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The City is an immense metropolis of crystal spires and wondrous magic. Beneath is the Dungeon, a vast underground world and
a source of endless treasure, guarded by grotesque and deadly monsters. No one knows where the Dungeon came from, or why.
Any who would dare face the dangers and riches of the Dungeon must first be transformed into a delver, a quasi-immortal creature
whose every attribute is defined by numbers. Yet the "immortality" offered is but illusory, for without consuming the crystal found
only within the Dungeon, a delver will inevitably die. One young immigrant braves the Dungeon to earn money for his
impoverished family, only to find much, much more. Friends, power, and secrets of the Dungeon. Perhaps even love.
Dink and his detective friends search for mystery writer Wallis Wallace; look for a redheaded kid with a videotape of the bank
robber; track down a pet-napper; and investigate a haunted castle.
Get ready for Book 5 in the ongoing chapter book series based on Minecraft! The adventures continue in the fifth official Minecraft
chapter book based on the most popular video games of all time. When Po, Morgan, and three of their fellow Minecraft players
track the Evoker King to his home in the heart of a perilous dungeon, they have to gear up for an epic fantasy quest filled with
danger, dragons, and hostile mobs. Meanwhile, in the real world, the school play seems to be full of its own traps and troubles. Are
Po and his friends doomed in both worlds?! © 2020 Mojang AB and Mojang Synergies AB. MINECRAFT and MOJANG are
trademarks or registered trademarks of Mojang Synergies AB.
Baron Sukumvit's devilish labyrinth of Fang is riddled with fiendish traps and bloodthirsty monsters.
Dink and his two friends help Lucky find the culprit who stole Lucky's winning lottery ticket.
While visiting Dink's uncle in New York City, Dink, Josh, and Ruth Rose help uncover who is responsible for stealing a very
valuable painting.
Help Dink, Josh, and Ruth Rose solve mysteries from A to Z! Kids love collecting the entire alphabet and super editions! With over
8 million copies in print, the A to Z Mysteries® have been hooking chapter book readers on mysteries and reading for years. Now
this classic kid favorite is back with a bright new look! D is for Dungeon . . . Get ready for a sleepover—in a castle! Soon after the
kids arrive at Moose Manor in Maine, they hear strange sounds behind the walls. Does this castle have a hidden dungeon? And
could it be haunted? Dink, Josh, and Ruth Rose are dying to find out!
Dink and his friends use their detective skills to locate a giant emerald missing from a statue delivered to Uncle Warren's museum
in New York City.
Third-grader Dink and his detective friends hope to receive a big reward by finding the person whose video recorder picked up a
picture of the local bank robber.
S is for Skeleton... It's a bone-afide mystery at Dink's school. Some sneaky soul has stolen the skeleton from the nurse's office!
The principal promises free aquarium tickets to the savvy sleuths who can track down poor Mr. Bones. Soon mysterious clues are
showing up all over the school. It's up to Dink, Josh, and Ruth Rose to follow the clues and put those old bones to rest.
The definitive work on Stalin's purges, the author's The Great Terror was universally acclaimed when it first appeared in 1968. It
was "hailed as the only scrupulous, nonpartisan, and adequate book on the subject". And in recent years it has received equally
high praise in the Soviet Union, where it is now considered the authority on the period, and has been serialized in Neva, one of
their leading periodicals. Of course, when the author wrote the original volume two decades ago, he relied heavily on unofficial
sources. Now, with the advent of glasnost, an avalanche of new material is available, and he has mined this enormous cache to
write a substantially new edition of his classic work. It is remarkable how many of the most disturbing conclusions have born up
under the light of fresh evidence. But the author has added enormously to the detail, including hitherto secret information on the
three great "Moscow Trials," on the fate of the executed generals, on the methods of obtaining confessions, on the purge of writers
and other members of the intelligentsia, on life in the labor camps, and many other key matters. Both a leading Sovietologist and a
highly respected poet, the author blends research with prose, providing not only an authoritative account of Stalin's purges, but
also a compelling chronicle of one of this century's most tragic events. A timely revision of a book long out of print, this is the
updated version of the author's original work.
Dink, Josh, and Ruth Rose help catch the thieves who have stolen the treasure from the museum's mummy exhibit.
While picnicking on Squaw Island, Dink, Josh, and Ruth Rose find a hundred dollar bill, and when they return to explore further
they find an entire cave full of money.
Dink, Josh and Ruth Rose are having a great time visiting their friend Sammi, the prince of Costra. And then there¿s a robbery on
the island! Could there be a connection between the robbery and the mysterious yellow yacht? Includes grey-scale illustrations,
book previews, author profile and author¿s note. Chapter Book: 10 chapters.
Not all enemies are Demons... Jace Black is a wanted man; the Council and Elite Protectors are hunting him for a crime he didn't commit.
While his best friend, Elarya Storm, works to clear their names, Jace prepares for his quest to defeat the next Greater Dungeon. Dodging
Protectors, Jace and his Party head to Rhoass where they meet new acquaintances who help them on their way. But deceit and intrigue stalk
Jace, and the closer he gets to completing his quest, the more he realizes not everyone wants him to succeed. Closing the first Greater
Dungeon had unforeseen consequences that threaten the Protectors' way of life, and many blame Jace. As opposition mounts and the
dungeon level-up program spreads across the globe, fear and mistrust make it increasingly difficult to tell friend from foe. The situation grows
more dangerous than he could've imagined, and Jace must decide how far he'll go to save the lives of those around him. What will he have to
sacrifice to save the world?
