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Moving beyond traditional cyberculture studies paradigms in several key ways, this comprehensive collection marks the increasing convergence of cyberculture with other forms of media, and with all aspects of our lives in a digitized world. Includes essential readings for both the student and scholar of a diverse range of fields, including new and digital media, internet studies, digital
arts and culture studies, network culture studies, and the information society Incorporates essays by both new and established scholars of digital cultures, including Andy Miah, Eugene Thacker, Lisa Nakamura, Chris Hables Gray, Sonia Livingstone and Espen Aarseth Created explicitly for the undergraduate student, with comprehensive introductions to each section that outline the main ideas
of each essay Explores the many facets of cyberculture, and includes sections on race, politics, gender, theory, gaming, and space The perfect companion to Nayar′s Introduction to New Media and Cyberculture
Linda Kaplan Thaler and Robin Koval have moved to the top of the advertising industry by following a simple but powerful philosophy: it pays to be nice. Where so many companies encourage a dog eat dog mentality, the Kaplan Thaler Group has succeeded through chocolate and flowers. In THE POWER OF NICE, through their own experiences and the stories of other people and businesses, they
demonstrate why, contrary to conventional wisdom, nice people finish first. Turning the well-known adage of “Nice Guys Finish Last” on its ear, THE POWER OF NICE shows that “nice” companies have lower employee turnover, lower recruitment costs, and higher productivity. Nice people live longer, are healthier, and make more money. In today’s interconnected world, companies and people with
a reputation for cooperation and fair play forge the kind of relationships that lead to bigger and better opportunities, both in business and in life. But being nice doesn’t mean acting wimpy. In fact, nice may be the toughest four-letter word you’ll ever encounter. Kaplan Thaler and Koval illustrate the surprising power of nice with an array of real-life examples from the business arena
as well as from their personal lives. Most important, they present a plan of action covering everything from creating a positive impression to sweetening the pot to turning enemies into allies. Filled with inspiration and suggestions on how to supercharge your career and expand your reach in the workplace, THE POWER OF NICE will transform how you live and work.
Meet the men of the Minnesota Glaciers! In this scorching-hot spin-off of Lynda Aicher's bestselling Wicked Play series, a one-night stand turns into weeks of erotic experimentation…and eventually so much more. One night, one time, nothing more. That's all it was supposed to be. They'd agreed their first night together would be their only night together—and Minnesota Glaciers defenseman
Dylan Rylie was fine with that. Giant hickeys and claw marks on his ass had never been his style, even if the very memory of Samantha Yates's merciless sexual energy gets him hard within seconds. He needs to focus on getting a better contract, not mind-blowing orgasms. One night, one time, nothing more. Fresh off representing the US at the Games and with nowhere else to play, Samantha
gave in to one night of frantic passion with the Glaciers' brawny hotshot. She couldn't get hurt—not if she controlled the outcome. And she planned to leave Minnesota soon, anyway. She didn't expect to be recruited to coach Dylan after they'd gotten down and dirty. When brutal on-ice workouts lead to kinky locker room sessions and "one night" falls by the wayside, Samantha insists on
keeping things casual, despite Dylan's quiet hope for more. But when Dylan goes down—hard—and his career is in jeopardy, Samantha is the first one by his side. What will it take to keep her there after he's healed? Book one of Power Play 95,000 words
A fan-favorite tale of romance and suspense from New York Times bestselling author Linda Howard On the trail of a vicious criminal, agent Chance Mackenzie finds the perfect bait for his trap: the target's daughter, Sunny Miller. Chance makes himself the only man she can trust and then arranges for her elusive father to find out about them. But Chance doesn't know that Sunny has her own
reasons for hiding from her father. His deception puts them in danger of losing everything—including their hearts. Previously published.
