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HOMECOMING
STAR TREK VOYAGER
Simon and Schuster After seven long years in the Delta Quadrant, the crew of the Starship Voyager now confront the strangest world
of all: home. For Admiral Kathryn Janeway and her oﬃcers, Voyager's miraculous return to planet Earth brings new honours and new
responsibilities. For some there are reunions with long-lost loved ones, while for others such as the Doctor and Seven of Nine, there is
the challenge of forging new lives in a Federation that seems to hold little place for them. But even as Janeway and the others go their
separate ways, pursuing new horizons and opportunities, a strange cybernetic plague strikes Earth, transforming men, women and
children into a new generation of Borg. Soon the entire planet faces assimilation, and Voyager -- newly returned from the heartland of
the Borg -- may be to blame.

THE FARTHER SHORE
Simon and Schuster The Earth is in the crosshairs of an unrelenting Borg plague in this white-knuckled Star Trek thriller featuring
Admiral Janeway and her crew. When an unstoppable Borg plague breaks out upon Earth, blame quickly falls on the newly returned
crew of the U.S.S. Voyager. Did Kathryn Janeway and the others unknowingly carry this insidious infection back with them? Many in
Starﬂeet think so, and Seven of Nine, in particular, falls under a cloud of suspicion. Now, with a little help from the U.S.S. Enterprise,
Admiral Janeway must reunite her crew in a desperate, last-ditch attempt to discover the true source of the contagion and save Earth
itself from total assimilation into a voracious new Borg Collective. But time is running out. Has Voyager come home only to witness
humanity’s end?

HOMECOMING
Harper Collins The talents of four stellar authors are brought together in one passionate anthology that celebrates homecomings and
the joy of love. This beautifully repackaged classic is sure to delight longtime fans and attract new ones! In "The Journey" by Fern
Michaels, twelve years after being jilted at the altar, mountain guide Maggie Osborne Harper is about to make the hardest trek of her
life. In "Heading Home" by Janet Dailey, Kate Summers has her reasons for avoiding new neighbor Josh Reynolds, but the rugged
rancher and his matchmaking dog have other ideas. In "The Return of Walker Lee" by Sharon Sala, hard as he tried, Walker Lee
couldn't forget the Texas girl he left behind. But after ten years, did Carrie Wainwright still want him? In "Rockabye Inn" by Deborah
Bedford, Wyoming innkeeper Anna Burden returns home after the accident that stole her memory to discover shattering truths—and
the healing power of love.

STAR TREK: VOYAGER: SPIRIT WALK #1: OLD WOUNDS
Simon and Schuster The eagerly awaited continuation of HOMECOMING and THE FARTHER SHORE! Captain Chakotay is ready to prove
himself as the new commanding oﬃcer of the Starship Voyager -- but skeptics back at Starﬂeet Command are watching him closely
for any sign that he will revert to his renegade Maquis ways. His ﬁrst mission as captain, to transport a group of displaced colonists
back to their home planet of Loran II, seems easy enough: make sure the planet is safe for colonization, unload the settlers, and head
back to Earth. He even has an extra reason to enjoy the trip -- his sister, Sekaya, has joined the mission as a spiritual advisor to the
gentle, peace-loving colonists. But when the crew arrives at Loran II, they discover a mysterious storm, an ominously deserted
settlement -- and a hidden threat from Chakotay's past that could destroy them all. Will Chakotay's ﬁrst mission as captain of Voyager
also be his last?

