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Delve into the dark and brutal world of Age of Conan Hyborian Adventures with 'The Silent Enemy,' 
a gripping chapter within A Soldier's Quest 3. This narrative uncovers hidden dangers and challenges 
warriors with perilous tasks in the untamed lands.

Every paper is peer-reviewed and sourced from credible academic platforms.

Welcome, and thank you for your visit.
We provide the document The Silent Enemy Age Of Conan you have been searching 
for.
It is available to download easily and free of charge.

This is among the most frequently sought-after documents on the internet.
You are lucky to have discovered the right source.
We give you access to the full and authentic version The Silent Enemy Age Of Conan 
free of charge.

The Silent Enemy

Before his wedding, Nermesa Klandes, an elite warrior of Aquilonia, must deliver important documents 
to an ally of the king and unwittingly becomes immersed in a plot to assassinate King Conan. Original.

Age of Conan: The Silent Enemy

On the eve of his wedding, Nermesa Klandes uncovers a plot to kill Conan. And to his horror, he soon 
learns that the man chosen to do the murderous deed is a man whom King Conan trusts more than 
anyone—Nermesa himself.

The Silver Bear

When you need to get rid of a Presidential candidate, you need THE SILVER BEAR. Columbus, the 
most respected and feared hitman in the criminal underworld, has killed many times using many 
weapons, including his bare hands. An assassin at the top of his profession, immune to the pressure 
of his chosen life, gliding silently beneath the view of law enforcement, he is what the Russians call a 
Silver Bear. When Columbus takes the contract on a congressman running for President, he discovers 
that his quarry is tied to his own mysterious past. Soon, he's fighting to stay alive - and to make sure 
his target does not . . .

Kull

In a meteoric career that spanned a mere twelve years, Robert E. Howard single-handedly invented 
the genre that came to be called sword and sorcery. From his fertile imagination sprang some of 
fiction’s most enduring heroes. Yet while Conan is indisputably Howard’s greatest creation, it was in his 
earlier sequence of tales featuring Kull, a fearless warrior with the brooding intellect of a philosopher, 
that Howard began to develop the distinctive themes, and the richly evocative blend of history and 
mythology, that would distinguish his later tales of the Hyborian Age. Much more than simply the 
prototype for Conan, Kull is a fascinating character in his own right: an exile from fabled Atlantis who 
wins the crown of Valusia, only to find it as much a burden as a prize. This groundbreaking collection, 
lavishly illustrated by award-winning artist Justin Sweet, gathers together all Howard’s stories featuring 
Kull, from Kull’ s first published appearance, in “The Shadow Kingdom,” to “Kings of the Night,” Howard’ 
s last tale featuring the cerebral swordsman. The stories are presented just as Howard wrote them, 
with all subsequent editorial emendations removed. Also included are previously unpublished stories, 
drafts, and fragments, plus extensive notes on the texts, an introduction by Howard authority Steve 
Tompkins, and an essay by noted editor Patrice Louinet. Praise for Kull “Robert E. Howard had a gritty, 
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vibrant style–broadsword writing that cut its way to the heart, with heroes who are truly larger than 
life.”—David Gemmell “Howard’s writing seems so highly charged with energy that it nearly gives off 
sparks.”—Stephen King “Howard was a true storyteller–one of the first, and certainly among the best, 
you’ll find in heroic fantasy. If you’ve never read him before, you’ re in for a real treat.”—Charles de 
Lint “For stark, living fear . . . what other writer is even in the running with Robert E. Howard?”—H. P. 
Lovecraft

Age of Conan: The God In The Moon

As a favored son in one of the high families of Aquilonia, Nermesa Klandes wanted for nothing—except 
glory won by his own hand. Defying his family and casting aside the opulence he was born into, 
Nermesa joins the Aquilonian army so that he might serve his liege, King Conan. But Nermesa 
soon learns there is a great distance between his courageous idealism and the gory battlefields of 
the Westermarck, where the savage Picts wage unceasing warfare. Through bravery and cunning, 
Nermesa comes into his own as a warrior and a man. When he kills the Pictish leader, he is hailed as 
a hero. But he also unleashes an unholy power that will shake the very foundations of the Aquilonian 
Empire...

