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The Blind Assassin Margaret Atwood 2007-12-18 From the #1 New York Times bestselling author of The
Handmaid's Tale WINNER OF THE BOOKER PRIZE In The Blind Assassin, Margaret Atwood weaves together
strands of gothic suspense, romance, and science ﬁction into one utterly spellbinding narrative. The novel
begins with the mysterious death—a possible suicide—of a young woman named Laura Chase in 1945.
Decades later, Laura’s sister Iris recounts her memories of their childhood, and of the dramatic deaths that
have punctuated their wealthy, eccentric family’s history. Intertwined with Iris’s account are chapters from
the scandalous novel that made Laura famous, in which two illicit lovers amuse each other by spinning a tale
of a blind killer on a distant planet. These richly layered stories-within-stories gradually illuminate the secrets
that have long haunted the Chase family, coming together in a brilliant and astonishing ﬁnal twist.
Assassin's Creed: Atlas Guillaume Delalande 2021-10 An oﬃcially licensed guide to the exciting historical
destinations and ancient battlegrounds of Ubisoft's Assassin's Creed series Meticulously re-created historical
sites are a staple of the bestselling Assassin's Creed series--and, in fact, are one of the main draws of
Ubisoft's all-time bestselling property. Each new game transports gamers to a diﬀerent era and locale,
beginning with Jerusalem in the time of the Crusades and going on to explore Renaissance-era Italy, colonial
America, Paris during the French Revolution, 19th-century London, and ancient Greece and Egypt. Assassin's
Creed has provided a means to walk through the past and experience world history in a ﬁrsthand, immersive
way. In Assassin's Creed: Atlas, previously unpublished maps, diagrams, and drawings illuminate all of the
lands of antiquity featured across the series that have deﬁned both real-world history and the games
themselves. Throughout, gaming journalist Guillaume Delalande expands on Assassin's Creed's fascinating
lore and reﬂects on the critical moments that gamers experienced in these locations.
Lived Islam A. Kevin Reinhart 2020-04-30 This book is designed to serve as a text for courses on modern
Islam. It challenges misleading questions which foster assumptions of Islam as a monolithic essence to
instead argue that Islam, like all religions, is complex and thus best understood through analogy with
language.
The Lost Painting Jonathan Harr 2006-11-07 Told with consummate skill by the writer of the bestselling,
award-winning A Civil Action, The Lost Painting is a remarkable synthesis of history and detective story. An
Italian village on a hilltop near the Adriatic coast, a decaying palazzo facing the sea, and in the basement,
cobwebbed and dusty, lit by a single bulb, an archive unknown to scholars. Here, a young graduate student
from Rome, Francesca Cappelletti, makes a discovery that inspires a search for a work of art of incalculable
value, a painting lost for almost two centuries. The artist was Caravaggio, a master of the Italian Baroque. He
was a genius, a revolutionary painter, and a man beset by personal demons. Four hundred years ago, he
drank and brawled in the taverns and streets of Rome, moving from one rooming house to another,
constantly in and out of jail, all the while painting works of transcendent emotional and visual power. He rose
from obscurity to fame and wealth, but success didn’t alter his violent temperament. His rage ﬁnally led him
to commit murder, forcing him to ﬂee Rome a hunted man. He died young, alone, and under strange
circumstances. Caravaggio scholars estimate that between sixty and eighty of his works are in existence
today. Many others–no one knows the precise number–have been lost to time. Somewhere, surely, a
masterpiece lies forgotten in a storeroom, or in a small parish church, or hanging above a ﬁreplace, mistaken
for a mere copy. Prizewinning author Jonathan Harr embarks on an spellbinding journey to discover the longlost painting known as The Taking of Christ–its mysterious fate and the circumstances of its disappearance
have captivated Caravaggio devotees for years. After Francesca Cappelletti stumbles across a clue in that
dusty archive, she tracks the painting across a continent and hundreds of years of history. But it is not until
she meets Sergio Benedetti, an art restorer working in Ireland, that she ﬁnally manages to assemble all the
