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Star Trek Decipher Players Guide
Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear, and game etiquette.
Odyssey of the Dragonlords is an epic fantasy campaign for the fifth edition of the world's greatest roleplaying game. Drawing inspiration from
the ancient Greek epics, including The Odyssey, The Iliad, and The Argonautica. The Player's Guide is a 28-page companion booklet that will
provide you with everything you need to begin your career as a prospective hero in the forgotten land of Thylea. Inspired by ancient Greek
mythology, Thylea is a brand new campaign setting--a lost continent that can be seamlessly added to any existing campaign setting. Made in
the UK.
Fantasirollespil.
Introduces energy vampires, giant space amoebas, ancient races, androids, and other strange creatures and alien beings encountered by the
crew of the U.S.S. Enterprise in the Star Trek television series.
From the #1 Best-Selling author, Jeff Ashworth, comes the latest addition to The Game Master series, with more than 500 NPCs ready to
populate your campaign whenever you need them! As is often the case in tabletop roleplaying games, players often venture into locales or
look for answers in places and among people busy Game Masters simply didn’t anticipate. Or, just as often, an adventure won't have fully
fleshed out characters in place for the locations and encounters outlined for gameplay. The Game Master's Book of Non-Player Characters
solves these issues and more by providing Game Masters with the information they need to “fill in the holes” in their campaign play. It will
enable GMs to instantly add depth, color, motivation and unique physical characteristics at a moment's notice to unexpected or underwritten
characters as they pop up during gameplay, ensuring every session is a memorable one for players and GMs alike. This edition also includes
more than 50 hand-drawn illustrations of select NPCs detailed in the book, 3 bonus one-shot adventures, and a foreword by online influencer
Jasmine Bhullar.
Cipher and decipher codes: transposition and polyalphabetical ciphers, famous codes, typewriter and telephone codes, codes that use
playing cards, knots, and swizzle sticks . . . even invisible writing and sending messages through space. 45 diagrams.
The Players Guide to Robert E. Howards Conan: Adventures in an Age Undreamed Of takes you into the world of Conan the Barbarian, a
place where astonishing heroes battle loathsome monsters, raise swords against dire sorcery, and travel to exotic and unknown lands!

Welcome to your new assignment, Captain. Your continuing mission, to explore strange new worlds, seek out new life
and new civilizations, to bodly go where no one has gone before
Klingon Captain Krenn is a ruthless war strategist. But on a mission to Earth, Krenn learns a lesson in peace. Suddenly
he must fight a secret battle of his own. His empire has a covert plan to shatter the Federation. Only Krenn can prevent a
war -- at the risk of his own life!
This tongue-in-cheek introduction by Episcopal priest and certified geek J. M. H. Ware uses an “it’s geek to me”
approach to translate Episcopal theological concepts and rich church traditions into geek language, accompanied by
comics that help the reader maneuver through the oft-dense liturgical and theological workings of the Christian tradition.
A tool to evangelize and attract young people to church, it is useful for both those who have recently discovered The
Episcopal Church and cradle Episcopalians who have always know there was magic here, helping them to deepen
understanding of their faith and relate it to elements of their everyday life. It will also assist them in explaining their faith to
friends, who may be even less familiar with Episcopal traditions than they are. This book endeavors to, as Rachel Held
Evans has said, “creatively re-articulate the significance of the traditional teachings and sacraments of the church in a
modern context” – specifically, in the geek context that is similar to, but more widely known, than church culture. All
nerds are welcome on this wild adventure through the Episcopal jungle: Begin the quest by diving into the Player’s
Handbook – otherwise known as the Book of Common Prayer. Discover the symbolism of every piece of equipment and
vestment used during the service. Embrace the wonders of the Episcopal Disneyland we call General Convention. And
embark on the adventure path that we call the Holy Eucharist. Ware’s light and funny style make the impenetrable
mysteries of theology, liturgy, and church history accessible for all, from fans of Star Wars to fans of Star Trek. Her
church geekery is matched only by the depth of her knowledge of nerd culture. We solemnly swear that you will make
your next Knowledge (religion) check!