Black City Saint

For more than sixteen hundred years, Nick Medea has followed and guarded the Gate that keeps the 
mortal realm and that of Feirie separate, seeking in vain absolution for the fatal errors he made when 
he slew the dragon. All that while, he has tried and failed to keep the woman he loves from dying 
over and over. Yet in the fifty years since the Night the Dragon Breathed over the city of Chicago, the 
Gate has not only remained fixed, but open to the trespasses of the Wyld, the darkest of the Feiriefolk. 
Not only does that mean an evil resurrected from Nick’s own past, but the reincarnation of his lost 
Cleolinda, a reincarnation destined once more to die. Nick must turn inward to that which he distrusts 
the most: the Dragon, the beast he slew when he was still only Saint George. He must turn to the 
monster residing in him, now a part of him...but ever seeking escape. The gang war brewing between 
Prohibition bootleggers may be the least of his concerns. If Nick cannot prevent an old evil from opening 
the way between realms...then not only might Chicago face a fate worse than the Great Fire, but so 
will the rest of the mortal realm. From the Trade Paperback edition.

The Dragon Crown

Preparing to assume the crown of Dragon Emperor, young shapeshifter Kyl is subjected to ordeals 
designed before his birth that will serve to purify the dragon or unleash his dark lusts, while an evil 
duke plots the manipulation of the new ruler. Original.

Legends of the Dragonrealm: The Gryphon Mage

As a band of wizards battles evil, a hero rises among them in this fantasy adventure by the New 
York Times–bestselling author of Firedrake. Nathan Bedlam has managed to free most of the human 
mages from the Dragon Kings’ control, but the struggle against the drake lords has not gone well. 
With treachery at every turn, Nathan knows that the only hope the rebels have is to seize Penacles, 
the City of Knowledge. Yet, doing that will require forcing the Gryphon to realize the power within him, 
a power that may also prove to be the rebellion’s downfall . . . The Turning War is a three-volume 
saga answering many of the questions concerning the Dragonrealm and the Dragon Masters and how 
those events yet reverberate in the current timeline. Praise for the Legends of the Dragonrealm “Full 
of energy. . . . Great world building [and] memorable characters . . . It’s easy to see why Richard has 
enjoyed so much success!” —R. A. Salvatore, New York Times–bestselling author “Richard’s novels 
are well-written, adventure-filled, action-packed.” —Margaret Weis, New York Times–bestselling author 
“Endlessly inventive. Knaak’s ideas just keep on coming!” —Glen Cook, author of Chronicles of the 
Black Company

The Cambridge Companion to Video Game Music

A wide-ranging survey of video game music creation, practice, perception and analysis - clear, 
authoritative and up-to-date.

The Mirrors of Tuzun Thune, and The Lost Race (Esprios Classics)



The first volume in a new trilogy, a follow-up to the War of Souls series, follows the adventures and 
exploits of the minotaurs as they become caught up in the chaos, fallout, and changing destinies that 
resulted from the War of Souls. 125,000 first printing.

Night of Blood

In this prelude to the exciting new entry in the _Tomb Raider_ video game saga, lead game writer 
Rhianna Pratchett reveals the untold story behind Lara Croft’s earliest adventure. Join Lara and the 
crew of the _Endurance_ as they prepare for a thrilling journey to uncover the lost kingdom of Yamatai. 
For over fifteen years, the _Tomb Raider_ adventures have been some the most enduring and popular 
in the world of video games. Now, Lara Croft’s bold new re-imagining is further explored by some of 
comics’ most talented creators in this exclusive volume.

Tomb Raider: The Beginning

What do stories in games have in common with political narratives? This book identifies narrative 
strategies as mechanisms for meaning and manipulation in games and real life. It shows that the 
narrative mechanics so clearly identifiable in games are increasingly used (and abused) in politics 
and social life. They have »many faces«, displays and interfaces. They occur as texts, recipes, stories, 
dramas in three acts, movies, videos, tweets, journeys of heroes, but also as rewarding stories in games 
and as narratives in society - such as a career from rags to riches, the concept of modernity or market 
economy. Below their surface, however, narrative mechanics are a particular type of motivational design 
- of game mechanics.

Narrative Mechanics

Originally published: La Jolla, CA: WildStorm, 2003.

The Life Eaters

Tales of dripping fangs and ripping claws echo out from around flickering campfires, drawing travellers 
close together to avoid the beasts that wait just beyond the dim light. Alleyways hide assassins that 
want more than coin from their victims, and sometimes the movement in the shadows are the shadows 
themselves. Hyboria is a dangerous place filled with deadly beasts and hungering predators - any of 
which could spell the epilogue in an adventurer's epic tale at any time. For the first time in the history of 
the Conan Roleplaying Game all of the creatures, animals, demons and beasts of Hyboria are gathered 
between two covers. Some will look very familiar, like the Ape Men or the Zombie, but new creatures like 
the Dark Spawn and the Pictish Hound will give Games Masters a whole new arsenal as well. Compiled 
together for Games Masters everywhere to unleash upon their players, the Hyborian Bestiary gives 
over a hundred statistic profiles and plot hooks for the denizens of Conan's world.