WORLD OF WARCRAFT: ARTHAS
RISE OF THE LICH KING
Simon and Schuster Frostmourne. It was caught in a hovering, jagged chunk of ice, the runes that ran the length of its blade glowing a
cool blue. Below it was a dais of some sort, standing on a large gently raised mound that was covered in a dusting of snow. A soft
light, coming from somewhere high above where the cavern was open to daylight, shone down on the runeblade. The icy prison hid
some details of the sword's shape and form, exaggerated others. It was revealed and concealed at the same time, and all the more
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tempting, like a new lover imperfectly glimpsed through a gauzy curtain. Arthas knew the blade -- it was the selfsame sword he had
seen in his dream when he ﬁrst arrived. The sword that had not killed Invincible, but that had brought him back healed and healthy.
He'd thought it a good omen then, but now he knew it was a true sign. This was what he had come to ﬁnd. This sword would change
everything. Arthas stared raptly at it, his hands almost physically aching to grasp it, his ﬁngers to wrap themselves around the hilt, his
arms to feel the weapon swinging smoothly in the blow that would end Mal'Ganis, end the torment he had visited upon the people of
Lordaeron, end this lust for revenge. Drawn, he stepped forward. The uncanny elemental spirit drew its icy sword. "Turn away, before
it is too late," it intoned. * * * His evil is legend. Lord of the undead Scourge, wielder of the runeblade Frostmourne, and enemy of the
free peoples of Azeroth. The Lich King is an entity of incalculable power and unparalleled malice -- his icy soul utterly consumed by his
plans to destroy all life on the World of Warcraft. But it was not always so. Long before his soul was fused with that of the orc shaman
Ner'zhul, the Lich King was Arthas Menethil, crown prince of Lordaeron and faithful paladin of the Silver Hand. When a plague of
undeath threatened all that he loved, Arthas was driven to pursue an ill-fated quest for a runeblade powerful enough to save his
homeland. Yet the object of his search would exact a heavy price from its new master, beginning a horrifying descent into damnation.
Arthas's path would lead him through the arctic northern wastes toward the Frozen Throne, where he would face, at long last, the
darkest of destinies.

VAMPIRE OF THE MISTS
Wizards of the Coast Alone in a strange world and torn by grief, a vampire accepts the hospitality of the local lord. But can the
vampire trust him once he discovers the land’s dark connection to his own quest for revenge? From the Trade Paperback edition.

A STITCH IN TIME
Scholastic Inc. Trying to hold the family together after her mother's death, Hannah worries about her sense of purpose when her
father returns to the sea and her younger siblings become self-suﬃcient, and Hannah decides to make a wonderful quilt. Reprint.

CARETAKER
A NOVEL
Pocket Books/Star Trek The crew of the starship Voyager have been thrown across the galaxy, where they must form an alliance with
dangerous enemies in order to return home.

STAR TREK: VOYAGER: DISTANT SHORES ANTHOLOGY
Simon and Schuster Washed up on a faraway galactic shore, Captain Kathryn Janeway of the U.S.S. Voyager™ faced a choice: accept
exile or set a course for home, a seventy-thousand-light-year journey fraught with unknown perils. She chose the latter. Janeway's
decision launched her crew on a seven-year trek pursuing an often lonely path that embodied the purest form of the Starﬂeet adage
"to boldly go..."™ Committed to that diﬃcult road, Voyager's crew was rewarded with unimaginable experiences on strange and
fantastic worlds, encountering exotic alien species and astonishing phenomena...and challenged along the way by conﬂicts from
within as well as from without. Yet none of their adventures tempered their shared determination to ﬁnd a way back to friends and
family.

HOMECOMING
Pocket Books/Star Trek After seven years trapped in the Delta Quadrant, Admiral Kathryn Janeway and the crew of Voyager
miraculously ﬁnd their way home, where they ﬁnd new opportunities, adventures, and reunions with loved ones, until a mysterious
cybernetic plague strikes Earth, transforming humans into a new generation of Borg. Original.

BLESS THE BEASTS
Simon and Schuster In desperate need of crucial repairs, the Starship VoyagerTM has come to Sardalia, a planet blessed with great
natural beauty and apparently friendly inhabitants. The Sardalians welcome Voyager enthusiastically, but Captain Janeway soon grows
suspicious. The Sardalians seem almost too eager to help. Janeway fears they are hiding some secret agenda. When Tom Paris and
Harry Kim disappear while visiting the planet, the captain and her crew ﬁnd themselves caught in the middle of a planetary war -- and
faced with an agonizing moral dilemma.

