bear arms, private property rights, intel-
lectual property rights, taxation without representation, the
freedom of religion, equal justice for all, the gold standard,
and more.

[1648] The IHC game engine will foster games wherein the
battle to defend classical libertarian ideals will enhance and
deepen the gameplay. Players will be afforded the unique
opportunity to fight for classical ideals and oppose collectivist
and tyrannical philosophies depicted via words, deeds, and
institutions such as the Ministry of Peace and Truth mani-
fested in the game worlds and dystopias. The IHC engine will
be capable of rendering the spirit of the American Revolution,
as well as the themes of Orwellian and Randian literature, in
realistic worlds that evolve according to prevailing ideas.
Imagine playing a Howard Roark or John-Gait-like character,
or a Winston Smith in a 1984 world, where you one could
actually liberate the world from Big Brother while battling
groupthink, both via word (including dialogue trees as seem
in Mass Effect) and deed (typical FPS action). The philoso-
phies of Mises, Rothbard, and Hayek will lie at the founda-
tions of IHC games wherein the player will be perpetually
challenged to fight for liberty’s ideals. The stakes will be high,
and the player will witness graphical representations of the
physical ramifications of their successes and failures, as the
game world evolves according to the ideas and philosophies
that come to rule the world and/or dystopia.

[1649] Thenovel IHC game engine, games, and their devel-
opment will be featured in articles and papers, at conferences,
at the festivals I founded and host, and the class that I teach on
Artistic Entrepreneurship & Technology:

[1650] http://herosjourneyentrepreneurship.org

[1651] http://herosjourneyrenaissance.org

[1652] http://artsentrepreneurship.com

[1653] hittp://greatbooksgames.com/

[1654] In the summer of 2007, I filed a provisional patent

for the “Ideas Have Consequences” (IHC) video game
engine, dedicated to bringing classical Libertarian ideals to
life. I presented the IHC game engine at IHS’s summer 2007
Cinematic & Literary Traditions of Liberty at UCLA during
my opening-night lecture entitled “Hero’s Journey Entrepre-
neurship.”

[1655] A staple of the festivals I host is a panel on video
game development with top game designers and writers
including Flint Dille and John Zuur, and they also joined me
on a panel at IHS’s summer 2007 Cinematic & Literary Tra-
ditions of Liberty at UCLA.

[1656] By allowing players to serve and fight for classical
ideals, the IHC game engine will present more meaningful
and pertinent worlds, afford the players deeper emotional and
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spiritual immersion, and result in more engaging and realistic
gameplay; as ideas have consequences. As Aristotle noted,
the subplot and the plot must be unified, and the premise of
this invention allows the on-screen action to mirror the deeper
dramatic action that takes place in the realm of ideas.

[1657] At the crux of the IHC patent and the IHC game
engine is the heart and soul of the Libertarian philosophy
which comes to us from Athens and Jerusalem—from
Socrates and Jesus, from Plato, Aristotle, and Moses; and
more recently from Jefterson, Jackson, Hayek, Mises, Roth-
bard, and Rand. To date, nobody has incorporated the nobility
of'the Greats’ ideas and their eloquent words in video games,
and then pitted those classical ideals against the likes of
tyrants, deconstructionists, and collectivists such as Marx,
Lenin, Mussolini, and King George.

[1658] An embodiment of the game engine may demon-
strate that where collectivism reigns and the US Constitution
and its supporting texts are banished, banned, or decon-
structed, society deteriorates both physically and spiritually.
Long lines will form as shops close up, and a police state will
evolve as natural freedoms are curtailed and denied. A 1984
dystopia may come to be if the player fails to defeat collec-
tivist ideologies, and the Ten Commandments will be
replaced with posters of tyrannical rulers in the courthouses.
The stakes of the game will be high, and should the player fail
to win the battle for the classical truths in the Western Heri-
tage, they will not only see, but suffer the physical manifes-
tations of decline and decadence. Should the player fail to
take correct, timely, and prudent action in the battle for clas-
sical ideals, they will witness skyrocketing inflation and
populations driven to war. Players will be able to fight via
both word and deed, utilizing the first two amendments of the
US Constitution.

[1659] The player will determine allies and enemies in the
game world by words and deeds. Real historical quotes could
be used, and the in-game characters could even quote from
books, citing the authors. Or the in-game characters could
speak words echoing various ideologies, or partake in actions
representing ideologies. The player would have to figure out
if they are friend or foe, based on their words and deeds,
remembering that actions speak louder than words.

[1660] For instance, a friendly character could say things
such as:
[1661] Alliel: “Even the striving for equality by means of a

directed economy can result only in an officially enforced
inequality—an authoritarian determination of the status of
each individual in the new hierarchical order.”—Hayek

[1662] Allie2: “It is an enormous simplification to speak of
the American mind. Every American has his own mind.”—
Mises

[1663] Allie3: “We hold these truths to be self-evident, that
all men are created equal, that they are endowed by their
Creator with certain inalienable rights, that among these
are life, liberty and the pursuit of happiness.”—7%e Dec-
laration of Independence

[1664] Allie4: “The Congress shall have power to . . . pro-
mote the progress of science and useful arts, by securing
for limited times to authors and inventors the exclusive
right to their respective writings and discoveries;—The
United States Constitution

[1665] AllieS: “The simple idea that the will of the ruler
was not the ultimate source of authority helped lay the
groundwork for a pluralistic society, the flowering of indi-
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vidualism, and eventually the scientific and economic
miracles of Western civilization”—7he Libertarian
Reader

[1666] While an enemy character would say Orwellian

things such as “War is Peace, Freedom is Slavery, Ignorance

is Strength,” or:

[1667] Enemyl: “It is true that liberty is precious—so pre-
cious that it must be rationed.”—Lenin

[1668] Enemy2: “Give us the child for 8 years and it will be
a Bolshevik forever””—Lenin

[1669] Enemy3: “One man with a gun can control 100
without one.”—Lenin

[1670] Enemy4: “Alie told often enough becomes truth.”—
Lenin
[1671] Enemy5: “From each according to his abilities, to

each according to his needs.”—Karl Marx

[1672] Enemy6: “In a higher phase of communist society .
. . only then can the narrow horizon of bourgeois right be
fully left behind and society inscribe on its banners: from
each according to his ability, to each according to his
needs.”—Karl Marx

[1673] Enemy7: “Religion is the impotence of the human
mind to deal with occurrences it cannot understand.”—
Karl Marx

[1674] Enemy8: “Religion is the opium of the masses.”—
Karl Marx
[1675] While typical video games rely on mindless vio-

lence directed against monsters represented via physical
characteristics; they never let the player battle the greater
monsters and enemies of collectivist ideas, statist philoso-
phies, and fiat economists who ultimately are statists. Alan
Greenspan wrote, “In the absence of the gold standard, there
is no way to protect savings from confiscation through infla-
tion. . . . This is the shabby secret of the welfare statists’
tirades against gold. Deficit spending is simply a scheme for
the confiscation of wealth. Gold stands in the way of this
insidious process. It stands as a protector of property rights. If
one grasps this, one has no difficulty in understanding the
statists’ antagonism toward the gold standard.”””

[1676] And so itisthat this video game offers more realistic
gameplay by actually allowing the player to battle ideas; both
in dialogue form and on the battlefield. Enemies are not
identified by their mere appearance, but rather by their ideas,
which are written, spoken, and manifested via action and in
institutions throughout the game.

[1677] The bestselling PS2 game of all time is Grand Theft
Auto, selling over 25,000,000 copies. In the open-ended
game, one is allowed to hire a hooker and then kill her and get
one’s money back. Not only is that reprehensible, but the
game quickly gets boring, as the missions are all performed in
a most superficial context of stealing and killing for the sake
of'stealing and killing. There is no higher purpose—there are
no classical ideals being served. It’s all just a game of high-
pixel-count plundering, where truth and story have been
replaced by spectacle, soul with semblance, and deeper phi-
losophies with superficial groupthink. The present invention
proposes that the service of classic ideals will endow video
games with far more meaningful worlds, emotional and spiri-
tual immersion, and engaging gameplay.

[1678] The rising generation is longing for more meaning-
ful and exalted art, and I would be grateful for this grant which
would allow me to serve them with such art. Imagine the
following embodiment of the present invention:
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[1679] 1. A system and method for creating an electronic,
interactive video game wherein ideals and ideas have con-
sequences

[1680] 2. Thesystem and method in 1 where the qualities of
being a vampire or zombie are passed along via the com-
munication of said ideals and ideas.

[1681] 3. The system and method in 1 where dialogue trees
are infused with said ideas and ideals, and wherein the
ideas and ideals live or die in the gameworld depending on
the dialogue that is chosen.

[1682] 4.Thesystem and methodin 1 where action trees are
infused with said ideas and ideals, and wherein the ideas
and ideals live or die in the gameworld depending on the
action that is chosen.