Bestiary of the Hyborian Age

Kull of Atlantis, once a slave and a pirate, has seized the throne of fabled Valusia. But his reign is 
not an easy one. Jealous nobles and scheming priests plot against the new king, and Kull can trust 
no one--except, perhaps, the beautiful fortune-teller Zareta. Kull's enemies will go to any lengths to 
overthrow him, even reviving an ancient sorceress who has been dead for three thousand years. 
Alivasha, witch-queen of lost Acheron, uses her unholy magic to seduce and betray Kull. Now he must 
fulfill a cryptic prophecy to defeat the forces of drakness--and reclaim his crown.

Kull The Conqueror

The Dark Empire of Granbretan has humiliated and mutilated Dorian Hawkmoon, but it cannot rob him 
of his two consuming passions: his love for Yisselda of Brass and his hatred of her ruthless suitor 
Meliadus. But before he can defy the Dark Empire and win the beauteous Yisselda, he must seek the 
Runestaff, a quest that will send him into barbaric wonder and perverse evil ... and only if he succeeds 
will he avert the doom of all the world...

The Runestaff

The fourth volume of the adventures of the legendary Conan the Barbarian, one of the most iconic 
fantasy characters in history, on a rarified list next to Gandalf and Harry Potter. Contains "Jewels of 



Gwahlur," "Beyond the Black River," "The Black Stranger," "The Phoenix on the Sword," and "The 
Scarlet Citadel." Penguin Random House Canada is proud to bring you classic works of literature in 
e-book form, with the highest quality production values. Find more today and rediscover books you 
never knew you loved.

King Conan

Roy Thomas and John Buscema join forces to build CONAN THE BARBARIAN into one of the greatest 
comic book series of all time! Conan wanders the lands of Hyboria, eventually finding himself pressed 
into duty as a soldier in the army of his one-time foe, King Yedzigerd! Along the way, Conan travels the 
swamps of Stygia, the jungles of Kush and Zembabwei and the Eastern realm of Khitai, confronting 
monsters, demons and bloodthirsty warriors! Thomas adapts Robert E. Howard classics like 'The Blood 
of Belshazzar' and spins all new tales including the fan-favourite 'The Shadow in the Tomb!' And Neal 
Adams stops by to illustrate 'The Curse of the Golden Skull,' teaming Conan with Juma against the 
wicked sorcerer Rotath! Collecting: Vol. 3: Conan the Barbarian (1970) 27-42; material from Annual 
(1973) 1

Conan the Barbarian Epic Collection: the Original Marvel Years - the Curse of the Golden Skull

Provides an introduction to American pulp fiction during the twentieth century with brief author 
biographies and lists of their works.

