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Zero. Zip. Zilch. Nada. That's what all the other numbers think
of Zero. He doesn't add anything in addition. He's of no use in
division. And don't even ask what he does in multiplication.
(Hint: Poof!) But Zero knows he's worth a lot, and when the
other numbers get into trouble, he swoops in to prove that his
talents are innumerable.
The Walkthrough offers a rare peek behind the curtain of the
secretive video game industry from an unlikely perspective,
that of a career strategy guide writer. For eighteen years,
Doug Walsh was one of the most prolific authors of officially
licensed video game strategy guides. One part memoir and
one part industry tell-all, The Walkthrough takes players on
an entertaining march through gaming’s recent history, from
the dawn of the PlayStation to the Xbox 360 and Nintendo
Switch. Follow along as Walsh retraces his career and
reveals how the books were made, what it was like writing
guides to some of the industry’s most celebrated — and
derided — titles, and why the biggest publishers of guidebooks
are no longer around. Walsh devotes entire chapters to many
of gaming’s most popular franchises, including Tony Hawk’s
Pro Skater, Gears of War, and Diablo, among others. From
inauspicious beginnings with Daikatana to authoring the
books for the entire Bioshock trilogy, with plenty of highs,
lows, and Warp Pipes along the way, Walsh delivers a rare
treat to twenty-first century gamers. The Walkthrough is sure
to satisfy the curiosity of anyone who grew up with the works
of BradyGames and Prima Games sprawled across their laps.
With over one hundred books to his credit, and countless
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weeks spent at many of the most famous studios in North
America, he is uniquely qualified to give an insider’s
perspective of a little-known niche within the multi-billiondollar industry.
A hilarious, illustrated middle-grade adventure about a
superhero with no superpowers! "Should appeal to readers
who enjoy the Captain Underpants and Wimpy Kid series.†? School Library Connection When Murph Cooper begins his
new school several weeks into the year, he can't help but feel
a bit out of his depth. And it's not because he's worried about
where to sit, making friends, and fitting in. It's because his
mom has accidentally enrolled him at a school for
superheroes. And unlike his fellow students, who can control
the weather or fly or conjure tiny horses from thin air, Murph
has no special abilities whatsoever. But Murph's totally
normal abilities might just be what the world needs. Because
not far away is a great big bad guy who is half man and half
wasp, and his mind is abuzz with evil plans . . . and when he
comes after the best and the brightest, it's up to Murph to be
the real hero. With black-and-white illustrations throughout,
this laugh-out-loud story proves that heroes come in all
shapes and sizes.
Certain to engender debate in the media, especially in
Ukraine itself, as well as the academic community. Using a
wide selection of newspapers, journals, monographs, and
school textbooks from different regions of the country, the
book examines the sensitive issue of the changing
perspectives ? often shifting 180 degrees ? on several events
discussed in the new narratives of the Stalin years published
in the Ukraine since the late Gorbachev period until 2005.
These events were pivotal to Ukrainian history in the 20th
century, including the Famine of 1932?33 and Ukrainian
insurgency during the war years. This latter period is
particularly disputed, and analyzed with regard to the roles of
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the OUN (Organization of Ukrainian Nationalists) and the
UPA (Ukrainian Insurgent Army) during and after the war.
Were these organizations "freedom fighters" or
"collaborators"? To what extent are they the architects of the
modern independent state? "This excellent book fills a
longstanding void in literature on the politics of memory in
Eastern Europe. Professor Marples has produced an
innovative and courageous study of how postcommunist
Ukraine is rewriting its Stalinist and wartime past by gradually
but inconsistently substituting Soviet models with nationalist
interpretations. Grounded in an attentive reading of Ukrainian
scholarship and journalism from the last two decades, this
book offers a balanced take on such sensitive issues as the
Great Famine of 1932-33 and the role of the Ukrainian
nationalist insurgents during World War II. Instead of taking
sides in the passionate debates on these subjects, Marples
analyzes the debates themselves as discursive sites where a
new national history is being forged. Clearly written and well
argued, this study will make a major impact both within and
beyond academia." - Serhy Yekelchyk, University of Victoria
In a world full of super powers, Felix has a pretty crappy
one.He has the ability to modify any item he owns. To
upgrade anything. Sounds great on paper. Almost like a video
game.Except that the amount of power it takes to actually
change, modify, or upgrade anything worthwhile is beyond his
abilities.With that in mind, Felix settled into a normal life. A
normal job.His entire world changes when the city he lives in
is taken over by a Super Villain. Becoming a country of one
city. A city state.Surprisingly, not a whole lot changed.