[1683] 5. The system and method in 1 where dialogue and
action trees are infused with said ideas and ideals, and
wherein the ideas and ideals live or die in the gameworld
depending on the dialogue or action that is chosen.

[1684] 6. The system and method in 1 wherein the conse-
quences of ideas such as collectivism are brought to life in
the game world, as well as the characters ability to fight the
ideas of collectivism

[1685] 7. The system and method in 1 wherein the conse-
quences of ideas such as communism are brought to life in
the game world, as well as the character’s ability to fight the
ideas of communism

[1686] 8. The system and method in 1 wherein the conse-
quences of ideas such as classical liberty and freedom are
brought to life in the game world, as well as the character’s
ability to fight for the ideas of classical liberty and freedom

[1687] 9. The system and method in 1 wherein the conse-
quences of ideas such as those found in the Declaration of
Independence and Constitution are brought to life in the
game world, as well as the character’s ability to fight for the
ideas of classical liberty and freedom

[1688] 10. The system and method in 1 wherein ideas such
as collectivism are explored over time. Imagine the follow-
ing embodiment of the present invention:

[1689] 1. A system and method for providing a dialogue or
action tree in a video game where moral choices underly the
choices presented
[1690] 2. The method in 1 where moral choices lead to
victory including but not limited to winning loved ones, win-
ning one’s home, winning freedom, winning one’s country,
and amoral or immoral choices lead to defeat, including los-
ing one’s freedom, losing one’s country, losing one’s home.
[1691] 3. The method in 1 where the dialogue and/or action
trees are based upon to the plot points of great books and
classics, such as the odyssey, the iliad, hamlet, biblical sto-
ries, and more—{for instance, what if Moses hadn’t smashed
the ten commandments?
[1692] 4. The method in 1 where the dialogue and/or action
trees are based upon famous historical events including the
American Revolution, where one could study the conse-
quence
[1693] 5. The method in 1 where when players follow the
course of action of the protagonists in epic stories and great
books and classics, they are rewarded with the rich and tri-
umphant, even when tragically cathartic, stories of the great
books and classics. And when they fail to make the correct
decisions regarding dialogue or action, they lose the plot of
the epic classics, and are presented with a dumbed down,
degraded version as Odysseus loses Penelope and Beatrice
loses Dante.
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[1694] 6. The method in 1 where when players follow the
course of action of the protagonists in epic stories and great
books and classics but performed in contemporary contexts
with contemporary language and settings, they are rewarded
with the rich and triumphant, even when tragically cathartic,
stories of the great books and classics. And when they fail to
make the correct decisions regarding dialogue or action, they
lose the plot of the epic classics, and are presented with a
dumbed down, degraded version as Odysseus loses Penelope
and Beatrice loses Dante, just as marriage is dying in our own
culture.

[1695] Imagine an embodiment of the present invention as
follows:
[1696] A video game which has characters that have ideas,

ideologies and philosophies, where said ideas, ideologies,
and philosophies are manifested in the evolution of the game
world.

[1697] A video game wherein characters speak words
reflecting said ideologies and philosophies.

[1698] Wherein said ideologies may be rooted in historical
ideologies and philosophies.

[1699] Where the player character can choose whether or
not to interact with characters based on their ideologies.
[1700] Where the player character can choose whether or
not to shoot characters based on their ideologies.

[1701] Where the player character can choose whether or
not to shoot in game characters based upon the words they
speak.

[1702] Where the world evolves depending on the ideolo-
gies that are allowed to live.

[1703] Where the in-game, open-ended world evolves
depending on the ideas and ideologies that are killed.

[1704] Where the in-game, open-ended world evolves
depending on which characters the character interacts with.
[1705] Where the in-game, open-ended world devolves
when collectivist ideologies prevail.

[1706] Where the in-game, open-ended world is exalted
when judeo-christian ideologies prevail.

[1707] Where the character is murdered by collectivists
when he fails to kill the collectivist characters.

[1708] Wherein the video game world brings to live literary
works such as Orwell’s animal farm.

[1709] Wherein the video game brings to life the result of
political campaigns.

[1710] Wherein the video game brings to live novels such
as Atlas Shrugged, 1984, and A Brave New World.

[1711] Wherein the video game brings to life Hayek’s The
Road to Serfdom.

[1712] Wherein the video game brings to life Autumn
Rangers.
[1713] Wherein the video game brings to live economic

theories and free markets versus socialistic conflicts.

[1714] Wherein the video game world will devolve in a
physical manner when communism, collectivism, and/or
fiatism take hold. The video game world will devolve in a
physical manner including, but not limited to, dreary build-
ings, increased drinking, long lines waiting for materials and
food and goods, a police state, martial law, less freedom,
walls, banned books, banned thoughts, and banned art.

[1715] Thevideo game world will devolve when those who
espouse communistic tendencies are allowed to dominate.
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[1716] The video game may also allow the first person
player to win the world over via speaking ideologies and
arguing their point, trying to convince the population of the
virtues of leading via virtue.

[1717] The video game will allow the optimum blend of
Jeffersonian Classical Liberalism to prevail in the world. The
video game will allow the player to fight for the high morals
expressed in The Odyssey, Shakespeare, and the Bible.
[1718] Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology.

[1719] Versions of the video game would allow one to fight
for the ideals expressed in The Book of Matthew and/or the
Apology, wherein one may actually save Socrates or Jesus.
[1720] Thevideo game will allow classical liberal, libertar-
ian, collectivist, and other ideologies to face off in a world
where ideas have consequences, and where the world actually
evolves according to the prevailing ideals.

Building the Novel Ideas have Consequences Video Games
[1721] The purpose of this invention is not to reinvent the
wheel nor to describe how to build a standard video game
system such as an XBOX or Playstation or Wii or PC. Nor is
the purpose to describe how to create an FPS or MMORPG
nor TPS, all of which could be enhanced and exalted by the
present invention. Rather, building upon the ample prior art,
this invention exalts a brand new breed of video games. This
invention builds upon prior inventions such as U.S. Pat. No.
6,935,954, Sanity system for video game, and patent appli-
cation number 20070087798: Morality system and method
for video game: system and method for creating story, deeper
meaning and emotions, enhanced characters and ai, and dra-
matic art in video games. Both these documents describe the
fundamentals of building a gaming system and a game, both
in words and figures, and there is no need to repeat, nor
recount the art here.

[1722] This invention will foster video games built upon
standard video game consoles and systems such as those
represented in FIG. 3 of U.S. Pat. No. 6,935,954: Sanity
system for video game, and the accompanying description of
the figure contained in U.S. Pat. No. 6,935,954. This inven-
tion will foster video games built upon standard video game
consoles and systems such as those represented in FIGS. 4A
and 4B of U.S. Pat. No. 6,935,954, and the accompanying
description of the figure contained in the patent. Similar fig-
ures for gaming systems are also included in patent applica-
tion #20070087798: Morality system and method for video
game: system and method for creating story, deeper meaning
and emotions, enhanced characters and ai, and dramatic art in
video games. As all the above mentioned figures represent
standard depictions of gaming consoles and systems, and are
found in the prior art, there is no need to redraw them here.
Rather, the purpose of this application is to build upon the
prior and current art.

Basic Embodiments of the Present Invention

[1723] Someone skilled in the art of video game design
development could build and complete a game in the novel
realm of games that the present invention will foster. This new
class of games could be built on multiple platforms, including
the Playstation, Xbox360, Wii, and the PC. The most straight-
forward way to build an “Ideas Have Consequences” game
would be to begin by using a game engine such as Unreal,
Torque, C4, Crysis, or some other game engine; and then
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layer the Al ontop of it. This new realm of gaming could
quickly and easily be brought to life by a small team of
developers.

[1724] The basic precepts of this patent could be rendered
in multiple forms and embodiments by common developers
skilled in the art of game development. The present invention
would lead to a brand new realm of video games and exalted
games including games where ideas had consequences in the
game world, and where vampire and zombie qualities are
communicated by ideas, and not by physical content includ-
ing biting. A multitude of game engines could be used, includ-
ing the Torque Game Engine, the Unreal Engine, the C4
engine, XNA, and other engines.

