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Presents conceptual artwork, sketches, and background notes for the action game's characters and environments, as well as creator commentary.

Your first look at the next D&D title comes on January 9th! Keep an eye on wherever you get your D&D news for a preview of the book.

Claire Randall is leading a double life. She has a husband in one century, and a lover in another... In 1945, Claire Randall, a former combat nurse, is back from the war and
reunited with her husband on a second honeymoon—when she innocently touches a boulder in one of the ancient stone circles that dot the British Isles. Suddenly she is a
Sassenach—an "outlander"—in a Scotland torn by war and raiding border clans in the year of our Lord...1743. Hurled back in time by forces she cannot understand, Claire's
destiny in soon inextricably intertwined with Clan MacKenzie and the forbidden Castle Leoch. She is catapulted without warning into the intrigues of lairds and spies that may
threaten her life ...and shatter her heart. For here, James Fraser, a gallant young Scots warrior, shows her a passion so fierce and a love so absolute that Claire becomes a
woman torn between fidelity and desire...and between two vastly different men in two irreconcilable lives.

Unlock the mysteries and magic within League of Legends, one of the world's most popular video games, in this encyclopedic and collectible companion book that explores the
game's epic lore. Embark on a journey through the realms of Runeterra in this first-ever collectible companion book, published to celebrate the game's tenth anniversary.
Spanning the farthest reaches of this universe and venturing into uncharted territory, this encyclopedic compendium connects players to the rich storytelling that inspires all the
action. Inside, you'll find: An expedition through eleven regions, chronicling conflicts, entrenched rivalries, and covert alliances Hundreds of illustrations, including never-before-
seen maps and artwork Insights into the heroes, flora, fauna, architecture, politics, and technologies from all corners of this world Original narratives that bring the cultures of
Runeterra to life League of Legends is an online game played by millions of people around the world, offering endless engagement with an expanding roster of champions,
frequent updates, and a thriving esports scene. This volume is an essential reference for fans everywhere.

The Sacred Kingdom is surrounded on all sides. As the army of feral creatures closes in, the country's strongest paladin Remedios leads her exhausted troops in a valiant
defense. It will not be enough to save them. Their only chance of survival is to place all their bets on the King of Darkness-Ainz Ooal Gown!

Dedicated to an analysis of culture and politics after the net, Mute magazine has, since its inception in 1994, consistently challenged the grandiose claims of the digital revolution.
This anthology offers an expansive collection of some of Mute's finest articles and is thematically organised around key contemporary issues: Direct Democracy and its Demons;
Net Art to Conceptual Art and Back; I, Cyborg - Reinventing the Human; of Commoners and Criminals; Organising Horizontally; Art and/against Business; Under the Net - City
and Camp; Class and Immaterial Labour; The Open Work. The result is both an impressive overview and an invaluable sourcebook of contemporary culture in its widest sense
Evidently, the voices in his head aren't enough company for Deadpool! These riotous, ridiculous and outright reprehensible team-ups pair the irrepressible mercenary with
Marvel's fi nest characters and creators! Don't expect 'Pool to hog all the glory, though; he'll share the spotlight with his new buddies, and drive them all bonkers in the process.
Featuring a roster of Marvel Comics’ all-stars! Collecting: Deadpool Team-Up (1998) #1, Deadpool Team-Up (2010) #899-883.

Nicholas Flamel appeared in J.K. Rowling’s Harry Potter—but did you know he really lived? And his secrets aren't safe! Discover the truth in book two of the New York Times
bestselling series the Secrets of the Immortal Nicholas Flamel. The Enemies: Dr. John Dee and Niccolo Machiavelli. Their Plan: Steal the rest of what Nicholas Flamel has fought
to protect. John Dee has the Book of Abraham the Mage, which means the world is on the brink of ruin. Except he's missing two cruscial pages, pages that Nicholas, Sophie,
Josh, and the legendary warrior Scatty have taken to Paris. But Paris is teeming with enemies--and old acquaintances like Nicollo Machiavelli. On the run and with time running
out for Nicholas and his wife, Perenell, Sophie must learn the second elemental magic: Fire Magic. And there’s only one man who can teach it to her: Flamel’s old student, the
Comte de Saint-Germain—alchemist, magician, and rock star. “The Secrets of the Immortal Nicholas Flamel has everything you loved about Harry Potter, including magic,
mystery, and a constant battle of good versus evil."—Bustle Read the whole series! The Alchemyst The Magician The Sorceress The Necromancer The Warlock The Enchantress
After killing the corrupt Warchief Blackhand, Orgrim Doomhammer was quick to seize control over the Orcish Horde. Now he is determined to conquer the rest of Azeroth so that
his people will once again have a home of their own in the... WORLD OF WARCRAFT Anduin Lothar, former Champion of Stormwind, has left his shattered homeland behind
and led his people across the Great Sea to the shores of Lordaeron. There, with the aid of the noble King Terenas, he forges a mighty Alliance with the other human nations. But
even that may not be enough to stop the Horde's merciless onslaught. Elves, dwarves, and trolls enter the fray as the two emerging factions vie for dominance. Will the valiant
Alliance prevail, or will the Horde's tide of darkness consume the last vestiges of freedom on Azeroth?