Politicians were still corrupt. Banks still held onto your money.
And criminals still committed crime.Though the black market
has become more readily available. And in that not so black
market, Felix discovers he has a way to make his power
useful after all, and grasps a hold of his chance with both
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hands.Warning and minor spoiler: This novel contains graphic
violence, undefined relationships/partial harem,
unconventional opinions/beliefs, and a hero who is as tactful
as a dog at a cat show. Read at your own risk.
For those who could read between the lines, the censored
news out of China was terrifying. But the president insisted
there was nothing to worry about. Fortunately, we are still a
nation of skeptics. Fortunately, there are those among us who
study pandemics and are willing to look unflinchingly at worstcase scenarios. Michael Lewis’s taut and brilliant nonfiction
thriller pits a band of medical visionaries against the wall of
ignorance that was the official response of the Trump
administration to the outbreak of COVID-19. The characters
you will meet in these pages are as fascinating as they are
unexpected. A thirteen-year-old girl’s science project on
transmission of an airborne pathogen develops into a very
grown-up model of disease control. A local public-health
officer uses her worm’s-eye view to see what the CDC
misses, and reveals great truths about American society. A
secret team of dissenting doctors, nicknamed the Wolverines,
has everything necessary to fight the pandemic: brilliant
backgrounds, world-class labs, prior experience with the
pandemic scares of bird flu and swine flu…everything, that is,
except official permission to implement their work. Michael
Lewis is not shy about calling these people heroes for their
refusal to follow directives that they know to be based on
misinformation and bad science. Even the internet, as crucial
as it is to their exchange of ideas, poses a risk to them. They
never know for sure who else might be listening in.
Heroes and Villains is a unique collaboration with the
caricaturist Gerald Scarfe, which will also be the subject of a
documentary on BBC Four. In the book, portraits of wellknown figures, selected from the National Portrait Gallery's
collections, are quirkily juxtaposed with caricatures that depict
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their villainous side. Gerald Scarfe, Britain's best-known
caricaturist, provides these artful, glib distortions, many of
which have been specially commissioned. They reveal the wit
and vision of an exceptional draughtsman at work. who argue
their views for and against, on subjects as wide ranging as
Henry VIII, Oswald Mosley, Virginia Woolf, Princess Diana
and David and Victoria Beckham.
Eva and Rafe’s story concludes in this emotional, angsty,
rock star romance from the bestselling author of The Rixon
Raiders series Rafe Hunter thought he was destined for two
things in life: playing guitar, and keeping his brother on the
straight and narrow. Until Eva. She makes him want to be
better. Makes him dream of life after the band. But Black
Hearts Still Beat is all he’s ever known. Rafe wants a future
with Eva but when you’re choosing between your heart and
head, fame or the future, nothing is ever simple. Music saved
them, but is it finally time for Rafe to let his heart rule? Or will
love be the ultimate downfall of Eva and her Black Hearted
boys?
The Superhero Multiverse focuses on the evolving meanings
of the superhero icon in 21st-century film and popular media,
with an emphasis on re-adapting, re-imagining, and remaking. With its focus on multimedia and transmedia
transformations, The Superhero Multiverse pivots on two
important points: firstly, it reflects on the core concerns of the
superhero narrative--including the relationship between
'superhero comics' and 'superhero films', the comics roots of
superhero media, matters of canon and hybridity, and issues
of recycling and stereotyping in superhero films and media
texts. Secondly, it considers how these intersecting textual
and cultural preoccupations are intrinsic to the process of
remaking and re-adapting superheroes, and brings attention
to multiple ways of materializing these iconic figures in our
contemporary context.
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Once, there were infinite Earths. Then there came a Crisis...a
Zero Hour...a Flashpoint. Worlds lived. Worlds died. But some
worlds must now fight for their future-in the Convergence! The
evil alien intelligence known as Brainiac has stolen 50
doomed cities from throughout time and space and sealed
them behind impenetrable domes. One year later, the domes
will come down-and the heroes and villains of 50 dead worlds
must battle to be the last one standing! In this volume:
SUPERMAN: THE MAN OF STEEL: John Henry Irons suits
up as Steel to defend Metropolis against the tempestuous
teens of Gen13! BATMAN: SHADOW OF THE BAT: The
Dark Knight and his even darker replacement, Azrael, must
join forces against the team of black-ops assassins known as
Wetworks! AQUAMAN: The one-time-and one-handed-King
of Atlantis must go hand-to-hand and toe-to-toe against the
WildStorm Universe's deadliest warrior: Deathblow!
