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The Zorkoff Experiment remains a subject of intense scrutiny and speculation.  Delving into its origins, 
objectives, and ultimately catastrophic outcome reveals a complex narrative of ambition, hubris, and the 
potential dangers of unchecked scientific pursuit.  This exploration uncovers the core theories behind 
the experiment, analyzes the contributing factors to its failure, and examines the lingering questions 
surrounding its long-term impact.
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The Zorkoff Experiment: An Elder's Journey Into the Unknown

The tenured head of the Neural Department at a Boston University has experimented with and 
developed an unusual procedure. It has been successfully tested many times on various animals and 
now he wants to test it on a human. His long time assistant suggests his own grandfather. This elderly 
man fits all the requirements; besides if everything works as planned, the assistant stands to inherit 
half a million dollars. This innovative thriller may be speaking of things to come which could change the 
meaning of old age, senility, dementia and Alzheimer's Disease forever.

The Ten Most Beautiful Experiments

A dazzling, irresistible collection of the ten most groundbreaking and beautiful experiments in scientific 
history. With the attention to detail of a historian and the storytelling ability of a novelist, New York Times 
science writer George Johnson celebrates these groundbreaking experiments and re-creates a time 
when the world seemed filled with mysterious forces and scientists were in awe of light, electricity, and 
the human body. Here, we see Galileo staring down gravity, Newton breaking apart light, and Pavlov 
studying his now famous dogs. This is science in its most creative, hands-on form, when ingenuity of 
the mind is the most useful tool in the lab and the rewards of a well-considered experiment are on 
exquisite display.

Vintage Games 2.0

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 
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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.

Flash Gordon

Vol. 1 collects issues one through ten of the Dynamite Entetertainment series, Flash Gordon: Zeitgeist.

Flash Gordon: On the Planet Mongo

Beginning the complete library of the greatest science fiction hero of all time. Volume One will 
spotlight the work of Alex Raymond, legendary for some of the finest storytelling of the 20th century. 
Raymond illustrated the Sunday strips until 1944; with his clear and much-imitated style forming the 
original aesthetic of the most popular and easily recognised science fiction hero for decades to come. 
Introducing Flash Gordon, Dale Arden, Dr. Hans Zarkov, and Ming the Merciless, this volume will 
catapult readers to the deadly planet Mongo. These are the strips that influenced George Lucas to 
create Star Wars, and which illustrator Al Williamson said were "the reason I became an artist."

The Art of the Comic Book

A history of the comic book, in which a noted cartoonist demonstrates the aesthetics and power of the 
medium

Extending Practical Medicine

In this classic introductory work on spiritual medicine, Rudolf Steiner worked in unique literary collab-
oration with the physician Ita Wegman. Their aim was to revitalise the art of healing through spiritual 
knowlege - yet in so doing they did not underrate or dismiss modern scientific medicine, but illumined 
it beyond its present materialistic outlook to a fuller realisation of the human condition.As Ita Wegman 
wrote in her preface: "The aim was not to underestimate scientific medicine in an ameteurish way; it 
was given full recognition. But it was important to add to existing knowlege the insights that can come 
from true perception of the spirit, enabling us to understand the processes of illness and healing."Today 
this new extension of practical medicine, known as 'anthroposophical medicine', is used and valued by 
many physicians and in many clinics around the world.Dr. ITA WEGMAN was born in the Dutch West 
Indies in 1876 and trained in gymnastics and massage and later medicine. After founding the Institute 
of Clinical Medicine in Arlesheim, she was made leader of the Medical Section of the Anthroposophical 
Society in 1923. Her last years were devoted to her work in the clinic where she died in 1943.

Eurythmy Therapy

Created in 1911, eurythmy was developed for years as an artistic and educational discipline. Although 
Rudolf Steiner pointed out its healing aspects from the very beginning, it was only in 1921 that he gave 
a course of lectures that gave the art of eurythmy a vital new application. To the assembled eurythmists 
and doctors, he presented what one participant described as '...a complete and detailed method of 
eurythmy therapy, in which we could directly experience that even today the creative and therapeutic 
power of the word ... is still at work'.Steiner's comprehensive lectures, republished here in a thoroughly 
revised translation, describe the principles of therapeutic eurythmy, giving many specific exercises. 
Primarily intended for practising eurythmists, these lectures also contain much material of particular 
interest. Steiner reveals the intricacies of rhythmic interplay between human physiology and the 
life-forces in the world around us. He describes the qualities of language and the dynamism contained 
in the individual vowels and consonants, elucidating their relationship with eurythmical movements 
and human experience. Through such movements, individuals are able to access the healing etheric 
forces.The exercises, referred to by Steiner as 'inner gymnastics', contain enormous potential for 
psychological and physiological well-being. Gaining ever-wider recognition today, they complement 



conventional medicine, offering a therapeutic process concerned with mind, soul and body.This new 
edition of these important lectures - previously published under the title Curative Eurythmy - includes 
an appendix with reminiscences by early eurythmists, as well as additional commentary from Dr Walter 
Kugler.