This textbook provides a global, chronological mapping of significant areas of theatre, sketched from its deepest history in the evolution of our brain's ‘inner theatre' to ancient,
medieval, modern, and postmodern developments. It considers prehistoric cave art and built temples, African trance dances, ancient Egyptian and Middle-Eastern ritual dramas,
Greek and Roman theatres, Asian dance-dramas and puppetry, medieval European performances, global indigenous rituals, early modern to postmodern Euro-American
developments, worldwide postcolonial theatres, and the hyper-theatricality of today's mass and social media. Timelines and numbered paragraphs form an overall outline with

distilled details of what students can learn, encouraging further explorations online and in the library. Questions suggest how students might reflect on present parallels, making
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their own maps of global theatre histories, regarding geo-political theatrics in the media, our performances in everyday life, and the theatres inside our brains.

NEW YORK TIMES BESTSELLER ¢ Experience the first official adventure in Magic: The Gathering’s multiverse in nearly a decade as the ultimate battle begins on Ravnica.
Teyo Verada wants nothing more than to be a shieldmage, wielding arcane energies to protect his people from his world’s vicious diamondstorms. When he’s buried alive in the
aftermath of his first real tempest, the young mage’s life is about to end before it can truly begin—until it doesn’t. In a flash, a power he didn’'t know he had whisks him away from
his home, to a world of stone, glass, and wonder: Ravnica. Teyo is a Planeswalker, one of many to be called to the world-spanning city—all lured by Nicol Bolas, the Elder Dragon.
Bolas lays siege to the city of Ravnica, hungry for the ultimate prize: godhood itself. His unparalleled magic and unstoppable army appear poised to bring the city to utter ruin.
Among those who stand in the way of Bolas’s terrifying machinations are the Gatewatch, Planeswalkers sworn to defeat evil, no matter where it's found. But as they work to

unite the other mages and mount a defense of the city and its people, the terrifying truth of Bolas’s plan becomes clear. The Elder Dragon has prepared a trap to ensnare the
most powerful mages from across the Multiverse—and it's too late to escape. As forces great and small converge on the city and the battle rages, the stakes could not be higher.
If the Gatewatch falters and the Planeswalkers fail, the curtain will fall on the age of heroes—and rise on the infinite reign of Nicol Bolas.

Long before the events of Jim Henson's groundbreaking classic fantasy film The Dark Crystal, a young Gelfling woman called Naia finds herself summoned from her remote
village to stand witness at the trial of her brother, who's been accused of treason by their Skeksis overlords. But Naia and her companions' arduous journey to the Castle of the
Crystal reveals more than just clues to the true events surrounding her brother's act of betrayal--something dark is overtaking Thra, and Naia's journey is taking her straight to the
heart of it.

Mighty heroes deserve wicked foes Demons and half-demons, dragons and dragonkin, animated corpses and restless spirits, wielders of magic and eaters of spells: These are
the creatures of Faer(n, the monsters of the Forgotten Realms campaign setting. Monster Compendium: Monsters of Faern contains scores of new monsters for use in
Dungeons & Dragons adventures. From the aarakocra to the Tyrantfog zombie, these monsters present a whole new range of challenges. Although usable in any campaign,
these monsters are especially suited for the Forgotten Realms setting -- a world of great magic, terrible villains, and high adventure.

This comprehensive guide to the Star Wars series of films follows on from the re-release of the first three films. Everything from the smugglers' spaceport on Abregado-Rae and
technical explanations of the Millennium Falcon's acceleration compensator is covered.

