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In een wereld waarin Amerika volledig geprivatiseerd is, raakt een man betrokken bij een moord en komt in de problemen.
In a corporate-governed future world where people take the last names of the companies they work for, Hack Nike tries to get out
of a contract that requires him to shoot teenagers and finds himself pursued by a government agent.
Mark J.P. Wolf’s study of imaginary worlds theorizes world-building within and across media, including literature, comics, film,
radio, television, board games, video games, the Internet, and more. Building Imaginary Worlds departs from prior approaches to
imaginary worlds that focused mainly on narrative, medium, or genre, and instead considers imaginary worlds as dynamic entities
in and of themselves. Wolf argues that imaginary worlds—which are often transnarrative, transmedial, and transauthorial in
nature—are compelling objects of inquiry for Media Studies. Chapters touch on: a theoretical analysis of how world-building extends
beyond storytelling, the engagement of the audience, and the way worlds are conceptualized and experienced a history of
imaginary worlds that follows their development over three millennia from the fictional islands of Homer’s Odyssey to the present
internarrative theory examining how narratives set in the same world can interact and relate to one another an examination of
transmedial growth and adaptation, and what happens when worlds make the jump between media an analysis of the
transauthorial nature of imaginary worlds, the resulting concentric circles of authorship, and related topics of canonicity,
participatory worlds, and subcreation’s relationship with divine Creation Building Imaginary Worlds also provides the scholar of
imaginary worlds with a glossary of terms and a detailed timeline that spans three millennia and more than 1,400 imaginary
worlds, listing their names, creators, and the works in which they first appeared.
The Science Fiction Handbook offers a comprehensive and accessible survey of one of the literary world's most fascinating
genres. Includes separate historical surveys of key subgenres including time-travel narratives, post-apocalyptic and post-disaster
narratives and works of utopian and dystopian science fiction Each subgenre survey includes an extensive list of relevant critical
readings, recommended novels in the subgenre, and recommended films relevant to the subgenre Features entries on a number
of key science fiction authors and extensive discussion of major science fiction novels or sequences Writers and works include
Isaac Asimov; Margaret Atwood; George Orwell; Ursula K. Le Guin; The War of the Worlds (1898); Starship Troopers (1959); Mars
Trilogy (1993-6); and many more A 'Science Fiction Glossary' completes this indispensable Handbook
A tour de force that corrects a misconception long embraced by both the left and the right about markets and regulation Almost
everyone who follows politics or economics agrees on one thing: more regulation means less freedom. Joseph William Singer, one
of the world's most respected experts on property law, explains why this understanding of regulation is simply wrong. While
analysts as ideologically divided as Alan Greenspan and Joseph Stiglitz have framed regulatory questions as a matter of
governments versus markets, Singer reminds us of what we've willfully forgotten: government is not inherently opposed to free
markets or private property, but is, in fact, necessary to their very existence. Singer uses the recent subprime crisis to
demonstrate: Regulation's essential importance for freedom and democracy Why consumer protection laws are a basic pillar of
economic freedom How private property rests on a regulatory infrastructure Why liberals and conservatives actually agree on
these relationships far more than they disagree This concise volume is essential reading for policy makers, philosophers, political
theorists, economists, and financial professionals on both sides of the aisle.
Recruited into an exclusive government school where students are taught the science of coercion to support a secretive
organization, orphaned street hustler Emily Ruff becomes the school's most talented prodigy before catastrophically falling in love.
The large business corporation has become a governing institution in national and global politics. This study offers a critical
account of its political dominance and lack of democratic legitimacy.
Great gift for eBay lovers.
The purpose of Reading the Fantastic Imagination: The Avatars of a Literary Genre is the observation of the very hybridity of the
fantastic genre, as a typical postmodern form. The volume continues an older project of the editor and a large number of the
contributors, that of investigating the current status of several popular genres, from historical fiction to romance. The scrutiny
continues in this third volume, dedicated to the fantastic imagination and the plethora of themes, moods, media, and formats
deriving from it. FanLit is surely trendy, even if it is not highbrow, despite its noble ancestry. This apparent paradox characterizes
many of the literary genres en vogue today, from historical fiction to romance. This very contradiction forms part of the basis for
this book. After the success of the previous book in the series dedicated to a “borderline” literary genre – Romance: The History of
a Genre was declared by Cambridge Scholars Publishing as the Critics’ Choice Book of the Month in January 2013 – this
collection of studies about the fantastic imagination takes a further step into completing a larger research project which seeks to
investigate the varieties of popular fiction. Although all contributors in the series teach canonical literary texts, they did not hesitate
to plunge into the opposite area of fictional work and, moreover, continued doing so even though such a project caused the “raise
of a few (high)brows,” (Percec 2012, 232) as argued in the Endnote of Romance: The History of a Genre.