SUPERGIRL: MATRIX: To survive a madcap trip through the
Multiverse, the shape-shifting Girl of Tomorrow must forge an
uneasy alliance with Ambush Bug and L.E.G.I.O.N.'s Lady
Quark! GREEN LANTERN/PARALLAX: To repel an invasion
from Earth-6, Kyle Rayner must turn to disgraced Green
Lantern Hal Jordan-but will he save their city, or destroy it?
The unforgettable ZERO HOUR-era versions of your favorite
DC heroes square off against the WildStorm Universe-and
even wilder places-in CONVERGENCE: ZERO HOUR VOL.
2!
From the bestselling author of Blood, Sweat, and Pixels
comes the next definitive, behind-the-scenes account of the
video game industry: how some of the past decade's most
renowned studios fell apart—and the stories, both triumphant
and tragic, of what happened next. Jason Schreier's
groundbreaking reporting has earned him a place among the
preeminent investigative journalists covering the world of
video games. In his eagerly anticipated, deeply researched
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new book, Schreier trains his investigative eye on the volatility
of the video game industry and the resilience of the people
who work in it. The business of videogames is both a prestige
industry and an opaque one. Based on dozens of first-hand
interviews that cover the development of landmark
games—Bioshock Infinite, Epic Mickey, Dead Space, and
more—on to the shocking closures of the studios that made
them, Press Reset tells the stories of how real people are
affected by game studio shutdowns, and how they recover,
move on, or escape the industry entirely. Schreier's insider
interviews cover hostile takeovers, abusive bosses, corporate
drama, bounced checks, and that one time the Boston Red
Sox's Curt Schilling decided he was going to lead a game
studio that would take out World of Warcraft. Along the way,
he asks pressing questions about why, when the video game
industry is more successful than ever, it's become so hard to
make a stable living making video games—and whether the
business of making games can change before it's too late.
A marvelous global history of the pivotal year 1945 as a new
world emerged from the ruins of World War II Year Zero is a
landmark reckoning with the great drama that ensued after
war came to an end in 1945. One world had ended and a
new, uncertain one was beginning. Regime change had come
on a global scale: across Asia (including China, Korea,
Indochina, and the Philippines, and of course Japan) and all
of continental Europe. Out of the often vicious power
struggles that ensued emerged the modern world as we know
it. In human terms, the scale of transformation is almost
impossible to imagine. Great cities around the world lay in
ruins, their populations decimated, displaced, starving. Harsh
revenge was meted out on a wide scale, and the ground was
laid for much horror to come. At the same time, in the wake of
unspeakable loss, the euphoria of the liberated was
extraordinary, and the revelry unprecedented. The postwar
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years gave rise to the European welfare state, the United
Nations, decolonization, Japanese pacifism, and the
European Union. Social, cultural, and political “reeducation”
was imposed on vanquished by victors on a scale that also
had no historical precedent. Much that was done was ill
advised, but in hindsight, as Ian Buruma shows us, these
efforts were in fact relatively enlightened, humane, and
effective. A poignant grace note throughout this history is
Buruma’s own father’s story. Seized by the Nazis during the
occupation of Holland, he spent much of the war in Berlin as
a laborer, and by war’s end was literally hiding in the rubble
of a flattened city, having barely managed to survive
starvation rations, Allied bombing, and Soviet shock troops
when the end came. His journey home and attempted reentry
into “normalcy” stand in many ways for his generation’s
experience. A work of enormous range and stirring human
drama, conjuring both the Asian and European theaters with
equal fluency, Year Zero is a book that Ian Buruma is
perhaps uniquely positioned to write. It is surely his
masterpiece.
Significant ZeroHeroes, Villains, and the Fight for Art and
Soul in Video GamesAtria Books
Cortex and V need a new nemesis. Cortex's last villain
dumped him, and V got a little overeager and took out her
hero prematurely. They meet on Meta-Match, a nemesis
pairing site for heroes and villains. After throwing punches at
each other behind coffee shops and hiring henchman to do
their bidding (mostly just getting them coffee), they realize
they have a lot more in common than meets the eye. And
they may have a lot more hero and villain inside than they
realize.