[1725] Using the Torque engine, a simple manifestation of
the game could be built as follows:

[1726] 1. $250 for NDA/non-compete/copyright assign-
ment—just to get started! Send me your address! (Please find
the documents attached—you could sign & scan & email).
[1727] 2. $250 for the following—The standard Torque
FPS shooter working with the following packages, working,
with source code & any changes documented/commented in
code: I will buy and provide packages:

[1728] http://garagegames.com/products/104/  (environ-
ment)
[1729] hittp://garagegames.com/products/271/ (yack pack

to help with the speaking)
[1730] http://garagegames.com/products/172/ (for help
with animation)

[1731] http://garagegames.com/products/176/  (weapons
pack)
[1732] http://garagegames.com/products/75/ (soldier

pack) for FPS player

[1733] http://garagegames.com/products/277/ (pam pack)
for enemies

[1734] http://garagegames.com/products/95/ (ava pack)
for enemies

[1735] http://garagegames.com/products/61/ (adam pack)
for enemies

[1736] http://www.mydreamrpg.com/orders/browse_

products.php (combat starter kit)

[1737] 3. $250 for adding voices and introducing basic
gameplay:

[1738] a.enemy characters say things that get louder as you
get closer

[1739] b. enemy characters try to shoot player character
[1740] c. enemy characters multiply over time

[1741] 4. $250 for final documentation/questions

answered/tweaks/final code

[1742] Oncethe above basic game is built by someone with
knowledge in the field, various voice files, reflecting various
ideologies, could be added. In such a game, “monsters”
would be identified by their ideas, manifested in manners
including the books they read, the places they convene at, the
words they speak, and the things they do. The monster’s
words, and the ideas behind them, will have consequences in
the game. Thus, the ideas and ideals that prevail, in word,
deed, and action will influence the eventual outcome of the
game.

[1743] One version of the game would allow the fiatocra-
cy’s masters to pursue and persecute characters for merely
writing or speaking words that counter and question the Cor-
porate State, mimicking a feminist literature department and
creative writing classes such as those taught by Joyce Carol
Oates. The fiatocracy would sanction and approve and fund
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such games, just as they approve of hiring and killing hookers,
while shooting innocent cops and civilians, flaunting the law;
and such games could be used to train future MBAs and
lawyers to take people’s homes and transfer their wealth to the
fiatocracy’s banks via the inflation tax and countless other
forms of corruption. But a nobler version of the game would
allow the player to fight for the US Constitution, Shakespeare,
and the Bible, as did Lincoln.

[1744] In the simplest manifestation of the game, the play-
ers try to shoot the enemy characters. The enemy characters
are identified by their ideas—manifested in manners includ-
ing, but not limited to, the words they speak and/or read, the
people they congregate with, and the actions they partake in.
This alone would mark the game as a novel and maverick
form of gaming.

[1745] Inaslightly more advanced version of the game, the
enemy characters could multiply over time, by spreading
their ideas with spoken and/or written words. The enemy
characters are identified by the words they speak. This alone
would mark the game as a novel and maverick form of gam-
ing. The player character would have to shoot the enemy
characters before their ideas became too dominant. This
manifestation of the present invention would have aspects of
a typical vampire or zombie game, but it would differ in that
the qualities of being infected are not spread by a virus, nor
physical encounter, but by taking in ideas—including ideas
that might have dire consequences. For instance, if the player
is unable to stop, via word or deed, too many people from
buying in to collectivism, the world as a whole will suffer dire
consequences.

[1746] Inaslightly more advanced version of the game, the
enemy characters could multiply over time, by spreading
their ideas with spoken and/or written words. The enemy
characters could hold meetings and form militias, which
would grow more powerful over time. The enemy characters
are identified by the words they speak. This alone would mark
the game as a novel and maverick form of gaming. The player
character would have to shoot the enemy characters before
their ideas became too dominant, and resulted in the decline
of the civilization.

[1747] Inaslightly more advanced version of the game, the
enemy characters could multiply over time, by spreading
their ideas with spoken and/or written words. The enemy
characters are identified by the words they speak. Instead of
shooting the enemy character, the player could try to reason
with them through a dialogue tree or other means. At some
point, voice recognition software could be incorporated. This
alone would mark the game as a novel and maverick form of
gaming. The player character would have to reason with the
enemy characters, through a dialogue tree or other methods,
including spoken words, before the enemy’s ideas became too
dominant amongst the npc or real characters in the game
world. If reason failed, they may be called upon to shoot the
enemy npcs or real characters before their ideas became to
dominant. If they shot the enemy characters too soon, they
may not be able to find compatriots, nor sympathetic follow-
ers, who will have perceived their shooting or preemptive
actions as uncalled for and unjust. But if they waited too long
to speak or take action, the world would be lost, and tyranny
and corruption would prevail.

[1748] Inaslightly more advanced version of the game, the
enemy characters could multiply over time, by spreading
their ideas with spoken and/or written words, similar to how
vampires and zombies spread their viruses and nature via
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physical contact. The antidote to having been infected by bad
ideas would be good ideas, which the player character would
have to speak. So it is that this invention could also lead to an
exalted, new form of the classical vampire and/or zombie
game, where the word, soul, and spirit played a greater role.
[1749] Inaslightly more advanced version of the game, the
enemy characters could multiply over time, by spreading
their ideas with spoken and/or written words, similar to how
vampires and zombies spread their viruses and nature via
physical contact. The antidote to having been infected by bad
ideas would be good ideas, which the player character would
have to speak. So it is that this invention could also lead to an
exalted, new form of the classical vampire and/or zombie
game, where the word, soul, and spirit played a greater role.
Furthermore, cultural evolution based on ideas could be
simulated, as well as revolutions and struggles for liberty and
freedom against tyranny and oppression. Furthermore, cul-
tural evolution based on ideas could be simulated, as well as
revolutions and struggles for liberty and freedom, based on
the classical Judeo-Christian heritage, against the fiatocracy’s
tyranny and oppression, based on paganism, feminism, com-
munism, and GTA/GOW fanboyism.

[1750] The enemy characters are identified by their ideas
and ideals, manifested in the words they speak. Instead of
shooting the enemy character, the player could try to reason
with them through a dialogue tree or other means. At some
point, voice recognition software could be incorporated. This
alone would mark the game as a novel and maverick form of
gaming. The player character would have to reason with the
enemy characters before their ideas became too dominant. If
reason failed, they may be called upon to shoot the enemy
characters before their ideas became to dominant. If they shot
the enemy characters too soon, they may not be able to find
compatriots, nor sympathetic followers, who will have per-
ceived their shooting or preemptive actions as uncalled for
and unjust. But if they waited too long to speak or take action,
the world would be lost, and tyranny and corruption would
prevail.

[1751] The above video game scenarios and embodiments
of the present invention are not meant to limit nor constrain
the present invention. Millions of other combinations and
manifestations of video games wherein ideas have conse-
quences and/or where actions speak louder than words, and/
or where matching word and deed leads towards victory,
and/or wherein virtuous word and deed lead towards victory
could be imagined, rendered, and built by someone knowl-
edgeable in the realm of video game design and implemen-
tation. And as the tools are getting easier and easier to use with
each passing day, it will become easier and easier to build the
games implied by this invention.

[1752] Therealm of video gamingis a crowded art, and thus
seemingly small ideas, such as those described in the current
invention, could have vast and resounding consequences.

BRIEF DESCRIPTION OF THE
DRAWINGS/FIGURES

[1753] FIG. 1 describes a basic scenario where the player
has the option of speaking truth to power. Of course he may be
killed or shot by some force such as the feminist fanboy
fiatocracy, but only by speaking truth to power shall their soul
remain intact and become exalted. Only by speaking truth to
power will they reach the apotheosis, and only by doing the
right, moral thing, shall they become exalted, and shall they
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be able to wield the Gold 45 Revolver—for it only glows gold
for those doing the right thing.

[1754] FIG. 2 illustrates one of the most basic gametlows
and novel gaming aspects of the present invention, which
allows one to fight for ideas. In this most simple case, the
player encounters a woman quoting Lenin. If the player
quotes Marx to her, or Engels, the world is lost—it falls to
communism, collectivism, and Satanism. If the player exalts
her by quoting Hayek, or Adam Smith, or Mises, or Moses or
Jesus, then the world is saved and exalted. A more complex
interaction may consist of the above scenario with dialogue
trees, which are used as the attempt to logically exalt the
woman who was found quoting Lenin, and by reasoning with
her, to recruit her to fighting for a better world. In various
manifestations of this dynamic, by failing to reason with
enough npc’s, it might so happen that the rebel force that the
player is trying to build never reaches critical mass. In no way
does the simplicity of the action and dialogue in FIG. 2
prevent the present invention from exalting and embodying
far more complex actions and dialogues. While Marx, Lenin,
Hayek, and Mises are used in this example, any ideology; and
its opposition, could be used. Though the more exalted the
ideology, the more fun the game will be.

[1755] FIG. 3 illustrates a slightly more complex course of
action and dialogue that the present invention could afford in
a game. Unable to reason with the woman quoting Lenin, the
player ultimately must shoot her to save the world. Of course
all the feminized fanboys will detest this, as they lean left-
wards and thus prefer jacking cars, hiring and killing prosti-
tutes, and killing the innocent unborn over fighting for liber-
ty’s ideals; but it’s high time for the feminist fanboys to man
up, which is what this invention does, taking advantage of the
vast and exalted realms of gameplay and novel forms of
gaming that counter the prevailing expert opinion, while pro-
viding a solution to a long-felt need—video games with soul.
[1756] FIG. 4 illustrates the brand new form of vampire and
zombie games the present invention would afford. In the prior
art, the condition of being a vampire or zombie was typically
communicated by physical interaction, such as physical bit-
ing of the victim. Also, now and then, viruses have trans-
formed people. In the present invention, ideas would trans-
form people. The ideas could be communicated both by the
spoken and written word, including conversations, speeches,
pamphlets, and other means and methods. Those who receive
the ideas would become “vampires” and “zombies” of the
cause.