Merchants, Barons, Sellers and Suits: The Changing Images of the Businessman through Literature originally began as a
conversation about a hybrid course at Quinnipiac University. Its purpose was to take an online English course for non-traditional
business majors and create a theme that would be relevant to the business world. Being given the task to create this course from
the ground up was exciting and intriguing. There turned out to be a lot more material that could be used for this theme than
previously thought. To gauge the temperature of the topic, a panel was set up with the theme of businessmen (or women) and
their changing image through literature. At the 2009 NeMLA (Northeast Modern Language Association) conference in Boston, the
panel was held and many ideas, such as some of the ones presented in this book, were discussed. A secondary theme evolved
out of the construction of the first. Participants discussed the environment as a catalyst in the change of “what a person actually
thinks a businessman (or woman) looks like.” Many of these images were formed based upon pop culture, such as the traveling
salesman in the Looney Tunes cartoons who sells brushes door to door and hails from Walla Walla, Washington. Others were
based on the images read about in books, such as Willy Loman from Death of a Salesman. The essays included in this volume,
presented by doctoral candidates and scholars from across a range of geographical regions and disciplines, result in a collection
that investigates the idea of the changing image of the businessman throughout literature both in America and in Europe. The
arrangement of the collection is a comparative timeline allowing the changing images of business to evolve with each essay.
"LIFT," Part Two While Johanna continues to try and rehabilitate her image and prove her loyalty to the Family, Forever
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investigates rumors of the Freemen Resistance in Los Angeles. In Montana, the Barrets make a fateful decision, and begin the
long journey to Denver.
On his first day of training, Stephen Jones, a young recruit, reports to the Zephyr Holding Building, where he finds a company
defined by its lack of clarity, a building numbered in reverse, an invisible CEO, and a crisis over the theft of a donut, in a zany
satire of corporate life. By the author of Jennifer Government. 40,000 first printing.
???????18?????????,????????????????????,?????????????????????......
This book offers an insightful history of dystopian literature, integrating it within the conceptual schemas of Deleuze and Guattari.
Unlike earlier examples of dystopia which depict representations of a possible future that is remarkably worse than present
society, contemporary dystopia often tends to portray an almost allegorical re-presentation of present society. Tracing dystopia’s
shift from transcendence towards immanence with the rise of late neoliberal capitalism and control-societies, Çokay Nebio?lu
skilfully constructs a new taxonomy of dystopian fiction to address this changing dynamic. Accompanied by a subtle exploration of
earlier and later examples of the genre by George Orwell, Aldous Huxley, Suzanne Collins, Veronica Roth, William Gibson, Max
Barry, Dave Eggers, Cindy Pon, and Tahsin Yücel along with rich and nuanced analysis of China Mieville’s Perdido Street Station
and Margaret Atwood’s MaddAddam trilogy, the book seeks not only to track the transformation of dystopia in light of worldwide
cultural, political and economic transformation, but also to conduct a schizoanalytic reading of dystopia, thus opening up an
exciting field of enquiry for Deleuzian scholars.
Traditional Chinese Edition of [Adjustment Day]. A novel that will definitely offend everyone! Continuation of the unfinished revolution of Fight
Club.
Presents library programs for all seasons that are made to appeal to teenagers and includes complete instructions, cost information,
promotional ideas, and fiction and nonfiction titles to supplement the programs.
