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Understanding Machinima
1001 Bikes to Dream of Riding Before You Diecelebrates the designs and individual stories behind the world's most influential, ground-breaking and high-profile bicycles.

1001 Bikes to Dream of Riding Before You Die
Imagine mathematics, imagine with the help of mathematics, imagine new worlds, new geometries, new forms. The new volume in the series “Imagine Math” is intended to contribute to grasping how much that is
interesting and new is happening in the relationships between mathematics, imagination and culture. The present book begins with the connections between mathematics, numbers, poetry and music, with the
latest opera by Italian composer Claudio Ambrosini. Literature and narrative also play an important role here. There is cinema too, with the “erotic” mathematics films by Edward Frenkel, and the new short
“Arithmétique “ by Munari and Rovazzani. The section on applications of mathematics features a study of ants, as well as the refined forms and surfaces generated by algorithms used in the performances by
Adrien Mondot and Claire Bardainne. Last but not least, in honour of the hundredth anniversary of his birth, a mathematical, literary and theatrical homage to Alan Turing, one of the outstanding figures of the
twentieth century.

Grey Sister
Preschoolers will be clamoring for this Blippi book that introduces various vehicles on the move! From all the equipment on a fire truck to the wings and wheels of a seaplane and more, there’s so much to
discover with YouTube sensation Blippi! Simple text that sounds like Blippi is speaking directly to readers and full-color photos of him reacting with joy to everything he sees convey all the enthusiasm and
energy of his highly viewed YouTube videos. Like the lyrics to his theme song say: “So much to learn about, it’ll make you want to shout: Blippi!”

Compasito
Gotta catch 'em all! This epic Pokémon sticker collection is jam-packed with over 1001 stickers featuring Pokémon old and new from across the seven regions! Explore the city in Kanto, the mountaintops in
Johto, the beach in Alola - and lots more! Re-create epic battles and use your stickers to complete the scenes in the ultimate Pokémon sticker book.

Imagine Math 2
A cultural study of video game afterlife, whether as emulation or artifact, in an archival box or at the bottom of a landfill. We purchase video games to play them, not to save them. What happens to video games
when they are out of date, broken, nonfunctional, or obsolete? Should a game be considered an “ex-game” if it exists only as emulation, as an artifact in museum displays, in an archival box, or at the bottom of a
landfill? In Game After, Raiford Guins focuses on video games not as hermetically sealed within time capsules of the past but on their material remains: how and where video games persist in the present. Guins
meticulously investigates the complex life cycles of video games, to show how their meanings, uses, and values shift in an afterlife of disposal, ruins and remains, museums, archives, and private collections.
Guins looks closely at video games as museum objects, discussing the recontextualization of the Pong and Brown Box prototypes and engaging with curatorial and archival practices across a range of cultural
institutions; aging coin-op arcade cabinets; the documentation role of game cartridge artwork and packaging; the journey of a game from flawed product to trash to memorialized relic, as seen in the history of
Atari's infamous E.T. The Extra-Terrestrial; and conservation, restoration, and re-creation stories told by experts including Van Burnham, Gene Lewin, and Peter Takacs. The afterlife of video games—whether
behind glass in display cases or recreated as an iPad app—offers a new way to explore the diverse topography of game history.

The Official Pokémon 1001 Stickers
Collects Amazing Spider Man: Full Circle (2019) #1. A summons from S.H.I.E.L.D. leads Peter Parker into a globe-spanning adventure that will test him as never before — and the future of all mankind lies in his
gloved, webbed hands! Who is the mysterious prisoner in the steel box who keeps propelling the wall-crawler onward? Nick Spencer and an all-star team of Marvel’s biggest writers and artists take up the
challenge to create the wildest, maddest, most unconventional AMAZING SPIDER-MAN story of all! Guest-starring Nick Fury, Wolverine and Peter Porker, the Spectacular Spider-Ham! Experience the amazing
adventure in an action-packed collection with a sensational array of surprises and extra features!