The Presence of the Dead on the Spiritual Path

7 lectures, various cities, April 17-May 26, 1914 (CW 154) What is the relationship between those who 
have died and those who remain alive on earth? Can we help those now in the spiritual world? Can 
they help us? In these talks, Rudolf Steiner deals with the spiritual relationships that the living can have 
with those who have crossed over the threshold between life and death. In a realistic, practical way, he 
shows how an understanding of our spiritual nature reveals ways of knowing a world undreamed of by 
materialists. The tone of these talks is warm and moving, clearly drawn from Steiner's own experience 
and the lives of those who had died and who were personally known to him -- Robert Hamerling, 
Christian Morgenstern, and others. This is an important work for those who are coming to terms with 
the death of a love one.

The Influences of Lucifer and Ahriman

In these lectures, Steiner focuses on the vital task of developing the proper orientation toward a free 
spiritual life. With great compassion and understanding, he offers telling examples of how humanity 
must walk a conscious middle way between the two tempting powers of Lucifer and Ahriman. He 
describes the incarnation of Lucifer in the third millennium before the Christ event, out of which flowed 
not just the wisdom of paganism, but also the conscious intellect we enjoy today. Ahriman, on the other 
hand, is shown approaching human beings through such phenomena as materialism, nationalism, and 
literalism, all in preparation for his incarnation in the third millennium. Keep in mind, however, that these 
two powers do not work separately; rather, they are working increasingly together. Our task as human 
beings is to hold them in balance, continually permeating one with the other. Steiner tells us that "Lucifer 
and Ahriman must be regarded as two scales of a balance, and it is we who must hold the beam in 
equipoise. How can we train ourselves to do this? By permeating what takes ahrimanic form within us 
with a strongly luciferic element." To accomplish this task we need a new, more conscious inner life.

How the Spiritual World Projects Into Physical Existence

‘By cultivating spiritual thoughts here on earth we can provide nourishment for the dead... When fields 
lie fallow they produce no crops to feed humanity and people may die of starvation. The dead cannot die 
of starvation, of course; all they can do is suffer when spiritual life lies fallow on earth.’ – Rudolf Steiner 
The founding of the Anthroposophical Society in 1913 marked a major change in Rudolf Steiner’s work. 
Although Steiner had always been an independent spiritual researcher, the break with the theosophists 
removed all constraints, allowing for a full flowering of anthroposophy. These lectures, presented to 
audiences in Germany, France and Sweden, are filled with a freshness and vitality that reflect this 
new beginning, providing intriguing glimpses of great themes that Steiner was to develop in the years 
ahead. A predominant topic here is that of death. Rudolf Steiner seeks to explain how people on earth 
can reach the dead in a non-mediumistic way, and how such interaction between ‘living’ and ‘dead’ is 
mutually beneficial. Startlingly, he states that people who do not recognize the being of Lucifer during 
their earthly life – who have not ‘already got to intuit and know the luciferic impulses in the human 
soul properly whilst here in life’ – will be ‘vampirized’ by this being after death. Rudolf Steiner also 
elaborates on the activities of the adversary beings in present-day civilization – spiritual powers that 
play a necessary role in Earth evolution – and how we can counteract them. The longer someone 
can stay alive, for example, is a victory over Ahriman’s activity. Even the losing of teeth has beneficial 
aspects, allowing us to ‘... gain certain impulses and these overcome Ahriman’. Steiner relates the 
actions of such spiritual entities to child development too, indicating the various influences in the 
seven-year cycles of growth. Also included are lectures on the Christian festivals and various artworks, 
including ‘The Triumph of Death’ in the Composanto cemetery at Pisa, which reveals great secrets of 
humanity’s evolution. Whatever the subject addressed, it soon becomes apparent that these lectures 
were not just relevant to Steiner’s audience in 1913, but also speak to contemporary souls around the 
world seeking spiritual orientation and understanding.

Encyclopedia of Television Shows, 1925 through 2010, 2d ed.