45 RPM THE HISTORY AND THE VILLIANS OF A POP
MUSIC REVOLUTION
The epic voyage of the spacecraft Leonora Christine will take
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her and her fifty-strong crew to a planet some thrity lightyears distant. But, because the ship will accelerate to close to
the spped of light, for those on board subjective time will slow
and the journey will be of only a few years¿ duration. Then a
buffeting by an interstellar dustcloud changes everything. The
ship¿s deceleration system is damaged irreperably and soon
she is gaining velocity. When she attains light-speed, tau zero
itself, the disparity between ship-time and external time
becomes almost impossibly great. Eons and galaxies hurtle
by, and the crew of the Leonora Christine speeds into the
unknown.
“A hugely imagined, twisty, turning tale that leads through the
labyrinths of magic and war to the center of the heart.”
—Diana Gabaldon THE LAST THING SHE WANTED WAS TO
GET BACK INTO THE HERO GAME THE VILLAIN: The Dark
One—probably not fun at parties, definitely cool with
murder—was running around North America engulfing whole
cities in supernatural chaos and destruction. THE HEROES:
Five Chosen Ones—ordinary strangers with nothing in
common—were recruited by the government because they fit
the narrow criteria of a prophecy made by [redacted]. You
know the rest…heroes fought villain, heroes defeated villain,
and everything went back to normal. Only…not so much. Now,
it's ten years later, and Sloane Andrews, recovering Chosen
One, has discovered that all the fame, gratitude, and parade
floats in the world can’t erase what she endured—what she
had to do—to take down the Dark One. All she wants now is to
be left alone, but that doesn’t seem to be in the cards. As it
turns out, that plan for annihilation set in motion by the Dark
One? It’s not finished yet. Last time, Sloane saved the day
with a magical needle and a can-do attitude. This time, she’s
fresh out of both. “A stunning thriller/fantasy/sci-fi chimera
like nothing I've read before.” —Blake Crouch
Understanding Media Psychology is the perfect introductory
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textbook to the growing field of media psychology and its
importance in society, summarizing key concepts and
theories to provide an overview of topics in the field. Media is
present in almost every area of life today, and is an area of
study that will only increase in importance as the world
becomes ever more interconnected. Written by a team of
expert authors, this book will help readers to understand the
structures, influences, and theories around media
psychology. Covering core areas such as positive media
psychology, the effects of gaming, violence, advertising, and
pornography, the authors critically engage with contemporary
discussions around propaganda, fake news, deepfakes, and
the ways media have informed the COVID-19 pandemic.
Particular care is also given to addressing the interaction
between issues of social justice and the media, as well as the
effects media has on both the members of marginalized
groups and the way those groups are perceived. A final
chapter addresses the nature of the field moving forward, and
how it will continue to interact with closely related areas of
study. Containing a range of pedagogical features throughout
to aid teaching and student learning, including vocabulary
and key terms, discussion questions, and boxed examples,
this is an essential resource for media psychology courses at
the undergraduate and introductory master’s level globally.

From the award-winning video game writer of such
hits as Star Wars Battlefront and BioShock comes
an exclusive “compelling look into a world that
doesn’t like to spill its secrets to outsiders” (NPR):
the video game industry. When his satirical musings
in a college newspaper got him discharged from the
Air Force, it became clear to Walt Williams that his
destiny in life was to be a writer—he just never
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thought he’d end up writing video games, including
some of the biggest franchises today. A veteran
video game narrative designer, Williams pulls back
the curtain on an astonishingly profitable industry
that has put its stamp on pop culture and yet is little
known to those outside its walls. As Williams walks
you through his unlikely and at times inglorious rise
within one of the world’s top gaming companies, he
exposes an industry abundant in brain power and
out-sized egos, but struggling to stay innovative.
Significant Zero also provides clear-eyed criticism of
the industry’s addiction to violence and explains
how the role of the narrative designer is crucial for
expanding the scope of video games into more
immersive and emotional experiences. Significant
Zero is a rare and illuminating look inside “the video
gaming industry in all its lucrative shine and
questionable morality…[and] provides a refreshing
and realistic portrayal of succeeding at attaining a
dream via an unforeseen career trajectory”
(Booklist).
1 in 6 males will be sexually abused in their lifetime.
This fact is often ignored or not believed. Heroes,
Villains, and Healing is a guide to help male
survivors of childhood sexual abuse understand and
heal from the trauma of their past using DC Comic
Book superheroes and villains. This helpful book is
divided into three parts. The first is “Heroes,” which
explains how some coping strategies of male
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survivors are similar to the archetypes of such DC
superheroes as Superman, Batman, and the Flash.
The second part, “Villains,” examines how other
coping strategies may not be as positive, having
traits and attitudes of villains such as Lex Luthor and
the Joker. “Healing” is the final part, which explains
how striving to live the life of a hero or a villain can
be sustainable. To truly heal from childhood sexual
abuse means working through the stages of healing
and receiving help from a therapist or counselor.