BEFORE THE STORM (WORLD OF WARCRAFT)
A NOVEL
Del Rey NEW YORK TIMES BESTSELLER • An all-new, oﬃcial prequel novel to The Battle for Azeroth, Blizzard Entertainment’s next
expansion to the critically acclaimed World of Warcraft videogame. Azeroth is dying. The Horde and the Alliance defeated the demonic
Burning Legion, but a dire catastrophe is unfolding deep below the surface of the world. There is a mortal wound in the heart of
Azeroth, struck by the sword of the fallen titan Sargeras in a ﬁnal act of cruelty. For Anduin Wrynn, king of Stormwind, and Sylvanas
Windrunner, warchief of the Horde and queen of the Forsaken, there is little time to rebuild what remains and even less to mourn what
was lost. Azeroth’s devastating wound has revealed a mysterious material known as Azerite. In the right hands, this strange golden
substance is capable of incredible feats of creation; in the wrong ones, it could bring forth unthinkable destruction. As Alliance and
Horde forces race to uncover the secrets of Azerite and heal the wounded world, Anduin enacts a desperate plan aimed at forging a
lasting peace between the factions. Azerite jeopardizes the balance of power, and so Anduin must gain the trust of Sylvanas. But, as
ever, the Dark Lady has her own machinations. For peace to be possible, generations of bloodshed and hatred must be brought to an
end. But there are truths that neither side is willing to accept and ambitions they are loath to relinquish. As Alliance and Horde alike
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grasp for the Azerite’s power, their simmering conﬂict threatens to reignite all-out war—a war that would spell doom for Azeroth.
Praise for Before the Storm “This is easily the best book in the World of Warcraft series, and I don’t say that lightly. . . . It’s so much
more than a tie-in novel. . . . It’s a beautiful book.”—Blizzard Watch

THE ENEMY WITHIN
Wizards of the Coast Sir Tristan Hiregaard, terriﬁed by his periodic transformation into the evil Malken, a hideous man-beast who
controls a vast criminal empire, sets out to destroy, one way or another, his evil side.

FABLE: EDGE OF THE WORLD
Del Rey The oﬃcial prequel novel to the Xbox 360 videogame, Fable:™ The Journey It’s been almost a decade since the events of
Fable 3, when the Hero vanquished the threat across the sea and claimed his throne. As king he led Albion to an era of unprecedented
peace and prosperity. But on the night of his wedding to his new queen, ominous word arrives: The darkness has returned. Beyond a
harrowing mountain pass, the exotic desert country Samarkand has been overrun by shadowy forces. Within the walls of its capital
city, a mysterious usurper known only as the Empress has seized control. To protect his realm, the king must lead his most trusted
allies into a strange land unknown to outsiders. As they forge ahead along Samarkand’s ancient Great Road, populated by undead
terrors and fantastic creatures once believed to be the stuﬀ of legend, the king is drawn ever closer to his greatest challenge yet. But
soon Albion is engulfed in a war of its own. As the darkness spreads, town by town, a treacherous force has inﬁltrated the queen’s
circle. Now the fate of all that is good rests with a faint ﬂicker of hope . . . that somewhere, somehow, heroes still do exist. © 2012
Microsoft Corporation. All Rights Reserved. Microsoft, Fable, Lionhead, the Lionhead logo, Xbox, and the Xbox logo are trademarks of
the Microsoft group of companies.