From the critically acclaimed author of Jennifer Government and Lexicon comes mind-bending speculative psychological suspense about a
serial killer pursuing his victim across time and space, and the woman who is determined to stop him, even if it upends her own reality. "I love
you. In every world." Young real estate agent Madison May is shocked when a client at an open house says these words to her. The man, a
stranger, seems to know far too much about her, and professes his love - shortly before he murders her. Felicity Staples hates reporting on
murders. As a journalist for a mid-size New York City paper, she knows she must take on the assignment to research Madison May's
shocking murder, but the crime seems random and the suspect is in the wind. That is, until Felicity spots the killer on the subway, right before
he vanishes. Soon, Felicity senses her entire universe has shifted. No one remembers Madison May, or Felicity's encounter with the
mysterious man. And her cat is missing. Felicity realizes that in her pursuit of Madison's killer, she followed him into a different dimension one where everything about her existence is slightly altered. At first, she is determined to return to the reality she knows, but when Madison
May - in this world, a struggling actress - is murdered again, Felicity decides she must find the killer - and learns that she is not the only one
hunting him. Traveling through different realities, Felicity uncovers the opportunity - and danger - of living more than one life.
The Video Game Theory Reader 2 picks up where the first Video Game Theory Reader (Routledge, 2003) left off, with a group of leading
scholars turning their attention to next-generation platforms-the Nintendo Wii, the PlayStation 3, the Xbox 360-and to new issues in the
rapidly expanding field of video games studies. The contributors are some of the most renowned scholars working on video games today
including Henry Jenkins, Jesper Juul, Eric Zimmerman, and Mia Consalvo. While the first volume had a strong focus on early video games,
this volume also addresses more contemporary issues such as convergence and MMORPGs. The volume concludes with an appendix of
nearly 40 ideas and concepts from a variety of theories and disciplines that have been usefully and insightfully applied to the study of video
games.
From the ingenious author of Jennifer Government and Lexicon: a brilliant work of science fiction that tells the intimate tale of four people
facing their most desperate hour--alone, together, at the edge of the universe. The video changed everything. Before that, we could believe
that we were safe. Special. Chosen. We thought the universe was a twinkling ocean of opportunity, waiting to be explored. Afterward, we
knew better. Seven years after first contact, Providence Five launches. It is an enormous and deadly warship, built to protect humanity from
its greatest ever threat. On board is a crew of just four--tasked with monitoring the ship and reporting the war's progress to a mesmerized
global audience by way of social media. But while pursuing the enemy across space, Gilly, Talia, Anders, and Jackson confront the
unthinkable: their communications are cut, their ship decreasingly trustworthy and effective. To survive, they must win a fight that is suddenly
and terrifyingly real.
Now a major motion picture starring Amber Heard, Shiloh Fernandez, Kellan Lutz, and Brittany Snow Scat (formerly known as Michael
Holloway) is young, underemployed, and trying to make it in Los Angeles. When he comes up with the idea for the hottest new soda ever,
he’s sure he’ll become the next overnight sensation, maybe even retire early. But in the treacherous waters of corporate America there are
no sure things and Scat finds that he has to fight to save his idea if his yet-to-be-realized career will ever get off the ground. With the help of a
scarily gorgeous and brilliant marketing director named 6, he sets out on a mission to grab hold the fame and fortune that, time and again,
elude him. This sharp-witted novel is a scathingly funny satire of celebrity, the pop culture machine, and the length to which a guy will go to
get ahead—and get a date while doing it.
This book presents a thorough and critical evaluation of the monetary and financial system prevalent in Western economies. Further, it seeks
to explain why this system so often leads to financial crises and why they have been dealt with unsatisfactorily in the past. In order to provide
answers to these questions, the book investigates the monetary and financial system from a multidisciplinary perspective, with a strong focus
on the ethical value choices which throughout history have shaped the monetary and financial legal system. In the closing chapters, the book
also advances a detailed proposal for a New Global Monetary Order, one based on altruism, as an alternative to the neoliberal values
dominant today.

A wickedly observed, disturbing, darkly funny and surprisingly moving parable for a new tech-obsessed age by the
acclaimed author of Jennifer Government. Scientist Charles Neumann loses a leg in an industrial accident. It’s not a
tragedy. It’s an opportunity. Charlie always thought his body could be better. He begins to explore a few ideas. To build
parts. Better parts. Prostheticist Lola Shanks loves a good artificial limb. In Charlie, she sees a man on his way to
becoming artificial everything. But others see a madman.Or a product.Or a weapon . . . A story for this age of pervasive
technology, Machine Man is a darkly funny unravelling of one man’s quest for ultimate self-improvement.