A year inside the fierce rivalries and big business of competitive videogaming A technology-fueled spin on a classic sports tale, Game Boys profiles "cyber-athletes” who compete
for dominance in the professional gaming circuit, a world populated with rivalries, big egos, corporate sponsorships, and large cash prizes. Michael Kane's pioneering account of
the lifestyle and business of gaming takes readers to the heart of "e-sports,” what many consider the successor in sports entertainment to the X-games and competitive poker.
Following the top teams-3D and CompLexity, a rivalry as bitter as the Yankees versus the Red Sox-Kane profiles the star players as they cheat, strategize, sign with rival teams,
and get berated by sideline-pacing coaches. Are gamers really the athletes of tomorrow? They act like they are. A lively tour of the quirks and dramas of a subculture on the cusp
of big things, Game Boys is a tale of sports glory and a glimpse into the lucrative business of gaming.

Dragon Age: Hard in HightownDark Horse Comics

A British plane crashes in a Jewish village, sparking a Nazi invasion. Using clay and mud from the river, the villagers bring to life a giant monster to battle for their freedom and future. Collects
the entire miniseries. * 2012 Russ Manning Award nominee Dave Wachter! * From the creator of 30 Days of Night and Criminal Macabre! * Steve Niles's Breath of Bones has been called one
of 2013's best series! "Everything Steve Niles touches is magic. Breath of Bones is a wonderful and emotional story."—Comic Book Therapy

The kingdom of the Stark family faces its ultimate challenge in the onset of a generation-long winter, the poisonous plots of the rival Lannisters, the emergence of the Neverborn demons, and
the arrival of barbarian hordes.

When magic and superpowers emerge in the masses, Wendy Deere is contracted by the government to bag and snag supervillains in Hugo Award-winning author Charles Stross' Dead Lies
Dreaming: A Laundry Files Novel. As Wendy hunts down Imp—the cyberpunk head of a band calling themselves “The Lost Boys”— she is dragged into the schemes of louche billionaire Rupert
de Montfort Bigge. Rupert has discovered that the sole surviving copy of the long-lost concordance to the one true Necronomicon is up for underground auction in London. He hires Imp’s
sister, Eve, to procure it by any means necessary, and in the process, he encounters Wendy Deere. In a tale of corruption, assassination, thievery, and magic, Wendy Deere must navigate
rotting mansions that lead to distant pasts, evil tycoons, corrupt government officials, lethal curses, and her own moral qualms in order to make it out of this chase alive. At the Publisher's
request, this title is being sold without Digital Rights Management Software (DRM) applied.

Experience the ultimate urban treasure hunt in this adventure for the world's greatest roleplaying game. Welcome to Waterdeep, City of Splendors! You're summoned by Volothamp Geddarm,
famous explorer and raconteur, to complete a simple quest. Is anything ever really simple though? Experience a grand caper, pitting your skills and bravado against two nefarious
organizations as you go on a hunt for the greatest prize of all.

The volume scrutinizes publics and infrastructures not separately but in their constitutive interrelations and resonances. The contributions, originating in a range of disciplinary perspectives,
share a praxeological approach, discussing historical and current processes of mediated cooperation in infrastructuring and making public(s) by tracing different forms of the production,

design, and historic trajectories of various publics and infrastructures.
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From the creators of the hit show "Critical Role" comes Vox Machina's origin story! Writers Matthew Mercer and Matthew Colville team with artist extraordinaire Olivia Samson and colorist
Chris Northrop to bring you the story of where the heroes' journey began. The band of adventurers known as Vox Machina will save the world. Eventually. But even they have to start
somewhere. Six would-be heroes on seemingly different jobs find their paths intertwined as they investigate shady business in the swamp town of Stilben. They'll need to put their heads-- and
weapons--together to figure out what's going on...and keep from being killed in the process. Even then, whether or not they can overcome what truly lurks at the bottom of the town's travails
remains to be seen! Collects Critical Role Vox Machina: Origins comics issues #1-6, one of the best selling digital comics ever!

While working at summer jobs in San Francisco, twins Sophie and Josh find themselves caught up in the deadly, centuries-old struggle between rival alchemists, Nicholas Flamel and John
Dee, over the possession of an ancient and powerful book.