This final section includes writing exercises and
examples that help male survivors know they are not
alone, as they come to terms with their abuse and
heal from past trauma. The book was written to help
male survivors open up about their abuse, seek help,
and stop suppressing their trauma through drug and
alcohol abuse, or suicide.
"When she learns that her mother is sick in Ohio,
Mim confronts her demons on a thousand-mile
odyssey from Mississippi that redefines her notions
of love, loyalty, and what it means to be sane"-Inspired by the groundbreaking A History of the
World in 100 Objects, this book draws on the unique
collections of The Strong museum in Rochester,
New York, to chronicle the evolution of video games,
from Pong to first-person shooters, told through the
stories of dozens of objects essential to the field’s
creation and development. Drawing on the World
Video Game Hall of Fame’s unmatched collection of
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video game artifacts, this fascinating history offers
an expansive look at the development of one of the
most popular and influential activities of the modern
world: video gaming. Sixty-four unique objects tell
the story of the video game from inception to today.
Pithy, in-depth essays and photographs examine
each object’s significance to video game play—what
it has contributed to the history of gaming—as well as
the greater culture. A History of Video Games in 64
Objects explains how the video game has
transformed over time. Inside, you’ll find a wide
range of intriguing topics, including: The first edition
of Dungeons & Dragons—the ancestor of computer
role-playing games The Oregon Trail and the
development of educational gaming The Atari 2600
and the beginning of the console revolution A World
of Warcraft server blade and massively multiplayer
online games Minecraft—the backlash against the
studio system The rise of women in gaming
represented by pioneering American video game
designers Carol Shaw and Roberta Williams’ game
development materials The prototype Skylanders
Portal of Power that spawned the Toys-to-Life video
game phenomenon and shook up the marketplace
And so much more! A visual panorama of
unforgettable anecdotes and factoids, A History of
Video Games in 64 Objects is a treasure trove for
gamers and pop culture fans. Let the gaming begin!
FIGHTING THE FUTURE. Astra has finished her
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training and is now a full-fledged Sentinel, but things
are not going well. She suffers from Post-Traumatic
Stress Disorder, and the public revelation of her
relationship with Atlas has caused her popularity to
nose-dive. To complicate things, the Teatime
Anarchist's intervention has changed the course of
events--leaving her with lots of knowledge about the
way the future was before the Big One, a complete
future-history that is now out of date. And just when
she thinks she's getting a handle on things, unfolding
events (a bank-robbery and a horrific murder) show
that one of the nastier pieces of the old future isn't so
out of date after all; unless she solves a murder
before it happens, Blackstone is going to die.
A masterful tale of ambition, jealousy, desire, and
superpowers. Victor and Eli started out as college
roommates—brilliant, arrogant, lonely boys who
recognized the same sharpness and ambition in
each other. In their senior year, a shared research
interest in adrenaline, near-death experiences, and
seemingly supernatural events reveals an intriguing
possibility: that under the right conditions, someone
could develop extraordinary abilities. But when their
thesis moves from the academic to the experimental,
things go horribly wrong. Ten years later, Victor
breaks out of prison, determined to catch up to his
old friend (now foe), aided by a young girl whose
reserved nature obscures a stunning ability.
Meanwhile, Eli is on a mission to eradicate every
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other super-powered person that he can find—aside
from his sidekick, an enigmatic woman with an
unbreakable will. Armed with terrible power on both
sides, driven by the memory of betrayal and loss, the
archnemeses have set a course for revenge—but
who will be left alive at the end? In Vicious, V. E.
Schwab brings to life a gritty comic-book-style world
in vivid prose: a world where gaining superpowers
doesn't automatically lead to heroism, and a time
when allegiances are called into question. "A
dynamic and original twist on what it means to be a
hero and a villain. A killer from page one...highly
recommended!" —Jonathan Maberry, New York
Times bestselling author of Marvel Universe vs The
Avengers and Patient Zero One of Publishers
Weekly's Best Fantasy Books of 2013 At the
Publisher's request, this title is being sold without
Digital Rights Management Software (DRM) applied.
"An award-winning videogame writer offers a rare
behind-the-scenes look inside the gaming industry,
and expands on how games are transformed from
mere toys into meaningful, artistic experiences"-See your favorite pop culture icons like never before
in this collection of humorous photographs featuring
Sideshow figures. Join celebrated photographer
Daniel Picard as he explores what his favorite pop
culture heroes and villains are up to when they’re
not caught up in the battle between good and evil.