Marketing is among the most powerful cultural forces at work in the contemporary world, affecting not merely consumer
behaviour, but almost every aspect of human behaviour. While the potential for marketing both to promote and threaten
societal well-being has been a perennial focus of inquiry, the current global intellectual and political climate has lent this
topic extra gravitas. Through original research and scholarship from the influential Mendoza School of Business, this
book looks at marketing’s ramifications far beyond simple economic exchange. It addresses four major topic areas:
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societal aspects of marketing and consumption; the social and ethical thought; sustainability; and public policy issues, in
order to explore the wider relationship of marketing within the ethical and moral economy and its implications for the
common good. By bringing together the wide-ranging and interdisciplinary contributions, it provides a uniquely
comprehensive and challenging exploration of some of the most pressing themes for business and society today.
“Futurist as provocateur! The world is sheer batshit genius . . . a truly hallucinatorily envisioned environment.”—William
Gibson, New York Times bestselling and award-winning author “Timely, dark, and ultimately hopeful: it might not ‘make
America great again,’ but then again, it just might.”—Cory Doctorow, New York Times bestselling and award winning
author of Homeland Acclaimed short story writer and editor of the World Fantasy Award-nominee Three Messages and a
Warning eerily envisions an American society unraveling and our borders closed off—from the other side—in this haunting
and provocative novel that combines Max Barry’s Jennifer Government, Philip K. Dick’s classic Man in the High Castle,
and China Mieville’s The City & the City The United States of America is no more. Broken into warring territories, its
center has become a wasteland DMZ known as “the Tropic of Kansas.” Though this gaping geographic hole has no
clear boundaries, everyone knows it's out there—that once-bountiful part of the heartland, broken by greed and
exploitation, where neglect now breeds unrest. Two travelers appear in this arid American wilderness: Sig, the fugitive
orphan of political dissidents, and his foster sister Tania, a government investigator whose search for Sig leads her into
her own past—and towards an unexpected future. Sig promised those he loves that he would make it to the revolutionary
redoubt of occupied New Orleans. But first he must survive the wild edgelands of a barren mid-America policed by citizen
militias and autonomous drones, where one wrong move can mean capture . . . or death. One step behind, undercover in
the underground, is Tania. Her infiltration of clandestine networks made of old technology and new politics soon
transforms her into the hunted one, and gives her a shot at being the agent of real change—if she is willing to give up the
explosive government secrets she has sworn to protect. As brother and sister traverse these vast and dangerous
badlands, their paths will eventually intersect on the front lines of a revolution whose fuse they are about to light.
This book examines the stories that corporations tell about themselves—and explores the powerful influence of
corporations in the transformation of cultural and social life. Six case studies draw on CEO memoirs, annual reports,
management manuals, advertising campaigns, and other sources to analyze the self-representations and rhetorical
maneuvers that corporations use to obscure the full extent of their power. Images of corporate character and
responsibility are intertwined with the changes in local economy, politics, and culture wrought by globalization and
neoliberalism. The contributors to this volume describe the effects of specific corporate practices on individuals and
communities and how activists and academics are responding to labor and environmental abuses.
Although fiction writers must concern themselves with "big picture" issues such as plot, theme, and character
development, much of the day-to-day work of writing involves finding answers to seemingly minor questions: How should
I describe the exterior of a house? How can I construct the voice of a historical narrator with authenticity? How should I
depict a physically atypical character? Few books on the market address the problems and opportunities present in these
and other questions, yet they are the ones that most writers grapple with on a daily basis. Danger on the Page: A Fiction
Writer's Guide to Sex, Violence, Dead Narrators, and Other Challenges identifies and explores some of the more
common and intractable situational challenges of fiction writing, with chapters grouped into the general subject areas
such as scenes, characters, points of view, and settings. Shawver delves into the pitfalls and opportunities of writing
about sex, violence, sports, and love; he examines writing from the perspective of a different race, gender, or species; he
interrogates conventional beliefs about the use of brand names, the description of architecture, and the portrayal of
nature. Throughout, he gives dozens of examples from both literary and commercial fiction so readers can borrow (or
reject) other writers' techniques and explore the myriad challenges of fiction writing on their own. A lively and witty
approach to a diverse range of specific writing issues, Shawver's book will appeal especially to intermediate-level writers
seeking to bring their craft to the next level.
Traditional Chinese edition of OLD MANS WAR - a science fiction. Scalzi has been a creative consultant for Stargate, the
TV series. He has been nominated three times for the Hugo. In Traditional Chinese. Annotation copyright Tsai Fong
Books, Inc. Distributed by Tsai Fong Books, Inc.