These are the Voyages: Volume 1 presents eight ready-to-play missions for Star Trek Adventures. Within this 164 page
hardback book, Gamemasters will find the means to test their Starfleet officers at the front line of Starfleet operations.
PanOceania.The Hyperpower. Life at the top of the G5 Nations ensures a certain amount of privilege and power. It also
brings it fair share of enemies. Born from an Intercontinental alliance on Old Earth that pioneered the race to the stars.
PanOceania has led the transhuman revolution without once ever looking back. Stewards of no less than three entire star
systems and numerous colonies on several other worlds the hyperpower is also the largest proponent of ALEPH, their
policies set by lobbies, and their faith guided by the Church, most PanOceanians soak up glamourous holovids depicting
the herculean might of the latest cutting edge TAGS or the glorious charge of powered armoured Knights and bask in the
sanctity of their technological superiority. Scratch beneath the surface of neon and chrome, however and all is not as
harmonious as the Mayacasts would have you believe. On the ocean planet Varuna, Libertos fight even more violently to
free themselves from a subversive occupation, whilst all across PanOceania's territories dispossessed ATAKs struggle
for recognition from an interstellar institution that refuses to acknowledge their existence. Details on the tree key star
Systems that are home to the PanOceanians Focussed lifepaths that allow players to immerse themselves in the diverse
aspects of the Hyperpower. A treatise on the Healots. Made in the UK.
Covers set-up, maintenance, tuners, acoustic adjustments, nut replacement, fret dressing, refretting, guitar electronics,
finish application and repair, and useful tools
-- A "sleeper" worldbook that has just continued to sell and sell. -- Martial arts are applicable to every sort of
campaign...fantasy, SF, or modern! -- Detailed discussions of over 50 different fighting styles.
Gathers diagrams of spaceships, transporters, control stations, equipment, medical instruments, weapons, shuttlecraft, uniforms, insignia and
fleet headquarters, and includes Federation maps and treaties
Is there one food that humans, Klingons, Bajorans, and Vulcans would like? If so, what would it taste like? How would you prepare it? Could
you find all the ingredients locally? This is the task that faces Neelix, chef for the U.S.S. Voyager™, every time he takes on the challenge of
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trying to feed its crew of 140 food critics. But over the course of their journey, Neelix's learned a few tricks of the trade. He had to, just as a
matter of self-preservation. Ethan Phillips, in the persona of Neelix, and William J. Birnes, the New York Times bestselling coauthor of The
Day After Roswell, throw wide the vaults of interstellar haute cuisine, revealing for the first time the secret preparation techniques behind all
those exotic dishes and drinks. The favorite foods of characters from every Star Trek series and movie are here, all adapted for easy use in
twentieth-century kitchens. The Star Trek Cookbook also features a complete guide for whipping up the all the drinks served at Quark's. Fun,
and easy to use, the Star Trek Cookbook is your indispensable guide to the food of the stars!
We live in a time of uncertainty about relationships. We search for The One but find ourselves staying single because nobody measures up.
We long for a happily-ever-after but break-up after break-up leave us bruised and confused. Rewriting the Rules: An Anti Self-Help Guide to
Love, Sex and Relationships is a friendly guide through the complicated - and often contradictory - advice that's given about sex and gender,
monogamy and conflict, break-up and commitment. It asks questions about the rules of love, such as which to choose from all the rules on
offer? Do we stick to the old rules we learnt growing up, or do we try something new and risk being out on our own? And what about the times
when the rules we love by seem to make things worse, rather than better? This new edition, updated throughout, considers how the rules are
being 'rewritten' in various ways - for example in monogamish and polyamorous relationships, different ways of understanding sex and
gender, and new ideas for managing commitment and break-up where economics, communities, or child-care make complete separation
impossible. This book considers how the rules are being ‘rewritten’ in various ways, giving you the power to find an approach that best fits
your situation.
