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Unity is a powerful game engine. However, producing a performant product requires additional knowledge. This book is a
comprehensive introduction to optimization techniques and best practices. By the end of the book you will be able to apply all the
major optimization techniques and be able to produce faster and high performant games.
Blizzard Entertainment’s StarCraft saga has captivated millions of players worldwide since its initial release in 1998. A genredefining military strategy and sci-fi adventure, gamers are drawn to StarCraft’s iconic central characters, Sarah Kerrigan and Jim
Raynor, and its thrilling storyline chronicling the battle between the scrappy Terrans, mystifying Protoss and terrifying Zerg swarm.
Published in anticipation of the latest expansion, Legacy of the Void, StarCraft Field Manual draws on more than a decade’s worth
of lore to create an all-encompassing collector’s item for fans, filling in every detail of the game’s extensive tech, races and units.
A visually distinctive, in-world overview of the entire StarCraft franchise, this unique book unveils new details about the wide range
of combat forces and technology employed by each of the three primary races within the game universe. A definitive field-guide,
original illustrations pair with an engaging narrative that showcases all of the vital statistics, origins, lore and other interesting facts
that have emerged in each expansion. This beautiful hardback edition is an ideal gift for StarCraft fans.
After she is restored to her human form by an ancient relic wielded by Jim Raynor, a still-formidable Sarah Kerrigan unites zerg
broods throughout the Koprulu sector in what is revealed to be a menacing new agenda.
An action-packed novel that ushers in a new age of adventure in the critically acclaimed StarCraft series from Blizzard
Entertainment The #1 New York Times bestselling author of Thrawn pens the latest chapter in the stunning StarCraft saga,
building on the game’s rich legacy to create an unforgettable new story. After nearly a decade of brutal warfare, three mighty
factions—the enigmatic protoss, the savage zerg, and the terrans, humanity’s descendants in the sector—have entered a ceasefire, but the peace is tenuous at best. When the sudden restoration of an incinerated planet is brought to light, tensions erupt.
Neutrality swings back to hostility, and old enemies are accused of developing biological weapons to reignite the bitter conflict. An
expedition of terran and protoss soldiers and researchers is deployed to investigate the mysterious zerg planet and its inhabitants’
intentions. But the lush alien landscape is host to other denizens, creatures shrouded in shadow, and should they be unleashed,
they will change the fate of the entire galaxy.
*Unofficial Guide Version*Advanced Tips & Strategy Guide. This is the most comprehensive and only detailed guide you will find
online. Available for instant download on your mobile phone, eBook device, or in paperback form. Here is what you will be getting
when you purchase this professional advanced and detailed game guide. - Professional Tips and Strategies. - Cheats and Hacks.
- Unit Types.- Game Modes.- Things Not to Do.- Secrets, Tips, Cheats, Unlockables, and Tricks Used By Pro Players! - How to
Get Tons of Cash/Coins. - PLUS MUCH MORE!Disclaimer: This product is not associated, affiliated, endorsed, certified, or
sponsored by the Original Copyright Owner. All trademarks and registered trademarks appearing on this ebook are the property of
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their respective owners.
Immerse yourself in 45 spectacularly imagined virtual cities, from Arkham City to Whiterun, in this beautifully illustrated unofficial
guide. Spanning decades of digital history, this is the ultimate travel guide and atlas of the gamer imagination. Dimopoulos invites
readers to share his vision of dozens of different gaming franchises like never before: discover Dimopoulos’s Half-Life 2’s City 17,
Yakuza 0’s Kamurocho, Fallout’s New Vegas, Super Mario Odyssey’s New Donk City, and many more. Each chapter of this
virtual travel guide consists of deep dives into the history and lore of these cities from an in-universe perspective. Illustrated with
original color ink drawings and—of course—gorgeous and detailed maps, readers can explore the nostalgic games of their youth as
well as modern hits. Sidebars based on the author’s research tell behind-the-scenes anecdotes and reveal the real-world stories
that inspired these iconic virtual settings. With a combination of stylish original maps, illustrations, and insightful commentary and
analysis, this is a must-have for video game devotees, world-building fans, and game design experts.