pieces of the puzzle. Praise for The Lost Painting “Jonathan Harr has gone to the trouble of writing what will
probably be a bestseller . . . rich and wonderful. . . . In truth, the book reads better than a thriller. . . . If
you're a sucker for Rome, and for dusk . . . [you'll] enjoy Harr's more clearly reported details about life in the
city.”—The New York Times Book Review “Jonathan Harr has taken the story of the lost painting, and woven
from it a deeply moving narrative about history, art and taste—and about the greed, envy, covetousness and
professional jealousy of people who fall prey to obsession. It is as perfect a work of narrative nonﬁction as
you could ever hope to read.”—The Economist
Machiavelli in Contemporary Media Andrea Polegato 2021-07-14 There is an undeniable and persisting
fascination with Niccolò Machiavelli and his infamous political theories in contemporary pop culture. Many
comic books, video games, TV series, movies, and graphic novels make explicit or implicit references to the
most infamous political thinker of all-time. By oﬀering the reader an idea of how Machiavelli is present and
represented in contemporary media (in particular, in Assassin’s Creed, House of Cards, Homeland, pop art,
American and Italian politics, Italian cinema, and Trump’s rise to power), Machiavelli in Contemporary Media
gives new life to Machiavellian thought and shows how his theories—but also the several diﬀerent
interpretations of them (Machiavellianism)—are still inﬂuential today. Andrea Polegato is Assistant Professor
in Italian Studies at California State University, Fresno, USA. He works on the political language of Niccolò
Machiavelli and Florence between the Quattrocento and Cinquecento. His publications include articles on
Machiavelli, Pietro Aretino, and the Italian ﬁlmmaker Ermanno Olmi. He is also working on a comparison
between Renaissance Italy and Ancient China. Fabio Benincasa is Adjunct Professor for Duquesne University
– Rome Campus and Università Nicola Cusano, Italy. As well as several essays on cinema, he co-edited Come
rovesciare il mondo ad arte (2015) with Giorgio de Finis and Andrea Facchi, and with de Finis Nome plurale di
città (2016), and Il mondo degli umani si è fermato (2020). He is editor of Frontiere della Psicoanalisi and has
collaborated with the Museum of Contemporary Art of Rome.
The Composition of Video Games Johansen Quijano 2019-10-11 Video games are a complex, compelling
medium in which established art forms intersect with technology to create an interactive text. Visual arts,
architectural design, music, narrative and rules of play all ﬁnd a place within, and are constrained by,
computer systems whose purpose is to create an immersive player experience. In the relatively short life of
video game studies, many authors have approached the question of how games function, some focusing on
technical aspects of game design, others on rules of play. Taking a holistic view, this study explores how
ludology, narratology, visual rhetoric, musical theory and player psychology work (or don't work) together to
create a cohesive experience and to provide a uniﬁed framework for understanding video games.
The Digital Logic of Death Steven Pustay 2021-01-14 This book is open access and available on
www.bloomsburycollections.com. It is funded by Knowledge Unlatched. In The Digital Logic of Death, Steven
Pustay skillfully makes visible the immensely important but often overlooked role that moving images play in
shaping our understanding of mortality. This relationship, he argues, is made all the more urgent by the
technologies of the digital age, which have profoundly altered our ability to represent and contemplate death
through moving images, resulting in an entirely new cultural logic of death. To draw out this new logic,
Pustay presents accessible readings of otherwise dense and diﬃcult philosophical approaches to death –
such as those found in existentialism, psychoanalysis, and critical theory – by reading them through the lens
of contemporary media. From art-house ﬁlms like Irréversible and The Fountain to blockbusters like the
Matrix trilogy, from television commercials for M&M's to pay-cable dramas like The Sopranos and Breaking
Bad, from ﬁrst-person shooters like Bioshock to indie-games like LIMBO, Pustay shows how moving images
have shifted our understanding of death in general and our recognition of our own ﬁniteness in particular.