[1757] FIG. 5 illustrates how the present invention may be
used to bring the great books and classics alive in a dialogue
tree. The present invention may father future inventions
which treat this fundamental, basic concept in far more detail.
[1758] FIG. 6 illustrates how the present invention may be
used to bring Scripture to life. The present invention may
father future inventions which treat this fundamental, basic
concept in far more detail. The wisdom of all classical proph-
ets and poets may be brought to life in a similar manner, as
ideas have consequences.

[1759] FIG. 7 illustrates how the present invention may be
used to bring Scripture to life. The present invention may
father future inventions which treat this fundamental, basic
concept in far more detail. The wisdom of all classical proph-
ets and poets may be brought to life in a similar manner, as
ideas have consequences. Jesus preaches turning the other
cheek, and Odysseus often must forgo honor and glory, and
take abuse.



US 2009/0017886 Al

[1760] FIG. 8 pertains to matching word and deed—to both
speaking out for and fighting for exalted classical ideals such
as those found in Hayek/Adam Smith/Homer/Scripture and
the Constitution.

[1761] FIG. 9 illustrates how the present invention fosters
gameplay and gameworlds that are influenced depending on
how the player interacts with various none-player characters
(npcs), based on the npcs’ ideas and ideals that are manifested
in writing and talking.

[1762] FIG. 10 illustrates how the present invention calls
upon the player to judge another player’s character. By asso-
ciating with liars, the game is lost. By associating with char-
acters of exalted and upstanding character, the game is won.
[1763] FIG.11 illustrates a slightly more complex course of
action and dialogue that the present invention could afford in
a game. Unable to reason with the npc who starts speaking
evilly and even begins acting evilly, the player ultimately
must shoot the npc to save the world. Of course all the femi-
nized fanboys will detest this, as they detest Jefferson’s and
Madison’s notion of “The Rule of Law,” and lean leftwards
and thus prefer jacking cars, hiring and killing prostitutes, and
killing the innocent unborn over fighting for liberty’s ideals;
but it’s high time for the feminist fanboys to man up, which is
what this invention does, taking advantage of the vast and
exalted realms of gameplay and novel forms of gaming that
counter the prevailing expert opinion, while providing a solu-
tion to a long-felt need—video games, and culture, with soul.
[1764] FIG. 12 illustrates how the present invention would
allow a character to recruit fellow members of their fellow-
ship. If the character fails to recruit those with exalted char-
acter, they will ultimately fail.

[1765] FIG. 13 illustrates how the present invention has the
novel exalted hooker herald, who plays the role of the goddess
with the secret—the Threshold Guardian—such as princess
Leah and Trinity. While games view hookers as lowlifes,
worthy of use, abuse, and murder, this novel invention would
foster games where the hookers have souls, and within those
souls are the secrets to the games greater glory and ultimate
victory over the fiatocracy and the Supreme Court which has
sanctified the murder of tens of millions innocent souls, and
plays GTA all day long, dancing on the graves of all the
aborted and the US Constitution, while wearing their black
robes. This is too difficult to draw, but the present figure shall
suffice for the basic concept. It should be noted that many
experts will oppose this invention because they prefer abor-
tion, prostitution, and killing hookers, over faith and the fam-
ily, as detailed in Rogue Economics by Loretta Napoleoni.
[1766] FIG. 14 illustrates how the present invention would
encourage players to not only speak words of wisdom, but to
take words of wisdom that they hear to heart, and live by them,
rendering words deeds.

[1767] FIG. 15 illustrates the novel form of weaponry the
present game would afford, where the weapons are only acti-
vated by those who act upon ideas and higher ideals. Ideas
have consequences, and thus those who fight for the right
ideas, reap the exalted consequences. The Gold 45
revolver—a normal revolver that glows gold when the char-
acter does the right thing is used in this example, but the
weapon could be any form of weapon or tool, or anything else
for that matter. As the Gold 45 Revolver is part of a contem-
porary mythology exalting the Great Books and Classics, it
shall be opposed and deconstructed in the fiatocracy’s faculty
and committee meetings across the land, but that’s the great
thing about Truth. Even weapons of mass destruction, such as

Jan. 15, 2009

committee’s headed by the University President’s chief of
staff, who never reads books nor steps in a classroom, cannot
destroy the Truth, the Soul, and Classic, Epic Mythology. And
so it is that the world, and the renaissance, are eventually won
by those who adhere to Truth, and fight for the poetic proph-
esies of the classical prophets and poets via both word and
deed. Their moral points augment, via word and deed in the
game’s context and reach the threshold, whereupon the
revolver starts glowing gold, allowing he who has suftered so
much to take revenge upon all those who persecuted the
innocent, and kicked him down, believing he was a beggar,
placing a crown of thorns on his head, and crucifying him.
[1768] FIG. 16 illustrates how the present invention could
exaltthe hero’s journey in a superior manner in virtual worlds,
and bring it to life in video games. The various stages of the
classical hero’s journey which Joseph Campbell made
famous are listed in (1601).

DETAILED DESCRIPTION OF THE
DRAWINGS/FIGURES

[1769] The following figures pertain to the flow of action
and dialogue—word and deed—in the realm of video games
and gaming.

[1770] FIG. 1 describes a basic scenario where the player
(100) has the option of speaking truth to power. Of course he
may be killed or shot by some force such as the feminist
fanboy fiatocracy, but only by speaking truth to power (102)
shall their soul remain intact and become exalted (104). Only
by speaking truth to power will they reach the apotheosis
(108), and only by doing the right, moral thing, shall they
become exalted, and shall they be able to wield the Gold 45
Revolver (106)—for it only glows gold for those doing the
right thing. If the player fails to speak truth to power (103),
they will suffer spiritual defeat (105), and the gold 45 (107)
will never work, and ultimately the showdown (109) will be
lost. Some other weapon may be substituted for the 45
Revolver, including a wand or bow and arrow, but the unique-
ness of this invention is manifested in the fact that heretofore,
no other game has linked the functionality of weapons to the
words and ideas that are spoken. Ideas and words have con-
sequences in this novel game.

[1771] FIG. 2 illustrates one of the most basic gametlows
and novel gaming aspects of the present invention, which
allows one to fight for ideas, both in word and deed. In this
most simple case, the player (201) encounters a woman quot-
ing Lenin (202). If the player quotes Marx (204) to her, or
Engels, the world is lost (207)—it falls to communism, col-
lectivism, and Satanism. If the player exalts her by quoting
Hayek (205), or Adam Smith, or Mises, or Moses or Jesus
(208), then the world is saved and exalted. A more complex
interaction may consist of the above scenario with dialogue
trees, which are used as the attempt to logically exalt the
woman who was found quoting Lenin, and by reasoning with
her, to recruit her to fighting for a better world. In various
manifestations of this dynamic, by failing to reason with
enough npc’s, it might so happen that the rebel force that the
player is trying to build never reaches critical mass. In no way
does the simplicity of the action and dialogue in FIG. 2
prevent the present invention from exalting and embodying
far more complex actions and dialogues. While Marx, Lenin,
Hayek, and Mises are used in this example, any ideology; and
its opposition, could be used. Though the more exalted the
ideology, the more fun the game will be. The novel aspects of
this invention is that it could lead to games that are won and
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lost purely in the realm of ideas. As voice recognition and Al
got better and better, one could imagine games where one
could win and lose the world, such as America, by trying to
deliver exalting and eloquent speeches, such as Abraham
Lincoln, or penning exalting documents, as did Jefferson and
our Founding Fathers. In another scenario, the player (211)
encounters an npc expressing opposition to Constitutional
ideals (212) in word and/or deed, whereupon the player has a
choice (213). The player can quote Marx/Fiat wisdom/col-
lectivist wisdom (214), or they can quote the Founding
Fathers (215). The selection may be made by a dialogue tree
or some sort of menu, or by actual voice and voice recognition
software. Should the player (211) choose to quote Marx/fiat/
communistic wisdom, the world will see rapid inflation,
deflation, theft via the inflation tax, massive debt, empire,
long lines, wealth transfer to the rich, depressions, corruption,
and war. Should the player (211) choose to quote the Found-
ing Fathers, the world will see Virtual world is exalted with
liberty, wealth creation, capitalism, freedom, private prop-
erty, peace, and prosperity. This figure represents a scenario
where the non-player character (npc) is easily convinced or
swayed by the player’s words. However, later figures depict
scenarios wherein the npc cannot be so easily convinced, and
where they begin to act upon their bad ideas, if reasoning with
them fails. Atthis point, when they are taking private property
and laying the road to tyranny, more exalted action is needed.
Any and all Constitutional ideas and ideals may be incorpo-
rated, as well as the societal consequences for falling short of
serving them. Such ideas would include private property, the
right the artist, author, and inventor to own their creations, the
right to life, liberty, and happiness, the right to bear arms, and
the freedom of speech. The fundamental action depicted in
the figure and these words, and elaborated and expounded on
throughout this novel invention, could be built upon to bring
novels and great works of literature and film to life in virtual
worlds and video games, such as 1984, 4 Brave New World,
Animal Farm, 300, Braveheart, and The Odyssey, as well as
historical events, such as the American Founding and the
Battle of Thermopylae. So it is that movie and game studios,
with the talent, artistry, and acumen to see the vast, unifying
value of classical ideals, could more efficiently marry film,
literature, and games; resulting in enhanced commercial and
educational opportunities.