IT’S NOT THE END OF THE WORLD. BUT YOU CAN SEE IT FROM HERE. In the near future, with physical augmentation
gaining ground and nano-cybernetics only years away, the dawn of limitless human evolution is just beyond the horizon, and a
secret corporate cabal of ruthless men intends to make sure that humankind stays under its control. But two people on opposite
sides of the world are starting to ask questions that could get them killed. Secret Service agent Anna Kelso has been suspended
for investigating the shooting that claimed her partner’s life. Anna suspects that the head of a bio-augmentation firm was the real
target, and against orders she’s turned up a few leads concerning a covert paramilitary force and a cadre of underground hackers.
But the cover-up runs deep, and now there’s a target on her back. Meanwhile, Ben Saxon, former SAS officer turned mercenary,
joins a shadowy special ops outfit. They say they’re a force for good, but Saxon quickly learns that the truth is not so clear-cut. So
begins a dangerous quest to uncover a deadly secret that will take him from Moscow to London, D.C. to Geneva, and to the dark
truth—if he lives that long. The year is 2027; in a world consumed by chaos and conspiracy, two people are set on a collision
course with the most powerful and dangerous organization in history—and the fate of humanity hangs in the balance.
An original novel set in the universe of the award-winning video game! The Borderlands cannot be conquered! Mordecai and
Daphne have gotten themselves in a tough spot near the highly dangerous town of Gunsight, one of the most remote outposts on
the planet Pandora, out in the boonies of the boonies of the Borderlands. Daphne has been taken prisoner by Jasper, a local
warlord who controls the area around Gunsight . . . except for that other settlement, the former mining town Tumessa. There’s
some kind of big secret operation going on in Tumessa—another warlord, a particularly mutated Psycho named Reamus, is
somehow making money. And he’s been relentlessly raiding Gunsight and kidnapping Jasper’s people. Jasper may be scum, but
he needs those people for raids on other towns, so it all has to balance out. Mordecai needs to negotiate for Daphne’s release,
but now the only way he’ll ever see her alive again is to kill his way into Tumessa, find out what’s going on there, and report back
to Jasper—only then will Mordecai get a paycheck and the girl. Mordecai doesn’t want the job, but he is pretty devoted to Daphne .
. . and somehow, he just might be able to turn this entire mess to his advantage. . .
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Esports is one of the fastest growing—and most cutthroat—industries in the world. A confluence of technology, culture, and
determination has made this possible. Players around the world compete for millions of dollars in prize money, and
companies like Amazon, Coca Cola, and Intel have invested billions. Esports are now regularly played live on national
TV. Hundreds of people have dedicated their lives to gaming, sacrificing their education, relationships, and even their
bodies to compete, committing themselves with the same fervor of any professional athlete. In Good Luck Have Fun,
author Roland Li talks to some of the biggest names in the business and explores the players, companies, and games
that have made it to the new major leagues. Follow Alex Garfield as he builds Evil Geniuses, a modest gaming group in
his college dorm, into a global, multimillion-dollar eSports empire. Learn how Brandon Beck and Marc Merrill made
League of Legends the world’s most successful eSports league and most popular PC game, on track to make over $1
billion a year. See how Twitch.tv pivoted from a video streaming novelty into a $1 billion startup on the back of
professional gamers. And dive into eSports’ dark side: drug abuse, labor troubles, and for each success story, hundreds
of people who failed to make it big. With updates on recent developments, Good Luck Have Fun is the essential guide to
the rise of an industry and culture that challenge what we know about sports, games, and competition.
Mathilda Hardwicke, a rebellious artist rejected by her family and New York society, heads west to Gold Rush California
as a mail-order bride. But when fate leaves her at the altar, she's drawn to Sakote--a fierce Konkow warrior whose tribe is
threatened by the encroaching white men--in whose arms she discovers a savage new Paradise and a forbidden love
more precious than gold.
"Game Feel" exposes "feel" as a hidden language in game design that no one has fully articulated yet. The language
could be compared to the building blocks of music (time signatures, chord progressions, verse) - no matter the
instruments, style or time period - these building blocks come into play. Feel and sensation are similar building blocks
where game design is concerned. They create the meta-sensation of involvement with a game. The understanding of
how game designers create feel, and affect feel are only partially understood by most in the field and tends to be
overlooked as a method or course of study, yet a game's feel is central to a game's success. This book brings the subject
of feel to light by consolidating existing theories into a cohesive book. The book covers topics like the role of sound,
ancillary indicators, the importance of metaphor, how people perceive things, and a brief history of feel in games. The
associated web site contains a playset with ready-made tools to design feel in games, six key components to creating
virtual sensation. There's a play palette too, so the desiger can first experience the importance of that component by
altering variables and feeling the results. The playset allows the reader to experience each of the sensations described in
the book, and then allows them to apply them to their own projects. Creating game feel without having to program,
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essentially. The final version of the playset will have enough flexibility that the reader will be able to use it as a
companion to the exercises in the book, working through each one to create the feel described.