Assassin's Creed: Forsaken Oliver Bowden 2012-12-04 Learn how the Assassin known as Connor came to
be a deadly killer in this novel based on the Assassin's Creed™ video game series that follows his
father—Templar Grand Master, Haytham Kenway. “I am an expert swordsman. And I am skilled in the
business of death. I take no pleasure in my skill. Simply, I am good at it.” 1735, London. Haytham Kenway
has been taught to use a sword from the age he was able to hold one. When his family’s house is
attacked—his father murdered and his sister taken by armed men—Haytham defends his home the only way
he can: he kills. With his family destroyed, he is taken in by a mysterious tutor who trains him to become a
deadly killer. Consumed by his thirst for revenge, Haytham begins a quest for retribution, trusting no one and
questioning everything he has ever known. Conspiracy and betrayal surround him as he is drawn into the
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centuries-old battle between the Assassins and the Templars. An Original Novel Based on the Multiplatinum
Video Game from Ubisoft
Assassin's Creed: Heresy Christie Golden 2016-11-15
Encyclopedia of Practical Quotations Jehiel Keeler Hoyt 1909
Geek Heroines: An Encyclopedia of Female Heroes in Popular Culture Karen M. Walsh 2019-10-11 Geek
Heroines not only tells the stories of ﬁctional and real women, but also explores how they represent changes
in societal views of women, including women of color and the LGBTQ community. • Provides readers with an
intersectional approach to geek culture that incorporates a variety of female identities • Details the historical
problems of women's representation in geek culture including hypersexualization, bi-erasure, and
transgender issues • Focuses on how characters and real-life women empower female identiﬁcations •
Analyzes the geek community's history of sexism focusing on how social norms lead to one-dimensional
characterizations
Encyclopedia Americana 2006
The Catholic Encyclopedia: Laprade-Mass 1910
The SNES Encyclopedia Chris Scullion 2020-10-19 Following on from the previously released NES
Encyclopedia, The SNES Encyclopedia is the ultimate resource for fans of Nintendo's second home video
game console, the Super Nintendo Entertainment System. Containing detailed information on all 780 games
released for the SNES in the west, this enormous book is full of screenshots, trivia and charmingly bad jokes.
It also includes a bonus section covering the entire 22-game library of the Virtual Boy, Nintendo's ill-fated 3D
system which was released at the end of the SNES's life.
The Art of Assassin's Creed III Andy McVittie 2012-10-30 An exclusive art book published to coincide with the
much-anticipated release of Assassin's Creed III. Initially launched in 2007, the ﬁrst four Assassin's Creed
games have sold more than 38 million units worldwide, and the franchise is now established as one of the
best-selling series ever. Recognized for having some of the richest, most-engrossing art and storytelling in
the industry, Assassin's Creed transcends video games, branching out into other entertainment experiences
including comic books, Facebook games, novels, short ﬁlms and more. Assassin's Creed III sees the franchise
step into a brand new era, with a new assassin in a revolutionary world. With intricately detailed
environments and ﬁnely-honed and evocative historical reimaginings, this is a world into which you can
immerse yourself and feel the echoes of the past come to life. Continuing in the footsteps of this already
world-renowned franchise, Assassin's Creed III promises to be the biggest and best yet. Highlights in the
game, and in the book, include new interactive cityscapes, frozen winter landscapes, threats from the natural
world, weather systems that aﬀect gameplay, and a wholly new environment for any Assassin so far - all
stunningly and historically-correctly recreated by the Ubisoft studio.
The Chronicles of Harris Burdick Chris Van Allsburg 2011 Renowned storytellers share tales inspired by
the thought-provoking illustrations in Chris Van Allsburg's "The Mysteries of Harris Burdick," including Kate
DiCamillo, Lois Lowry, Stephen King, and Jon Scieszka.
The Princeton Encyclopedia of Islamic Political Thought Gerhard Bowering 2013 "In 2012, the year
1433 of the Muslim calendar, the Islamic population throughout the world was estimated at approximately a
billion and a half, representing about one-ﬁfth of humanity. In geographical terms, Islam occupies the center
of the world, stretching like a big belt across the globe from east to west."--P. vii.