THE ART OF NOT BEING GOVERNED
AN ANARCHIST HISTORY OF UPLAND SOUTHEAST ASIA
Yale University Press From the acclaimed author and scholar James C. Scott, the compelling tale of Asian peoples who until recently
have stemmed the vast tide of state-making to live at arm’s length from any organized state society For two thousand years the
disparate groups that now reside in Zomia (a mountainous region the size of Europe that consists of portions of seven Asian countries)
have ﬂed the projects of the organized state societies that surround them—slavery, conscription, taxes, corvée labor, epidemics, and
warfare. This book, essentially an “anarchist history,” is the ﬁrst-ever examination of the huge literature on state-making whose
author evaluates why people would deliberately and reactively remain stateless. Among the strategies employed by the people of
Zomia to remain stateless are physical dispersion in rugged terrain; agricultural practices that enhance mobility; pliable ethnic
identities; devotion to prophetic, millenarian leaders; and maintenance of a largely oral culture that allows them to reinvent their
histories and genealogies as they move between and around states. In accessible language, James Scott, recognized worldwide as an
eminent authority in Southeast Asian, peasant, and agrarian studies, tells the story of the peoples of Zomia and their unlikely odyssey
in search of self-determination. He redeﬁnes our views on Asian politics, history, demographics, and even our fundamental ideas
about what constitutes civilization, and challenges us with a radically diﬀerent approach to history that presents events from the
perspective of stateless peoples and redeﬁnes state-making as a form of “internal colonialism.” This new perspective requires a
radical reevaluation of the civilizational narratives of the lowland states. Scott’s work on Zomia represents a new way to think of area
studies that will be applicable to other runaway, fugitive, and marooned communities, be they Gypsies, Cossacks, tribes ﬂeeing slave
raiders, Marsh Arabs, or San-Bushmen.

NIELS HENRIK ABEL AND HIS TIMES
CALLED TOO SOON BY FLAMES AFAR
Springer Science & Business Media Everyone with an interest in the history of mathematics and science will enjoy reading this book on
one of the most famous mathematicians of the 19th century. The author, who is both a historian and a mathematician, has written the
deﬁnitive biography of Niels Henrik Abel.

WORLD OF WARCRAFT: THE SHATTERING
PRELUDE TO CATACLYSM
Simon and Schuster In her New York Times bestseller, The Shattering, Christie Golden delivers a sensational tie-in to the newest World
of Warcraft game expansion. Thrall, wise shaman and the warchief of the Horde, has sensed a disturbing change… Long ago,
Azeroth’s destructive native elementals raged across the world until the benevolent titans imprisoned them within the Elemental
Plane. Despite the titans’ intervention, many elementals have ended up back on Azeroth. Over the ages, shaman like Thrall have
communed with these spirits and, through patience and dedication, learned to soothe roaring infernos, bring rain to sun-scorched
lands, and otherwise temper the elementals’ ruinous inﬂuence on the world of Azeroth. Now Thrall has discovered that the elementals
no longer heed the shaman’s call. The link shared with these spirits has grown thin and frayed, as if Azeroth itself were under great
duress. While Thrall seeks answers to what ails the confused elements, he also wrestles with the orcs’ precarious future as his people
face dwindling supplies and growing hostility with their night elf neighbors. Meanwhile, King Varian Wrynn of Stormwind is considering
violent action in response to mounting tensions between the Alliance and the Horde, a hard-line approach that threatens to alienate
those closest to him, including his son, Anduin. The conﬂicted young prince has set out to ﬁnd his own path, but in doing so, he risks
becoming entangled in political instability that is setting the world on edge. The fate of Azeroth’s great races is shrouded in a fog of
uncertainty, and the erratic behavior of the elemental spirits, troubling though it is, may only be the ﬁrst ominous warning sign of the
cataclysm to come.
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WORLD OF WARCRAFT: WAR CRIMES
Simon and Schuster The national bestseller and direct tie-in to the new game expansion pack Warlords of Draenor—a thrilling novel
set in the universe of the record-breaking, internationally bestselling video game World of Warcraft! The brutal siege of Orgrimmar is
over. Alliance and Horde forces have stripped Garrosh Hellscream, one of the most reviled ﬁgures on Azeroth, of his title as warchief.
His thirst for conquest devastated cities, nearly tore the Horde apart, and destroyed countless lives. Now, on the legendary continent
of Pandaria, he will stand trial for his transgressions. Renowned leaders from across the world have gathered to witness this historic
event. As the trial unfolds, agents of the bronze dragonﬂight present shocking visions of Garrosh’s atrocities. For many of those in
attendance, these glimpses into history force them to relive painful memories and even question their own innocence or guilt. For
others, the chilling details stoke the ﬂames of their hatred. Unbeknownst to anyone, shadowy forces are at work on Azeroth,
threatening not only the court’s ability to mete out justice…but also the lives of everyone at the trial. © 2015 Blizzard Entertainment,
Inc. All Rights Reserved. Blizzard Entertainment and World of Warcraft are trademarks or registered trademarks of Blizzard
Entertainment, Inc. in the US and/or other countries.