Bonds of Trust & Bonds of Need
Game-Based Learning and the Power of Play
A Kick Novel
The Game
SuperBetter
Book five of Wicked Play It's been twenty years since Rockford Fielding's father punished him for kissing another boy. Now a grown man with a military career behind him, Rock continues to deny his true desires, even while working security at The Den, the most decadent sex club in town. But after a year of watching gorgeous Carter Montgomery come and go on the arms of other men, Rock can no longer resist the cravings he's denied for so long. Carter has just four months left on his contract with an escort agency, and he doesn't know
whether to feel relieved or afraid. Being an escort is all he knows. Adding to his confusion is the way his latest client, the sexy but stoic Rock, makes him feel things he hasn't wanted in years. One charmingly awkward date turns into two and soon the men are meeting off the clock. But with Rock in the closet and Carter unsure how to pursue a real relationship, how can they build a future both in and out of the bedroom? 89,000 words
It's the end of the summer at Camp Dakota—and things are about to get hairy. The kids have adaptations on their minds. And after one camper notices Counselor Kyle's suspicious late-night activities, they begin to suspect that Kyle is turning into a werewolf. Is there another explanation? Or have the campers discovered a terrible secret? Look in the back of the book for experiments and more to help you become a science detective too!
Book three of Wicked Play Lawyer Allison English never planned to return to The Den—despite her naughty fantasies about being bound by owner Seth Matthews. But when club guest Tyler Wysong is injured in a scene, Seth turns to Allie for help. Aroused by both men, Allie should turn the case down. But she can't… After his bad experience, Tyler has no interest in being with another Dom. Yet he can't deny his attraction to Master Seth. When Seth offers him a place to stay, Tyler agrees—if Allie will stay too. But what good is a chaperone who
adds to his temptation? Living with two subs brings out Seth's protective instincts, though Allie insists she's not into the lifestyle, and Tyler swears he's done with it. But the chemistry between the trio prompts them to agree to submit to him for one week, and he'll show them both the true pleasure that a Dom can provide. The intimacy could break them all, or bind them together forever… For more tales from The Den, check out Bonds of Trust and Bonds of Need, available now! 89,000 words
The Handbook of Language and Gender is a collection of articles written by leading specialists in the field that examines the dynamic ways in which women and men develop and manage gendered identities through their talk. Provides a comprehensive, up-to-date, and stimulating picture of the field for students and researchers in a wide range of disciplines Features data and case studies from interactions in different social contexts and from a range of different communities
How to Conquer the Business World With Kindness
Sports, Video Games, and the Culture of Play
Professional Hockey and the Politics of Urban Development
Fish in a Tree
After Hours
Bonds of Desire: Book Three of Wicked Play

The seventeen contributions to this volume demonstrate the enormous progress that has been achieved recently in our understanding of emotions. Current cognitive formulations and information-processing models are challenged by new theory and by a solid body of empirical research presented by the distinguished authors. Addressing the problem of the relationship between developmental, social and clinical psychology, and psychophysiology, all agree that emotion concepts can be operationally defined and investigated as both independent and dependent variables. Cognitive and
affective processes can no longer be studied in isolation; taken together, the chapters provide a useful map of an increasingly important and active boundary.
This is an unusual study of the way in which New Zealand television presents local news. It takes a well-known and often controversial annual event, the Waitangi Day commemorations, and explores in considerable detail how this has been handled from 1990 to 1995. As well as giving an illuminating picture of how television news is produced, it also offers insights into the way in which Maori issues are treated by mainly Pakeha news teams and the powerful if often unconscious shaping of attitudes towards race relations and biculturalism presented by television news programmes.
The popular singer traces the story of her life and career from her Arizona upbringing in a musical family and her rise to stardom in Southern California to her role in shaping 1970s sounds and her collaborations with fellow artists.
When the Rogers Place arena opened in downtown Edmonton in September 2016, no amount of buzz could drown out the rumours of manipulation, secret deals, and corporate greed undergirding the project. Working with documentary evidence and original interviews, the authors present an absorbing account of the machinations that got the arena and the adjacent Ice District built, with a price tag of more than $600 million. The arena deal, they argue, established a costly public financing precedent that people across North America should watch closely, as many cities consider building
sports facilities for professional teams or international competitions. Their analysis brings clarity and nuance to a case shrouded in secrecy and understood by few besides political and business insiders. Power Play tells a dramatic story about clashing priorities where sports, money, and municipal power meet.