This fully updated and expanded edition covers over 10,200 programs, making it the most comprehen-
sive documentation of television programs ever published. In addition to covering the standard network 
and cable entertainment genres, the book also covers programs generally not covered elsewhere in 
print (or even online), including Internet series, aired and unaired pilot films, erotic series, gay and 
lesbian series, risqué cartoons and experimental programs from 1925 through 1945.

Reefer Movie Madness

The ultimate guide for bong-hitting movie buffs, with over 420 entries—plus contributions from Snoop 
Dogg, Cheech & Chong, Margaret Cho, and more. From the authors of Pot Culture, Reefer Movie 
Madness is the most extensive guide ever to movies for and about stoners, going well beyond Harold 
and Kumar and Pineapple Express. In addition to entries on more than 420 films, there are contributions 
and Q&As from actors, movie directors, musicians, and celebrities, including Jason Mraz, comedian 
Andy Milonakis, Snoop Dogg, Doug Benson, and Cheech & Chong. Reefer Movie Madness covers it 
all, from pot-fueled comedies and druggy dramas to sci-fi flicks and 1960s artifacts to documentaries, 
musicals, and blockbusters—including lots of photos, sidebars, and lists.

Great Movie Serials Cb

First published in 1973. Movie Serials Their Sound and Fury, invites you to take a nostalgic trip back 
to Saturday afternoon and remember your local cinema anytime from 1030 to the 1950s. Thrill once 
again to the spine-tingling adventures of Dick Tracy, Terry and the Pirates, Tarzan, Flash Gordon, The 
Green Hornet, The Shadow, The Perils of Pauline, and all the other super-heroes and arch-villians of 
by-gone days.

Understanding Healing

13 lectures, Dornach, Jan. 2-Apr. 25, 1924 (CW 316) Steiner's third lecture course to physicians has 
a character completely different from previous presentations. Delivered in response to a group of 
young doctors, it offers unique, groundbreaking insights into the practice and art of healing. Steiner 
speaks about the influence of cosmic and earthly forces--the periphery and center--on the human 
being. Proper understanding of these processes enables the physician to comprehend the actions 
of plants and minerals used in anthroposophic medicines, and thus to prescribe appropriate and 
individually specific remedies. Steiner paints a picture of the human being as a complex confluence 
of the forces of heredity, forces from the cosmos, and an individual's unique spiritual nature. The 
physician has to understand these relationships in order to be able to help effectively when they are 
out of balance. Steiner stresses the importance of personal development for physicians, and offers 
plentiful instructions for a meditative practice intrinsic to their work. Among a wealth of other topics, 
Steiner addresses inflammation and excessive growth; the scarlet fever and measles; the importance 
of a child's food and breast milk; the functions of the liver, heart, head, and skeleton; the incarnation 
process; karma as a guide for the physician; morality as a force flowing in from the cosmos; the cosmic 
trinity of Saturn, Sun, and Moon in healthy and sick people; and the human heart's involvement in 
thinking. Included here are Steiner's answers to questions and the first newsletter from the Medical 
Section, with a key meditation for physicians. This volume also features 18 full-color plates of Steiner's 
blackboard drawings, a comprehensive introduction, index and notes. READ A REVIEW OF THIS 
BOOK BY BOBBY MATHERNE This volume is a translation from German of Meditative Betrachtungen 
und Anleitungen zur Vertiefung der Heilkunst (GA 316). Eight of the lectures in this volume were 
previously translated and published as Course for Young Doctors.

Astounding Wonder

When physicist Robert Goddard, whose career was inspired by H. G. Wells's War of the Worlds, 
published "A Method of Reaching Extreme Altitudes," the response was electric. Newspaper headlines 
across the country announced, "Modern Jules Verne Invents Rocket to Reach Moon," while people 
from around the world, including two World War I pilots, volunteered as pioneers in space exploration. 
Though premature (Goddard's rocket, alas, was only imagined), the episode demonstrated not only 
science's general popularity but also its intersection with interwar popular and commercial culture. 
In that intersection, the stories that inspired Goddard and others became a recognizable genre: 
science fiction. Astounding Wonder explores science fiction's emergence in the era's "pulps," colorful 
magazines that shouted from the newsstands, attracting an extraordinarily loyal and active audience. 
Pulps invited readers not only to read science fiction but also to participate in it, joining writers 



and editors in celebrating a collective wonder for and investment in the potential of science. But in 
conjuring fantastic machines, travel across time and space, unexplored worlds, and alien foes, science 
fiction offered more than rousing adventure and romance. It also assuaged contemporary concerns 
about nation, gender, race, authority, ability, and progress—about the place of ordinary individuals 
within modern science and society—in the process freeing readers to debate scientific theories and 
implications separate from such concerns. Readers similarly sought to establish their worth and 
place outside the pulps. Organizing clubs and conventions and producing their own magazines, some 
expanded science fiction's community and created a fan subculture separate from the professional 
pulp industry. Others formed societies to launch and experiment with rockets. From debating relativity 
and the use of slang in the future to printing purple fanzines and calculating the speed of spaceships, 
fans' enthusiastic industry revealed the tensions between popular science and modern science. Even 
as it inspired readers' imagination and activities, science fiction's participatory ethos sparked debates 
about amateurs and professionals that divided the worlds of science fiction in the 1930s and after.