When we accept that advertisers and sponsors dictate athletic schedules, that success in sport is measured by revenue,
that athletes’ loyalties lie with their commercial agents instead of teams and that game rules exist to be tested and
broken in the pursuit of a win, what does our regard for sport say about the moral and political well-being of our society?
Why Sports Morally Matter is a deeply critical examination of pressing ethical issues in sports – and in society as a whole.
Exploring the broad historical context of modern America, William J. Morgan argues that the current state of sports is a
powerful indictment of our wealth-driven society and hyper-individualistic way of life. Taking on critics from all sides of the
political debate, Morgan makes the case that, despite the negating effect of free market values, sport still possesses
important features that encourage social, moral and political values crucial to the flourishing of a democratic polity. It is
this potential to transform society and the individual that makes sport a key battleground in the struggle for the moral soul
of twenty-first century America.
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In TECHNOLOGIZED DESIRE, D. Harlan Wilson measures the evolution of the human condition as it has been represented by postcapitalist
science fiction, which has consistently represented the body and subjectivity as ultraviolent pathological phenomena. Operating under the
assumption that selfhood is a technology, Wilson studies the emergence of selfhood in philosophy (Deleuze & Guattari), fiction (William S.
Burroughs' cut-up novels and Max Barry's Jennifer Government), and cinema (Army of Darkness, Vanilla Sky, and the Matrix trilogy) in an
attempt to portray the schizophrenic rigor of twenty-first century mediatized life. We are obligated by the pathological unconscious to always
choose to be enslaved by capital and its hi-tech arsenal. The universe of consumer-capitalism, Wilson argues, is an illusory prison from which
there is no escape-despite the fact that it is illusory.
Each chapter in Sources for Frameworks of World History contains four to six sources-including photographs, graphics, maps, poetry, and
cartoons-carefully chosen by Stephen Morillo and coeditor Lynn Miles-Morillo to specifically complement Frameworks of World History.
Chapter introductions, headnotes, and reading questions provide context, while a general introduction examines problems and issues in
working with and interpreting sources.
Annotation The papers in this e-book focus on data collection and whilst none can claim to be completely new, all challenge our usual
reliance on focus groups or depth interviews and challenge us to think more creatively of how we might get closer to the actual lived
experience of consumers and consumption.
For much of history, people have been treated as subjects to those with political and economic power and wealth. It is only in the last 250
years that people (in some parts of the world) have become citizens as opposed to subjects. This change happened in a very short period,
between 1780 and 1820, when the foundation for democracy was laid. This was also the basis upon which a century later, local governments
responded to rapid industrialization, urbanization, and population growth. During the twentieth century, all democratic governments came to
perform a range of tasks, functions, and services that had no historical precedent. In the thirty years following the Second World War,
Western democracies created welfare states that, for the first time in history, significantly reduced the gap between the wealthy and the rest.
Many of the reforms of that postwar period have been rolled back since then because of the belief that government should be more
"businesslike". The changes in the role of government in society have been massive in the past 250 years, and so little is known about why.
Jos C.N. Raadschelders examines the questions that citizens should have about their connections to government, why there is a
government, what it does, how it does it, and why we can no longer do without government. The Three Ages of Government rises above
stereotypical thinking about government.
Artists and creators in interactive art and interaction design have long been conducting research on human-machine interaction. Through
artistic, conceptual, social and critical projects, they have shown how interactive digital processes are essential elements for their artistic
creations. Resulting prototypes have often reached beyond the art arena into areas such as mobile computing, intelligent ambiences,
intelligent architecture, fashionable technologies, ubiquitous computing and pervasive gaming. Many of the early artist-developed interactive
technologies have influenced new design practices, products and services of today's media society. This book brings together key
theoreticians and practitioners of this field. It shows how historically relevant the issues of interaction and interface design are, as they can be
analyzed not only from an engineering point of view but from a social, artistic and conceptual, and even commercial angle as well.
Lee Konstantinou examines irony in American literary and political life, showing how it migrated from the countercultural margins of the 1950s
to the 1980s mainstream. Along the way, irony was absorbed into postmodern theory and ultimately become a target of recent writers who
have moved beyond its limitations with a practice of “postirony.”
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