Massive anthology of short stories themed around the guerrilla war waged by the remnants of the three Space Marine Legions massacred at Isstvan V. Driven almost to the brink of self-
destruction at Isstvan V, the Iron Hands now seek vengeance for the murder of their primarch Ferrus Manus. Gathering survivors from the Raven Guard and the Salamanders aboard any
vessels capable of warp travel, these Shattered Legions wage a new campaign of annihilation against the traitor forces across the galaxy — a campaign masterminded by legendary warleader
Shadrak Meduson. This Horus Heresy anthology contains ten short stories by authors including Dan Abnett, Chris Wraight and John French. Also included is the novella The Seventh Serpent,
where author Graham McNeill revisits the ragtag crew of the starship Sisypheum as they are drawn into a war of subterfuge against the Alpha Legion.

Prolific dwarven author and heroic companion of the Dragon Age games, Varric Tethras brings us the collected edition of his breakthrough crime-noir drama, Hard in Hightown (with help from his trusted
human confidante, Mary Kirby)! This volume is beautifully illustrated by Stefano Martino, Alvaro Sarraseca, Andres Ponce, and Ricardo German Ponce Torres, with a painted cover by E.M. Gist! Twenty years
of patrols have chiseled each and every stone of the Kirkwall streets into city guardsmen Donnen Brennokovic. Weary and weathered, Donnen is paired with a recruit so green he might as well have leaves
growing out of his armor. When the mismatched pair discover a dead magistrate bleeding out on the flagstones, they're caught up in a clash between a shadowy organization known only as the Executors and
a secretive group of Chantry agents--all over some ancient artifact. This is a prose novel featuring 24 black And white full page images.

As the war with the bandit kings of the River Kingdoms escalates, the nascent kingdom of Varnhold to the east of the heroes' new realm falls silent. An investigation reveals that something dire has seized
Varnhold, leaving an entire town empty of life or even signs of violence. What fell influence from the wildlands east of the River Kingdoms is responsible for the Varnhold vanishing? This volume of Pathfinder
contains the first detailed look at the blasted plains east of the Inner Sea region, a ruined swath of the realm of lobaria ruled today by sinister druids, feral barbarians, centaur tribes, and an ancient slumbering
menace whose remnants still haunt this realm today. A Pathfinder Roleplaying Game adventure for 5th-level characters.

Winner of the International Lannan Literary Award for Nonfiction Animal tracks, word magic, the speech of stones, the power of letters, and the taste of the wind all figure prominently in this intellectual tour de
force that returns us to our senses and to the sensuous terrain that sustains us. This major work of ecological philosophy startles the senses out of habitual ways of perception. For a thousand generations,
human beings viewed themselves as part of the wider community of nature, and they carried on active relationships not only with other people with other animals, plants, and natural objects (including
mountains, rivers, winds, and weather patters) that we have only lately come to think of as "inanimate." How, then, did humans come to sever their ancient reciprocity with the natural world? What will it take
for us to recover a sustaining relation with the breathing earth? In The Spell of the Sensuous David Abram draws on sources as diverse as the philosophy of Merleau-Ponty, Balinese shamanism, Apache
storytelling, and his own experience as an accomplished sleight-of-hand of magician to reveal the subtle dependence of human cognition on the natural environment. He explores the character of perception
and excavates the sensual foundations of language, which--even at its most abstract--echoes the calls and cries of the earth. On every page of this lyrical work, Abram weaves his arguments with a passion, a
precision, and an intellectual daring that recall such writers as Loren Eisleley, Annie Dillard, and Barry Lopez.

From the author of Outlander... a magnificent epic that once again sweeps us back in time to the drama and passion of 18th-century Scotland... For twenty years Claire Randall has kept her secrets. But now
she is returning with her grown daughter to Scotland's majestic mist-shrouded hills. Here Claire plans to reveal a truth as stunning as the events that gave it birth: about the mystery of an ancient circle of
standing stones ...about a love that transcends the boundaries of time ...and about James Fraser, a Scottish warrior whose gallantry once drew a young Claire from the security of her century to the dangers
of his .... Now a legacy of blood and desire will test her beautiful copper-haired daughter, Brianna, as Claire's spellbinding journey of self-discovery continues in the intrigue-ridden Paris court of Charles Stuart
...In a race to thwart a doomed Highlands uprising ...and in a desperate fight to save both the child and the man she loves....

Updated for the first time in a decade, a deluxe, three-volume encyclopedia covers the entire Star Wars universe, including everything having to do with the six films, radio dramas, books, comics, video
games, and more, with information on the characters, production, special effects, chronology, and the like, all enhanced with full-color illustrations.