The Psychology of Video Games

What impact can video games have on us as players? How does psychology influence video game 
creation? Why do some games become cultural phenomena? The Psychology of Video Games intro-
duces the curious reader to the relationship between psychology and video games from the perspective 
of both game makers and players. Assuming no specialist knowledge, this concise, approachable 
guide is a starter book for anyone intrigued by what makes video games engaging and what is their 
psychological impact on gamers. It digests the research exploring the benefits gaming can have on 
players in relation to education and healthcare, considers the concerns over potential negative impacts 
such as pathological gaming, and concludes with some ethics considerations. With gaming being one of 
the most popular forms of entertainment today, The Psychology of Video Games shows the importance 
of understanding the human brain and its mental processes to foster ethical and inclusive video games.

Vintage Game Consoles

Vintage Game Consoles tells the story of the most influential videogame platforms of all time, including 
the Apple II, Commodore 64, Nintendo Entertainment System, Game Boy, Sega Genesis, Sony 
PlayStation, and many more. It uncovers the details behind the consoles, computers, handhelds, 
and arcade machines that made videogames possible. Drawing on extensive research and the 
authors’ own lifelong experience with videogames, Vintage Game Consoles explores each system’s 
development, history, fan community, its most important games, and information for collectors and 
emulation enthusiasts. It also features hundreds of exclusive full-color screenshots and images that 
help bring each system’s unique story to life. Vintage Game Consoles is the ideal book for gamers, 
students, and professionals who want to know the story behind their favorite computers, handhelds, 
and consoles, without forgetting about why they play in the first place – the fun! Bill Loguidice is a 
critically acclaimed technology author who has worked on over a dozen books, including CoCo: The 
Colorful History of Tandy’s Underdog Computer, written with Boisy G. Pitre. He’s also the co-founder 
and Managing Director for the popular Website, Armchair Arcade. A noted videogame and computer 
historian and subject matter expert, Bill personally owns and maintains well over 400 different systems 
from the 1970s to the present day, including a large volume of associated materials. Matt Barton is 
an associate professor of English at Saint Cloud State University in Saint Cloud, Minnesota, where he 
lives with his wife Elizabeth. He’s the producer of the "Matt Chat," a weekly YouTube series featuring 
in-depth interviews with notable game developers. In addition to the original Vintage Games, which 
he co-authored with Bill, he’s author of Dungeons & Desktops: The History of Computer Role-Playing 
Games and Honoring the Code: Conversations with Great Game Designers.

Disease, Karma and Healing

Today, illness is almost universally regarded as either a nuisance or a grave misfortune. In contrast to 
this conventional thinking, Rudolf Steiner places the suffering caused by disease in a broad vista that 
includes an understanding of karma and personal metamorphosis. Illness comes to expression in the 
physical body, but mostly does not originate in it, says Steiner, and thus a key part of the physician’s 
work involves gaining insight into the whole nature of an individual – his essential core being. From 
this perspective, illness offers us the opportunity for deeper healing. Throughout this volume Rudolf 
Steiner draws our attention to the greater scope of the smallest phenomena – even a seemingly 
insignificant headache. He casts vivid light on things we normally take for granted, such as the human 



capacity to laugh or cry, and in the process broadens our vision of human existence. The apparently 
mundane human experiences of forgetting and remembering are intrinsic to our humanity, for example, 
and have unsuspected moral and spiritual dimensions. Steiner’s insights are never merely ‘lofty’ or 
nebulously ‘spiritual’ but time and again connect with the minutest realities of everyday life. In these 18 
lectures, delivered on a weekly basis as part of an ongoing course covering ‘the whole field of spiritual 
science’, Steiner elaborates in detail on the diverse interplay of the human being’s constituting aspects 
(physical body, etheric body, astral body and ego or ‘I’) in relation to rhythmic processes, developing 
consciousness, the history of human evolution, and our connection with the cosmos. Within this broad 
canvas, some of his themes acquire a very distinctive focus – such as vivid accounts of the ‘intimate 
history’ of Christianity, ‘creating out of nothing’, the interior of the earth, and health and illness. Other 
topics include: the nature of pain, suffering, pleasure and bliss; the four human group souls of lion, 
bull, eagle and man; the significance of the Ten Commandments; the nature of original sin; the deed 
of Christ and the adversary powers of Lucifer, Ahriman and the Asuras; evolution and involution; the 
Atlantean period – and even Friedrich Nietzsche’s madness!