Saya promised to use her sword fighting skills to protect her classmates. When man-eating monsters start snatching
away her friends, though, can she persevere? This manga series is based on an anime collaboration between CLAMP
and Production I.G and continues the story line that began in the Blood+ anime and manga worlds! * Prequel to
Production I.G’s Blood-C: The Last Dark feature film! * Based on CLAMP’s original story line and character designs!
Before I tell you what "30 Days to Diamond" is about, let me tell you what it isn''t. This book is NOT the next 3-dollar
booklet promising you all the "tips and tricks" nobody else knows. Any book that makes such a claim is ridiculous,
misleading and a waste of time. ''''30 Days to Diamond" is 147 pages worth of specialized teaching, produced by a
Master Tier player on both EUW and EUNE servers. It teaches all technical, strategic and psychological aspects of the
game from A to Z in a very unique and effective manner. If there''s anything I''ve learned after mentoring over 60 silver
and bronze players it''s that anyone, and I mean ANYONE has the potential to become a Diamond level player within a
very short time, even if still new to League. In spite of all the information available online, the majority of League''s
community still struggle to achieve their goals in Ranked. Nowadays, there are so many Twitch streams, YouTube
channels and websites dedicated to teaching the game and yet the results are just not there for the majority. Improving
from Silver to Gold is nice, but this is so much less than what progress should look like for most. Being a teacher in real
life, the question I got absorbed in was: What prevents people from mastering the game to the level they want, despite
them having access to all the information they need? We are talking about hundreds of thousands of players that play
ranked. That''s a lot of people. Why is it that so many folks may spend weeks and even months watching Challenger
streams, play League for 5+ hours a day and still not improve at the rate they could? This inefficiency is not due to the
people playing the game or the information they learn from. It all has to do with how effective learning takes place. A
person''s ability to learn from a piece of information is enhanced only to the degree to which they can relate to it at that
specific moment. This is the factor that dictates how fast one improves over a period of time. Here is an analogy. If I were
to pick two different gold 3 players for example, one may assume that they are at a similar spot on the tree of game
knowledge. They are both gold 3, so they must be... right? No, their spot on that tree is unique, as is the combination of
things they know and don''t know, it''s just that the net result happens to be the same. Depending on which leafs and
branches of the tree they have, if they were both to be traditionally taught the same thing in the same exact way, the
result wouldn''t be optimal for both. The key to overcoming those limitations is through teaching the game in the most
relatable way, by utilizing the functions of the left and right brain hemispheres SIMULTANEOUSLY through associations
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and other learning techniques. What most people don''t realize is that their progress is not only limited by what they don''t
know, but also the unconscious habits and pathways they''ve created and CONTINUE to create each time they play.
Improving at the fastest rate is achieved by also following a daily practice routine that revolves around repeated
behaviors that create the right habits, while unlearning the wrong ones. Basically, you transform as a player and it takes
about a month. So here is my attempt to change things for the better and have a positive impact on the community. I
wrote this book specifically for new and old players that struggle to reach Diamond. It''s updated and relevant to the
current Season 6. Everyone that learns from it should be able to reach Diamond within 30 days of practicing no matter
what their starting point is. I stand behind my statement that ANY "low elo" player has the potential to get to Diamond in a
short time when taught correctly. As far as the time commitment required, playing 2-4 games a day and dedicating about
an hour for the method described in Chapter 9 is plenty. The method is designed specifically for people with a
job/school/other real life activities who cannot dedicate 10 hours a day to League.
From the creators of Harrow County and The Sixth Gun comes this gothic horror fantasy about a family of sorcerers in
crisis. Roman Black is the moribund patriarch of a family of powerful sorcerers. As his wicked and corrupt children fight
over who will take the reins of Manor Black and representative of the black arts, Roman adopts a young mage who he
gifts his powers to with the hope that someone good will take his place against the evil forces out to bring down his family
and legacy. Collects Manor Black issues #1-4 and featuring a sketchbook section and pinup art by Jill Thompson, Dan
Brereton, Eric Henderson, and Greg Smallwood.