UNDER SEA'S SHADOW
LUNA Secrets hidden in the darkness of the sea... Stolen at birth by her sea-lord father, Copper is returned to her mother, the queen,
to experience life on their island home. But something is missing within her, for she is without a soul. Copper is adrift and alone until
strangers come with Companion creatures and tell her of her destiny. For Copper is the Sea Dancer, one of ﬁve elements incarnate,
and the fate of the world depends on the Dancers joining. Yet there are those who would pervert the Dancers' destiny, and an
Emperor who will stop at nothing to prevent them from ﬁnding one another. As conspiracies unfold, and secrets are pierced, the
upwelling of power that Copper controls is put to the test. The uneasy marriage of land and sea is about to break apart. And all hangs
on Copper's choice...

OLD WOUNDS
Pocket Books/Star Trek Faced with skepticism over assignment as the new commanding oﬃcer of Voyager in light of his Maquis past,
Chakotay accepts his ﬁrst assignment to transport a group of displaced colonists back to their home planet of Loran II, but when they
arrive, they discover a deserted settlement, a mysterious storm, and a dangerous threat from Chakotay's past. Original.

STAR TREK: DISCOVERY: WONDERLANDS
Simon and Schuster An all-new novel based upon the explosive Star Trek TV series! In a desperate attempt to prevent the artiﬁcial
intelligence known as Control from seizing crucial information that could destroy all sentient life, Commander Michael Burnham
donned the “Red Angel” time-travel suit and guided the USS Discovery into the future and out of harm’s way. But something has gone
terribly wrong, and Burnham has somehow arrived in a place far diﬀerent from anything she could have imagined—more than nine
hundred years out of her time, with Discovery nowhere to be found, and where the mysterious and cataclysmic event known as “the
Burn” has utterly decimated Starﬂeet and, with it, the United Federation of Planets. How then can she possibly exist day-to-day in this
strange place? What worlds are out there waiting to be discovered? Do any remnants of Starﬂeet and the Federation possibly endure?
With more questions than answers, Burnham must nevertheless forge new friendships and new alliances if she hopes to survive this
future long enough for the Discovery crew to ﬁnd her.... ™, ®, & © 2021 CBS Studios, Inc. STAR TREK and related marks and logos are
trademarks of CBS Studios, Inc. All Rights Reserved.

STARCRAFT II: FLASHPOINT
Simon and Schuster The explosive novel based on the eagerly anticipated StarCraft II video game expansion, Heart of the Swarm! The
sinister zerg leader no longer commands her legions of bloodthirsty aliens against the humans of the Koprulu sector, all thanks to the
combined courage and tenacity of Jim Raynor, General Horace Warﬁeld, and a mismatched team of Dominion soldiers and outlaw
rebels. Although the queen is no more, Sarah Kerrigan is very much alive. The woman who once controlled countless alien minds in a
rampage across the stars has been spirited away by the man who dethroned her. Now Arcturus Mengsk’s Dominion armada is on her
heels, roaring for blood. Jim Raynor will need to test his strength, his wit, and his loyalties against impossible odds to protect the
woman he loves. StarCraft II: Flashpoint bridges the events that take place in StarCraft II: Wings of Liberty and the upcoming StarCraft
II: Heart of the Swarm. Featuring never-before-seen glimpses into Jim Raynor and Sarah Kerrigan’s past, this novel opens a window
into a world of passion, action, and adventure.

