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Other than being well known, what is it that Tom Clancy and General Douglas MacArthur have in common?  Both achieved recognition for their strategic brilliance.  The U.S. Armed Forces have implemented computer simulation training for preparation of tomorrow’s war.  Why does the government not look at America’s youth, a generation of online multi-player gamers?  Probably because they are the next Adolph Hitler waiting for the opportunity to take command of a small regime and take America apart from the inside-out.


	They’re the type that plays Age of Empires, or another similar strategy game, then wake up the next day packing an Ingram MAC-11…just in case North Korea should decide to invade a local high school.  Comparing strategy gamers with other online gamers, strategy gamers seem to have a jump on the IQ level.  These are not the type that enter a school worried about an early search by school officials before that “friendly” talk with Mr. House third period.


	So what’s the problem?


	For one, the media.  They do not see the same video game genres that the players do.  A game is either educational or the no-brain, blood and gore type.  I’m not too sure about other strategy games, but in Outpost 2, if someone even moderately cusses, that person can figure about half the room either muted him/her.  Many of the guilds and clans support fair play.  Cheating, by definition, is going against the rules forcefully.  Is that not the same as getting dad’s Saturday Night Special and getting revenge on that kid that stole your lunch money two days ago?


	It is my belief that strategy games are not in as much danger as NikNak suggests in his article “Under the Gun” (http://strategyplanet.com/features/gaming_is_life/ underthegun).  The scrutiny that video games face, as a whole, by the media does put the video game industry under an uncomfortable microscope, but mainly focused on first person shoot-em-ups (FPS).  True strategy gamers study more in-depth on the subject of strategy than what the game teaches.  These people, who play the strategy games enough to give recognition to a game for one's actions, not only study the game itself, but war history and successful commanders of the past.


	The population is another.  Unlike the media, the population isn’t as organized to figure up a way to blame someone else.  They have a different problem:  they’re stupid.  One problem that humans have the hardest time with is knowing when they are wrong.  The population decides that pointing the finger at violence on TV and video games is a good target because they, generally, are not prepared to defend themselves as a whole.  When the population turns into the type of people that causes these shootings in the first place (bullies, gangs, etc.), it is only because the population doesn't have the ability to see more than one side of the spectrum, something strategy gamers do on a regular basis.


It’s not the best idea to waltz into a public building and go through clips like whales go through plankton.  Strategy games don’t teach our youth how to line up the sights, or which gun is best suited for close-in support.  If (and that’s a big iffy) a strategy gamer were to “snap” one day, this course of action would be the last on the list (given that some brain rationalizing functions are still working).  In fact, gangs and bullies had this figured out for years.  You don’t catch someone you’re upset with in the cafeteria, the people gather around giving you about two minutes to finish your business with your “buddy” before a teacher gets through the crowd.  Instead, they find a good bottleneck like the bathroom or a staircase.  This way when people crowd up, the teachers must fight their way through a densely, more populated area to break it up.


Playing for keeps operates under a similar doctrine.  Unloading rounds into people in an open area makes the person holding the gun more of a target.  Strategists know that if they intend to keep others on one side, they make use of the terrain.  Open area is not ideal for a 1 on 50.  While observing an Outpost 2 game, I noticed a player setting up, in military terms, a cone of fire outside of a bottleneck.  I’m pretty sure this player didn’t read FM-100 (military manual on operations), but the idea is common sense to strategy game players.


Strategists seek out the most efficient and quickest path to their victory.  Though nothing is probably faster to make the population realize that adolescents have problems, as they always have, it is probably the least efficient course of action (COA).


	Winston Churchill said, "Battles are won by slaughter and manoeuvre. The greater the general, the more he contributes in manoeuvre, the less he demands in slaughter."  This is also the general thesis behind Robert Leonhard's book, The Art of Maneuver.  This implies that position is more important that firepower in war.  Position is much more than the physical terrain that one occupies.  Psychological positioning is just as important, if not more important.  If this student held a better position in his life than he had, then he would not have resorted to a worse-case COA.  But given this much information, we cannot yet conclude that Charles Williams is a strategy gamers.


	Sun Tzu stated that physical conflict between two nations is the acknowledgement that a more successful COA cannot be established.  Arguably, the greatest strategist in his time, realized that conflict was a very inefficient way of resolving problems, whether they be social, cultural, or political.  He states in Chapter 3 of The Art of War, that it is best to keep one's own state intact; to crush the enemy's state is only second best.


	The media stated that Mr. Williams was having various problems at school.  He was a skinny, new student that was picked on by the other, bigger students.  I had the exact same problems in my adolescent years.  Although not problem-solving level at the time that results from years of strategy game play, I knew there were other ways to solve the problem.  Parent/Teacher conferences, home schooling, even local boxing and martial arts schools are a few solutions to this seemingly growing problem.  But until the (not very bright) population opens their eyes to see this problem, video game industries can expect more scrutiny.


	From this, we can conclude that Williams is definitely not a strategy gamer, thus relieving the strategy game genre from media taunting.  When this happens, the population has the right to point the finger at this genera.  But they will not be able to put murder on their list of scrutiny.  What COA am I suggesting?  Increased funding for psychologists in schools is one idea.  Home schooling, although I don't agree with it from an academic standpoint, is not available to everyone.  Go through the yellow pages and look up some martial arts schools.  One reason people get picked on is because of their mouth.  One nice hook-kick to the face teaches people to keep their mouth shut.  It taught me.