[1772] FIG. 3 illustrates a slightly more complex course of
action and dialogue that the present invention could afford in
a video game. Marx/Lenin vs. F. A. Hayek/Founding Fathers
are used in this example, but any opposing ideologies could
suffice, as this novel invention is designed to show and mani-
fest the consequences of all ideas and ideals in the game
world, thusly giving the player something greater to fight for,
than mere points, or mere number of monsters killed, or mere
number of hookers killed, or mere completion of the exact
same FPS game that really hasn’t changed since DOOM, but
only obtained prettier graphics. Again the player (300)
encounters a woman quoting Lenin (301). The player than
chooses how to respond (304). If the player (300) quotes
Marx (303), the world falls to serfdom and tyranny (302).
This may be preceded by a critical mass of npcs arisning, all
quoting Marx and Lenin, taking the world down. However, if
the player (300) quotes The Founding Fathers (305), the
woman quotes more Lenin (306). The player than has another
option of what to do. If the player quotes Marx (308), again
the world may fall to Serfdom. If the player quotes Hayek
(310), then the woman, thinking that all he ever does is talk,
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and say stupid things, seizes his property for redistribution
(311). The player than has another choice of what to do. If the
player does nothing, the world will fall to Serfdom and tyr-
anny. If the player quotes Marx (313), the world will fall to
Serfdom (314) and tyranny. Ifthe player quotes The Founding
Fathers (316), the world will fall to serfdom (318) and tyr-
anny. At this point, the only way to save the world from
tyranny is to shoot the woman (317) for stealing property, at
which point the world is saved (319). There are many other
possible scenarios which could be built upon the basic “ideas
have consequences” novelty of this figure and invention. For
instance, the woman (301) could agree with the player (300),
and all would end in peace and freedom. As voice recognition
and speech recognition software grew more advanced, the
“ideas have consequences” game could become more and
more enjoyable. Unable to reason with the woman quoting
Lenin, the player ultimately must shoot her to save the world,
as she draws first blood by putting her ideas into action. Of
course all the feminized fanboys will detest this, as they lean
leftwards and thus prefer jacking cars, hiring and killing
prostitutes, and killing the innocent unborn over fighting for
liberty’s ideals; but it’s high time for the feminist fanboys to
man up, which is what this invention does, taking advantage
of'the vast and exalted realms of gameplay and novel forms of
gaming that counter the prevailing expert opinion, while pro-
viding a solution to a long-felt need—video games with soul.
[1773] FIG. 4 illustrates the brand new form of vampire and
zombie games the present invention would afford. In the prior
art, the condition of being a vampire or zombie was typically
communicated by physical interaction, such as physical bit-
ing of the victim. Also, now and then, physical viruses have
transformed people. In the present invention, ideas would
transform people into vampires and zombies. The ideas could
be communicated both by the spoken and written word,
including conversations, speeches, pamphlets, and other
means and methods. Those who receive the ideas would
become “vampires” and “zombies” of the cause. The player
could save the vampires or zombies, or inoculate them and
prevent infection, by ideas. For instance, in the gameworld,
npcl (401) encounters the npc2 (402) vampire who quotes
Lenin. Npcl then becomes a vampire/communist (404).
Npcl then encounters npc3 and quotes Lenin (406). Npc3
then also becomes a vampire/communist. Of course other
philosophers and ideologies could be substituted for Lenin,
Marx, and Communism, but one gets the idea. Also, Npc2
encounters woman2 and quotes Marx to her (405). Woman2
becomes a vampire/communist (407). Woman2 then encoun-
ters man3 (409) and quotes Lenin to him. Man3 then becomes
avampire/communist (410). Then, Man3 encounters a player
who quotes Hayek (411), and man3 is saved—he no longer is
a vampire/zombie/communist (412). Such novel scenarios
could be easily realized by a game designer, and the concepts
in this figure could be combined with concepts in the previous
figure, where when words aren’t enough to save or change
vampires and zombies, silver bullets and golden revolvers
may be needed. If the player fails to serve and speak out
and/or fight for ideas and ideals, the number of vampires
and/or zombies may reach a critical mass, and the conse-
quences will be dire, as dark consequences befall the video
game’s virtual world.

[1774] FIG. 5 illustrates how the present invention may be
used to bring the great books and classics alive in a dialogue
and action tree, wherein ideas have consequences. The
present invention may father future inventions which treat
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this fundamental, basic concept in far more detail. The player
(500) would reach a plot pointin Homer’s Odyssey (501). The
player would then have to make a choice of whatto say/do. By
choosing Odysseus’s words and/or his actions (504), such as
telling his men to tie him to the mast, the player is rewarded
with the exalted plot of the Odyssey as they are taken closer to
winning their home and Penelope, and they get to encounter
the next plot point (504). But, if the player (500) chooses
actions and words other than Odysseus’s (503), and tells his
men not to tie him to the mast, and the player (500) instead
seeks out the sirens, or lotus eaters, then he shall fail and be
taken off course. By mapping the dialogue and action trees of
a video game straight onto a classic, the present “ideas have
consequences” invention could be realized, as ultimately, all
Great Books and Classics are driven by Characters who har-
bor ideals, and their ultimate victory or defeat is a conse-
quence of ideals. This is why the prior art such as GTA and
GOW and Fallout3 is boring.

[1775] FIG. 6 illustrates how the present invention may be
used to bring Scripture to life. The player (600) could walk
through the world as a poet or prophet such as Jesus (601). A
plot point could arise (601), such as the people are about to
stone a hooker. The player would then have to choose what to
say or do. For instance, he could say, “Let he who is without
sin cast the first stone,” and then tell the hooker to “go and sin
no more.” So it is that he would bring peace and freedom to the
world. If Jesus spoke other words, the hooker may be stoned
to death, resulting in suffering. Such basic concepts may be
extrapolated and built upon to cover wars and civilizations,
which would rise and fall based on ideas that have conse-
quences. Abuses of Christianity and Hippocracy could be
explored, involving scenarios where the player’s character
said one thing and did another, or dealt with characters saying
one thing and doing another, which is covered in later figures.
The present invention may father future inventions which
treat this fundamental, basic concept in far more detail. The
wisdom of all classical prophets and poets may be brought to
life in a similar manner, as ideas have consequences. The
player can battle for ideas that are based upon classical moral
and economic principles of famous philosophers, prophets,
poets, statesmen, and economists including Plato, Moses,
Jesus, Gandhi Sun Tzu, Buda, Jefferson, Aristotle, F. A.
Hayek, Martin Luther King Jr., Homer, Ludwig Von Mises,
Adam Smith, and others, and witness the consequences of
both their success and failure of their battle, as the conse-
quences are rendered in the game’s physical world.

[1776] FIG. 7 illustrates how the present invention may be
used to bring Scripture and Great Books to life. The present
invention may father future inventions which treat this fun-
damental, basic concept in far more detail. The wisdom of all
classical prophets and poets may be brought to life in a similar
manner, as ideas have consequences. Jesus preaches turning
the other cheek, and Odysseus often must forgo honor and
glory, and take abuse. The player (799) reaches a plot point in
the game (700) where the enemy smites or hits the player. The
player then has a choice of what to do (701). The player could
turn the other cheek (702), and peace and freedom are brought
to the world (705). Or, the player could fight back (703), and
war would be brought to the world (704). Again classical
ideas and ideals have consequences, when rendered in action.
Here the idea is the moral calling to turn the other cheek, but
the idea could be anything based on a classical ideal, or any
moral premise. Another manifestation of the current inven-
tion could see the player playing as Odysseus (706). Odys-
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seus could encounter a plot point in the game (707), wherein
they are taunted. The player could then choose what to do
(708). If they endure the taunts and hits (710), as Odysseus
does for awhile (712), the plot is advanced towards ultimate
victory, whence Odysseus wins the showdown in the end,
string the bow and slaying all the suitors with his compatriot’s
help. If they fight back too soon (709), then the player (Odys-
seus in this case) would be killed before they could build their
fellowship (711). Again, this basic concept could be com-
bined with other concepts mentioned in this invention, includ-
ing building fellowships and recruiting compatriots by writ-
ing, speaking, and dissembling ideas and ideals.