Shared Walls

The 1900 edition of Polk’s Seattle City Directory listed four apartment buildings. By 1939, that number 
had grown to almost 1,400. This study explores the circumstances that prompted the explosive growth 
of this previously unknown form of housing in Seattle and takes an in-depth look at a large number 
of different apartment buildings, from the small and simple to the large and grand. Illustrated with 
numerous contemporary and vintage photographs and sketches, this volume preserves an intimate 
record of these under-studied and under-appreciated buildings and will inspire an appreciation for 
their history and architectural variety, and for their preservation as an integral part of Seattle’s urban 
landscape.

Gamers at Work

"Gamers at Work is a critical resource for new and experienced business leaders—for anyone who 
feels unprepared for the demanding and seemingly insurmountable trials ahead of them." —Peter 
Molyneux OBE, founder, Lionhead Studios "Gamers at Work explores every imaginable subtlety of 
the video-game industry through the fascinating stories of those who took the risks and reaped the 
rewards." —Hal Halpin, president, Entertainment Consumers Association "This is the sort of book that 
can tear the most hardcore gamers away from their PCs, Macs, or consoles for a few hours of rewarding 
reading." —North County Times "Gamers at Work is truly an invaluable resource that's well worth 
adding to your personal library." —Wii Love It There are few companies in the video-game industry that 
have withstood the test of time; most startups exit as quickly as they enter. In Gamers at Work: Stories 
Behind the Games People Play, the countless challenges of building successful video-game developers 
and publishers in this unstable industry are explored through interviews containing entertaining stories, 
humorous anecdotes, and lessons learned the hard way. Gamers at Work presents an inside look at 
how 18 industry leaders play the odds, seize opportunities, and transform small businesses into great 
businesses. Here, in Gamers at Work, you will find their stories replete with their personal struggles, 
corporate intrigue, and insights into strategy, leadership, and management. Gamers at Work: Explores 
the formation of entertainment software companies from the perspectives of successful founders who 
played the odds Provides insight into why experienced professionals sacrifice the comfort of gainful 
employment for the uncertainty and risk of the startup Shares the experiences and lessons that shape 
the lives, decisions, and struggles of entrepreneurs in this volatile business As an added bonus, check 
out Online Game Pioneers at Work, published in 2015, for even more incredible stories from leaders 
in the mobile space. Featured Entrepreneurs: Trip Hawkins, Electronic Arts (Madden NFL) Nolan 
Bushnell, Atari (Pong) Wild Bill Stealey, MicroProse Software (Sid Meier's Civilization) Tony Goodman, 
Ensemble Studios (Age of Empires) Feargus Urquhart, Obsidian Entertainment (Star Wars: Knights 
of the Old Republic II) Tim Cain, Troika Games (Arcanum, Vampire: the Masquerade—Bloodlines) 
Warren Spector, Junction Point Studios (Disney Epic Mickey) Doug & Gary Carlston, Broderbund 
Software (Prince of Persia, Carmen Sandiego) Don Daglow, Stormfront Studios (Neverwinter Nights, 
Tony La Russa Baseball) John Smedley, Verant Interactive (EverQuest, PlanetSide) Ken Williams, 
Sierra On-Line (King's Quest, Leisure Suit Larry) Lorne Lanning, Oddworld Inhabitants (Oddworld) 
Chris Ulm, Appy Entertainment (FaceFighter, Trucks & Skulls) Tobi Saulnier, 1st Playable (Kung Zhu, 
Yogi Bear) Christopher Weaver, Bethesda Softworks (The Elder Scrolls) Jason Rubin, Naughty Dog 
(Crash Bandicoot, Uncharted) Ted Price, Insomniac Games (Spyro, Resistance) Other books in the 
Apress At Work Series: Coders at Work, Seibel, 978-1-4302-1948-4 Venture Capitalists at Work, Shah 



& Shah, 978-1-4302-3837-9 CIOs at Work, Yourdon, 978-1-4302-3554-5 CTOs at Work, Donaldson, 
Seigel, & Donaldson, 978-1-4302-3593-4 Founders at Work, Livingston, 978-1-4302-1078-8 European 
Founders at Work, Santos, 978-1-4302-3906-2 Women Leaders at Work, Ghaffari, 978-1-4302-3729-7 
Advertisers at Work, Tuten, 978-1-4302-3828-7