Classic Home Video Games, 1989Ð1990
The New Media and Cybercultures Anthology
Video Games and the Musical Imagination
Building Mathematical Thinking Through Number Games and Puzzles, Grades 3-5
Playing to Win
A Musical Memoir
Book Six of Wicked Play Pro hockey player Holden Hauke has kept his sexual needs buried for years. After a near miss over a picture of him bound to a spanking bench resulted in a mid-season trade, he's kept his image clean. But with the season over, he's ready to surrender control. And he's found just the woman to help him—if only he can convince her to give him a chance. Bending men to her will is nothing new for Vanessa Delcour, aka Mistress V—she's a full-time rep for pro athletes, a part-time owner of exclusive sex club The Den, and an experienced Domme. But when Holden Hauke comes looking for a
discreet partner, Vanessa's concerned about his motives. Touching his training-toned body during a scene wouldn't exactly be a hardship, but taking him on crosses barriers between work and play that she's had in place for years. From their first intense encounter in Mistress V's playroom, Hauke knows he can't let this chance slip away; he's found the woman he's always needed. Submissive or not, he's willing to push her every limit to prove how good they can be together. 97,000 words
"Ally's greatest fear is that everyone will find out she is as dumb as they think she is because she still doesn't know how to read"-An innovative guide to living gamefully, based on the program that has already helped nearly half a million people achieve remarkable personal growth In 2009, internationally renowned game designer Jane McGonigal suffered a severe concussion. Unable to think clearly or work or even get out of bed, she became anxious and depressed, even suicidal. But rather than let herself sink further, she decided to get better by doing what she does best: she turned her recovery process into a resilience-building game. What started as a simple motivational exercise quickly became a set of rules for “post-traumatic growth” that
she shared on her blog. These rules led to a digital game and a major research study with the National Institutes of Health. Today nearly half a million people have played SuperBetter to get stronger, happier, and healthier. But the life-changing ideas behind SuperBetter are much bigger than just one game. In this book, McGonigal reveals a decade’s worth of scientific research into the ways all games—including videogames, sports, and puzzles—change how we respond to stress, challenge, and pain. She explains how we can cultivate new powers of recovery and resilience in everyday life simply by adopting a more
“gameful” mind-set. Being gameful means bringing the same psychological strengths we naturally display when we play games—such as optimism, creativity, courage, and determination—to real-world goals. Drawing on hundreds of studies, McGonigal shows that getting superbetter is as simple as tapping into the three core psychological strengths that games help you build: • Your ability to control your attention, and therefore your thoughts and feelings • Your power to turn anyone into a potential ally, and to strengthen your existing relationships • Your natural capacity to motivate yourself and super-charge your heroic
qualities, like willpower, compassion, and determination SuperBetter contains nearly 100 playful challenges anyone can undertake in order to build these gameful strengths. It includes stories and data from people who have used the SuperBetter method to get stronger in the face of illness, injury, and other major setbacks, as well as to achieve goals like losing weight, running a marathon, and finding a new job. As inspiring as it is down to earth, and grounded in rigorous research, SuperBetter is a proven game plan for a better life. You’ll never say that something is “just a game” again.
In recent years, there has been growing interest in the use of games to enhance learning across multiple educational levels, and extensive research has shown that games have considerable potential for enhancing learning, motivation and skills development. However, despite a growing acknowledgement of this potential, challenges remain and the use of games in formal education contexts remains far from mainstream. While some studies identify design and development issues as a key barrier – including associated costs – others highlight organisational and infrastructural difficulties involved in implementing games in
the classroom. More recently, increasing recognition of these difficulties has led many to explore how gaming elements (rather than fully fledged games) can be used to engage and enhance student learning – a practice now widely referred to as “gamification”. This edited collection of chapters explores the application, potential and challenges of game-based learning and gamification across multiple disciplines and sectors, including psychology, education, business, history, languages and the creative arts. With contributions exploring the use of games across the full educational spectrum – from early childhood
education, through to the corporate sector – it provides comprehensive insights into the potential of games and play for facilitating learning and engagement at every life stage.