The study guide and the working papers for the text assignments are provided together in one resource for your
convenience. Written by the text authors to ensure accuracy and consistent quality, this resource provides chapter
outlines linked to learning objectives and a set C of assignments that include review questions, exercises, and problems
to enhance your learning experience. Important Notice: Media content referenced within the product description or the
product text may not be available in the ebook version.
Dominion ghosts epitomize the height of terran evolution and physical conditioning. Augmented by technologies that
harness their innate psionic potential, these lethal operatives use telepathy and other superhuman powers to isolate and
destroy the enemies of the Dominion. But when the hunters become the hunted and ghosts start disappearing without a
trace, even the most dangerous human soldiers in the Koprulu sector have something to fear... Enter Nova Terra, a ghost
of unparalleled ability. On orders fromEmperor Arcturus Mengsk, Nova embarks on a secret mission to find her missing
comrades. As her investigation leads down a maze of dark corridors, painful memories of her pre-ghost years begin to
surface. Soon, Nova learns that there might be a connection between the missing agents and her past, a discovery that
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will pit her against both the shadows ofher youth and a terrifying new breed of psionic warrior: spectres. This is the story
that StarCraft fans have been waiting for—a pulse-pounding adventure based on the never-released StarCraft: Ghost
tactical-action console game. StarCraft: Ghost—Spectres unveils a tumultuous chapter in Nova’s life and the insidious
origins of the spectres featured in StarCraft II: Wings of Liberty, the record-breaking sequel to Blizzard Entertainment’s
highly praised real-time strategy games StarCraft and StarCraft: Brood War.
Create, optimize, and deploy stunning cross-browser web maps with the OpenLayers JavaScript web mapping library.
The definitive guide to the modern world of competitive gaming and the official history of Esports™. Almost overnight, esports—or
competitive video games—have exploded into the largest entertainment and sporting phenomenon in human history. The Book of
Esports answers: What exactly are esports, and how did they become so popular so quickly? Why did blockbuster video games
like League of Legends, Fortnite and Starcraft succeed? Where exactly is all this video gaming headed? What do gamers and
college students need to know to position themselves for success in the industry? How do you create a billion-dollar esports
business? What strategic choices drive success in the modern gaming industry? Can video games really get your kid into college?
(All expenses paid, of course...) Whether you are a lifelong gamer, a curious Fortnite parent, or a businessperson seeking to
understand the marketing opportunities of this multibillion-dollar phenomenon, The Book of Esports charts the rise of this exciting
new industry, for the first time ever crafting a comprehensive overview of esports and its implications for human competition—and
even the future of humanity itself. Gaming luminary and Harvard MBA William Collis has painstakingly translated esports’
mysteries into a detailed and accessible testament for today. Featuring select interviews from the biggest names in the industry,
The Book of Esportsweaves tales of trust, betrayal, and superhuman reflexes into predictive frameworks, explaining exactly why
our industry looks the way it does, and how all this growth—and more—is inevitable as the divide between man and machine blurs
into oblivion.
“A hero’s tale of what’s possible when we unlock our potential, continue the search for knowledge, and draw on our lived
experiences to guide us through the darkest moments.”—Stacey Abrams From a Black, gay woman who broke into the boys’ club
of Silicon Valley comes an empowering guide to finding your voice, working your way into any room you want to be in, and
achieving your own dreams. NAMED ONE OF THE BEST BOOKS OF THE YEAR BY FORTUNE In 2015, Arlan Hamilton was on
food stamps and sleeping on the floor of the San Francisco airport, with nothing but an old laptop and a dream of breaking into the
venture capital business. She couldn’t understand why people starting companies all looked the same (White and male), and she
wanted the chance to invest in the ideas and people who didn’t conform to this image of how a founder is supposed to look.