Encyclopedia of Pulp Fiction Writers

Examinations of wargaming for entertainment, education, and military planning, in terms of design, 
critical analysis, and historical contexts. Games with military themes date back to antiquity, and yet 
they are curiously neglected in much of the academic and trade literature on games and game history. 
This volume fills that gap, providing a diverse set of perspectives on wargaming's past, present, and 
future. In Zones of Control, contributors consider wargames played for entertainment, education, and 
military planning, in terms of design, critical analysis, and historical contexts. They consider both digital 
and especially tabletop games, most of which cover specific historical conflicts or are grounded in 
recognizable real-world geopolitics. Game designers and players will find the historical and critical 
contexts often missing from design and hobby literature; military analysts will find connections to game 
design and the humanities; and academics will find documentation and critique of a sophisticated 
body of cultural work in which the complexity of military conflict is represented in ludic systems and 
procedures. Each section begins with a long anchoring chapter by an established authority, which is 
followed by a variety of shorter pieces both analytic and anecdotal. Topics include the history of playing 
at war; operations research and systems design; wargaming and military history; wargaming's ethics 
and politics; gaming irregular and non-kinetic warfare; and wargames as artistic practice. Contributors 
Jeremy Antley, Richard Barbrook, Elizabeth M. Bartels, Ed Beach, Larry Bond, Larry Brom, Lee 
Brimmicombe-Wood, Rex Brynen, Matthew B. Caffrey, Jr., Luke Caldwell, Catherine Cavagnaro, Robert 
M. Citino, Laurent Closier, Stephen V. Cole, Brian Conley, Greg Costikyan, Patrick Crogan, John Curry, 
James F. Dunnigan, Robert J. Elder, Lisa Faden, Mary Flanagan, John A. Foley, Alexander R. Galloway, 
Sharon Ghamari-Tabrizi, Don R. Gilman, A. Scott Glancy, Troy Goodfellow, Jack Greene, Mark Herman, 
Kacper Kwiatkowski, Tim Lenoir, David Levinthal, Alexander H. Levis, Henry Lowood, Elizabeth Losh, 
Esther MacCallum-Stewart, Rob MacDougall, Mark Mahaffey, Bill McDonald, Brien J. Miller, Joseph 
Miranda, Soraya Murray, Tetsuya Nakamura, Michael Peck, Peter P. Perla, Jon Peterson, John Prados, 
Ted S. Raicer, Volko Ruhnke, Philip Sabin, Thomas C. Schelling, Marcus Schulzke, Miguel Sicart, 
Rachel Simmons, Ian Sturrock, Jenny Thompson, John Tiller, J. R. Tracy, Brian Train, Russell Vane, 
Charles Vasey, Andrew Wackerfuss, James Wallis, James Wallman, Yuna Huh Wong

Zones of Control

"Hawks of Outremer" by Robert Ervin Howard. Published by Good Press. Good Press publishes a wide 
range of titles that encompasses every genre. From well-known classics & literary fiction and non-fiction 
to forgotten�or yet undiscovered gems�of world literature, we issue the books that need to be read. Each 
Good Press edition has been meticulously edited and formatted to boost readability for all e-readers 
and devices. Our goal is to produce eBooks that are user-friendly and accessible to everyone in a 
high-quality digital format.

Hawks of Outremer



Super Mario Bros. Doom. Minecraft. It’s hard to imagine what life would be like today without video 
games, a creative industry that now towers over Hollywood in terms of both financial and cultural impact. 
The video game industry caters to everyone, with games in every genre for every conceivable electronic 
device--from dedicated PC gaming rigs and consoles to handhelds, mobile phones, and tablets. 
Successful games are produced by mega-corporations, independent studios, and even lone developers 
working with nothing but free tools. Some may still believe that video games are mere diversions for 
children, but today’s games offer sophisticated and wondrously immersive experiences that no other 
media can hope to match. Vintage Games 2.0 tells the story of the ultimate storytelling medium, from 
early examples such as Spacewar! and Pong to the mind blowing console and PC titles of today. Written 
in a smart and engaging style, this updated 2nd edition is far more than just a survey of the classics. 
Informed by hundreds of in-depth personal interviews with designers, publishers, marketers, and 
artists--not to mention the author’s own lifelong experience as a gamer--Vintage Games 2.0 uncovers 
the remarkable feats of intellectual genius, but also the inspiring personal struggles of the world’s 
most brilliant and celebrated game designers--figures like Shigeru Miyamoto, Will Wright, and Roberta 
Williams. Ideal for both beginners and professionals, Vintage Games 2.0 offers an entertaining and 
inspiring account of video game’s history and meteoric rise from niche market to global phenomenon. 
Credit for the cover belongs to Thor Thorvaldson.

Vintage Games 2.0

This edited collection of chapters concerns the evolving discipline of procedural storytelling in video 
games. Games are an interactive medium, and this interplay between author, player and machine 
provides new and exciting ways to create and tell stories. In each essay, practitioners of this art-
form demonstrate how traditional storytelling tools such as characterization, world-building, theme, 
momentum and atmosphere can be adapted to full effect, using specific examples from their games. 
The reader will learn to construct narrative systems, write procedural dialog, and generate compelling 
characters with unique personalities and backstories. Key Features Introduces the differences between 
static/traditional game design and procedural game design Demonstrates how to solve or avoid 
common problems with procedural game design in a variety of concrete ways World’s finest guide for 
how to begin thinking about procedural design

Procedural Storytelling in Game Design

This first volume of the DIGAREC Series holds the proceedings of the conference The Philosophy 
of Computer Gamesº, held at the University of Potsdam from May 8-10, 2008. The contributions of 
the conference address three fields of computer game research that are philosophically relevant and, 
likewise, to which philosophical reflection is crucial. These are: ethics and politics, the action-space of 
games, and the magic circle. All three topics are interlinked and constitute the paradigmatic object of 
computer games: Whereas the first describes computer games on the outside, looking at the cultural 
effects of games as well as on moral practices acted out with them, the second describes computer 
games on the inside, i.e. how they are constituted as a medium. The latter finally discusses the way in 
which a border between these two realms, games and non-games, persists or is already transgressed 
in respect to a general performativity.