New Research in Digital Media and Technology
Devil's Slide, SR-1 from Half Moon Bay Airport to Linda Mar Blvd, Pacifica
Bonds of Denial: Book Five of Wicked Play
A Gaggle of Giggles and Games
The Power of Nice
Sound Play

Book four of Wicked Play Quinn Andrews has a lot to learn about the world of BDSM. Once America's sweetheart, she has an opportunity to revive her career by playing a sexual submissive in a highly anticipated new series. Quinn is ready to throw herself into the role, and her hometown's premier sex club, The Den, is the ideal place for a crash course. At first Marcus Reese is reluctant to take on Quinn's erotic education, despite his intense attraction to the stunning starlet. While she fulfills his every command perfectly, she's
also a consummate actress—and Marcus is determined to uncover the real woman hidden behind the mask. Quinn's been taking direction all her life, so submitting to a Dom comes easily. But it's not just the most amazing sex she's ever had—Marcus challenges her to define her own needs and make her own decisions. And when her training is over, Quinn will have to choose between continuing to play a part in her own life, or living by her own rules. New to The Den? Go back to the beginning with Bonds of Trust, available now!
88,000 words
Includes an excerpt from the first book in the series, Done deal.
This book addresses the role of appropriate, specialized, structured pedagogy for game-based learning. It is an important reference for researchers who have carried out studies in the field of game-based learning with a focus on the digital learning environment. The educational landscape has dramatically changed in times of global pandemic urging us to search for new solutions, new educational pathways, and new agents for knowledge development. There is a need to support learning by using digital learning materials
during remote learning or distance learning, where pedagogically structured game-based learning elements can play a role in motivating students to achieve. Utilizing game-based learning in education is not new, but this book adds substantially to the research base of the topic. The book reveals many new concepts, such as, balancing games and learning, supporting knowledge development, supporting the development of motivation, supporting balanced cognitive load in an effort to avoid ineffective forms of game-based
learning
Video games open portals into fantastical worlds where imaginative play prevails. Sound Play explores the aesthetic, ethical, and sociopolitical stakes of people's engagements with audio phenomena in video games-from sonic violence to synthesized operas, from democratic musical performances to verbal sexual harassment.
Consumer's Resource Handbook
Playing with the Guys
An erotic BDSM sports romance
The Handbook of Language and Gender
One for the Murphys
Pricing in Road Transport
This Handbook provides a comprehensive and international representation of state-of-the art research, theory, and practice related to principal areas in which significant developments are occurring in the study of literacy and technology. It offers a glimpse of the commonalities faced by literacy educators around the world, together with specific challenges raised by unique circumstances. Volume I of this Handbook endeavored to lay essential groundwork for the study of literacy and technology; it retains an explanatory value that will not weaken over time. Volume II differs considerably in conception. It assumes for the most part a higher level of expertise on the part of
readers, and the projects and applications described by the contributors are characterized by greater sophistication. The scope of technology use is broader, and the challenges that have emerged are in sharper focus. A powerful feature of this volume is the addition of commentaries from experts across the field on the potential of technology in key dimensions of literacy. The title of Volume II has changed slightly to reflect the inclusion of contributions on a broad geographic basis. It is now a truly international Handbook, with chapter authors from six countries and five continents. The International Handbook of Literacy and Technology: Volume II is organized in five sections:
*The Role of Technology in the New Literacies; *Technology Applications with Specific Populations; *Literacy Software and the Internet; *Teacher Education and Professional Development; and *The Potential of Technology in Key Dimensions of Literacy. The effects of technology on literate activity have been both sweeping and subtle, marked by an increasing variety of changes that are difficult to evaluate and project. Perhaps the only prediction that can be offered with certainty is that the impact of technology is irreversible. Specific changes may come and go, but literacy and technology seem inextricably linked. This Handbook is dedicated to that linkage and to
examining the intricacies that define it. International Handbook of Literacy and Technology: Volume II is an essential reference for researchers, professionals, and students in reading/literacy education, literacy and technology, educational technology, and related areas, and will serve well as a text for upper-level and graduate courses on these topics.