BLAME! Academy and So On
From elephants in the Serengeti to sloths in the Amazon and bullfrogs in the Florida swamps, this book is teeming with animals to find and habitats to explore. Designed to help children develop skills in reading,
counting, matching and identification this wonderful puzzle back also includes a world map and fascinating facts. Part of a bestselling series of picture puzzle books. Helps readers and pre-readers learn to count,
match and identify. Includes an information section with facts about sea creatures, habitats and food webs.

Extra Lives
Photography Masterclass?
What makes some photographs stay in the memory forever? Sometimes it's the subject matter alone, but more often it's the skill of the artists who took them. The premise of this magnificent book is quite simple:
take 100 leading examples of the work of the world's greatest photographers, and a distinguished academic will describe how they achieved their effects to allow you to recreate them yourself. Discover how to
compose 'decisive moments' like Cartier-Bresson, use long exposures for landscapes like Simon Norfolk, and experiment with flash in daylight like Rineke Dijkstra.The images are arranged thematically, with
engaging analysis of each image and a description of its technical make-up, along with a biography of each artist. The book showcases 100 of the greatest images in the history of the art and will provide an
indispensable guide to the technicalities behind the well-known masterpieces and hidden gems in the world of photography. The photographers and their images were carefully selected by award winning
photographer, educator and academic Paul Lowe, whose years of experience as a photojournalist and as a teacher gives unique and detailed insight into the working methods of these great image makers.

Commodore Amiga
This atlas is the ultimate beer lover's guide to the world, filled with stunning photography, great storytelling, intriguing beer destinations, fascinating historical perspectives, and firsthand accounts from brewers
and bar owners around the globe. The most visually stunning and comprehensive beer atlas available, this richly illustrated book includes more beers and more countries than any other book of its kind. Including
beer recommendations from Garrett Oliver, the famed brewmaster of Brooklyn Brewery, and written by "beer geographers" Nancy Hoalst-Pullen and Mark Patterson, this indispensable guide features more than
100 illuminating maps and over 200 beautiful color photos. The fascinating narrative explores beer history, geography, trends, and tasting on six continents (and how to order a beer in 14 languages!). Travel tips
include the best breweries, beer festivals, and pubs in each location. Smart, compelling, and practical, this elegant book will help you discover the best beer wherever you are.

National Geographic Atlas of Beer
Living among other people, in their families and communities, children become aware from a very early age of questions related to justice, and they search for the meaning of the world. By fostering an
understanding of human rights, shaping opinion and developing attitudes, human rights education strongly supports this natural interest and learning process. This is what human rights education is about and
this is what ’Compasito manual on human rights education for children' is for.’Compasito' is a starting point for educators, teachers and trainers who are ready to deal with human rights education with children
of 7-13 years. The book covers the key concepts of human rights and children's rights, and provides substantial theoretical background to 13 key human rights issues, such as democracy, citizenship, gender
equality, environment, media, poverty, and violence.The 42 practical activities serve to engage and motivate children to recognise human rights issues in their own environment. They help children to develop
critical thinking, responsibility and a sense of justice, and help them learn how to take action to contribute to the betterment of their school or community. The manual also gives practical tips on how it can be
used in various formal and non-formal educational settings.

Magnum Magnum
A volume of top-selected "must try" wines strongly recommended by the editor counsels novice and connoisseur readers on how to enjoy a positive drinking experience, in a reference that profiles classics as
well as up-and-coming vintages from all major world regions. 40,000 first printing.

Alice I Have Been
Presenting an alternative to the formal, corporate-style poses of yesteryear, this book offers a modern, vibrant approach that aims to capture a moment in the lifestyle of the person or persons in the picture. Clear,
concise text discusses the essential technical aspects of photography from choosing a camera and equipment to an appreciation of exposure, aperture, metering, shutter speed, depth of field and white balance
settings, in addition to how natural light, color and movement affect a photograph. A guide to posing helps to ensure dynamic and arresting images. Along with advice on setting up a small studio at home, choice
of backgrounds and using artificial light, there are hints and tips on pre-shoot preparations such as make-up, hair styling and suitable clothing for the subject of the portrait. Post-production techniques include
skin retouching and color correction, plus a guide to printing options and presentation.