In the climactic conclusion to the Star Trek: Destinytrilogy the greatest menace to the galaxy, the Borg, were absorbed into the Caeliar gestalt
-- with one exception, Seven of Nine, who finds herself trapped in a half existence, neither drone nor human. Seven agrees to join Chakotay,
the former captain of the USS Voyager, to rendezvous with the ships that Starfleet Command has sent into the Delta Quadrant and see if
they can solve the mystery of the Caeliar's disappearance. In a region of space which has lived in fear of instant annihilation, Voyager is
charged with reaching out to possible allies and resolving old enmities. But these are not the friendly stars of the Federation, and out here the
unknown and the unexpected cannot be dealt with by standard Starfleet protocols.
An impassioned look at games and game design that offers the most ambitious framework for understanding them to date. As pop culture,
games are as important as film or television—but game design has yet to develop a theoretical framework or critical vocabulary. In Rules of
Play Katie Salen and Eric Zimmerman present a much-needed primer for this emerging field. They offer a unified model for looking at all
kinds of games, from board games and sports to computer and video games. As active participants in game culture, the authors have written
Rules of Play as a catalyst for innovation, filled with new concepts, strategies, and methodologies for creating and understanding games.
Building an aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and "interactivity." They look
at games through a series of eighteen "game design schemas," or conceptual frameworks, including games as systems of emergence and
information, as contexts for social play, as a storytelling medium, and as sites of cultural resistance. Written for game scholars, game
developers, and interactive designers, Rules of Play is a textbook, reference book, and theoretical guide. It is the first comprehensive attempt
to establish a solid theoretical framework for the emerging discipline of game design.
More than sixty creature descriptions for all eras of Star Trek with ideas for including them in roleplaying games.
In this companion volume to the Southlands Worldbook for 5E, players will find two adventures set in this continent's storied City of Cats,
where a mercurial feline goddess walks among her chosen people. Included in this volume are fan-favorite adventures Cat and Mouse and
Grimalkin, both by celebrated author Richard Pett and fully compatible with the 5th Edition of the world's oldest roleplaying game.
Mosaic tells the life story of Captain Janeway, a compelling tale of personal bravery, personal loyalty, tragedy and triumph. As told by Jeri
Taylor, co-creator and executive producer of Star Trek: Voyager, this is an in-depth look into the mind and soul of Star Trek's newest captain.
Deep in the unexplored reaches of the Delta Quadrant, a surprise attack by a fierce Kazon sect leaves Captain Janeway fighting a desperate
battle on two fronts: while she duels the Kazon warship in the gaseous mists of a murky nebula, an Away Team led by Lt. Tuvok is trapped on
the surface ofa wilderness planet -- and stalked by superior Kazon ground forces. Forced to choose between the lives of the Away Team and
the safety of her ship, Captain Janeway reviews the most important moments of her life, and the pivotal choices that made her the woman
she is today. From her childhood to her time at Starfleet AcademyTM, from her first love to her first command, she must once again face the
challenges and conflicts that have brought her to the point where she must now risk everything to put one more piece in the mosaic that is
Kathryn Janeway.
To protect the cargo ships essential to the continuing existence of the fledgling Coalition of Planets, the captains of the United Earth's
Starfleet are ordered to interstellar picket duty, with little more to do than ask "Who goes there?" into the darkness of space. Captain
Jonathan Archer of the Enterprise™ seethes with frustration, wondering if anyone else can see what he sees. A secret, closed, militaristic
society, convinced that their survival hangs by a thread, who view their neighbors as a threat to their very existence -- the Spartans of ancient
Greece, the Russians of the old Soviet Union, the Koreans under Kim Il-sung -- with only one goal: attain ultimate power, no matter the cost.
The little-known, never-seen Romulans seem to live by these same principles. The captain realizes that the bond between the signers of the
Coalition charter is fragile and likely to snap if pushed. But he knows that the Romulans are hostile, and he believes they are the force behind
the cargo ship attacks. If asked, Archer can offer no proof without endangering his friend's life. To whom does he owe his loyalty: his friend,
his world, the Coalition? And by choosing one, does he not risk losing all of them? What is the solution to a no-win scenario?