In this wild and sensual Kick novel from the RITA Award–nominated author of The Harder He Falls, a sizzling affair tempts the tech guru of a popular outdoor-adventure-sports company to come out of the closet and embrace his desires. Asher Ruggiero, a partner at Adrenaline Kick Adventures, is living a lie. As a control freak whose big Italian family thinks he’s straight, Asher likes his encounters concise, dirty, and discreet—until his company’s new rafting guide walks into work, dripping with brooding, intense sexuality. Sawyer Stevens is a mystery man with secrets and rough edges, and he makes Asher want to get to know him inside and out. Ever since the tragic death
of his parents, Sawyer has dedicated himself to the rush of adrenaline that comes from pleasure and pain. Moving from one guy to another, hiding when life gets too complicated—that’s all he can handle. So why does Asher make him long for something lasting and honest, when the gorgeous geek can’t even be true to himself? Sawyer wants to give Asher his heart, but he just doesn’t know how. After all, a life without integrity is a life without passion—and that’s the one thing Sawyer craves. Praise for The Deeper He Hurts “The second Kick novel is a fascinating insight into the damage a family tragedy can cause. [Lynda] Aicher takes the reader on an amazing journey.”—RT
Book Reviews “Hot, sensual, intense, and fraught with tension . . . This is a beautifully portrayed, brilliantly written love story.”—Pretty Sassy Cool “Compelling, emotional, and memorable.”—Wit and Sin “Aicher makes her protagonists likable and empathetic, and their romance is uplifting.”—Publishers Weekly “More than just a steamy romance.”—Jezabell Girl and Friends “Such a serious subject and handled so well by this talented author. This series just intrigues the heck out of me!”—Kitty’s Book Spot The Deeper He Hurts is intended for mature audiences. This ebook includes an excerpt from another Loveswept title.
Well Played: Building Mathematical Thinking Through Number Games and Puzzles, Grades 3-5 "This is a book full of thoughtful and well-chosen games and puzzles, but it is also a book that offers a lens into how we might include this kind of play in our own classrooms in ways that are deeply meaningful and engaging for our students. It is a book truly rooted in the realities and possibilities of the classroom, which is what makes it such a valuable resource for teachers." - Kassia Omohundro Wedekind, from the foreword Students love math games and puzzles, but how much are they really learning from the experience? Too often, math games are thought of as just a fun
activity or enrichment opportunity. Well Played shows you how to make games and puzzles an integral learning component that provides teachers with unique access to student thinking. The twenty-five games and puzzles in Well Played, which have all been field-tested in diverse classrooms, contain: * explanations of the mathematical importance of each game or puzzle and how it supports student learning; * variations for each game or puzzle to address a range of learning levels and styles; * clear step-by-step directions; and * classroom vignettes that model how best to introduce the featured game or puzzle. The book also includes a separate chapter with suggestions for
how to effectively manage games and puzzles in diverse classrooms; reproducibles that provide directions, game boards, game cards, and puzzles; assessment ideas; and suggestions for online games, puzzles, and apps. Well Played will help you tap the power of games and puzzles to engage students in sustained and productive mathematical thinking.
Children's ministry can be fun and meaningful when you use these incredibly creative resources from Godprints--"The Most Creative Children's Ministry Resource Ever!" Every activity helps kids learn what God is like and how to become more like Him! That's why we say - these are Resources That Leave a Godprint!
A Game of Chance
A Mystery about Adaptations
International Handbook of Literacy and Technology
Simple Dreams
Back in Play
The Werewolf Chase

In this scorching-hot spin-off of Lynda Aicher's bestselling Wicked Play series, a weeklong fling turns into so much more. For Minnesota Glaciers captain Scott Walters, skating on a bum knee—and self-medicating to keep skating on it—is all part of the game. That the painkillers he's eating prevent him from having meaningful relationships is just one more sacrifice in a lifetime of them. He's worked too hard to
let his image be ruined by injury or dependency, so he hides the pain and fakes the rest—a girlfriend would only complicate matters. High school teacher Rachel Fielding never needed a man in her life, but she also never intended to grow old alone. When she meets Scott while visiting her brother, she's intrigued to find herself wanting him in her bed. For hours at a time, as often as possible. Scott is a giver, and
just the memory of his attentions is enough to drive her crazy. Anything long-term is out of the question, though—the pills she finds in Scott's house indicate he's struggling with a lot more than growing older in a young man's game. When what starts out as a what-the-hell weeklong fling turns into Scott and Rachel exploring each other outside the bedroom, Rachel hesitates. But Scott asks for her support to
break his addiction, and hearing him admit his secrets has her ignoring her own rules—until he breaks her heart. With the Glaciers refusing to renew his contract and his future with Rachel uncertain, Scott has some big decisions to make and a lot to prove—especially to himself. Book two of Power Play 99,000 words
Bonds of need: When Kendra attends a party at an exclusive sex club, she's not driven by mere curiosity. Hoping to prove she's put the past behind her, Kendra must instead face up to needs she's denied for too long.