[1777] FIG. 8 pertains to matching word and deed—to both
speaking out for and fighting for exalted classical ideals such
as those found in Hayek/Adam Smith/Homer/Scripture and
the Constitution. Such games implied by this figure would
require that ideals and ideas must be defended in both word
and deed, over and over again, for peace, wealth, and freedom
to prevail. This figure embodies the maxim “Liberty requires
eternal vigilance,” as well as the classical ideal of matching
word and deed. The player (800) encounters a plot point n the
game (801), whereupon they get a choice of what to say (803).
If they quote Lenin/Marx/Atheists/Case Studies (802), the
world devolves towards tyranny, as millions die in a collec-
tivist system (805), and individuals and creators are perse-
cuted. If they quote Hayek/Adam Smith/Homer/Scripture
and the Constitution (804), it brings peace, wealth, and free-
dom to the world. Individuals and creators are allowed to
prosper (806), enjoying property rights—a classical ideal
shared by Hayek, von Mises, the Bible, and the Constitution.
But alas, the struggle is not over as the player soon encounters
another plot point in the game (890), this time requiring
action (890), where they must choose what to fight for (810).
Again, if they fight for power/communists/the Matrix/Sau-
ron/Scottish Nobles, millions will die in a collectivist system.
Some might consider a fiatocracy to be a collectivist corpo-
rate system, as while it preaches a free market, the currency,
which can buy everything that is sold, is owned and operated
by a private corporation, who have quite a few friends in
government and on Wall Street. The player could choose to
fight for IDEALS and join the rebels/freedom fighters and the
Truth (811). In this scenario, peace and freedom would be
brought to the world (813). But again, the story is not over; for
soon, the player will face another plot point requiring another
choice of whether or not to serve classical ideals in word
(880) and/or deed. So it is that it is a long, hard road to
freedom as it was for America, and it is a long, hard road
towards Ithaca, as it was for Odysseus, and even when you
arrive on home, or become the wealthiest nation on earth,
there are yet battles to be fought.

[1778] FIG. 9 illustrates how the present invention fosters
gameplay and gameworlds that are influenced depending on
how the player interacts with various none-player characters
(npcs), based on the npes” ideas and ideals that are manifested
in writing and talking. The figure pertains to how fellowships
may be formed based on common ideas and ideals, just as
fellowships of revolutionaries were united in the American
Revolution, united by the ideas of Thomas Paine, Thomas
Jefferson, Publius, and other philosopher-statesmen. Imagine
a game where one would have to seek players out who spoke
an idea, and pass judgment on the idea. If the idea is good,
they should befriend the player. If the idea is bad, they should
walk away from the player. Imagine how fun that could be,
walking a Colonial town, seeking out those who were speak-
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ing the ideals of the American Revolution, found in the
exalted writings of our Founding Fathers! If they find enough
compatriots, the world is saved. If they fail, the world is lost!
Also, if a player encounters an npc speaking bad ideas, he
must walk away. Otherwise the bad ideas may invade his
group. The concepts in this figure could be combined with
concepts in other figures of this invention, including the figure
where the qualities of being a vampire or zombie are commu-
nicated by ideas. If an npc with bad ideas is let in the group or
fellowship of good npcs, all the good npcs could become
contaminated by the bad npc’s ideas, as ideas have conse-
quences. Also a single good player could make a huge difter-
ence, by starting slowly, and winning converts to liberty’s
eternal ideals via penning pamphlets and delivering speeches
and speaking words in the game, via dialogue trees, physical
speech, and other means. The player (901) encounters an npc
speaking good ideas (902). The player then gets a choice
(903). The player could befriend the npc (905), whereupon
the world is eventually saved (907) by the fellowship that is
formed, or the player can walk away from the npc (904),
whereby the world is eventually brought down (906) by the
association with the npc and their bad ideas. Alternatively, the
player (920) encounters an npc speaking bad ideas (908),
often opposing classical ideals. The player then has to make a
choice (910), where they either engage the npc (913) or walk
away from them (912). If they engage the npc, perhaps by
dialogue or handing them a pamphlet or listening to them or
receiving a pamphlet or some other means, and befriend
them, then the world will eventually fall due to the npc’s bad
ideas and influence. The npc may infiltrate their fellowship or
poison their other friends and turn them into vampires. Clas-
sical ideals/freedom/liberty will come closer to being lost/
defeated (911). Of course this is a simple scenario, and it
could be rendered on multiple levels and multiple ways,
including taking small steps towards victory or defeat with
each encounter of each npc. On the other hand, if the player
walks away from the npc (912), then the npc’s ideas do not
contribute to the fall of the world, nor the defeat of the player,
nor the erosion of classical ideals. And classical ideals/free-
dom/liberty are closer to prevailing (909). This novel form of
gaming could be enhanced with spies and characters who say
one thing and do another, who are addressed in the next figure.

[1779] FIG. 10 illustrates how the present invention will
foster games that call upon the player to judge another play-
er’s character. Games such as Gears of War never call upon
the player to judge a monster by their character, soul, and
ideals; but only by their superficial semblance. Character is
well defined by the Great Books and Classics—indeed they
are defined by character, and thus the great books are ideals
mentors and guides and platforms for the embodiment of this
invention. Those who match word and deed shall deemed
worthy of associating with. Those who fail to match word and
deed shall be avoided. By associating with liars and low,
malicious characters, the game is lost. By associating with
characters of exalted and upstanding character, the game is
won. Of course, this could be subtle, as those who say they are
going oft do not go, and those who say that they are not going
sometimes do. Actions speak louder than words. The player
(1001) may encounter an npc who says one thing and does
another (1099). The player (1001) then must make a choice. If
they walk away from the NPC (1005), the world comes closer
to being saved, as classical ideals and ideas have exalted
consequences. If they befriend the npc of low character, clas-
sical ideals and their consequences are ultimately opposed.
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Suppose the player in the video game (1010) encounters
characters who match word and deed (1011). The player then
has a choice. Suppose the player befriends the npc with good
character. Then classical ideals and their consequences are
advanced (1015). The player can also choose to walk away
from the npc (1016), whence classical ideals and their con-
sequences are then opposed (1013). The classical ideals may
be advanced in multiple manners, including by the forming of
a fellowship of compatriots who all agree that classical ideals
ought be advanced in word and deed—in dialogue, speeches,
pamphlets, and in action; such as who is fought against and
physically opposed, as described in earlier figures.

[1780] FIG. 11 illustrates a slightly more complex course of
action and dialogue that the present invention could afford in
a game. Unable to reason with the npc who starts speaking
evilly and even begins acting evilly, the player ultimately
must shoot the npc to save the consequences of classical
ideals including freedom, liberty, and justice. Of course all
the feminized fanboys will detest this, as they detest Jeffer-
son’s and Madison’s notion of “The Rule of Law,” and lean
leftwards and thus prefer jacking cars, hiring and killing
prostitutes, and killing the innocent unborn over fighting for
liberty’s ideals; but it’s high time for the feminist fanboys to
man up, which is what this invention does, taking advantage
of'the vast and exalted realms of gameplay and novel forms of
gaming that counter the prevailing expert opinion, while pro-
viding a solution to a long-felt need—video games, and cul-
ture, with soul. The player of the video game (1101) encoun-
ters an npc with bad ideas (1102) that could be manifested in
various forms, including spoken or written. Or the ideas could
even be manifested by an action the player (1101) witnesses
the npc (1102) partakes in. The player then has a choice. The
player (1101) may agree with the NPC (1107), in which case
classical ideals and their consequences are opposed, as the
npc is never reformed, and they go forth, spreading their
ideas. The bad ideas may create more vampires/zombies, as
described in earlier figures. Alternatively, the player (1104)
may ignore the npc (1107), in which case the npc continues
speaking bad ideas (1105). The bad ideas may create more
vampires/zombies, as described in earlier figures. The player
could disagree (1199) with the npc who may be reformed, or
they may speak more bad ideas (1112), or the npc may even
act on their bad ideas and shoot the player (1113). The player
will then have another choice (1114). Whether they agree
(1115) or disagree (1119) with the npc, whether they try to
reason with them or not, the npc will shoot the player (1116)
or (1120). The only solution at this point is to shoot the npc
(1117), who is becoming violent, or who is spreading too
many bad ideas, resulting in a growing fellowship of vam-
pires/zombies, which will ultimately defeat the world, as
shown in earlier figures. When the npc is shot (1117), classi-
cal ideals are exalted. Going back to step (1105), where the
npc speaks more bad ideas, this leaves the player (1101) with
achoice (1108). They can agree with the npc who speaks bad
ideas (1109) in which case classical ideals and their exalted
consequences such as liberty and freedom are opposed. Or,
the player (1101) could ignore the npc (1155), whereupon the
npc speaks more bad ideas (1112). Or, the player could dis-
agree with the npc (1166), in which case the npc might act on
their bad ideas and shoot the player (1113). At this point the
player may be dead. But if they are alive, the will have a
choice (1114). Whether they agree (1115) or disagree (1119)
with the npc, whether they try to reason with them or not, the
npc will shoot the player (1116) or (1120). The only solution
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at this point is to shoot the npc (1117), who is becoming
violent, or who is spreading too many bad ideas, resulting in
a growing fellowship of vampires/zombies, which will ulti-
mately defeat the world, as shown in earlier figures. When the
npc is shot (1117), classical ideals are exalted. The above
descriptions are but the simplest form of the “ideas have
consequences” video game engine. The simple addition of
classical ideals and the moral premise in the realm of games
and video-games could have far-ranging consequences.