The Catholic Encyclopedia Charles Herbermann 1910
Assassin's Creed Matthew Miller 2015-10-13 Assassin’s Creed is one of the biggest entertainment
properties in the world. A sweeping and visually rich narrative covering the Crusades in medieval Jerusalem,
the pirate-infested oceans of the Caribbean, the height of the French Revolution, and more, Assassin’s Creed
immerses fans in the most dramatic periods in human history and brings to life some of its most intriguing
and inﬂuential characters. This comprehensive book explores the history and legacy of Assassin’s Creed, its
rich mythology, and the vivid artwork of the entire franchise, including works created for the graphic novels
and downloadable content. With never-before-seen concept and character art, Assassin’s Creed: The
Complete Visual History reveals the creative process behind the immersive historical settings as well as the
development of such iconic characters as Altair, Ezio, Connor, and Arno, to name a few, chronicling how the
franchise has evolved over the years while retaining its bold, signature look. Written by gaming journalist
Matthew Miller and featuring commentary from key Ubisoft developers and artists, this comprehensive visual
history oﬀers unparalleled insight into one of the industry’s most acclaimed franchises. The ultimate word on
the blockbuster gaming phenomenon, Assassin’s Creed: The Complete Visual History is a must read for fans
of the franchise and those interested in discovering the astounding artistry behind the creation of a major
contemporary video game series.
Transmedial Narratology and Contemporary Media Culture Jan-Noël Thon 2016-08 It has become something
of a clich� within the ﬁeld of narratology to assert the commercial, aesthetic, and sociocultural relevance of
narrative representations, but the fact remains that narratives are everywhere. Whenever we read a novel or
a comic, watch a ﬁlm or an episode of our favorite television series, or play the latest video game, we are
likely to engage with narrative media. Similarly, the intermedial adaptations and transmedial entertainment
franchises that have become increasingly visible during the past few decades are, at their core, narrative
forms. Since a signiﬁcant part of contemporary media culture is deﬁned by the narratives we tell each other
via various media, the media studies discipline needs a genuinely transmedial narratology. Transmedial
Narratology and Contemporary Media Culture focuses on the intersubjective construction of storyworlds as
well as on prototypical forms of narratorial and subjective representation. It provides not only a method for
the analysis of salient transmedial strategies of narrative representation in contemporary ﬁlms, comics, and
video games but also a theoretical frame within which medium-speciﬁc approaches from literary and ﬁlm
narratology, from comics studies and game studies, and from various other strands of media and cultural
studies may be employed to further our understanding of narratives across media.
Assassin's Creed: Unity Oliver Bowden 2014-12-02 A Templar and an Assassin are caught up in a quest for
vengeance during the French Revolution in this novel based on the Assassin's Creed™ video game series. “I
have been beaten, deceived and betrayed. They murdered my father—and I will have my revenge at
whatever cost!” 1789: The magniﬁcent city of Paris sees the dawn of the French Revolution. The cobblestone
streets run red with blood as the people rise against the oppressive aristocracy. But revolutionary justice
comes at a high price... At a time when the divide between the rich and the poor is at its most extreme, and
a nation is tearing itself apart, a young man and woman ﬁght to avenge all they have lost. Soon Arno and
Élise are drawn into the centuries-old battle between the Assassins and the Templars—a world with dangers
more deadly than they could ever have imagined. An Original Novel Based on the Multiplatinum Video Game
from Ubisoft
Halo Encyclopedia (Deluxe Edition) Microsoft 2022-04-12 The universe of Halo is remarkably vast in scale
and astonishingly elaborate in detail, telling rich stories ﬁlled with bold characters, breathtaking worlds, and
thrilling conﬂicts. In celebration of the 20th anniversary of Halo, Dark Horse and 343 Industries have teamed
up to deliver the most deﬁnitive guide to the universe thus far. The Halo Encyclopedia Deluxe Edition holds
some of the Halo universe’s greatest secrets, which is why it is contained within a Forerunner cylix—a device
that holds their civilization’s greatest secrets! The Deluxe Edition also comes with a cover exclusive to this
edition, as well as a lithograph not found anywhere else.