An award-winning first novel follows the experiences of foster kid Carley, who uses humor and street smarts to cope with her unpredictable life until the loving, bustling Murphy family offers her more stability and a greater sense of belonging than she ever thought possible.
The Routledge Companion to Games in Architecture and Urban Planning aims to identify and showcase the rich diversity of games, including: simulation games, game-like approaches, game scenarios, and gamification processes for teaching/learning, design and research in architecture and urban planning. This collection creates an opportunity for exchange and reflection on games in architecture and urban
planning. Theoretical discussions, descriptive accounts, and case studies presenting empirical evidence are featured; combined with reflections, constructive critical analysis, discussions of connections, and various influences on this field. Twenty-eight international contributors have come together from eleven countries and five continents to present their studies on games in architecture and urban planning,
pose new questions, and advocate for innovative perspectives.
Tools for Design, Teaching, and Research
Done Deal
Game Play
Power Play
Masculinity and Relationships in Video Games
Bonds of Hope: Book Four of Wicked Play
A lot of work has been done talking about what masculinity is and what it does within video games, but less has been given to considering how and why this happens, and the processes involved. This book considers the array of daily relationships involved in producing masculinity and how those actions and relationships translate to video games. Moreover, it examines the ways the actual play of the games maps onto the stories to create contradictory moments that show that, while toxic masculinity certainly exists, it is far from inevitable. Topics covered include the nature of masculine apprenticeship and nurturing,
labor, fatherhood, the scapegoating of women, and reckoning with mortality, among many others.
In this era of big media franchises, sports branding has crossed platforms, so that the sport, its television broadcast, and its replication in an electronic game are packaged and promoted as part of the same fan experience. Editors Robert Alan Brookey and Thomas P. Oates trace this development back to the unexpected success of Atari's Pong in the 1970s, which provoked a flood of sport simulation games that have had an impact on every sector of the electronic game market. From golf to football, basketball to step aerobics, electronic sports games are as familiar in the American household as the televised
sporting events they simulate. This book explores the points of convergence at which gaming and sports culture merge.
Back in PlayCarina Press
The third in a series about home video games, this detailed reference work features descriptions and reviews of every official U.S.–released game for the Neo Geo, Sega Genesis and TurboGrafx-16, which, in 1989, ushered in the 16-bit era of gaming. Organized alphabetically by console brand, each chapter includes a description of the game system followed by substantive entries for every game released for that console. Video game entries include historical information, gameplay details, the author’s critique, and, when appropriate, comparisons to similar games. Appendices list and offer brief descriptions of all
the games for the Atari Lynx and Nintendo Game Boy, and catalogue and describe the add-ons to the consoles covered herein—Neo Geo CD, Sega CD, Sega 32X and TurboGrafx-CD.
The Deeper He Hurts
PC Mag
Well Played
Environmental Impact Statement
Emotions, Cognition, and Behavior
Blind Trust

PCMag.com is a leading authority on technology, delivering Labs-based, independent reviews of the latest products and services. Our expert industry analysis and practical solutions help you make better buying decisions and get more from technology.
. . . the book provides ample evidence of the various and often complex issues that arise in road pricing policies. New research is presented on topics mostly neglected in the past (such as the role of firms in rod pricing, or new insights from dynamic network models). Tilmann Rave, Journal of Regional Science Transport pricing is high on the political agenda throughout the world, but as the authors illustrate, governments seeking to implement this often face challenging questions and significant barriers. The associated policy and research questions cannot always be
addressed adequately from a mono-disciplinary perspective. This book shows how a multi-disciplinary approach may lead to new types of analysis and insights, contributing to a better understanding of the intricacies of transport pricing and eventually to a potentially more effective and acceptable design of such policies. The study addresses important policy and research themes such as the possible motives for introducing road transport pricing and potential conflicts between these motives, behavioural responses to transport pricing for households and firms, the
modelling of transport pricing, and the acceptability of pricing. Studying road transport pricing from a multi-disciplinary perspective, this book will be of great interest to transport policymakers and advisors, transport academics and consultants and students in transport studies.