Itty-Bitty Marquee!
BLAME! Academy and So On is a spin-off series of BLAME! set in the same "City" as BLAME! and is a parody / comedy about various characters in the main BLAME! storyline set in a traditional Japanese school
environment. Various elements of the main BLAME! story are parodied, including the relationship between Killy and Cibo, and Dhomochevsky and Iko. Irregularly published in Afternoon and compiled as BLAME!
Gakuen and So On September 19, 2008, this is its first official English language release in either digital or print.

Ghost Story
Most Powerful Blood is the first book in the new Powerful Blood series by author M.G. Curley. Set in upstate New York, the book explores a new world involving an ancient race of vampires and their ties to the
magic users of legend. Most Powerful Blood will draw you into a fast-paced modern day story of love and adventure with glimpses into the time of Arthurian legend. Bri Noson decides, against her better
judgment, to go out clubbing with her friend Tina and has a run in with an occult being that she doesn't even believe in! In a panic, she calls on her best friend Will, a retired cop, and for a while it's hard to tell
what's more dangerous; the strange urges that she's feeling, or the feelings that they've been suppressing toward each other for years. Finding out that Tina is a witch further complicates the situation. Even so,
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none of them are prepared to meet the legendary being that not only asks for their help, but starts to reveal to each of them details about their lineage and how their lives have been intertwined for centuries. The
task before them will test their bodies, minds and hearts, and only by drawing on their newly awakening powers and their love for each other will they survive.

LEGO Technic Idea Book: Fantastic Contraptions
BONUS: This edition contains an Alice I Have Been discussion guide and an excerpt from Melanie Benjamin's The Autobiography of Mrs. Tom Thumb. Few works of literature are as universally beloved as Alice’s
Adventures in Wonderland. Now, in this spellbinding historical novel, we meet the young girl whose bright spirit sent her on an unforgettable trip down the rabbit hole–and the grown woman whose story is no
less enthralling. But oh my dear, I am tired of being Alice in Wonderland. Does it sound ungrateful? Alice Liddell Hargreaves’s life has been a richly woven tapestry: As a young woman, wife, mother, and widow,
she’s experienced intense passion, great privilege, and greater tragedy. But as she nears her eighty-first birthday, she knows that, to the world around her, she is and will always be only “Alice.” Her life was
permanently dog-eared at one fateful moment in her tenth year–the golden summer day she urged a grown-up friend to write down one of his fanciful stories. That story, a wild tale of rabbits, queens, and a
precocious young child, becomes a sensation the world over. Its author, a shy, stuttering Oxford professor, does more than immortalize Alice–he changes her life forever. But even he cannot stop time, as much
as he might like to. And as Alice’s childhood slips away, a peacetime of glittering balls and royal romances gives way to the urgent tide of war. For Alice, the stakes could not be higher, for she is the mother of
three grown sons, soldiers all. Yet even as she stands to lose everything she treasures, one part of her will always be the determined, undaunted Alice of the story, who discovered that life beyond the rabbit hole
was an astonishing journey. A love story and a literary mystery, Alice I Have Been brilliantly blends fact and fiction to capture the passionate spirit of a woman who was truly worthy of her fictional alter ego, in a
world as captivating as the Wonderland only she could inspire.

Masters of Doom
The second novel in a brilliant fantasy trilogy from the international bestselling author of Prince of Thorns. Behind its walls, the Convent of Sweet Mercy has trained young girls to hone their skills for centuries. In
Mystic Class, Novice Nona Grey has begun to learn the secrets of the universe. But so often even the deepest truths just make our choices harder. Before she leaves the convent, Nona must choose which order
to dedicate herself to--and whether her path will lead to a life of prayer and service or one of the blade and the fist. All that stands between her and these choices are the pride of a thwarted assassin, the designs
of a would-be empress wielding the Inquisition like a knife, and the vengeance of the empire's richest lord. As the world narrows around her, and her enemies attack her through the system she is sworn to, Nona
must find her own path despite the competing pulls of friendship, revenge, ambition, and loyalty. And in all this only one thing is certain: there will be blood.