[1781] FIG. 12 illustrates how the present invention would
allow a character to recruit fellow members to their fellow-
ship. If the character fails to recruit those with exalted char-
acter, they will ultimately fail. Imagine a game set during the
American Revolution where one would have to build an army
s0 as to oppose the British. One would want the men of
highest character—those who matched word and deed. Imag-
ine a game set in any era or setting, where one had to fight for
freedom or overthrow a tyrant—one would want men with
deep honor in their souls—honor which is manifested in
actions. So it is that ideas and ideals would have conse-
quences, as only those players with classic/epic ideals in their
souls would prevail. The actions and consequences are
readily apparent in the flowcharts. The player (1201) encoun-
ters a character who says one thing and does another (1202),
implying bad character. The player then has a choice (1204).
Ifthey recruit the npc (1206) then classical ideals are opposed
(1205), as the npc’s bad ideas infect the player and/or their
fellowship/quest/hero’s journey. If they walk away from the
npc (1207), then classical ideals are advanced (1203). When
the player (1210) encounters an npc who matches word and
deed (1211), the player has a choice (1212). If they walk away
from the npc (1215), then classical ideals are opposed (1214).
If they recruit the npc for their fellowship (1216), then clas-
sical ideals are advanced (1213), as those who surround them-
selves with men of honor and character are more likely to
succeed and reap the exalted consequences of exalted ideals.

[1782] FIG. 13 illustrates how the present invention empha-
sizes that central tenet of the Classical Judeo Christian Heri-
tage—all men and women—every soul—should be treated
with dignity. Most games are written for fanboys who never
understand this classical precept, as raised by single moms,
they do not believe that Odysseus is ever coming home. This
game shall bring the spirit of classical, epic literature to life,
and reward all those who play by the higher ideals, when
Odysseus does come home, as he surely will, when this inven-
tion exalts a renaissance in gaming. The player (1301)
encounters a hooker (1302) and the player then has a choice.
If the player (1301) talks to her and listens to her (1304), the
world is saved (1307), as the hooker hold a key piece of
information—an idea that must be manifested so as to exalt
the consequences of the gameworld. The hooker may tell the
player of his duty to exalt the gold standard, or the right to life,
liberty, and happiness, or some other Constitutional or moral
ideal. If the player ignores her words, or merely hires the
prostitute and kills her (1303), the world is lost (1305). So it
is that this invention introduces the novel exalted hooker
herald, who plays the role of the goddess with the secret—the
Threshold Guardian—such as princess Leah and Trinity.
While games view hookers as lowlifes, worthy of use, abuse,
and murder, this novel invention would foster games where
the hookers have souls, and within those souls are the secrets
to the games greater glory and ultimate victory over the
fiatocracy and the Supreme Court which has sanctified the
murder of tens of millions innocent souls, and plays GTA all
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day long, dancing on the graves of all the aborted and the US
Constitution, while wearing their black robes. This is too
difficult to draw, but the present figure shall suffice for the
basic concept. It should be noted that many experts will
oppose this invention because they prefer abortion, prostitu-
tion, and killing hookers, over faith and the family, as detailed
in Rogue Economics by Loretta Napoleoni.

[1783] FIG. 14 illustrates how the present invention would
encourage players to not only speak words of wisdom, but to
take words of wisdom that they hear to heart, and live by them,
rendering words deeds. The player (1402) encounters classi-
cal ideals in written words or an npc who speaks words of
wisdom from a prophet or poet (1401). The player then has a
choice (1407). If the player takes the words and classical
ideals to heart (1403) and renders them in word and/or deed,
the plot advances closer to winning the world (1404) and
rendering classical ideals as exalted consequences. If the
player ignores the world (1405), the world comes closer to
being lost (1406). Many expert fanboys will detest these
diagrams, and that is why their expert opinions lead to movie
flop after movie flop after movie flop when it comes to movies
based on games, and game flop after game flop after game flop
of games based on movies. If the player (1408) encounters a
classical ideal in written words or an npc who speaks words of
wisdom from a prophet or poet (1409) they will have a choice
(1490). What does the player do? (1490). If the player con-
tinues to jack cars and kill prostates and innocent civilians and
cops, the gameworld advances towards a decadent,
debauched world. If the player seeks higher purpose and
honors the Ten Commandments (1410) or other classical
ideals, the game advances towards an exalted world where
ideals are rendered in exalted consequences (1413). So it is
that the present invention far surpasses the world’s suppos-
edly greatest open-ended game—Grand Theft Auto. For GTA
is not an open ended world, as there is no chance to exalt the
greater world and save it from decadence and decline—there
is no opportunity to talk to hookers and reform them, and
perhaps to even be exalted by the secrets of their souls. The
simple concept of ideas having consequences in a video game
world has far-reaching implications for the industry, as novel
games could be exalted to new heights, especially when this
present patent is combined with Dr. Elliot McGucken’s ear-
lier inventions.

[1784] FIG. 15 illustrates the novel form of weaponry the
present game would aftford, where the weapons are only acti-
vated by those who act upon ideas and higher ideals. Ideas
have consequences, and thus those who fight for the right
ideas, reap the exalted consequences. The Gold 45
revolver—a normal revolver that glows gold when the char-
acter does the right thing is used in this example, but the
weapon could be any form of weapon or tool, or anything else
for that matter. As the Gold 45 Revolver is part of a contem-
porary mythology exalting the Great Books and Classics, it
shall be opposed and deconstructed in the fiatocracy’s faculty
and committee meetings across the land, but that’s the great
thing about Truth. Even weapons of mass destruction, such as
committee’s headed by the University President’s chief of
staff, who never reads books nor steps in a classroom, cannot
destroy the Truth, the Soul, and Classic, Epic Mythology. And
so it is that the world, and the renaissance, are eventually won
by those who adhere to Truth, and fight for the poetic proph-
esies of the classical prophets and poets via both word and
deed. Their moral points augment, via word and deed in the
game’s context and reach the threshold, whereupon the
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revolver starts glowing gold, allowing he who has suffered so
much to take revenge upon all those who persecuted the
innocent, and kicked him down, believing he was a beggar,
placing a crown of thorns on his head, and crucifying him.
Although the weapon is a revolver which glows gold and
exhibits super powers when wielded by those with classical,
exalted souls—those who have walked the high rode, made
the hard choices, and fallen and gotten up—like Odysseus—
the weapon could be any weapon or apparatus used to
advance the game, such as a magic wand, whip, knife, sword,
or other tool. The player (1501) finds a weapon such as a
normal 45 Revolver (1502). They pick it up and hold it. Has
the player (1501) acted morally throughout the game (1503)?
Have they rendered classical ideals real in word and deed?
Have they not only talked the talk, but walked the walk? Have
they disseminated and fought for classical ideals throughout
the game? Have they sought to exalt the innocent and appall
the wicked? If so, then the revolver glows gold (1505). The
weapon obtains its magical powers. The gold revolver shots
unlimited bullets as well as lightning (1505). Sometimes the
bullets come with streaks of lightning. However, if the player
has not acted morally throughout the game (1503)—if they
have failed to find and live by classical ideals—to disseminate
and render them real in word and deed—if'they have failed to
exalt the humble and innocent and appall the wicked, then the
weapon will not realize its magical powers (1504). At that
point they may want to start acting morally, living by classical
ideals, and rendering words deed, so that the world can be
enriched with the natural beauty and wealth—with the peace
and prosperity that comes when ideals are rendered real, as
ideas have consequences, and ideals, as exalted ideas, have
exalted consequences.