Hamilton had no contacts or network in Silicon Valley, no background in finance—not even a college degree. What she did have
was fierce determination and the will to succeed. As much as we wish it weren’t so, we still live in a world where being
underrepresented often means being underestimated. But as someone who makes her living investing in high-potential founders
who also happen to be female, LGBTQ, or people of color, Hamilton understands that being undervalued simply means that a big
Page 6/12

Download Ebook Starcraft 2 Guide Ebook
upside exists. Because even if you have to work twice as hard to get to the starting line, she says, once you are on a level playing
field, you will sprint ahead. Despite what society would have you believe, Hamilton argues, a privileged background, an influential
network, and a fancy college degree are not prerequisites for success. Here she shares the hard-won wisdom she’s picked up on
her remarkable journey from food-stamp recipient to venture capitalist, with lessons like “The Best Music Comes from the Worst
Breakups,” “Let Someone Shorter Stand in Front of You,” “The Dangers of Hustle Porn,” and “Don’t Let Anyone Drink Your Diet
Coke.” Along the way, she inspires us all to defy other people’s expectations and to become the role models we’ve been looking
for. Praise for It’s About Damn Time “Reading Arlan Hamilton’s It’s About Damn Time is like having a conversation with that
frank, bawdy friend who somehow always manages to make you laugh, get a little emo, and, ultimately, think about the world in a
different way. . . . The book is warm, witty, and unflinching in its critique of the fake meritocracy that permeates Silicon
Valley.”—Shondaland
The Gamer's Guide to Social SuccessIf you can succeed at video games, you can succeed socially.That's the promise of Level Up
Your Social Life.Level Up Your Social Life uses the video game concepts that you're already familiar with to teach you how to
succeed socially. Want to be better at conversation? Pong holds the secret. Want to make more friends? Mario Kart can show you
how.It's written by Daniel Wendler, a leading social skills expert and lifelong gamer. Daniel taught himself social skills to overcome
the challenges of Asperger's Syndrome, and became an author to share what he learned with the world. He's coached hundreds
of people around the world in social skills, spoken at TEDx, and written an online social skills guide read by over a million
people.He wrote Level Up Your Social Life to help gamers everywhere make new friends, feel more confident, and have the best
social life possible. If you want a guide to social success written by someone that gets what it's like to be a gamer, this is your
book.Inside the guide, you'll learn things like:* How to use "random encounters" to increase your social confidence.* The Starcraft
tactic that can help you manage conflict.* What Left 4 Dead and friendship have in common.Plus, you'll be given real-world quests
to help you take your social life to the next level. There's also achievements, side quests, and cheat codes - everything you need
to excel socially.So what are you waiting for? Level Up Your Social Life today!
In the highly fluid and fast-changing tournament-pokeruniverse, the dominant trend is toward looser and moreaggressive (LAG)
play, in which players move chips aroundat dizzying speeds. The Raiser's Edge shows you how toadapt to the current state of all
stages of tournamentplay, analysing how and why the LAG and hyper-LAG styleswork, ......
Now a New York Times and USA Today bestseller! Winner of Best Science Fiction in the 2020 Goodreads Choice Awards! To
Sleep in a Sea of Stars is a brand new epic novel from #1 New York Times bestselling author of Eragon, Christopher Paolini. Kira
Navárez dreamed of life on new worlds. Now she's awakened a nightmare. During a routine survey mission on an uncolonized
planet, Kira finds an alien relic. At first she's delighted, but elation turns to terror when the ancient dust around her begins to move.
As war erupts among the stars, Kira is launched into a galaxy-spanning odyssey of discovery and transformation. First contact isn't
at all what she imagined, and events push her to the very limits of what it means to be human. While Kira faces her own horrors,
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Earth and its colonies stand upon the brink of annihilation. Now, Kira might be humanity's greatest and final hope . . . At the
Publisher's request, this title is being sold without Digital Rights Management Software (DRM) applied.
One of the most highly regarded poker books to come out in the last decade is now even better than before. The expanded and
revised second edition of Kill Everyone, by Aussie Millions champ Lee Nelson (with Steve Heston and Tyson Streib), now includes
hand illustrations throughout the book—and even more enticing for poker players—commentary throughout the book by internetpoker and European playing sensation Bertrand "Elky" Grospellier, World Poker Tour’s 2009 Poker Player of the Year. Kill
Everyone begins where Kill Phil left off. Its perfect blend of real-time experience, poker math, and computational horsepower
combine to create new concepts and advanced strategies never before seen in print for multi-table tournaments, Sit-n-Gos, and
satellites. It also explains how to choose the right strategy for the right game, provides the proper tactics, and introduces new
weapons into a tournament-poker-player's arsenal. This book is for anyone serious about playing tournament poker, both live and
online. And for cash-game players, a bonus chapter, penned by online cash-game ace and 2007 WSOP bracelet winner Mark
Vos, helps you develop your short-handed no-limit hold ’em cash game.