Invited to play a secretive, strangely realistic video game, one man develops a deep connection with its characters, who seem almost human. (And don't miss the manga adaptation, also from Seven Seas!)
Yoshio is 30 years old, with no job and a shut-in lifestyle. His mundane days and nights are suddenly interrupted when he receives a copy of "The Village of Fate," an experimental game with graphics like
nothing he's ever seen before. In the game, he takes on the role of a guardian deity who watches over the people of a new village...but he finds that the game characters are so intelligent, reactive, and
human that he starts wondering if they could be real people somehow. Through his connection to their strangely vivid lives, Yoshio begins to discover the brightness that had been missing from his own
existence.

Before you watch the upcoming Netflix series, read the original novels from J. M. Lee (The Dark Crystal: Age of Resistance) that intertwine with the events of the series. Kylan of Sami Thicket is a skilled song
teller, but singing the tales of long-gone heroes won't help his friends as they journey into dangerous, unknown lands. After uncovering the betrayal of the Skeksis Lords, he and his friend Naia are on the run,
pursued by the Skeksis's underlings and outcast even among their fellow Gelfling. But Kylan knows the truth must be told, no matter how difficult the telling. Maybe there's use for a song teller after all . . . Jim
Henson's The Dark Crystal is one of the most beloved and enduring fantasy stories of the past thirty years. This series of young adult novels will both please the diehard fans and bring new fans in to the
world of The Dark Crystal.

With this text, a team of authors from the University of West England provide a comprehensive overview of the culture, technologies and history of new media and assess claims that a media and technology
revolution is underway.

This book is a guide to the expanding world of indie gaming. It helps readers to understand why indie games are so important to so many people in the entertainment industry. The book covers puzzlers,
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platformers, beat 'em ups, shoot 'em ups, role-playing, and strategy.

This is the book that started it all! The basis for the smash hit Tony Award-winning Broadway musical, Gregory Maguire's breathtaking New York Times bestseller Wicked views the land of Oz, its inhabitants,
its Wizard, and the Emerald City, through a darker and greener (not rosier) lens. Brilliantly inventive, Wicked offers us a radical new evaluation of one of the most feared and hated characters in all of
literature: the much maligned Wicked Witch of the West who, as Maguire tells us, wasn't nearly as Wicked as we imagined.

A WALL STREET JOURNAL BESTSELLER! "You can't really know anything if you just remember isolated facts. If the facts don't hang together on a latticework of theory, you don't have them in a usable
form. You've got to have models in your head." - Charlie Munger, investor, vice chairman of Berkshire Hathaway The world's greatest problem-solvers, forecasters, and decision-makers all rely on a set of
frameworks and shortcuts that help them cut through complexity and separate good ideas from bad ones. They're called mental models, and you can find them in dense textbooks on psychology, physics,
economics, and more. Or, you can just read Super Thinking, a fun, illustrated guide to every mental model you could possibly need. How can mental models help you? Well, here are just a few examples... ¢
If you've ever been overwhelmed by a to-do list that's grown too long, maybe you need the Eisenhower Decision Matrix to help you prioritize. « Use the 5 Whys model to better understand people's
motivations or get to the root cause of a problem. « Before concluding that your colleague who messes up your projects is out to sabotage you, consider Hanlon's Razor for an alternative explanation. « Ever
sat through a bad movie just because you paid a lot for the ticket? You might be falling prey to Sunk Cost Fallacy. * Set up Forcing Functions, like standing meeting or deadlines, to help grease the wheels for
changes you want to occur. So, the next time you find yourself faced with a difficult decision or just trying to understand a complex situation, let Super Thinking upgrade your brain with mental models.
"Critical Role has taken the roleplaying world by storm and now you can join the adventure! Until now, the wondrous and dangerous lands of Tal'Dorei have been the sole stomping grounds of the show's
adventuring company, Vox Machina. But now, you can explore these realms in a tome from the pen of Game Master Matt Mercer himself! Will you find one of the revered Vestiges of Divergence or perhaps
discover part of the Chroma Conclave's legacy? Can you help the Ashari in their sacred charge to prevent the elemental vortices from overwhelming the world, or will you find yourself embroiled in the
machinations of the Clasp? This setting book takes an in-depth look at the history, people, and places of Tal'Dorei, and includes new backgrounds, magic items, and monsters for the Fifth Edition
rules"--Amazon.com.
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