SEVEN OF NINE
Simon and Schuster Discover the astonishing story of Seven of Nine—one of the most fascinating and unforgettable characters in Star
Trek history. Once she was Annika Hansen, an innocent child assimilated by the fearsome, all-conquering Borg. Now she is Seven of
Nine, a unique mixture of human biology and Borg technology. Cut oﬀ from the collective that has been her only reality for most of
her existence, and forced to join the crew of the USS Voyager, she must come to grips with her surprising new environment—and her
own lost individuality. Seven of Nine has already captured the imagination of fans all over the world. Now the most sensational new
character of the twenty-fourth century stars in her ﬁrst full-length novel. Resistance is futile.

STARCRAFT II: DEVILS' DUE
Simon and Schuster An original story based on the popular video game sequel "Starcraft II" chronicles the legendary exploits that
shaped the lives of outlaw heroes Jim Raynor and Tychus Findlay. Reprint.
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CREATIVE WRITING EXERCISES FOR DUMMIES
John Wiley & Sons Written by the founder of the Complete Creative Writing Course at London's Groucho Club, this activity-based guide
walks you through the process of developing and writing in a wide range of genres including novels, short stories and creative
nonﬁction. The book includes writing prompts, exercises, mind maps, ﬂow charts and diagrams designed to get your ideas ﬂowing.
You'll get expert guidance into character development, plot structure and prose, plus extensive insight into self-editing and polishing
your work whether you're a new writer with a seed of an idea you would like to develop, or are looking to strengthen your creative
writing skills.

SYLVANAS (WORLD OF WARCRAFT)
Del Rey NATIONAL BESTSELLER • The epic, deﬁnitive story of Sylvanas Windrunner, one of World of Warcraft’s most enduring and
iconic characters, as chronicled by bestselling author Christie Golden. Ranger-General. Banshee Queen. Warchief. Sylvanas
Windrunner has borne many titles. To some, she is a hero—to others, a villain. But whether in pursuit of justice, vengeance, or
something more, Sylvanas has always sought to control her own destiny. The power to achieve her goals has never been closer, as
Sylvanas works alongside the Jailer to liberate all Azeroth from the prison of fate. Her ﬁnal task? Secure the fealty of their
prisoner—King Anduin Wrynn. To succeed, Sylvanas will be forced to reﬂect on the harrowing path that brought her to the Jailer’s side
and to reveal her truest self to her greatest rival. Here, Sylvanas’s complete story is laid bare: the breaking of the Windrunner family
and her rise to Ranger- General; her own death at the hands of Arthas and her renewed purpose in founding the Forsaken; the
moment she ﬁrst beheld the Maw and understood the true consequences of what lay beyond the veil of death. But as her moment of
victory draws near, Sylvanas Windrunner will make a choice that may ultimately come to deﬁne her. A choice that’s hers to make.

ASSASSIN'S CREED: HERESY
Ubisoft

ARCHITECTS OF INFINITY
Simon and Schuster An original novel set in the universe of Star Trek: Voyager, from the New York Times bestselling author! As the
Federation Starship Voyager continues to lead the Full Circle Fleet in its exploration of the Delta Quadrant, Admiral Kathryn Janeway
remains concerned about the Krenim Imperium and its ability to rewrite time to suit its whims. At Captain Chakotay's suggestion,
however, she orders the ﬂeet to focus its attention on a unique planet in a binary system, where a new element has been discovered.
Several biospheres exist on this otherwise uninhabitable world, each containing diﬀerent atmospheres and features that argue other
sentient beings once resided on the surface. Janeway hopes that digging into an old-fashioned scientiﬁc mystery will lift the crews'
morale, but she soon realizes that the secrets buried on this world may be part of a much larger puzzle—one that points to the
existence of a species whose power to reshape the galaxy might dwarf that of the Krenim. Meanwhile, Lieutenants Nancy Conlon and
Harry Kim continue to struggle with the choices related to Conlon’s degenerative condition. Full Circle’s medical staﬀ discovers a
potential solution, but complications will force a fellow oﬃcer to confront her people’s troubled past and her own future in ways she
never imagined… ™, ®, & © 2018 CBS Studios, Inc. STAR TREK and related marks and logos are trademarks of CBS Studios, Inc. All
Rights Reserved.