Encyclopedia of Weird War Stories Paul Green 2017-05-31 Fictional war narratives often employ haunted
battleﬁelds, super-soldiers, time travel, the undead and other imaginative elements of science ﬁction and
fantasy. This encyclopedia catalogs appearances of the strange and the supernatural found in the war stories
of ﬁlm, television, novels, short stories, pulp ﬁction, comic books and video and role-playing games.
Categories explore themes of mythology, science ﬁction, alternative history, superheroes and "Weird War."
Catholic Encyclopedia 1910
Transnational Horror Across Visual Media Dana Och 2013-10-15 This volume investigates the horror
genre across national boundaries (including locations such as Africa, Turkey, and post-Soviet Russia) and
diﬀerent media forms, illustrating the ways that horror can be theorized through the circulation, reception,
and production of transnational media texts. Perhaps more than any other genre, horror is characterized by
its ability to be simultaneously aware of the local while able to permeate national boundaries, to function on
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both regional and international registers. The essays here explore political models and allegories, questions
of cult or subcultural media and their distribution practices, the relationship between regional or cultural
networks, and the legibility of international horror iconography across distinct media. The book underscores
how a discussion of contemporary international horror is not only about genre but about how genre can
inform theories of visual cultures and the increasing permeability of their borders.
Marvel: The Tiny Book of Scarlet Witch and Vision Insight Editions 2022-04-12 Relive moments from the epic
romance between Scarlet Witch and the Vision in this tiny book of quotes! The journey of Scarlet Witch and
the Vision is one of the most beloved stories in the Marvel Universe. Now, you can hold this incredible love
story in the palm of your hand, with this tiny book that collects art and quotes from over four decades of
Marvel comics. The perfect gift for any Marvel fan, this tiny book is a fun celebration of the most universeshattering couple in the Marvel Universe! • AN EPIC SAGA IN THE PALM OF YOUR HAND: Depicting the
decades-spanning story of Wanda and Vision, this 1.34" x 1.73" book ﬁts in the palm of your hand. • MORE
THAN 150 QUOTES: Filled with quotes and art from all of Scarlet Witch and Vision’s most signiﬁcant comics
stories. • DECOR AND DISPLAY: A ribbon bookmark doubles as a hanger to let you use this tiny book as an
ornament or decoration. The beautiful and sturdy slipcase turns a delightful book into a treasured keepsake.
• COMPLETE YOUR MARVEL LIBRARY: A miniscule but mighty companion to your Marvel collection, this tiny
book is an exciting entry in Insight Editions’ line of tiny books featuring Spider-Man, Captain America, and
more.
Encyclopedia Britannica 1970
Assassin's Creed - Escape Room Puzzle Book James Hamer-Morton 2022-09 The Assassin's Creed
Escape Room Puzzle Book is an exciting journey through history in which you must solve a series of puzzles
and mysteries to save humanity. You are Joey, a museum worker who comes across a mysterious blade that
sets in motion a chain of events that completely upends your life. Drawn into the world of the Assassins, you
must tour through time and space - from 5th century BCE Greece to the catacombs of medieval Venice - in
order to foil a malevolent Isu plot. Featuring characters and locations familiar to fans of the Assassin's Creed
franchise and written by an experienced real-life escape-room creator, this immersive escape-room
experience is both visually exciting and a diﬃcult puzzle quest. Can you solve the conundrums and reveal
the Isu plan in time to save the world?
Vikings: An Encyclopedia of Conﬂict, Invasions, and Raids Tristan Mueller-Vollmer 2022-03-31 How did the
Vikings know when to strike? What were their military strengths? Who were their leaders? What was the
impact of their raids? These and many more questions are answered in this volume, which will beneﬁt
students and general readers alike. The only encyclopedia devoted speciﬁcally to the topic of conﬂict,
invasions, and raids in the Viking Age, this book presents detailed coverage of the Vikings, who are infamous
for their violent marauding across Europe during the early Middle Ages. Featuring extracts of poetry and
prose from the Viking Age, the book provides cultural context in addition to an in-depth analysis of Viking
military practices.