Vintage Games

Vintage Games explores the most influential videogames of all time, including Super Mario Bros., 
Grand Theft Auto III, Doom, The Sims and many more. Drawing on interviews as well as the authors' 
own lifelong experience with videogames, the book discusses each game's development, predeces-
sors, critical reception, and influence on the industry. It also features hundreds of full-color screenshots 
and images, including rare photos of game boxes and other materials. Vintage Games is the ideal 
book for game enthusiasts and professionals who desire a broader understanding of the history of 
videogames and their evolution from a niche to a global market.

Atari Inc

Atari Inc. - Business is Fun, the book that goes behind the company that was synonymous with the 
popularization of 'video games.' Nearly 8 years in the making, Atari Inc. - Business is Fun is comprised 
of thousands of researched documents, hundreds of interviews, and access to materials never before 
available. An amazing 800 pages (including nearly 300 pages of rare, never before seen photos, memos 
and court documents), this book details Atari's genesis from an idea between an engineer and a 
visionary in 1969 to a nearly $2 billion dollar juggernaut, and ending with a $538 million death spiral 
during 1984. A testament to the people that worked at this beloved company, the book is full of their 
personal stories and insights. Learn about topics like: * All the behind the scenes stories surrounding 
the creation of the company's now iconic games and products. * The amazing story of Atari's very 
own "Xerox PARC" research facility up in the foothills of the Sierra Mountains * The full recounting 
of Steve Jobs's time at Atari, with comments from the people he worked with on projects and the 
detailed story of the creation of Atari Breakout, including input by Steve Wozniak on his development 
of the prototype, and how it couldn't be used and another Atari engineer would have to make the 
final production Breakout arcade game instead. * The creation of "Rick Rats Big Cheese Restaurants" 
which later became "Chuck E. Cheese's" * How Atari Inc. faltered and took down an entire industry 
with it before being put on the chopping block. If you've ever wanted to learn about the truth behind the 
creation of this iconic company told directly by the people who made FUN for a living, then this is the 
book for you!

The Golden Age of Video Games

This book focuses on the history of video games, consoles, and home computers from the very 
beginning until the mid-nineties, which started a new era in digital entertainment. The text features 
the most innovative games and introduces the pioneers who developed them. It offers brief analyses 
of the most relevant games from each time period. An epilogue covers the events and systems that 
followed this golden age while the appendices include a history of handheld games and an overview 
of the retro-gaming scene.

Geography and Memory

This collection shifts the focus from collective memory to individual memory, by incorporating new 
performative approaches to identity, place and becoming. Drawing upon cultural geography, the book 
provides an accessible framework to approach key aspects of memory, remembering, archives, 
commemoration and forgetting in modern societies.

Introducing Anthroposophical Medicine

In these twenty lectures, given to medical doctors and students, Rudolf Steiner presents a new 
approach to the art of healing, based on the insights of anthroposophical spiritual science. Taking 
account of modern medical knowledge and practice, and deeply versed in alchemical, Paracelsian, and 
naturopathic approaches, as well as in homeopathy, aromatherapy, and of her alternative therapies, 
Steiner demonstrates on the basis of his own researches how a truly integrated "whole person" 
medicine is possible-one that understands the human as a being of body, soul, and spirit: a microcosm 
in the macrocosm; a mirror of the earth and of the heavens. Many of the lectures arose directly in 



response to the questions of practicing physicians. Specific organs and specific diseases are brought 
into new relations and connections. The whole question of diagnosis, health and treatment is viewed 
from different perspectives. The result is a new vision of medicine: one that is practical, spiritual, 
psychological, and fully human.

The Dead Are With Us

'All historical life, all social life, all ethical life, proceed by virtue of the co-operation between the so-called 
living and the so-called dead. Our whole being can be infinitely strengthened when we are conscious 
not only of our firm stand here in the physical world, but are filled with the inner realization of being able 
to say of the dead whom we have loved: they are with us, they are in our midst.'In this valuable lecture 
Rudolf Steiner speaks with clarity about life after death, and explains how those on the earth can keep 
a connection with loved ones who have passed on. He describes the conditions in the environment of 
the dead, the advantages as well as the dangers of connecting with the dead, the importance of the 
moments of waking and going to sleep, the significance of dying in childhood and old age, and the 
appropriateness of different types of funeral services.