This unique collection of meticulously composed
Page 15/23

Read PDF Significant Zero Heroes Villains And
The Fight For Art And Soul In Video Games
images showcases a variety of comic book and
movie icons in realistic and often hilarious everyday
settings. Using fan-favorite figures from Sideshow
Collectibles, Picard gives these classic characters a
fresh twist, presenting them in perfectly arranged, toscale environments that create believable scenes
and tongue-in-cheek parodies. Among the gallery of
memorable images are photographs of a
Stormtrooper with a desk job, the Joker shopping for
a Batman Halloween costume, and Harley Quinn
taking a selfie. Featuring a foreword by Simon Pegg,
an afterword by Kevin Smith, and an introduction
from Daniel Picard detailing his one-of-a-kind take
on pop culture parody, Figure Fantasy is a true
treasure for fans, collectors, and photographers
alike.
The Pastor's Daughter -- Against the Tide -- Leipzig
-- Berlin -- 1989 -- The Apprentice -- To the
Chancellery at Last -- Her First American President
-- Dictators -- The Private Chancellor -- Limited
Partners -- Europe is Speaking German Now -- "Get
me Angela on the Phone" -- The Summer of Reem -The Worst of Times -- Enter Trump -- Something
Has Changed in Our Country... -- A Partner at Last?
-- Toward the End.
Once Upon a Pixel examines the increasing sophistication of
storytelling and worldbuilding in modern video games.
Drawing on some of gaming’s most popular titles, including
Red Dead Redemption 2, The Last of Us, Horizon Zero
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Dawn, and the long-running Metal Gear Solid series, it is a
pioneering exploration into narrative in games from the
perspective of the creative writer. With interviews and insights
from across the industry, it provides a complete account of
how Triple-A, independent, and even virtual reality games are
changing the way we tell stories. Key Features A fresh
perspective on video games as a whole new form of creative
writing. Interviews with a range of leading industry figures,
from critics to creators. Professional analysis of modern video
game script excerpts. Insights into emerging technologies and
the future of interactive storytelling.
In a stylish, smart, new military science fiction series, Richard
Baker begins the adventures of Sikander North in an era of
great interstellar colonial powers. Valiant Dust combines the
intrigues of interstellar colonial diplomacy with explosive
military action. “New and extraordinary . . . Go read
this!”—David Weber Sikander Singh North has always had it
easy—until he joined the crew of the Aquilan Commonwealth
starship CSS Hector. As the ship’s new gunnery officer and
only Kashmiri, he must constantly prove himself better than
his Aquilan crewmates, even if he has to use his fists. When
the Hector is called to help with a planetary uprising, he’ll
have to earn his unit’s respect, find who’s arming the rebels,
and deal with the headstrong daughter of the colonial ruler—all
while dodging bullets. Sikander’s military career is off to an
explosive start—but only if he and CSS Hector can survive his
first mission.
NOW A NEW YORK TIMES BESTSELLER! From #1 New
York Times-bestselling author Marissa Meyer, comes a highstakes world of adventure, passion, danger, and betrayal.
Secret Identities. Extraordinary Powers. She wants
vengeance. He wants justice. The Renegades are a
syndicate of prodigies—humans with extraordinary
abilities—who emerged from the ruins of a crumbled society
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and established peace and order where chaos reigned. As
champions of justice, they remain a symbol of hope and
courage to everyone...except the villains they once
overthrew. Nova has a reason to hate the Renegades, and
she is on a mission for vengeance. As she gets closer to her
target, she meets Adrian, a Renegade boy who believes in
justice—and in Nova. But Nova's allegiance is to the villains
who have the power to end them both.
Fans of the hit TV show Heroes will love Quantum Prophecy!
Ten years ago, all the superhumans vanished. No one knows
what happened to them--until now. Thirteen-year-olds Danny
and Colin are shocked to discover that they are in fact the
beginning of a renewed superhuman race. As they rise to
take the place of the lost generation, the unimaginable truth
behind the explosive final battle that occurred ten years ago
between the superheroes and the supervillains is exposed.
And when the past resurfaces, Danny and his fellow
superheroes must face the new challenges that threaten their
survival. On the run from everyone, and not knowing who is
friend or foe, the one ability the new heroes are going to need
most is the power to distinguish good from evil.