The Girl with the Crystal Eyes
The Squashed edition of Beyond Good and Evil by Friedrich Nietzsche. Abridged from the original text to read in an hour or so. Squashed editions are precise abridgements - the original ideas, in their own words,
the full beam of the book, the quotable quotes and all the famous lines, but neatly honed down to the length of a readable short story. ""Like reading the bible without all the begats"" - Prof. Jim Curtis

One Thousand and One Inventions that Changed the World
A rich and fresh perspective on the history of photography, tracing the complex links between technological innovation, social change, and artistic intervention.

The Age of Chance
Features interviews with twenty of the world's top film directors to reveal techniques, approaches, and visions, in a volume that includes discussions with such filmmakers as Martin Scorsese, Lars Von Trier,
Bernardo Bertolucci, Laurent Tirard, Woody Allen, Tim Burton, and John Woo. Original.

Moviemakers' Master Class
This fascinating and extensive study, enlivened by interviews with British and American gamblers, will be enthralling reading not just for those interested in the cultural and social implications of gambling researchers in sociology, cultural studies and the history of ideas - but for anyone interested in how we create meaning in an increasingly insecure world.

Beyond Good and Evil (Squashed Edition)
A complete, illustrated history of video games--highlighting the machines, games, and people who have made gaming a worldwide, billion-dollar industry/artform--told in a graphic novel format. Author Jonathan
Hennessey and illustrator Jack McGowan present the first full-color, chronological origin story for this hugely successful, omnipresent artform and business. Hennessey provides readers with everything they
need to know about video games--from their early beginnings during World War II to the emergence of arcade games in the 1970s to the rise of Nintendo to today's app-based games like Angry Birds and Pokemon
Go. Hennessey and McGowan also analyze the evolution of gaming as an artform and its impact on society. Each chapter features spotlights on major players in the development of games and gaming that
contains everything that gamers and non-gamers alike need to understand and appreciate this incredible phenomenon.

1001 Wines You Must Taste Before You Die
Fully updated for 2021, this is a comprehensive guide to those extraordinary moments that defined human history, written by respected figures from the fields of science, history, and journalism.

1001 Animals to Spot
Develops erotics as a way to rethink the role of sex and sexual desire and to envision new forms of asexual intimacy.

Blippi: I Like That! Coloring Book with Crayons
New edition - 15 new secret places Visit palaces closed to the public, admire exceptional works of art away from the tourist circuit, listen to a concert in a magnificent hidden oratory, have your dog or car blessed,
observe the miraculous liquefaction of the blood of Saint Pantaleon, puzzle over a rare catoptric meridian or a wonderful anamorphic fresco, discover the remarkable motorised Rubens, enter into the secrets of
the Vatican, rediscover a lost Bernini masterpiece, say a prayer before an image of the Holy Face of Jesus like that deposited on the moon in 1969, organise a dinner for two in a private palace, protect your throat
from the rigours of winter. Far from the crowds and the usual clichés, Rome is still a reserve of well-concealed treasures that only reveal themselves to those who know how to wander off the beaten track,
whether residents or visitors. An indispensable guide for those who thought they knew Rome well, or who would like to discover the hidden face of the city.

1001 Days That Shaped the World
Presents a dual biography of John Carmack and John Romero, the creators of the video games Doom and Quake, assessing the impact of their creation on American pop culture and revealing how their success
eventually destroyed their relationship.

The Comic Book Story of Video Games
1001 Inventions that Changed the Way we Live aims to give you a wide and varied offering of scientific and technological breakthroughs that have shaped and aided human development throughout history. From
the first stone flints sharpened by prehistoric man to the spoke wheel and from the first steam powered machine to manual manoeuvring units for space walks, this book explores the stories behind the
innovations and traces the development from concept to completion. From the big ideas to the smaller objects, discover when the first pair of scissors was used, or how the world wide web was created
inventions and ideas that have become integral to modern life now. Perfect to dip into and an endless source of intriguing discoveries, 1001 Inventions that Change the Way we Live presents the history of the
world through all the brilliant ideas that came to fruition. It is a fascinating and comprehensive study of human endeavour throughout the ages.