Sixty-thousand light-years from Earth, the corrupt Terran Confederacy holds the Koprulu sector tightly in its tyrannical grip,
controlling every aspect of its citizens' lives. One man dares to stand up to this faceless empire and vows to bring it to its knees:
Arcturus Mengsk -- genius propagandist, tactician, and freedom fighter. A monstrous act of bloody violence sows the seeds of
rebellion in Arcturus, but he is not the first Mengsk to rail against such oppression. Before Arcturus grew to manhood, his father,
Angus Mengsk, also defied the Confederacy and sought to end its brutal reign. The destiny of the Mengsk family has long been
tied to that of the Confederacy and the Koprulu sector, but as a new empire rises from the ashes of the past and alien invaders
threaten the very existence of humanity, what will the future hold for the next generation...?
"This book supports my own 30-year crusade to demonstrate that games are an art form that undeniably rivals traditional arts. It gives
detailed explanations of game art techniques and their importance, while also highlighting their dependence on artistic aspects of game
design and programming.” — John Romero, co-founder of id Software and CEO of Loot Drop, Inc. "Solarski’s methodology here is to show us
the artistic techniques that every artist should know, and then he transposes them to the realm of video games to show how they should be
used to create a far more artful gaming experience ... if I were an artist planning to do video game work, I’d have a copy of this on my shelf."
— Marc Mason, Comics Waiting Room Video games are not a revolution in art history, but an evolution. Whether the medium is paper or
canvas—or a computer screen—the artist’s challenge is to make something without depth seem like a window into a living, breathing world.
Video game art is no different. Drawing Basics and Video Game Art is first to examine the connections between classical art and video
games, enabling developers to create more expressive and varied emotional experiences in games. Artist game designer Chris Solarski
gives readers a comprehensive introduction to basic and advanced drawing and design skills—light, value, color, anatomy, concept
development—as well as detailed instruction for using these methods to design complex characters, worlds, and gameplay experiences.
Artwork by the likes of Michelangelo, Titian, and Rubens are studied alongside AAA games like BioShock, Journey, the Mario series, and
Portal 2, to demonstrate perpetual theories of depth, composition, movement, artistic anatomy, and expression. Although Drawing Basics and
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Video Game Art is primarily a practical reference for artists and designers working in the video games industry, it’s equally accessible for
those interested to learn about gaming’s future, and potential as an artistic medium. Also available as an eBook
From the legendary video game franchise! Solid Snake is a soldier and part of a worldwide nanotechnology network known as the Sons of
the Patriots System. Time is running out for Snake as, thanks to the deadly FOXDIE virus, he has been transformed into a walking biological
weapon. Not only is the clock ticking for Snake, but for the world itself. Snake turns to the SOP for help, only to find that it has been hacked
by his old enemy Liquid—and whoever controls the SOP System controls the world. -- VIZ Media
Walks through the hands-on process of building intelligent agents from the basics and all the way up to solving complex problems including
playing Atari games and driving a car autonomously in the CARLA simulator. Discusses various learning environments and how to transform
real-world problems into learning environments and solve using the agents.
Everything you've always wanted to know about self-driving cars, Netflix recommendations, IBM's Watson, and video game-playing computer
programs. The future is here: Self-driving cars are on the streets, an algorithm gives you movie and TV recommendations, IBM's Watson
triumphed on Jeopardy over puny human brains, computer programs can be trained to play Atari games. But how do all these things work? In
this book, Sean Gerrish offers an engaging and accessible overview of the breakthroughs in artificial intelligence and machine learning that
have made today's machines so smart. Gerrish outlines some of the key ideas that enable intelligent machines to perceive and interact with
the world. He describes the software architecture that allows self-driving cars to stay on the road and to navigate crowded urban
environments; the million-dollar Netflix competition for a better recommendation engine (which had an unexpected ending); and how
programmers trained computers to perform certain behaviors by offering them treats, as if they were training a dog. He explains how artificial
neural networks enable computers to perceive the world—and to play Atari video games better than humans. He explains Watson's famous
victory on Jeopardy, and he looks at how computers play games, describing AlphaGo and Deep Blue, which beat reigning world champions
at the strategy games of Go and chess. Computers have not yet mastered everything, however; Gerrish outlines the difficulties in creating
intelligent agents that can successfully play video games like StarCraft that have evaded solution—at least for now. Gerrish weaves the stories
behind these breakthroughs into the narrative, introducing readers to many of the researchers involved, and keeping technical details to a
minimum. Science and technology buffs will find this book an essential guide to a future in which machines can outsmart people.