NEW YORK TIMES BESTSELLER • “This is one of those
books that will go down as the seminal work—the
determinative work—in this field. . . . Terrifying.”—Rachel
Maddow The first definitive account of the rise and fall of the
Secret Service, from the Kennedy assassination to the
alarming mismanagement of the Obama and Trump years,
right up to the insurrection at the Capitol on January 6—by the
Pulitzer Prize winner and #1 New York Times bestselling coauthor of A Very Stable Genius and I Alone Can Fix It Carol
Leonnig has been reporting on the Secret Service for The
Washington Post for most of the last decade, bringing to light
the secrets, scandals, and shortcomings that plague the
agency today—from a toxic work culture to dangerously
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outdated equipment to the deep resentment within the ranks
at key agency leaders, who put protecting the agency’s oncehallowed image before fixing its flaws. But the Secret Service
wasn’t always so troubled. The Secret Service was born in
1865, in the wake of the assassination of Abraham Lincoln,
but its story begins in earnest in 1963, with the death of John
F. Kennedy. Shocked into reform by its failure to protect the
president on that fateful day in Dallas, this once-sleepy
agency was radically transformed into an elite, highly trained
unit that would redeem itself several times, most famously in
1981 by thwarting an assassination attempt against Ronald
Reagan. But this reputation for courage and excellence would
not last forever. By Barack Obama’s presidency, the onceproud Secret Service was running on fumes and beset by
mistakes and alarming lapses in judgment: break-ins at the
White House, an armed gunman firing into the windows of the
residence while confused agents stood by, and a massive
prostitution scandal among agents in Cartagena, to name just
a few. With Donald Trump’s arrival, a series of promised
reforms were cast aside, as a president disdainful of public
service instead abused the Secret Service to rack up political
and personal gains. To explore these problems in the ranks,
Leonnig interviewed dozens of current and former agents,
government officials, and whistleblowers who put their jobs on
the line to speak out about a hobbled agency that’s in
desperate need of reform. “I will be forever grateful to them
for risking their careers,” she writes, “not because they
wanted to share tantalizing gossip about presidents and their
families, but because they know that the Service is broken
and needs fixing. By telling their story, they hope to revive the
Service they love.”
A deep dive into the groundbreaking and bestselling video
game series The critically acclaimed first-person shooter
franchise Borderlands knows it's ridiculous. It's a badge of
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pride. After all, Borderlands 2 was promoted with the tagline
"87 bazillion guns just got bazillionder." These space-western
games encourage you to shoot a lot of enemies and
monsters, loot their corpses, and have a few chuckles while
chasing down those bazillion guns. As Kaitlin Tremblay
explores in Ain't No Place for a Hero, the Borderlands video
game series satirizes its own genre, exposing and addressing
the ways first-person shooter video games have tended to
exclude women, queer people, and people of colour, as well
as contribute to a hostile playing environment. Tremblay also
digs in to the way the Borderlands game franchise -- which
has sold more than 26 million copies -- disrupts traditional
notions of heroism, creating nuanced and compelling
storytelling that highlights the strengths and possibilities of
this relatively new narrative medium. The latest entry in the
acclaimed Pop Classics series, Ain't No Place for a Hero is a
fascinating read for Borderlands devotees as well as the
uninitiated.
Once upon a time, I was a princess in a tower. One night, and
my entire life went up in flames. All because of him. Jafar. As
my world burned down around me, he offered me a choice.
Walk away with nothing but my freedom… Or rise to his
challenge and win my fortune back. I bargained. I lost. Now
Jafar owns me, body and soul. Even as my mind rails against
his rules, my body loves the punishments he deals out when I
break them. But a gilded cage is still a prison, I’ll do anything
to obtain my freedom. Even betray the man I’m falling for. In
DESPERATE MEASURES, you’ll find: -> Enemies to lovers
-> Captive Heroine -> Kinky Roleplay -> Daddy/baby girl ->
Alpha hero
What is the difference between a hero and a villain? A hero
should always use their power for good: a detective devotes
his life to chasing gifted villains; a girl uses her frost powers to
rescue her father; a weary sidekick faces her childhood
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nemesis; and a young man must protect his loved ones
against a tyrannical authority. But having unique gifts means
facing tough decisions: a doctor must choose between saving
his reputation or his patient; a young woman saves a
drowning man and finds herself in danger as a result; a
student discovers the consequences of choice; and a
wannabe hero takes on a supervillain hoping she'll be invited
to the hero's league. And the line between good and evil is
oftentimes blurred: a self-made hero crosses that line to save
the world; a lovesick henchman blindly follows his master's
orders; a mentor attempts to prevent a pupil from being drawn
to villainy; a superpowered military team questions their
orders despite the inevitable consequences. Follow these
men and women as they set out to save themselves, and the
world, from the great evils around them.