Conference Proceedings of The Philosophy of Computer Games 2008

Nermesa Klandes abandoned a life of opulence to join the Aquilonian army, and serve the great King 
Conan. Earning rank and respect through his courage and loyalty, he was made an officer in the elite 
warrior band known as the Black Dragons. But when his first assignment ends in bloodshed, it marks 
the beginning of the young knight’s most perilous test. Caravans from Aquilonia’s neighbors are being 
set upon and slaughtered by an unknown enemy. Assigned to ride with a caravan, Nermesa is pulled 
into a diabolical plot of dark magic and demonic powers that threatens to shake Aquilonia to its very 
foundations—and bring King Conan to his knees...

Age of Conan: The Eye of Charon

READ, IF YOU DARE, WHAT SKELOS WROTE, WITH DEAD HANDS FUMBLING HIS SILKEN COAT; 
AND FOLLOW THE SHIPS THROUGH THE WIND-BLOWN WRACK FOLLOW THE SHIPS THAT 
COME NOT BACK.



Conan - Book of Skelos

Guidebook supporting the fantasy roleplaying game, Conan: the roleplaying game, based on the works 
of Robert E. Howard.

The Scrolls of Skelos

Enjoy the whole game! This boxed version comes complete with the Castles & Crusades Players 
Handbook - 2nd Printing, Castles & Crusades Monsters & Treasure and the setting Castle Zagyg 
Volume 1: Yggburgh, packaged in an open ended charcoal black, slip sleeve.

Castles & Crusades

Fourteen short stories featuring Conan the Barbarian present in the first of three intended volumes 
several of the sword-wielding fantasy hero's most popular adventures, complemented by lavish 
black-and-white illustrations as well as a number of the author's original drafts and synopses. 15,000 
first printing.

The Coming Of Conan The Cimmerian

Computer games have become a major cultural and economic force, and a subject of extensive 
academic interest. Up until now, however, computer games have received relatively little attention from 
philosophy. Seeking to remedy this, the present collection of newly written papers by philosophers 
and media researchers addresses a range of philosophical questions related to three issues of crucial 
importance for understanding the phenomenon of computer games: the nature of gameplay and player 
experience, the moral evaluability of player and avatar actions, and the reality status of the gaming 
environment. By doing so, the book aims to establish the philosophy of computer games as an important 
strand of computer games research, and as a separate field of philosophical inquiry. The book is 
required reading for anyone with an academic or professional interest in computer games, and will also 
be of value to readers curious about the philosophical issues raised by contemporary digital culture.

The Philosophy of Computer Games

Superman, Batman, and the other members of the JLA join forces with Captain America, Iron Man, 
and the many other Avengers to fight a threat so immense it threatens two entire dimensions. Features 
introductions by Stan Lee and Julie Schwartz as well as a cover gallery by George Pérez and Tom 
Smith.

Avengers

This handbook collects, for the first time, the state of research on role-playing games (RPGs) across 
disciplines, cultures, and media in a single, accessible volume. Collaboratively authored by more than 
50 key scholars, it traces the history of RPGs, from wargaming precursors to tabletop RPGs like 
Dungeons & Dragons to the rise of live action role-play and contemporary computer RPG and massively 
multiplayer online RPG franchises, like Fallout and World of Warcraft. Individual chapters survey the 
perspectives, concepts, and findings on RPGs from key disciplines, like performance studies, sociology, 
psychology, education, economics, game design, literary studies, and more. Other chapters integrate 
insights from RPG studies around broadly significant topics, like transmedia worldbuilding, immersion, 
transgressive play, or player–character relations. Each chapter includes definitions of key terms and 
recommended readings to help fans, students, and scholars new to RPG studies find their way into 
this new interdisciplinary field.

Role-Playing Game Studies

Before Robert Jordan conquered the bestseller lists with his phenomenally successful Wheel of Time 
series, he revived the legendary fantasy hero, Conan the Cimmerian. These widely acclaimed adven-
tures introduced the world-famous barbarian to a new generation of readers. This volume contains 
three tales, CONAN THE INVISIBLE, CONAN THE DEFENDER and CONAN THE UNCONQUERED, 
all of which feature the storytelling magic and epic splendour that have made Robert Jordan one of the 
best-loved fantasy authors of all time.