WORLD OF WARCRAFT
THE EASTERN KINGDOMS: EXPLORING AZEROTH
For over a quarter of a century, Warcraft and World of Warcraft players have been treated to a treasure trove of artifacts, gear,
weaponry, and trinkets of both awe and amusement. Now players can get an in-depth look at the items they have collected...and the
fearsome powers they hold. From the shining towers of Silvermoon to the sulfurous Blackrock Mountain to the white stone castles of
Stormwind, the Eastern Kingdoms are vast and full of wonder. Every corner of the majestic isle contains countless stories, treasures,
and more than a few secrets that some would prefer stay buried. Follow Spymaster Mathias Shaw and Captain Flynn Fairwind on an
expedition across the Eastern Kingdoms for king and country as they chronicle its history and catalog the weapons, armor, and powers
untold that are scattered across this sprawling dominion. Penned by New York Times bestselling author and Blizzard Entertainment
writer Christie Golden, Exploring Azeroth: The Eastern Kingdoms is your ﬁrst step on a truly remarkable journey across the beloved
lands of Azeroth

WARCRAFT: DUROTAN: THE OFFICIAL MOVIE PREQUEL
Titan Books (US, CA) In the world of Draenor, the strong and ﬁercely independent Frostwolf Clan are faced with increasingly harsh
winters and thinning herds. When Gul’dan, a mysterious outsider, arrives in Frostﬁre Ridge oﬀering word of new hunting lands,
Durotan, the Clan’s chieftain, must make an impossible decision: abandon the territory, pride and traditions of his people, or lead
them into the unknown. An original tale of survival, conﬂict and magic that leads directly into the events of Warcraft, an epic
adventure from Legendary Pictures and Universal Pictures, based on Blizzard Entertainment’s global phenomenon.

THE FINAL FURY
INVASION! #4
Simon and Schuster For ages they have sought to claim our worlds. Now, at last, we take the battle to them. . . . Far from the
Federation's desperate war against the invading Furies, the crew of the U.S.S. VoyagerTM encounters something they never expected
to hear again: a Starﬂeet distress call. The signal leads them to a vast assemblage of non-humanoid races engaged in a monumental
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project of incredible magnitude. Here is the source of the terrible invasion threatening the entire Alpha Quadrant -- and, for the
Starship VoyagerTM, a possible route home. But soon there may not be any home to return to . . .

ENDGAME
Simon and Schuster In "Endgame" Admiral Kathryn Janeway considers the costs which Voyager's long return has exacted from her
crew and undertakes a risky journey to change history, and in "Homecoming" the returning crew members must face the changes in
themselves and in theones they left behind.

STAR TREK AS MYTH
ESSAYS ON SYMBOL AND ARCHETYPE AT THE FINAL FRONTIER
McFarland In the past, the examination of myth has traditionally been the study of the "Primitive" or the "Other." More recently, myth
has been increasingly employed in movies and in television productions. Nowhere is this more apparent than in the Star Trek
television and movie franchise. This collection of essays on Star Trek brings together perspectives from scholars in ﬁelds including
ﬁlm, anthropology, history, American studies and biblical scholarship. Together the essays examine the symbolism, religious
implications, heroic and gender archetypes, and lasting eﬀects of the Star Trek "mythscape."

OLD WOUNDS
SPIRIT WALK BOOK ONE
Simon and Schuster Captain Chakotay, one-time Maquis resistance ﬁghter, is ready to prove himself as the new commanding oﬃcer
of the Starship Voyager - but sceptics back at Starﬂeet Command are watching him closely for any sign that he will revert to his
renegade Maquis ways. His ﬁrst mission as captain, to transport a group of displaced colonists back to their home planet of Loran II,
seems easy enough: make sure the planet is safe for colonisation, unload the settlers, and head back to Earth. He even has an extra
reason to enjoy the trip - his sister Sekaya has joined the mission as a spiritual advisor to the gentle and peace-loving colonists. But on
Loran II hey discover a mysterious storm, an ominously deserted settlement and a hidden threat from Chakotay's past that could
destroy them all. Will his career as captain be over before it has even begun?