From the brilliant mind of New York Times bestselling author
David Yoon comes a lightning-fast and scorchingly observant
thriller about how we can save ourselves from the very real
perils of a virtual world. Max, a data whiz at the social media
company Wren, has gotten a firsthand glimpse of the dark
side of big tech. When he questions what his company does
with the data they collect, he's fired...then black-balled across
Silicon Valley. With time on his hands and revenge on his
mind, Max and his longtime friend (and secretly the love of his
life) Akiko, decide to get even by rebooting the internet. After
all, in order to fix things, sometimes you have to break them.
But when Max and Akiko join forces with a reclusive tech
baron, they learn that breaking things can have
unintended--and catastrophic--consequences.
Through the stories of gaming's greatest innovations and
most beloved creations, journalist Harold Goldberg captures
the creativity, controversy--and passion--behind the
videogame's meteoric rise to the top of the pop-culture
pantheon. Over the last fifty years, video games have grown
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from curiosities to fads to trends to one of the world's most
popular forms of mass entertainment. But as the gaming
industry grows in numerous directions and everyone talks
about the advance of the moment, few explore and seek to
understand the forces behind this profound evolution. How
did we get from Space Invaders to Grand Theft Auto? How
exactly did gaming become a $50 billion industry and a
dominant pop culture form? What are the stories, the people,
the innovations, and the fascinations behind this incredible
growth? Through extensive interviews with gaming's greatest
innovators, both its icons and those unfairly forgotten by
history, All Your Base Are Belong To Us sets out to answer
these questions, exposing the creativity, odd theories--and
passion--behind the twenty-first century's fastest-growing
medium. Go inside the creation of: Grand Theft Auto * World
of Warcraft * Bioshock * Kings Quest * Bejeweled * Madden
Football * Super Mario Brothers * Myst * Pong * Donkey Kong
* Crash Bandicoot * The 7th Guest * Tetris * Shadow
Complex * Everquest * The Sims * And many more!
Extraordinary family. Ordinary kid. Elliott Harkness is the
youngest in a family of superheroes, but he has no powers of
his own - or so he thinks. Follow Elliott's hilarious journey to fit
in with his family, save the world, and make it home for
dinner.Get all three novels in the award-winning superhero
adventure series in one epic volume for 15% off! Perfect for
fans of Diary of a Wimpy Kid and The Incredibles! The Epic
Zero Collection includes 48 illustrated character profiles and a
full glossary of superpowers.
Meet Megaera, Meg for short. She's like Deadpool, except for
funner.For a girl with the power of fear the recruitment
attempts from both sides are never-ending. A self-described
not-a-hero, villain-leaning humanoid, Meg just wants to live
her life, work her dead-end job and have everyone else
(especially the heroes) leave her alone. But when a bigger
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fish who can turn superpowers back on their users enters the
picture and threatens the person Meg loves the most
(herself), she must turn to the last group of people she would
admit she needs help from.Forced to team up with the heroes
she despises (but won't murder, because let's face it, orange
is not the new black), Meg will have to face the choices from
her past that she won't get therapy for. Self-centered, snarky,
sarcastic and a little bit dramatic, she's going to have to save
the world, even if that wasn't her intention. And try not to get
shot in the process. Because that shit hurts.
12-year-old Elliott Harkness wants nothing more than to join
his superhero family, but he's a "Zero," that's super-speak for
powerless. Elliott is miserable, but all of that changes when a
mysterious girl comes to town who believes Elliott is far from
ordinary. Can Elliott be the epic hero he's always wanted to
be, or will he remain an Epic Zero
Praetorian. Sigma. Iron Will. Rushmore. Fluke. Fast Forward.
Regent. Threshold. Horde. Saurian. Dreamweaver. Fugue.
They are among the most powerful super heroes and villains
of Hudson City, fighting every day for the fate of every
innocent man, woman and child around them. Until the
moment everything changed. Until...Zero Hour. Now, the
most powerful humans ever known must ask themselves:
what is a hero with nothing left to protect? And what is a
villain with nothing left to destroy? One by one, they will find
out. And none of them are ready for the answers awaiting
them... A bold and uncompromising look at the world of
superhuman heroes, villains and humanity, OMEGA REIGN
blends the high-energy action of the comic books you know
and love and raises the stakes to a whole new level. The
battle for the future has just begun. And for those who have
lived and hidden behind their masks and capes, the stakes
have never been higher.
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