The Conan Chronicles 1



Assigned to chaperone Queen Contessa and her husband on their honeymoon, Tess takes on pirates 
who abduct the royal couple for ransom-unaware that Tess's magic is the real treasure in their midst.

Princess at Sea

An omnibus of the first three books in bestselling author Richard Knaak's City Of Shadows series. 
From The New York Times and USA Today bestselling author Richard A. Knaak comes three tales from 
Chicago, the City of Shadows. Enter the world of the Grey–the creatures that live at the edge of our 
imagination and seek to be real. Follow the quest of a wizard seeking escape from the centuries-long 
haunting of a gargoyle. Behold the coming of the end of the world as the Dutchman arrives. Enter the 
City of Shadows. King of the Grey The Grey are the legends of our imagination…but now, through one 
man, they seek to live. Frostwing Grigori Nicolau thought that he could escape the gargoyle haunting 
him for centuries...only to discover that the creature called Frostwing was the least of his dangers. 
Dutchman The Dutchman’s appearance is the harbinger of doom for one Earth after another—and 
now he has come to ours.

City of Shadows

Shem is a land of decadent despots in the west and fierce nomads to the east. This influential nation 
of over 15 million people is a powerful commercial engine, drawing in wealth through overland trade 
via the well-traveled caravan routes that criss-cross the arid deserts and pastoral meadowlands. Trade 
is the life's blood of Shem and its debauched city-states seem to specialize in their manufacture of 
goods, living off of the unending camel trains. The luxuriant kingdoms are constantly at war with each 
other, each trying to steal domination of various trade routes, trying to destroy competition in search 
of ever elusive monopolies in some good or another. The Shemites are well known as slavers, roving 
the Black Coast in live ships, trading and raiding for "human trade goods" to sell on the block in Shem. 
The Shemites themselves are also sometimes taken as slaves - the founders of Gazal in the deserts 
of the Black Kingdoms used Shemite slaves.

Shem - Gateway to the South

Wolverine has returned, alive and well - and finally disentwined from the evil clutches of Soteira. But 
hang on, didn't he have an Infinity Stone? How did that happen?! And wasn't he popping up all over the 
place for a little while? The answers you seek are finally revealed as Logan goes cosmic - alongside 
everyone's favorite god of mischief, Loki Laufeyson! Wolverine is the best there is at what he does. But 
how good is he at protecting the universe from cosmic disaster? Will he be better or worse than Loki, the 
admitted lord of lies? We're about to learn! But one thing's for sure, Logan's claws will come in handy 
against the notorious, unstoppable killing machines known as the Fraternity of Raptors! COLLECTING: 
WOLVERINE INFINITY WATCH 1-5

Wolverine: Infinity Watch

As the Dragon Moon continues to hold sway over Tiberos and the gods begin to take a hand in matters 
for their own gain, Rath the minotaur finally returns to the empire. However, accompanying him and his 
surviving crew is a cargo that immediately puts the mariner at odds with his own people...the wizard 
Amble, the knight Erik Constantin, Kaldara, the elven mystic, and Grey Gage, reluctant new emissary. 
There to attempt to close the rifts growing between the empire and the kingdoms, they are instead used 
as pawns by powers both mortal and not seeking to foment all-out war. Meanwhile, as they struggle 
against the calls for blood, back in the open port city of Aryon, the druid, Wellin Oak, and his allies 
discover that sometimes shadows need not always be cast by something to exist...and that they also 
can kill.

Rex Draconis

Nearly forty years have passed since Barry Windsor-Smith began his historical run on Conan the 
Barbarian -- never had anyone conveyed Conan's gigantic melancholies and great mirth in a more 
masterful way. Barry Windsor-Smith became the standard by which all other Conan comic-book artists 
have since been measured. In order to commemorate Barry Windsor-Smith's lasting legacy and honor 
one of the most influential Conan artists of all time, Dark Horse presents The Barry Windsor-Smith 
Conan Archives Volume 2. This, the second of two handsome hardcovers, collects the final half of Roy 
Thomas and Barry Windsor-Smith's collaboration on Conan the Barbarian and includes such classic 



tales as "Red Nails" and "The Frost-Giant's Daughter"! Featuring the updated colors from Dark Horse's 
Chronicles line, this book is a can't miss for new and old readers alike!

The Barry Windsor-Smith Conan
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