From Lynda Aicher, author of the bestselling Wicked Play books, comes an exclusive invitation to the Boardroom—where working late has its rewards A blindfold. Four men intent on only her pleasure. Knowing she’s being watched. It’s her ultimate erotic fantasy—and it’s really happening. Brighton Wakeford has played by the rules her entire life. From her country-club upbringing to her job as a paralegal, she’s the image of propriety and class. And she’s tired of it. An invitation to the Boardroom is Brighton’s chance to transform. Here she’s Brie—free to explore her
wildest cravings, her most scandalous desires. As the lawyer for the exclusive Boardroom club, Ryan Burns knows confidentiality is vital. As a member, he gets off on the controlled ecstasy, the exhilarating balance of trust and power. So when he recognizes a beautiful, blindfolded and very willing new participant as a coworker, he knows he should back off. Brighton Wakeford is business. The Boardroom is about pleasure. But the rules are about to change. This book is approximately 73,000 words One-click with confidence. This title is part of the Carina Press
Romance Promise: all the romance you’re looking for with an HEA/HFN. It’s a promise! Edited by Stephanie Doig
Power. Wealth. Respect. The members of the Boardroom share these things—and more—in this new erotic romance series from Lynda Aicher, author of the bestselling Wicked Play books In the Boardroom, exhilarating pleasures happen after-hours. At night, behind the closed doors of the Boardroom, it’s members only. Stripped of their inhibitions, Bay Area moguls are free to indulge their most extreme fantasies, and business becomes pleasure. Never in his dirtiest dreams did CEO Trevor James expect to see Danielle Stables on the guest list. There’d always been
something unspoken between them—a spark yet to ignite. An inscrutable and defiant player in the firm, Danielle exudes power and secrets. Tonight she is going to surrender. No strings. No judgments. No boundaries. By dawn, the games between them will have only just begun. And don’t miss After Hours, the first full-length novel in Lynda Aicher’s new Boardroom series, coming January 2018 from Carina Press This book is approximately 10,000 words “The Wicked Play series always offers a quality story centered on hot sex, burgeoning romance, and BDSM.” —RT
Book Reviews
Exploring Evidence, Challenges and Future Directions
Smart Pedagogy of Game-based Learning
The Christian Evangelist
Bonds of Courage: Book Six of Wicked Play
Waitangi Day on Television
Shaping the News
Widely acknowledged as the best hockey book ever written and lauded by Sports Illustrated as one of the Top 10 Sports Books of All Time, The Game is a reflective and thought-provoking look at a life in hockey. Intelligent and insightful, former Montreal Canadiens goalie and former President of the Toronto Maple Leafs, Ken Dryden captures the essence of the sport and what it means to all hockey fans. He gives us vivid and affectionate portraits of the characters — Guy Lafleur, Larry Robinson, Guy Lapointe, Serge Savard, and coach Scotty Bowman
among them — that made the Canadiens of the 1970s one of the greatest hockey teams in history. But beyond that, Dryden reflects on life on the road, in the spotlight, and on the ice, offering up a rare inside look at the game of hockey and an incredible personal memoir. This commemorative edition marks the 20th anniversary of The Game's original publication. It includes black and white photography from the Hockey Hall of Fame and a new chapter from the author. Take a journey to the heart and soul of the game with this timeless hockey classic.
This book represents cutting-edge research that addresses major issues of social exclusion, power and liberatory fantasies in virtual play. Specifically, the scope of the book examines three areas of concern: social psychological implications of virtual gameplay; reproduction and contestation of social inequality in virtual realms.
A Complete Guide to Sega Genesis, Neo Geo and TurboGrafx-16 Games
Social Exclusion, Power, and Video Game Play
The Power of Living Gamefully
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