This low-level adventure introduces the players to a contained wilderness environment known as Newville. It is designed to fit into most
traditional fantasy campaigns. The open nature and local environment can extend the adventure across multiple sessions. So beware the
danger behind the joyful cruelty of the enemies and their pathetic holiday slaves. It's up to a small band of brave heroes to save Christmas
this year, and without their unwavering Christmas spirit and willingness to face the cruelties of both winter and a twisted aspect of the great
Demon Prince, they'll never discover How Orcus Stole Christmas Swords & Wizardry
Strange New Worlds: Mission Compendium Volume 2 presents nine ready-to-play standalone missions for Star Trek Adventures RPG. This
book arms Gamemasters with new stories designed to stretch the boundaries of what is known and to challenge Player Characters as they
engage in Starfleet's mandate to explore. Made in the UK.
Recounts the story of how a notorious gang of MIT blackjack savants devised and received backing for a system for winning at the world's
most sophisticated casinos, an endeavor that earned them more than three million dollars. Originally published as Bringing Down the House.
Reissue. (A Columbia Pictures film, written by Peter Steinfeld & Allan Loeb, directed by Robert Luketic, releasing March 2008, starring Kevin
Spacey, Kate Bosworth, Laurence Fishburne, Jim Sturgess, & others) (Current Affairs)
A distant planet in turmoil becomes the focus of a series of conspiracies, treachery, and betrayal that transforms old friends into bitter
enemies, as Captain Picard and his crew tangle with the sinister minions of Starfleet's mysterious Section 31. Original.
A guide to the technology of the imaginary space station at the heart of the program provides descriptions, schematic diagrams, and other
data

YOU JUDGE YOURSELVES AGAINST THE PITIFUL ADVERSARIES YOU'VE ENCOUNTERED SO FAR: THE
ROMULANS, THE KLINGONS... THEY'RE NOTHING COMPARED TO WHAT'S WAITING.
PLAY YOUR CARDS RIGHT! Prism Island's color is being drained, so it all comes down to Mario and Huey to save the
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island! >In-depth tutorial on getting every Paint Star in the game! >Discover all secret locations where Luigi is hiding!
>Tips for finding EVERY Rescue Squad Toad! >Information on sidequests and post-game adventures!
Series title extrapolated from hardcover edition.
“Gripping and timely.” —People “The YA debut we’re most excited for this year.” —Entertainment Weekly “A book that
knocks you off your feet while dropping the kind of knowledge that’ll keep you down for the count. Prepare to BE slain.”
—Nic Stone, New York Times bestselling author of Dear Martin and Odd One Out Ready Player One meets The Hate U
Give in this dynamite debut novel that follows a fierce teen game developer as she battles a real-life troll intent on ruining
the Black Panther–inspired video game she created and the safe community it represents for Black gamers. By day,
seventeen-year-old Kiera Johnson is an honors student, a math tutor, and one of the only Black kids at Jefferson
Academy. But at home, she joins hundreds of thousands of Black gamers who duel worldwide as Nubian personas in the
secret multiplayer online role-playing card game, SLAY. No one knows Kiera is the game developer, not her friends, her
family, not even her boyfriend, Malcolm, who believes video games are partially responsible for the “downfall of the Black
man.” But when a teen in Kansas City is murdered over a dispute in the SLAY world, news of the game reaches
mainstream media, and SLAY is labeled a racist, exclusionist, violent hub for thugs and criminals. Even worse, an
anonymous troll infiltrates the game, threatening to sue Kiera for “anti-white discrimination.” Driven to save the only
world in which she can be herself, Kiera must preserve her secret identity and harness what it means to be
unapologetically Black in a world intimidated by Blackness. But can she protect her game without losing herself in the
process?
Loaded with successful combat missions and trading strategies, this work highlights the basics of the game, and shows
how to customize your deck for maximum results.
Using data based on proven psychological and long-running studies, it's your time to master one of the most important
communication skills you'll ever learn.
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