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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unpublished maps, diagrams, and drawings illuminate all of the lands of antiquity featured across the series that have defined both real-world history and the games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.
Older, wiser, and more deadly than ever, Master Assassin Ezio Auditore embarks on an epic journey to find the lost library of Altaїr in this novel based on the Assassin's Creed™ video game series. The library holds not only hidden knowledge but also the most unsettling secret the world has ever known; a secret the Templars hope to use to control humankind’s destiny. Five
keys are needed to access the library—to find them, Ezio must travel to the troubled city of Constantinople, where a growing army of Templars threaten to destabilise the Ottoman Empire. Walking in the footsteps of his predecessor, Altaїr, Ezio must defeat the Templars for the final time. For the stakes have never been higher, and what started as a pilgrimage has become
a race against time... An Original Novel Based on the Multiplatinum Video Game from Ubisoft
Discover the epic tale of legendary viking Geirmund Hel-hide in this new novel set in the world of Assassin's Creed Valhalla Mid-9th Century CE. The Viking attacks and invasions are shattering England’s kingdoms. Born into a royal lineage of Norwegian kings, Geirmund Hel-hide sets out for adventure to prove his worth as a Viking and a warrior. A perilous journey across
the sea brings him into contact with a being out of myth and grants him a mysterious ring that promises both great power and bitter betrayal. As Geirmund rises in the ranks of King Guthrum’s legendary army, he will have to use all his cunning to face the many dangers of a land ravaged by war. Fighting alongside his band of loyal warriors, his path will soon lead him into
a conflict as old as the Gods themselves.
Review: "This two-volume set on Islam is a timely resource aimed at the general reader. More than 500 articles, 200-5,000 words in length, describe the Islamic world from its known beginnings to the present day. A 'Synoptic Outline of Entries' at the beginning of volume one presents a thematic overview of the encyclopedia that facilitates browsing. A glossary of terms
and a pronunciation key appear at the end of volume two, followed by genealogies, timelines, and a detailed index."--"Reference that rocks," American Libraries, May 2005
Assassin's Creed: Renaissance
The Ming Storm
Assassin's Creed: The Official Movie Novelization
Assassin's Creed: Revelations
M-Z, Index

This 320-page book is an exhaustive guide to The Legend of Zelda from the original The Legend of Zelda to Twilight Princess HD. Make sure to check out the other installments in this unparalleled collection of historical information on The Legend of Zelda franchise with the New York Times best selling The Legend of Zelda: Hyrule Historia and
The Legend of Zelda: Art & Artifacts. Also look for The Legend of Zelda: Breath of the Wild -- Creating a Champion for an indepth look at the art, lore, and making of the best selling video game! A comprehensive collection of enemies and items, potions to poes, an expansion of the lore touched upon in Hyrule Historia, concept art, screencaps,
maps, main characters and how they relate, languages, and much, much more, including an exclusive interview with Series Producer, Eiji Aonuma! This, the last of The Goddess Collection trilogy, which includes Hyrule Historia and Art & Artifacts, is a treasure trove of explanations and information about every aspect of The Legend of Zelda
universe! An exhaustive compendium of everything from the first 30 years of The Legend of Zelda. An expansion of information from The Legend of Zelda timeline. Rare development sketches of your favorite characters. An extensive database of items and enemies.
Contains nearly 600 brief entries on the world's religious traditions.
The ultimate guide to monster girls that took fandom by storm--for Mature fans only! Monster Girl Encyclopedia Volume 1 is the first in a series of highly detailed illustrated books that contains one hundred profiles of wickedly lascivious monster girls. Considered by many fans to be the definitive source for sexy monster girls and the worlds they
inhabit, Monster Girl Encyclopedia is a must-have purchase for fans of Monster Musume, Nurse Hitomi’s Monster Infirmary, and other monster titles. This deluxe, large-trim hardcover with foil highlights is shrink-wrapped for Mature readers, and includes 240 pages of in-depth bios, one hundred gorgeous full-color illustrations, numerous
tantalizing black and white spot illustrations, diagrams, and more. Told from the perspective of a wandering monster girl scholar, these vibrantly illustrated pages teach us about sensual elves, dwarves, succubi, centaurs, mermaids, and much more, like you’ve never seen them before.
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.
How to Talk about Videogames
Prima Official Game Guide
Assassin's creed Encyclopedia 2.0
Assassin's Creed: Where's the Assassin?