The Woody Allen Encyclopedia Thomas S. Hischak 2018-11-09 This reference work consists of entries on
every ﬁlm, television, stage, and literary work by Woody Allen. The volume also includes entries on people
(actors, producers, writers, etc.) who have worked with Allen as well as various topics (acting roles, awards,
themes, ﬁlm locations, etc.).
The Biblical Encyclopedia James Comper Gray 1903
Encyclopedia of Leadership George R. Goethals 2004-02-29 The Encyclopedia of Leadership brings
together for the ﬁrst time everything that is known and truly matters about leadership as part of the human
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experience. Developed by the award-winning editorial team at Berkshire Publishing Group, the Encyclopedia
includes hundreds of articles, written by 280 leading scholars and experts from 17 countries, exploring
leadership theories and leadership practice. Entries and sidebars show leadership in action - in corporations
and state houses, schools, churches, small businesses, and nonproﬁt organizations.
Encyclopedia of Global Religion Mark Juergensmeyer 2012 Presents entries A to L of a two-volume
encyclopedia discussing religion around the globe, including biographies, concepts and theories, places,
social issues, movements, texts, and traditions.
Assassin's Creed: The Essential Guide Titan Books 2020-02-25 Bursting with timelines, concept art, locations,
history, character proﬁles, and technology, this is the ultimate guide to the milennia-long struggle between
the Assassin Brotherhood and the Templar Order. The covert war between two secret organizations, the
Templars order and the Brotherhood of the Assassins, has been raging for millennia. Packed with beautiful
images and featuring the latest lore, "Assassin's Creed: The Essential Guide," explores the major characters,
technology, key historical settings, and epic story of this conﬂict. Encompassing the entire franchise,
Assassin's Creed: The Essential Guide is both an ideal introduction and the perfect guide to the Assassin's
Creed universe, full with facts on: -The Assassin Brotherhood and the Templar order -The First Civilisation Technology and Weapons -Historical Settings and Locations -The Present day storyline
The Art of Assassin's Creed Origins Paul Davies 2017-10-31 Having taken players all the way to the gateway
to the modern world in Syndicate, Assassin’s Creed once again takes fans on an adventure through history.
The Art of Assassin’s Creed 7 collates hundreds of concept arts, including sketches, ﬁnal paintings, and 3D
Renders, alongside in-depth commentary from the artists and developers, representing the ultimate insight
into the design processes behind the game.
The SAGE International Encyclopedia of Mass Media and Society Debra L. Merskin 2019-11-12 The SAGE
International Encyclopedia of Mass Media and Society discusses media around the world in their varied
forms—newspapers, magazines, radio, television, ﬁlm, books, music, websites, social media, mobile
media—and describes the role of each in both mirroring and shaping society. This encyclopedia provides a
thorough overview of media within social and cultural contexts, exploring the development of the mediated
communication industry, mediated communication regulations, and societal interactions and eﬀects. This
reference work will look at issues such as free expression and government regulation of media; how people
choose what media to watch, listen to, and read; and how the inﬂuence of those who control media
organizations may be changing as new media empower previously unheard voices. The role of media in
society will be explored from international, multidisciplinary perspectives via approximately 700 articles
drawing on research from communication and media studies, sociology, anthropology, social psychology,
politics, and business.
The Encyclopedia Americana 2000
Clara and Mr. Tiﬀany Susan Vreeland 2012-03-20 NATIONAL BESTSELLER It’s 1893, and at the Chicago
World’s Fair, Louis Comfort Tiﬀany makes his debut with a luminous exhibition of innovative stained-glass
windows that he hopes will earn him a place on the international artistic stage. But behind the scenes in his
New York studio is the freethinking Clara Driscoll, head of his women’s division, who conceives of and
designs nearly all of the iconic leaded-glass lamps for which Tiﬀany will long be remembered. Never publicly
acknowledged, Clara struggles with her desire for artistic recognition and the seemingly insurmountable
challenges that she faces as a professional woman. She also yearns for love and companionship, and is
devoted in diﬀerent ways to ﬁve men, including Tiﬀany, who enforces a strict policy: He does not employ
married women. Ultimately, Clara must decide what makes her happiest—the professional world of her
hands or the personal world of her heart.
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