Most Powerful Blood
With the help of some of the world’s leading explorers, 1001 Natural Wonders circumnavigates the globe, traveling from arid deserts to frozen wastes, across grasslands and steppe, lakes and rivers, and from
mountain tops to ocean depths. Each wonder has been selected for its grandeur and sheer natural beauty. This is the definitive guide to the most spectacular sights in the natural world, celebrating hundreds of
millions of years of the Earth’s long and furious history. Some places are located in the remote wilderness, others just a bus ride from town, but whatever and wherever they are, they are rendered here with an
inspiring immediacy. Entries are packed with information on the creation and development, location and spectacle of each phenomenon. 100 Natural Wonders is the most detailed and comprehensive guide of its
kind. For the would-be explorer, dedicated tourist, traveler, nature-lover, student, or simply for the inquisitive, this compilation of the world’s most amazing vistas and experiences is an absolute must, an insight
into our planet’s priceless resources.

Secret Rome
Presents more than four hundred photographs taken by the photographers of Magnum Photos.

Asexual Erotics
In this groundbreaking collection, Dr. Jenna Ng brings together academics and award-winning artists and machinima makers to explore the fascinating combination of cinema, animation and games in machinima
(the use of computer game engines to produce animated films in cost- and time-efficient ways). Book-ended by a preface by Henry Lowood (curator for history of science and technology collections at Stanford
University) and an interview with Isabelle Arvers (machinima artist, trainer, critic, and curator), the collection features wide-ranging discussions addressing machinima not only from diverse theoretical
perspectives, but also in its many dimensions as game art, First Nations media art, documentary, and pedagogical tool. Making use of interactive multimedia to enhance the text, each chapter features a QR code
which leads to a mobile website cross-referencing with its print text, integrating digital and print content while also taking into account the portability of digital devices in resonance with machinima's mobile
digital forms. Exploring the many dimensions of machinima production and reception, Understanding Machinima extends machinima's critical scholarship and debate, underscoring the exciting potential of this
emerging media form.

Mastering Portrait Photography
Edge
A beautiful killer, a cop determined to unravel an enigmatic trail of bloody butchery, a young medium fleeing her past, troubled dreams of murder. A perverse game of life and death unfolds between the hunter
and the hunted, murderer and detective, night and day, where the female of the species proves as daringly evil as Hannibal Lecter, giving 'Femme Fatale' a whole new meaning.
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"The book is color throughout, with little to no text accompanying its diagrams The LEGO technic idea books are for anyone who wants to create a moving masterpiece, as well as those who want to make original
robots with MINDSTORMS. It can also be used to demonstrate how machines work and to experience the fun of mechanics."--Publisher description.

Game After
#1 New York Times bestselling author Peter Straub's classic tale of horror, secrets, and the dangerous ghosts of the past What was the worst thing you've ever done? In the sleepy town of Milburn, New York, four
old men gather to tell each other stories--some true, some made-up, all of them frightening. A simple pastime to divert themselves from their quiet lives. But one story is coming back to haunt them and their small
town. A tale of something they did long ago. A wicked mistake. A horrifying accident. And they are about to learn that no one can bury the past forever

A Chronology of Photography
YouTube sensation Blippi encourages preschoolers to share in his joy of discovery and to express their budding creativity in this coloring and activity book that comes with four colorful crayons! In this joyous
coloring and activity book, YouTube sensation Blippi tells kids some of the things he likes (like his hat!) and encourages them to color, draw, and doodle things they like, too. Plus, there are lots of connect-thedots, mazes, matching, and more, all designed to get preschoolers thinking about things they like and to also express their creativity while practicing their developing fine motor skills.