Assassin’s Creed: Blade of Shao Jun, Vol. 1
Unlock the mysteries and magic within League of Legends, one of the world's most popular video games, in this encyclopedic and collectible companion book that explores the game's epic lore. Embark on a journey through the realms of Runeterra in this first-ever collectible companion book, published to celebrate the
game's tenth anniversary. Spanning the farthest reaches of this universe and venturing into uncharted territory, this encyclopedic compendium connects players to the rich storytelling that inspires all the action. Inside, you'll find: An expedition through eleven regions, chronicling conflicts, entrenched rivalries,
and covert alliances Hundreds of illustrations, including never-before-seen maps and artwork Insights into the heroes, flora, fauna, architecture, politics, and technologies from all corners of this world Original narratives that bring the cultures of Runeterra to life League of Legends is an online game played by
millions of people around the world, offering endless engagement with an expanding roster of champions, frequent updates, and a thriving esports scene. This volume is an essential reference for fans everywhere.
The 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?
Test your knowledge of the last Time Lord and the worlds he’s visited in Who-ology, an unforgettable journey through over 50 years of Doctor Who. Packed with facts, figures and stories from the show’s galactic run, this unique tour of space and time takes you from Totters Lane to Heaven itself, taking in guides to
UNIT call signs, details of the inner workings of sonic screwdrivers, and a reliability chart covering every element of the TARDIS. Now fully updated to cover everything through to the 12th Doctor's final episode, and with tables, charts and illustrations dotted throughout, as well as fascinating lists and
exhaustive detail, you won’t believe the wonders that await.
Not much has happened in the Roman Empire since 1994 that required the first edition to be updated, but Bunson, a prolific reference and history author, has revised it, incorporated new findings and thinking, and changed the dating style to C.E. (Common Era) and B.C.E. (Before Common Era). For the 500 years from
Julius Caesar and the Gallic Wars in 59-51 B.C.E. to the fall of the empire in the west in 476 C.E, he discusses personalities, terms, sites, and events. There is very little cross-referencing.
Doctor Who: Who-ology
A Collection of Notes Explanatory, Homiletic and Illustrative Forming a Complete Commentary on the Holy Scriptures Especially Designed for the Use of Ministers, Bible Students and Sunday-school Teachers
Encyclopedia of Practical Quotations
The Encyclopedia of World Religions
The Assassin's Creed Valhalla Novel
This gorgeous puzzle book for Assassin's Creed fans of all ages will delight the eyes, challenge the mind, and help fans to hone their assassin observation skills. Do you have the eagle eyes necessary to make it in the enigmatic Brotherhood of Assassins? This classic search and find book will allow gamers to interact
with their favourite characters in a new way! With beautiful, intricate, original illustrations spanning over 2000 years of history, search for 13 iconic assassins through the ages and across the world.
1526 AD—China is ruled by the Great Ming Empire. Though the empire flourishes, the winds of the new emperor’s political purge are sweeping over the land, and turmoil is brewing. With the decimation of her comrades, Shao Jun has become China’s last Assassin. After escaping to Europe, she has now returned alone to her
homeland. Her purpose: vengeance! -- VIZ Media
"The first to integrate psychology and religion in the context of modern social and behavioral sciences, Encyclopedia of Psychology and Religion continues to offer a rich contribution to the development of human self-understanding....This reference work provides a definitive and intellectually rigorous collection of
psychological interpretations of the stories, rituals, motifs, symbols, doctrines, dogmas, and experiences of the world's religious and mythological traditions. A broad range of psychological approaches are used in order to help readers understand the form and content of religious experience as well as offer insight
into the meanings of religious symbols and themes. It provides a technical and phenomenological vocabulary that will enable collaboration and dialogue among researchers in both fields" -- 2014 e-book.
Experience the fantastical world of Luxendarc like never before! Join the game's creators as they send their heroes on a journey to awaken the elemental crystals from all-consuming darkness, and experience the critically acclaimed Bravely Default in a whole new way. 256 pages of concept art and commentary,
delightfully arranged in a colorful hardcover volume offered in English for the first time! This faithful localization of original Japanese content allows readers to explore the story and art behind the game, and features hundreds of pieces of concept art and conversational commentary directly from the creative team!
The first of a two-volume series, this collection explores concepts and creativity from the first entry in the standalone Bravely series!
Explore Assassin's Creed in an Escape-Room Adventure
The Art of Assassin's Creed Origins
The Art of Bravely Default
Assassina's Creed - Into the Animus
League of Legends: Realms of Runeterra (Official Companion)

The Assassin's Creed series is renowned for its skillful blend of historical fiction, epic environments, and exciting action. This art book offers an insider's look at the immersive art direction of Assassin's Creed Valhalla, the first title in the franchise to explore Norse culture and the Viking invasion of England in the 9th century. Featuring iconic artworks ranging from stunning settings to brutal weapons, as well as developer insights.
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.