The 100 Most Influential World Leaders of All Time

It takes a great deal of personal strength, charisma, and intelligence to lead others. Some leaders 
improve the lives of their fellow citizens while others rule with an iron fist, oblivious to the plight of others. 
This book covers the lives and agendas of leaders good and bad, those who history has justifiably 
vilified and others who will be cherished for years to come.

Digital Play

In a marketplace that demands perpetual upgrades, the survival of interactive play ultimately depends 
on the adroit management of negotiations between game producers and youthful consumers of this 
new medium. The authors suggest a model of expansion that encompasses technological innovation, 
game design, and marketing practices. Their case study of video gaming exposes fundamental tensions 
between the opposing forces of continuity and change in the information economy: between the play 
culture of gaming and the spectator culture of television, the dynamism of interactive media and the 
increasingly homogeneous mass-mediated cultural marketplace, and emerging flexible post-Fordist 
management strategies and the surviving techniques of mass-mediated marketing. Digital Play sug-
gests a future not of democratizing wired capitalism but instead of continuing tensions between "access 
to" and "enclosure in" technological innovation, between inertia and diversity in popular culture markets, 
and between commodification and free play in the cultural industries.

Leadership in Science and Technology: A Reference Handbook

This 2-volume set within the SAGE Reference Series on Leadership tackles issues relevant to leader-
ship in the realm of science and technology. To encompass the key topics in this arena, this handbook 
features 100 topics arranged under eight headings. Volume 1 concentrates on general principles of 
science and technology leadership and includes sections on social-scientific perspectives on S&T lead-
ership; key scientific concepts about leading and innovating in S&T; characteristics of S&T leaders and 
their environments; and strategies, tactics, and tools of S&T leadership. Volume 2 provides case studies 
of leadership in S&T, with sections considering leadership in informal communities of scientists and 
engineers; leadership in government projects and research initiatives; leadership in industry research, 
development, and innovation; and finally, leadership in education and university-based research. By 
focusing on key topics within 100 brief chapters, this unprecedented reference resource offers students 
more detailed information and depth of discussion than typically found in an encyclopedia entry but not 
as much jargon, detail or density as in a journal article or a research handbook chapter. Entries are 
written in language and style that is broadly accessible, and each is followed by cross-references and 
a brief bibliography and further readings. A detailed index and an online version of the work enhances 
accessibility for today's student audience.

Advances in Dynamic Games

This contributed volume collects talks originally given at the 18th International Symposium on Dy-
namic Games and Applications, held in Grenoble, France from July 9-12, 2018. Chapters present 
state-of-the-art research in the field of dynamic games and are written by leading experts in this active 



area. Featuring a broad overview of recent advances as well as a wide range of applications, this 
book is organized into four sections: games of conflict, evolutionary games, economic games, and 
games involving common interest. Within these sections, specific topics covered include: Pursuit-eva-
sion games Partnership formation games Replicator dynamics Load balancing congestion games 
Equilibrium coalition structures Advances in Dynamic Games will be of particular interest to researchers 
and doctoral students studying game theory.

Illness and Therapy

'An external view of states of health and sickness must be augmented by what we can also know 
about the inner, spiritual reality within the human being.' – Rudolf Steiner. In a series of nine lectures to 
doctors, pharmacists and students, Rudolf Steiner presents a wealth of medical ideas with numerous 
therapeutic and diagnostic insights. As with his first series of lectures on medicine held a year previously 
(Introducing Anthroposophical Medicine), the range, depth and scope of Steiner's subject-matter is 
breathtaking. Speaking at the international centre of anthroposophy, the Goetheanum in Dornach, 
Switzerland, Rudolf Steiner begins by describing the interplay of physical and metaphysical aspects 
of the human being, presenting a paradigm in which the four bodies – physical, etheric, astral and 
ego or 'I' – interrelate in contrasting ways with the threefold human organism of head, thorax and 
metabolism, and with our capacities for thinking, feeling and will. These challenging but enlightening 
concepts unlock a wonderful diagnostic tool for the appraisal and understanding of patients. Steiner 
considers the medicinal actions of various substances – including silica, phosphorus, sulphur, arsenic, 
antimony and mercury. Among numerous other subjects, Rudolf Steiner discusses the methodology 
of medical examination; the treatment of developmental irregularities; the four types of ether; raw food 
diets; the I and assimilation of food; metal therapy and the actions of lead, magnesium, tin, iron, copper, 
gold, mercury and silver; the use of root and herbaceous parts and flowers in medicine; the rhythmic 
balancing process between the action of salutogenic and pathological forces; and the nature of death. 
This volume also features Rudolf Steiner's answers to questions, an introductory lecture to eurythmy 
therapy, a comprehensive introduction, notes and index, colour plates of Steiner's blackboard drawings, 
and facsimiles and translations of his notes for the lectures.