Throughout history there have been references and examples in literature, art and philosophy of an increased awareness of life while under
the influence of extreme emotions - these have become known as Peak Experiences. Soon after Colin Wilson became aware of this
phenomena in the 1960s he wondered about its history and how its power could be harnessed, thus began a 40 year investigation. In
"SUPERCONSCIOUSNESS" we see how such luminaries as Yeats, Blake, Satre, Nietzche and Robert Graves were all effected by PE's and
how on the opposite side it has long been noted that we are least insightful when we are at our lowest ebb. By looking in detail through the
different areas where this phenomena has occurred and offering anecdotes and examples of how many people in history (as well as himself)
were effected Wilson reveals a pattern of insight with emotions. He ends the book with an instructional section on achieving power
consciousness for yourself.
Four years after the end of the Brood War, Emperor Arcturus Mengsk has rebuilt much of the Terran Dominion and consolidated a new
military force despite an ever-present alien threat. Within this boiling cauldron of strife and subversion, a young woman known only as Nova
shows the potential to become Mengsk's most lethal and promising "Ghost" operative. Utilizing a combination of pure physical aptitude,
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innate psychic power, and advanced technology, Nova can strike anywhere with the utmost stealth. Like a phantom in the shadows, she
exists only as a myth to the enemies of the Terran Dominion. Yet Nova wasn't born a killer. She was once a privileged child of one of the Old
Families of the Terran Confederacy, but her life changed forever when a rebel militia murdered her family. In her grief, Nova unleashed her
devastating psychic powers, killing hundreds in a single, terrible moment. Now, on the run through the slums of Tarsonis, she is unable to
trust anyone. Pursued by a special agent tasked with hunting down rogue telepaths, Nova must come to terms with both her burgeoning
powers and her guilt -- before they consume her and destroy everything in her path....
Writer Jody Houser (Mother Panic, Faith) and artist Gabriel Guzmán (Mass Effect, Star Wars) join forces for StarCraft, a new series further
exploring the expansive universe of Blizzard's hit video game. Seen from the point of view of a young, inexperienced engineer, a group of
terran space scavengers hope to pull off the job of their lifetimes, ignoring a recent United Earth Directorate treaty to pillage a derelict protoss
ship. The scavengers' dangerous plan is compounded by the fact that the protoss ship is in a decaying orbit above a backwater planet. If their
time doesn't run out and Dominion police forces don't bust them, will protoss or zerg factions in the outer rim find and execute them?
If you know nothing about game development, you're basically me before I started working on my first game DARQ. This book assumes no
knowledge of game development on the reader's part. As a first-time developer with no prior experience in coding, modeling, texturing,
animation, game design, etc., I managed to launch DARQ to both commercial success and critical acclaim. With zero dollars spent on
marketing, it was featured in major media outlets, such as IGN, Kotaku, PC Gamer, GameSpot, Forbes, and hundreds of others. Ultimately,
DARQ became #42 Most Shared PC Video Game of 2019, according to Metacritic, with the average user rating of 9 out of 10. In my book,
I'm sharing with you exactly how I did it. The book guides you through a step-by-step process of making a game: from downloading a game
engine to releasing your first commercial title. The book features advice from 15 industry professionals, including Mark Kern (team lead of
World of Warcraft), Quentin De Beukelaer (game designer of Assassin's Creed IV: Black Flag, Assassin's Creed Unity, Ghost Recon
Breakpoint), Bjorn Jacobsen (sound designer of Cyberpunk 2077, Divinity: Fallen Heroes, Hitman), Austin Wintory (Grammy-nominated
composer of Journey, ABZÛ, Assassin's Creed: Syndicate), and others. The foreword is written by my mentor John Corigliano, Oscar,
Pulitzer Prize, and 5-time Grammy Award-winning composer.

An exceptionally illustrated fiction for millions of Blizzard fans, Diablo III: Book of Cain is the source book for Blizzard
Entertainment's Diablo franchise and the best-selling Diablo III game, as told by the games' core narrator, Deckard Cain.