Blippi: Things That Go!
Tom Bissell is a prizewinning writer who published three widely acclaimed books before the age of thirty-four. He is also an obsessive gamer who has spent untold hours in front of his various video game
consoles, playing titles such as Far Cry 2, Left 4 Dead, BioShock, and Oblivion for, literally, days. If you are reading this flap copy, the same thing can probably be said of you, or of someone you know. Until
recently, Bissell was somewhat reluctant to admit to his passion for games. In this, he is not alone. Millions of adults spend hours every week playing video games, and the industry itself now reliably outearns
Hollywood. But the wider culture seems to regard video games as, at best, well designed if mindless entertainment. Extra Lives is an impassioned defense of this assailed and misunderstood art form. Bissell
argues that we are in a golden age of gaming—but he also believes games could be even better. He offers a fascinating and often hilarious critique of the ways video games dazzle and, just as often, frustrate.
Along the way, we get firsthand portraits of some of the best minds (Jonathan Blow, Clint Hocking, Cliff Bleszinski, Peter Molyneux) at work in video game design today, as well as a shattering and deeply moving
final chapter that describes, in searing detail, Bissell’s descent into the world of Grand Theft Auto IV, a game whose themes mirror his own increasingly self-destructive compulsions. Blending memoir, criticism,
and first-rate reportage, Extra Lives is like no other book on the subject ever published. Whether you love video games, loathe video games, or are merely curious about why they are becoming the dominant
popular art form of our time, Extra Lives is required reading.

1001 Classical Recordings You Must Hear Before You Die
Lists top-recommended works by master composers from the past and present, providing a critical assessment of specific recordings and performances as identified by a team of leading music experts.

1001 Natural Wonders You Must See Before You Die
Behind the well-known U.S. security organizations— the FBI and CIA among them—lies a heavily guarded, anonymous government agency dedicated to intelligence surveillance and to a highly specialized brand of
citizen protection. Shock waves of alarm ripple through the clandestine agency when Washington, D.C., police detective Ryan Kessler inexplicably becomes the target of Henry Loving, a seasoned, ruthless
“lifter” hired to obtain information using whatever means necessary. While Loving is deft at torture, his expertise lies in getting an “edge” on his victim—leverage—usually by kidnapping or threatening family until
the “primary” caves under pressure. The job of keeping the Kessler family alive falls to a man named Corte, a senior federal protection officer known as a “shepherd.” Uncompromising, relentlessly devoted to
protecting those in his care and a passionate board game aficionado, he applies brilliant gaming strategy to his work. For Corte, the reappearance of Loving—the man who, six years earlier, had tortured and killed
someone close to him—is also an opportunity to avenge his friend’s death. The assignment soon escalates into a fast-paced duel between Corte and Loving, a dangerous volley of wits and calculated risks. As he
shepherds the Kesslers to a concealed safe house, Corte must anticipate Loving’s every step as the lifter moves in on his prey, and with the help of razor-sharp investigator Claire DuBois and his longtime ally,
FBI agent Paul Fredericks, pinpoint which of Kessler’s seemingly insignificant cases has triggered Loving’s return. As the team digs deeper, each of the Kesslers comes under close scrutiny, and in captivity
their family bonds are stretched to the breaking point—as the lifter draws near, Corte must ultimately choose between protecting his charges and exposing them to a killer in the name of long-awaited revenge.

How to Train Your Dragon The Hidden World: 1001 Stickers
Amazing Spider-Man: Full Circle
Based on the billion dollar DreamWorks franchise, join Hiccup and Toothless in this fun-filled sticker activity book - with over 1000 stickers! A dragon-filled activity book perfect for fans of How To Train Your
Dragon! This sticker book is packed with games, activities and over 1000 stickers of all of your favourite Dragons characters. Look out for more How to Train Your Dragon: The Hidden World books: How to Train
Your Dragon: The Hidden World 1001 Stickers How to Train Your Dragon: The Hidden World Dragon Gliders How to Train Your Dragon: The Hidden World Glow in the Dark Sticker Book How to Train Your Dragon:
The Hidden World The Story of the Film How to Train Your Dragon Ultimate Movie Guide How to Train Your Dragon is now a major DreamWorks franchise. How to Train Your Dragon 3 is scheduled for release in
2019 and the TV series Defenders of Berk can be seen on CBBC and Netflix.
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