Sex, Bombs, and Burgers

How War, Pornography, and Fast Food Have Shaped Modern Technology Guns, Germs, and Steel 
meets the age of technology in this rollicking history of how our pursuit of lust, gluttony, and rage has 
led to our greatest technological advancements. It is also a chronicle of popular culture, packed with 
surprising revelations. From the unexpected origins of aerosols, cold medicine, and Google to Saran 
Wrap, Tupperware, and video games, here is a fascinating look at modern life.

Karmic Relationships

During 1924, before his last address in September, Rudolf Steiner gave over eighty lectures on the 
subject of karma to members of the Anthroposophical Society. These profoundly esoteric lectures 
examine the underlying laws inherent in reincarnation and karma, and explore in detail the incarnations 
of specific historical figures. In Rudolf Steiner's words, the study of karma is "... a matter of penetrating 
into the most profound mysteries of existence, for within the sphere of karma and the course it takes 
lie those processes which are the basis of the other phenomena of world existence..." A study of the 
karma of the anthroposophical movement and society, the spiritual gates of the sun and moon, and 
much more. (9 lectures, various cities 25 Jan to 20 Jul 1924, GA235, 236, 240)

The Japanese Economy

Leonardo da Vinci’s study of mechanics led to the creation of early prototypes of flying machines and 
submarines. Biologist Carolus Linnaeus pioneered the hierarchal system of taxonomic classification 
in use today, Barbara McClintock’s genetics research garnered her the Nobel Prize in Medicine. The 
detailed profiles of these and many other notable scientists collected in these pages are bound to 
fascinate and inspire readers.

The 100 Most Influential Scientists of All Time

Welcome to Boston in the early years of the republic. Prepare to journey by stagecoach with a young 
man moving to the "bustling city"; stop by a tavern for food, drink, and conversation; eavesdrop on 



clerks and customers in a dry-goods shop; get stuck in what might have been Boston's first traffic jam; 
and enjoy arch comments about spouses, doctors, lawyers, politicians, and poets. As Paul Lewis and 
his students at Boston College reveal, regional vernacular poetry - largely overlooked or deemed of 
little or no artistic value - provides access to the culture and daily life of the city. Selected from over 
4,500 poems published during the early national period, the works presented here, mostly anonymous, 
will carry you back to Old Boston to hear the voices of its long-forgotten citizen poets. A rich collection 
of lost poetry that will beguile locals and visitors alike.

The Citizen Poets of Boston

Spanning three centuries, these nine stories share the conflicts of a wealthy New England family 
while portraying the rise and fall of the Puritan ethic. The Winthrop Heritage begins in the stern 
confines of the Massachusetts Bay Colony—Governor John Winthrop’s covenant with God versus 
Anne Hutchinson’s compulsion to martyrdom. The burden of conscience falls in varying ways to the 
Governor’s descendants. To his grandson, a judge in the Salem witch trials, it means dying in torment. 
To Rebecca Bayard, wife of a Hudson Valley patroon, it becomes an obsessive sense of duty leading to 
ironic consequences. It persuades an American diplomat, negotiating in Paris with the canny Talleyrand, 
to reject the easy gain of private power. On the eve of the Civil War, Winthrop Ward, pillar of rectitude in 
New York society, finds himself playing God at the price of his own humanity. At the century’s turn, there 
is Adam Winthrop, wealthy clubman and cultural arbiter, and his protégée Ada Guest—the passionate 
bluestocking novelist who opts to escape his stifling patronage. In a New England boarding school in 
the 1920s, the headmaster’s bedeviled Winthrop soul becomes a strange challenge to the chaplain. 
On the current scene, young and fashionable Natica Seligmann yearns for salvation from an empty 
life. And finally, there is John Winthrop Gardiner, staunch State Department hawk, whose son is an 
Army deserter—and whose alcoholic ex-wife perceives only too clearly the latter-day perversions of the 
Puritan spirit. A compassionate, searching, and wholly arresting view of a moral strain that, for better or 
worse, has marked our national character, The Winthrop Covenant is one of Louis Auchincloss’ highest 
fictional achievements.

The Winthrop Covenant

Edited by three acclaimed genre authors, a second volume of classic short fiction reprints includes 
pieces by such leading writers as Joyce Carol Oates, Robert B. Parker and David Foster Wallace.

Boston Noir 2
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