[1785] FIG. 16 illustrates how the present invention could
exalt the hero’s journey in a superior manner, and bring it to
life in video games. The various stages of the classical hero’s
journey which Joseph Campbell made famous are listed in
(1601). At each and every stage, the player must make a
choice—a choice which consists of what ideas or ideals they
choose to serve. For instance, if they see a hooker and hire her
and shoot her, that counters classical ideals. If they talk to her
and befriend her, that is sympathetic to classical ideals. The
Hero’s Journey has ever been walked and advanced by those
who have served classical, epic ideals; and by serving exalted
ideas, the gameworld is rewarded with exalted consequences
(1605). This diagram suggests a superior method of exalting
epic story in the realm of video games. Note how the action
keeps coming back to the central premise and question—does
the player serve an exalted idea (1602)? If so, the player
advances to a later step in the hero’s journey (1606). If not, the
player retreats to an earlier point in the hero’s journey (1607).
So it is that love, temptation, war, peace, the death, forming
the fellowship, calling the bluff and speaking truth to
power—much of which was depicted in earlier figures and
descriptions in this invention—can be unified in simple algo-
rithms based upon ideas and ideals. Such simple ideals, which
are yet so subtle and so often elusive, have powered and
propelled mythology through the ages, exalting the Bible and
Homer for thousands of years—for the soul of those books are
based upon classical ideals—elements that have been
opposed in this life. So it is that just as ideas have conse-
quences in real life, they can have vast and resounding con-
sequences in video games, exalting games to new heights.
From novel games exalting the plot points in Homer’s Odys-
sey, to the American Revolution, to all the classic battles and
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showdowns for Western Civilization, video games can be
exalted, and reunited with infinite love deriving not from
hiring and killing hookers, but for living and fighting for
Penelope and Beatrice, as did William Wallace and King
Leonidas, as 300 and Braveheart were ultimelt not war sto-
ries, but love stories—the love for higher ideals. The novel
video games afforded by this invention will allow the player
to love and honor classical ideals, and render ideals real in a
virtual world, just as heroes do in real life. So it is that video
games will become more spiritually and artistically realistic,
with deeper and more exalted spirits, built upon classical
idealism’s solid rock.

[1786] Far too often these days, little feminized fanboys
play little games at home as their Constitution dies, while real
heroes are oft dying in faroff lands for the fiatocracy. The
present invention would allow them to play a novel form of
game that would allow them to protect the US Constitution,
and then, perhaps some day they might grow up to defend it in
real life.

[1787] Newsday reports:

[1788] Maureen Dwyer, who broke into sobs as she
spoke about her son, said she agreed to be interviewed
despite her grief because she said she hoped to bring
attention to the disorder. “Every second that goes by,
there is another soldier just like Joseph,” Maureen
Dwyer said. “Another family can’t go through this. All
the politicians talk so great about the soldiers, about
patriotism, but mental illness is something they are not
putting enough into.”—http://www.newsday.com/news/
local/ny-1is0ld0706,0,814136,print.story

[1789] The fiatocracy’s politicians are too busy destroying
the family and Constitution at home, bailing out Wall Street
Banks, and pornifying the world; as they hire and reward little
manholes with fiat dollars to join in the debauchery, deca-
dence, and fiat fun. I hope that this invention might serve the
world with a System and Method for Creating Video Games
with Epic Realities and Realistic Worlds that Evolve Via
Ideologies—Ideas Have Consequences Game Engine Video
Games with Deeper Realities and Epic Storytelling Wherein
Characters Have Ideologies and Souls Libertarian Video
Games—Rendering the Battle for Classic Ideals From Moses
to Mises.

[1790] The basic concepts and ideas in this invention will
have far-ranging implications for the realm of video games,
for the greater culture, novel video games, greater commer-
cial opportunities in the realm of games, greater and enhanced
opportunities in merging games with film and literature,
greater opportunities for games with deep and profound souls
and storytelling, and new opportunities for games with vast
educational potential. The ideas and embodiments described
herein may be modified, extended, and improvised upon in
countless ways. The present invention can bring both the
external hero’s journey, that Moses and Odysseus traveled, as
well as the internal hero’s journey, that Jesus and Socrates
walked.

What is claimed is:

1. A method for creating video games and virtual realities
wherein ideas have consequences.

2. The method in claim 1 where said ideas are rooted in
classical, epic precepts such as those found in the Great
Books and Classics, and exalted at the pinnacles of Western
culture and history.
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3. The method in claim 1 where said ideas are manifested in
the words the player or non-player characters, write, speak,
read, disseminate, congregate about, fight for, and/or associ-
ate with.

4. The method in claim 1 where said ideas are manifested in
the actions the player, non-player characters, and/or monsters
act out.

5. The method in claim 1 where said ideas spread like
viruses, by being spoken, written, or disseminated in some
other manner, transforming characters who come in contact
with said ideas into vampires, zombies, or other forms of
monsters.

6. The method in claim 1 where said ideas spread like
viruses, by being spoken, written, or disseminated in some
other manner, transforming characters who come in contact
with said ideas into vampires, zombies, or other forms of
monsters, and where said vampires, zombies, and monsters
may be saved or converted back to normal by coming in
contact with ideas that oppose the ideas that made them
vampires, zombies, and other forms of monsters.

7. The method in claim 1 where said ideas must be fought
for via words and dialogue, before they have exalted conse-
quences.

8. The method in claim 1 where said ideas must be fought
for via deeds and actions, before they have exalted conse-
quences.

9. The method in claim 1 where the player can fight for said
ideas in word and deed, and witness the exalted consequences
of those ideals, including liberty, freedom, and justice, when
they succeed, and the dire consequences of tyranny, domina-
tion, and intimidation, when they fail to render exalted ideas,
as ideas have consequences.

10. The method in claim 1 where the character can fight for
said ideas such as marriage, the Constitution, the Declaration
of Independence, and right to life in word and deed, and
witness the exalted consequences of those ideals, including a
stable and enduring society should they succeed, and a declin-
ing, bankrupt civilization, should they fail.

11. The method in claim 1 where the character can battle
for said ideas that are based upon classical moral and eco-
nomic principles of famous philosophers, prophets, poets,
statesmen, and economists including Plato, Moses, Jesus,
Gandhi Sun Tzu, Buda, Jefferson, Aristotle, F. A. Hayek,
Martin Luther King Jr., Homer, Ludwig Von Mises, Adam
Smith, and others, and witness the consequences of both their
success and failure of their battle, as the consequences are
rendered in the game’s physical world.

12. The method in claim 1 where the character can battle
for said ideas via both word and deed, using a combination of
words and action, witnessing the consequences of their bal-
ance between word and deed, between reasoning and partak-
ing in violence, thusly bringing to life epic classical works of
film and literature wherein the hero must balance word and
deed.

13. The method in claim 1 where fighting for said ideas in
word and/or deed will have consequences regarding the
operation of a weapon, which will operate at its full potential

for the players and characters who are the most successful in
serving ideals and ideas, and rendering them in word and
deed.

14. The method in claim 1 wherein said ideas may be based
upon Constitutional ideals and ideas underlying the American
Founding, including the right to life, liberty, and the pursuit of
happiness, sound currency, the right to bear arms, the freedom
of speech, the right of the artist, author, and inventor to own
their creations and inventions; and wherein the player could
fight for sound money in word and deed and witness the
consequences of their successes and failures, including lib-
erty, wealth creation, capitalism, freedom, private property,
peace, and prosperity or rapid inflation, deflation, theft viathe
inflation tax, massive debt, empire, long lines, wealth transfer
to the rich, depressions, corruption, and war.

15. The method in claim 1 where the said ideas will be
supported or opposed by in-game characters, and the player
will have to choose how to interact with the said in-game
characters, based on their ideas, including but not limited to
whether or not to befriend them, agree with them, disagree
with them, ignore them, recruit them, shoot them, save them,
judge them, or forgive them.

16. The method in claim 1 where the said ideas are based
upon the pivotal plot points of the great books and classics.

17. The method in claim 1 where said ideas spread like
viruses, by being spoken, written, or disseminated in some
other manner, transforming characters who come in contact
with said ideas into vampires, zombies, or other forms of
monsters; and when bad ideas have infected too many in-
game characters, the consequences are dire, including the loss
of'life, liberty, happiness, freedom, and security.

18. The method in claim 1 wherein said ideas may be
related to economics and monetary policy, and wherein the
player could fight for sound money in words echoing the
classical economists and deed and witness the consequences
of their successes and failures, including liberty, freedom,
peace and prosperity or rapid inflation, deflation, theft via the
inflation tax, massive debt, empire, long lines, depressions,
corruption, and war.

19. The method in claim 1 wherein moral ideas have moral
consequences in the evolution of the gameworld.

20. The method in claim 1 where said ideas in the video
game world are founded upon the natural ideas and ideals
occurring at the plot points in great works of literature and
film where a character must choose whether to serve an ideal
or not serve an ideal, thusly rendering or not rendering ideals
real by their actions, and influencing the greater outcome and
state of the game world, as ideas have consequences.

21. The method in claim 1 where said ideas in the video
game world are used to exalt the classic hero’s journey, and
where a player’s success and progress at every stage or step or
plot point of said hero’s journey is defined by said player’s
service or disservice to said ideas and ideals, and where by
said player’s serving said ideas and classical ideals, said
hero’s journey advances towards ultimate victory and tri-
umph, while by said character’s failing to serve said ideas and
classical ideals, progress in said hero’s journey is retarded or
reversed.