UNWORTHY
STAR TREK: VOYAGER
Simon and Schuster 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.

SHADOW HUNTERS
Jacob Ramsey has spent much of the last two years on a backwater planet wasting time on a fruitless excavation. It seems like a
miracle when he gets a message from Augustine Mengsk, inviting him to join a group of archaeologists sent to excavate one of the
Xel'Naga artefacts that are suddenly appearing on various worlds.

499 WORDS EVERY COLLEGE STUDENT SHOULD KNOW
A PROFESSOR'S HANDBOOK ON WORDS ESSENTIAL TO GREAT WRITING AND BETTER GRADES
Skyhorse Words equal credibility. The more articulate a person is, the more seriously they will be taken—by everyone. On any given
day, you might read “abrogate” used in a USA Today article; or “demagogue” or “ﬁduciary” used on CNN. You might hear
“ensorcelled” and “torpor” in a TV drama; you’ll hear a political candidate described as “truculent.” You may hear “pedantic” used in a
movie. How many of these words are part of most college students’ “arsenal of words”? Hopefully all of them, but if not, 499 Words
Every College Student Should Know will provide them with what they need to become more articulate in their speaking and writing. It
will also enhance their comprehension in their reading, ultimately culminating in what every student aspires to: earning better grades!
499 Words Every College Student Should Know teaches truly important vocabulary words and focuses on Professor Spignesi’s
classroom-tested Trinity of Vocabulary Use. For each word, the vocabulary-enriched and educated student will be able to: Understand
the word in their reading Use the word in their speaking Make good use of the word in their writing Using easy-to-understand,
informative, and often humorous explanations of every word, 499 Words Every College Student Should Know also explores how to use
the words in sentences, and in proper context. The majority of these words were individually chosen because they are fairly
commonplace in media, books, online, and elsewhere, and students need to be able to understand them. Knowing them — in fact,
using the words and making them part of their everyday language — will make any college student or those soon-to-be, more
credible.

THE MURDERED SUN
Simon and Schuster When sensors indicate a possible wormhole nearby, Captain Janeway is eager to investigate, hoping to ﬁnd a
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shortcut back to Federation space. Instead, she discovers a star system being systematically pillaged by the warlike Akerians. Janeway
has no desire to get caught up in someone else's war, but in order to the check on the possibilities oﬀered by the wormhole -- and to
save the innocent people of Veruna Four -- VoyagerTM has no choice but to challenge the Akerians.

TALES FROM THE CAPTAIN'S TABLE
Lulu.com Much more than just a tale of sailing against mountainous seas, but a book with every aspect of sailing and motor boating, in
many parts of the world. It illustrates how times have changed to the extent the stories are never to be repeated. Providing a more
permanent record, it tells how in post-war Britain, we developed a system of teaching and testing recreational users of marine craft of
every description. This has now been copied in almost every country with recreational waterborne sports, including a UK approved
sailing school in the USA. If all that sounds a mighty bit boring, be assured it has ten most unusual stories with excitement, including
projects in China and Nigeria. There are tales of law-breaking villains aﬂoat, and you won't want to put the book down. Looking for a
present for a sea-loving friend? Look no further.

CHILDREN OF THE STORM
Simon and Schuster “YOU WERE TOLD NOT TO RETURN TO OUR SPACE.” Little is known about the Children of the Storm—one of the
most unique and potentially dangerous species the Federation has ever encountered. Non-corporeal and traveling through space in
vessels apparently propelled by thought alone, the Children of the Storm at one time managed to destroy thousands of Borg ships
without ﬁring a single conventional weapon. Now in its current mission to the Delta Quadrant, Captain Chakotay and Fleet Commander
Afsarah Eden must unravel whythree Federation starships—the U.S.S. Quirinal, Planck, and Demeter—have suddenly been targeted
without provocation and with extreme prejudice by the powerful Children of the Storm . . . with thousands of Starﬂeet lives at stake
from an enemy that the Federation can only begin to comprehend. . . .
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