Based on Ubisoft’s highly popular Assassin’s Creed franchise, this deluxe coloring book features line art and design of the iconic locations and scenes from the games as well as all the central protagonists from the series. Packed with intricate illustrations from the Assassin’s Creed games, this ornate coloring book gives fans the opportunity to color their way through over eighty pages of Assassins and Templars. Featuring iconic scenes of Ezio soaring
over Venice in Leonardo da Vinci's flying machine, Connor in the battles of the Revolutionary War, and Alta r performing a Leap of Faith off a castle wall, this coloring book offers patterns, images, and iconography from throughout history to fill with color.
Betrayed by the ruling families of Italy, a young man embarks upon an epic quest for vengeance during the Renaissance in this novel based on the Assassin's Creed video game series. “I will seek vengeance upon those who betrayed my family. I am Ezio Auditore Da Firenze. I am an Assassin…” To eradicate corruption and restore his family’s honor, Ezio will learn the art of the Assassins. Along the way, he will call upon the wisdom of such great
minds as Leonardo da Vinci and Niccolo Machiavello—knowing that survival is bound to the skills by which he must live. To his allies, he will become a force for change—fighting for freedom and justice. To his enemies, he will become a threat dedicated to the destruction of the tyrants abusing the people of Italy. So begins an epic story of power, revenge and conspiracy... An Original Novel Based on the Multiplatinum Video Game from Ubisoft
LEGO Ninjago Character Encyclopedia New Edition
Monster Girl Encyclopedia Vol. 1
Encyclopedia of Islam and the Muslim World
Brahman
Assassin's Creed: Atlas

This comprehensive guide to the Star Wars series of films follows on from the re-release of the first three films. Everything from the smugglers' spaceport on Abregado-Rae and technical explanations of the Millennium Falcon's acceleration compensator is covered.
»Geschichte« ist zu einem wichtigen Stoff für Videospiele geworden - und trotz ihrer Bedeutung für die populäre Darstellung historischer Inhalte ist sie bislang kaum aufgearbeitet. Obwohl viele Spiele, auch Bestseller, die Frühe Neuzeit behandeln, fehlt - anders als zum Mittelalter oder
der Moderne - hier noch die geschichtswissenschaftliche Perspektive. Warum werden frühneuzeitliche Elemente in Videospielen aufgegriffen? Um welche handelt es sich? Wie werden sie verarbeitet? In diese Lücke stößt der Band. Die Beiträge verstehen sich dabei nicht als abschließende
Behandlung des Themas, sondern als Wegweiser zu neuen Fragen und Analysemethoden.
Sections alphabetically list facts about the history, geography, sociology, natural history, and biography of Tolkien's imaginary world
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.
Encyclopedia of the Roman Empire
The Art of Assassin's Creed Valhalla
The Art of Assassin's Creed III
Kim
Frühe Neuzeit im Videospiel
The Ming dynasty becomes a battleground for the Brotherhood of Assassins and the Order of the Templars in this blockbuster action novel from a previously unexplored part of the beloved Assassin s Creed universe. China, 16th century. The Assassins are gone. Zhang Yong, the relentless leader of the Eight Tigers, took advantage of the emperor's death to
eliminate all his opponents, and now the Templars hold all the power. Shao Jun, the last representative of her clan, barely escapes death and has no choice but to flee her homeland. Vowing to avenge her former brothers in arms, she travels to Europe to train with the legendary Ezio Auditore. When she returns to the Middle Kingdom, her saber and her
determination alone will not be enough to eliminate Zhang Yong: she will have to surround herself with allies and walk in the shadows to defeat the Eight Tigers.
Videogames! Aren t they the medium of the twenty-first century? The new cinema? The apotheosis of art and entertainment, the realization of Wagnerian gesamtkunstwerk? The final victory of interaction over passivity? No, probably not. Games are part art and part appliance, part tableau and part toaster. In How to Talk about Videogames, leading critic Ian
Bogost explores this paradox more thoroughly than any other author to date. Delving into popular, familiar games like Flappy Bird, Mirror s Edge, Mario Kart, Scribblenauts, Ms. Pac-Man, FarmVille, Candy Crush Saga, Bully, Medal of Honor, Madden NFL, and more, Bogost posits that videogames are as much like appliances as they are like art and media. We
don t watch or read games like we do films and novels and paintings, nor do we perform them like we might dance or play football or Frisbee. Rather, we do something in-between with games. Games are devices we operate, so game critique is both serious cultural currency and self-parody. It is about figuring out what it means that a game works the way it
does and then treating the way it works as if it were reasonable, when we know it isn t. Noting that the term games criticism once struck him as preposterous, Bogost observes that the idea, taken too seriously, risks balkanizing games writing from the rest of culture, severing it from the rivers and fields that sustain it. As essential as it is, he calls for its
pursuit to unfold in this spirit: God save us from a future of games critics, gnawing on scraps like the zombies that fester in our objects of study.
An Irish orphan becomes the disciple of a Tibetan monk while learning espionage tactics from the British secret service in India. Kipling's final and most famous novel.