In Blizzard Entertainment’s Diablo® and Diablo II, the recurring character of Deckard Cain delivered quests,
accompanied the brave adventurer, and, as the last of the Horadrim, provided a link to the greater history of the world of
Sanctuary. Ever mysterious during these appearances, Cain hinted at a larger story, providing snippets of it in his
notebook. Diablo III: Book of Cain is Cain’s formal record of this greater tale—a dissertation on the lore of the Diablo
universe, told by one who has witnessed and participated in some of the epic events that make up the eternal conflict
between the High Heavens and the Burning Hells. Designed as an “in-world” artifact from the Diablo universe, Diablo III:
Book of Cain includes Cain’s revealing meditations, as well as dozens of sketches and color artworks depicting the
angelic and demonic beings who wage constant war with one another.
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*Unofficial Guide Version* Advanced Tips & Strategy Guide. This is the most comprehensive and only detailed guide you
will find online. Available for instant download on your mobile phone, eBook device, or in paperback form. Here is what
you will be getting when you purchase this professional advanced and detailed game guide. - Professional Tips and
Strategies. - Cheats and Hacks. - Controls. - Settings. - Preferences. - Character Mastery. - Beat Opponents. - Combat
Strategies. - Secrets, Tips, Cheats, Unlockables, and Tricks Used By Pro Players! - How to Get Tons of Cash/Coins. PLUS MUCH MORE! Disclaimer: This product is not associated, affiliated, endorsed, certified, or sponsored by the
Original Copyright Owner. All trademarks and registered trademarks appearing on this ebook are the property of their
respective owners.
Winning at competitive games requires a results-oriented mindset that many players are simply not willing to adopt. This
book walks players through the entire process: how to choose a game and learn basic proficiency, how to break through
the mental barriers that hold most players back, and how to handle the issues that top players face. It also includes a
complete analysis of Sun Tzu's book The Art of War and its applications to games of today. These foundational concepts
apply to virtually all competitive games, and even have some application to "real life." Trade paperback. 142 pages.
The un-dead hero of MediEvil returns in this thrilling prequel from the original creators of the critically acclaimed
videogame. After being swept through time and landing in his own past, Sir Daniel Fortesque finds himself teaming up
with old friends – including a were-dog and cockney-fairies – in order to once again save the kingdom of Gallowmere.
The evil sorcerer Zarok is raising an evil un-dead army, and Sir Dan is the only one who can ensure his cowardly formerself prevails. Delve deep into MediEivl lore as the secret history of Sir Dan is revealed, and a brand new adventure, that
follows on directly from MediEvil 2, begins!
One marine squad, led by young upstart Jim Raynor and giant Tychus Findlay, are prepared to battle a corrupt
government as it works for interplanetary domination in this action-packed thriller set in the StarCraft universe. For the
poor, hardworking citizens of the Confederacy’s fringe worlds, the Guild Wars have exacted a huge toll. Swayed by the
promise of financial rewards, a new batch of recruits joins the fight alongside a slew of mysteriously docile criminals—and
a few dubious military leaders. Eighteen-year-old Jim Raynor, full of testosterone and eager to make things right at home,
ships off to boot camp, but he soon discovers that the official mission is not what he’s really fighting for. For the first time
ever, StarCraft enthusiasts will learn the origins of the enduring friendship between Jim Raynor and the streetwise soldier
Tychus Findlay. Watch as they battle on the front lines of a fierce interplanetary war and bear witness to the
Confederacy’s rank corruption—corruption so reprehensible that it rains immeasurable death and destruction upon the
government’s own people.
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When a popular high-school student goes missing from her small Midwestern community, her loving parents, introverted
sister, friends, and boyfriend devote themselves to finding her, an effort that gives way to pleading television
appearances, private investigations, and intimate struggles to cling to hope. 60,000 first printing.
Behind closed doors, the real games begin… Winning it big. That's the name of the game at Las Vegas's Liege Hotel and
Casino, where the hottest fantasies hinge on a roll of the dice…and the tantalizing knowledge that anything could happen
before sunrise. Cocktail waitress Carinna wants a man to tie her up, not tie her down. Little does she know that her most
willing partner yet has something else planned for this fiery Latina bombshell. Dahlia is a burlesque dancer with a brain
for business and a bod for sin. Her latest admirer may be a sweet-talking Casanova, but despite what he thinks she's not
giving anything away free. Meanwhile, Amy has the perfect plan to rob the Liege Casino blind…until the intimidating owner
catches her red-handed. Now she knows she's going to pay… with both pleasure and pain. Professional shill Cassidy is
ready to experience a breathless rendezvous with her "friend with benefits." But when he proposes five delicious nights of
sexy blackjack, the stakes have never been so high.
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