Meet more than 200 minifigures from the LEGO® NINJAGO® world! Find out the coolest details about hundreds of LEGO NINJAGO minifigures. Uncover unusual versions of legendary heroes, including Avatar Zane and Teen Wu. Learn to identify dozens of foes from villainous groups including the Sky Pirates, Dragon Hunters, and all-new 2021 baddies. Expand
your NINJAGO knowledge with fact files on all your favorite ninja plus the most obscure characters, including the Ninjago Mailman, Gravis, and Captain Soto. Discover heroes and villains from 10 years of LEGO NINJAGO in the LEGO NINJAGO Character Encyclopedia New Edition - the ultimate handbook for fans of the NINJAGO world. ©2021 The LEGO Group.
Encyclopedia of Psychology and Religion
The Dune Encyclopedia
Assassin's Creed Valhalla: Geirmund's Saga
The Illustrated Encyclopaedia
Tolkien
Includes facts from the TV series Star Wars: The Mandalorian, this ebook is aimed at young kids who want to join Mando, Grogu, Boba Fett, and Ahsoka Tano on their thrilling adventures. They'll meet strange aliens and droids, learn about new planets and frightening monsters, and read about the evil villains who will stop at nothing to complete their missions. Hop aboard the Razor Crest and get exploring with Star
Wars: The Mandalorian Handbook!
• Setting information, faction descriptions, and history breakdowns. • Detailed memory block walkthroughs describing traffic, security, controlling factions, view points and side-quests. • Tips for completing all 44 of the XBox 360 Achievements. • Locations of all flags, targets, and templar locations for all areas of the game. • Advice on the utilization of certain maneuvers to aid in moving through the crowd and
swooping in for the kill.
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
Who is Jot Soora? Devoted fiance of movie star Monima Das, gifted programmer at software giant MysoreTech, or deadly Assassin with a secret? When Jot stumbles into a layer of code deep in his company's new device, the discovery threatens his relationship, his job, and his life. It also reveals shocking links to an ancestral past that cause him to question everything he knows about himself. As he delves further into
memories stored in his genetic makeup, he uncovers an age-old battle between The Templar Order and The Assassin Brotherhood, both of whom are racing to find a mysterious artifact buried in the past that has the power to alter the fate of all mankind!
Assassin's Creed: The Official Coloring Book
Assassin's Creed
Star Wars The Mandalorian Handbook
An Assassin's Creed Novel
The Biblical Encyclopedia

Fearless Vikings confront their destiny in this glory-seeking prequel to Ubisoft's next hit video game, Assassin's Creed Valhalla. Tensions escalate when a village caught between two rival kingdoms is brutally raided. Eivor, warrior and daughter of wise King Styrbjorn, dispatches the raiders, rescues the villagers, and
claims the settlement for her father. She also seizes a prisoner--a woman, Gull, left behind by the rivals--who declares she possesses the secrets of Asgard itself. But there is more to Gull than meets the eye, and her capture will bring death and destruction to Eivor's family. In disgrace and lured by the promise of
treasures and glory, Eivor undergoes a dangerous quest to regain her honor, but what terror awaits in the forgotten temple of a powerful god? All the time, her brother Sigurd forges his own legend while searching for fortune in the lands of the East. Far from home, he finds new weapons and fresh plunder, making a
discovery that will change his destiny forever . . . The Assassin's Creed universe expands with a Viking epic brought to you by writer Cavan Scott (Star Wars: The High Republic, Doctor Who, Shadow Service) with art by Martin Tunica (Crossed Plus One Hundred), and colors by Michael Atiyeh (Star Wars, The Division,
Dragon Age)! Collects Assassin's Creed Valhalla: Song of Glory #1- #3.
“Ten days after the war ended, my sister Laura drove a car off a bridge.” These words are spoken by Iris Chase Griffen, married at eighteen to a wealthy industrialist but now poor and eighty-two. Iris recalls her far from exemplary life, and the events leading up to her sister’s death, gradually revealing the carefully
guarded Chase family secrets. Among these is “The Blind Assassin,” a novel that earned the dead Laura Chase not only notoriety but also a devoted cult following. Sexually explicit for its time, it was a pulp fantasy improvised by two unnamed lovers who meet secretly in rented rooms and seedy cafés. As this novelwithin-a-novel twists and turns through love and jealousy, self-sacrifice and betrayal, so does the real narrative, as both move closer to war and catastrophe. Margaret Atwood’s Booker Prize-winning sensation combines elements of gothic drama, romantic suspense, and science fiction fantasy in a spellbinding tale.
Explore the Galaxy with Grogu
Assassin's Creed - Escape Room Puzzle Book
Geschichtswissenschaftliche Perspektiven
with exclusive Future Nya LEGO minifigure
Assassin's Creed: The Essential Guide
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