A is for author.... Dink writes to his favorite author, mystery writer Wallis Wallace, and invites him to visit Green Lawn. To Dink's amazement,
Wallace says he'll come! But when the big day arrives, Wallace is nowhere to be found. The police think he just missed his plane, but Dink
suspects foul play. It's up to Dink and his two best friends, Josh and Ruth Rose, to find the famous writer--before it's too late!
Z was just the beginning! With A to Z Mysteries® Super Editions, chapter book readers keep on collecting clues and solving mysteries with
Dink, Josh, and Ruth Rose. Now with over 8 million copies in print, this classic kid-favorite series is back with a bright new look! Welcome to
summer camp for detectives! The kids can’t wait to spend a week following clues and learning about the science of crime solving. Soon all
the campers are working on a mystery. But while Dink, Josh, and Ruth Rose are figuring out their part of the puzzle, they stumble onto
something suspicious. Could a real crime be happening at detective camp? Look for hidden messages inside A to Z Mysteries® Super
Editions!
While visiting Wallis's castle, Dink and his friends investigate strange noises that lead them to a dangerous secret.
When Ruth Rose and her friends, vacationing in Florida, discover that her grandmother is about to invest in a project to recover sunken
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treasure, they stumble upon evidence that the entire plan may be a fraud.
A compelling isekai fantasy adventure based on the light novels in Japan! One moment Kanami is visiting his sick little sister in the hospital,
and the next thing he knows, he wakes up in a dark corridor full of cutthroat warriors and bloodthirsty monsters. Kanami quickly learns that he
is in the "labyrinth," a deadly 100-floor dungeon in a fantasy world--and for those able to reach the deepest level, a wish will be granted.
Kanami seems to have received magic powers and a special unnamed skill that kicks in whenever he is overwhelmed, which helps him
stabilize but has a disturbing effect on his emotions and mind. After attracting the attention of a mysterious girl, Kanami may have the power
he needs to return home to his ailing sister...but at what price?
Dink, Josh, and Ruth Rose investigate the kidnapping of the new baby panda at the petting zoo.
When someone steals the money the town has been collecting to help the ducks, Josh and his friends try to find the thief.
Dink, Josh, and Ruth Rose are enjoying Halloween fun in Sleepy Hollow, New York, but when unplanned spooky things start happening, they
investigate whether a real headless horseman might be to blame.
Dink and his friends unearth the mysterious truth behind the envelopes incorrectly delivered to his house.
Josh and his two friends look for the person who stole a peregrine falcon from its nest.
When Dink, Josh, and Ruth Rose visit a dude ranch in Montana, they find themselves with another mystery to solve, this one involving the
theft of money from the ranch's safe and of a large gold nugget that Josh had found.
Dink, Josh, and Ruth Rose investigate a mysterious man in black who Josh believes is a vampire.
An action-packed, funny, and unexpected middle grade fantasy-adventure from the acclaimed author of Sidekicked. The world is not a fair
place, and Colm Candorly knows it. While his parents and eight sisters seem content living on a lowly cobbler's earnings, Colm can't help but
feel that everyone has the right to a more comfortable life. It's just a question of how far you're willing to go to get it. In an effort to help make
ends meet, Colm uses his natural gift for pickpocketing to pilfer a pile of gold from the richer residents of town, but his actions place him at the
mercy of a mysterious man named Finn Argos, a gilded-toothed, smooth-tongued rogue who gives Colm a choice: he can be punished for his
thievery or he can become a member of Thwodin's Legions, a guild of dungeoneers who take what they want and live as they will. Colm soon
finds himself part of a family of warriors, mages, and hunters, learning to work together in a quest to survive and, perhaps, to find a bit of
treasure along the way.

Both Cal and Dale have become stronger, each in spite of the other. The dungeon - Cal - knows exactly how much their
strength has increased, and is working hard to become exponentially more powerful. His schemes are becoming more
complex, and his dungeon - his body - more deadly. Dale has a nasty surprise waiting for him as he works to thwart the
plans of the devious dungeon. Hearing a voice in his head that distracts him in critical moments, he must fight his mind
as he battles deadly creatures. Unbeknownst to both, they are in for the fight of their lives as madness threatens the
land...
It's party time in Washington, D.C.! The president is planning a celebration at the Lincoln Memorial in honor of the man
who sculpted the famous statue of Lincoln. But KC and Marshall notice one small problem--the left thumb has broken off
the statue! Has someone stolen Lincoln's thumb? Can KC and Marshall find it before the celebration begins?
When the guests of the Shangri-La Hotel are scared away by a white-haired female ghost, Dink and his friends
investigate the mystery.
Dink and his friends meet an exchange student, Sammi, who is actually the prince of an island country, hiding from those
enemies who have kidnapped his parents and who may be after him as well.
The dead walk the land. The dungeon rises. War will move the Heavens and the Earth. Powerful necromancers are on
the move, and the dungeon has become a battleground. Without his faithful Wisp, Cal's mind slips-he begins creating
traps and monsters that go against his already loose morals. A direct threat from an unexpected force causes Cal's mind
to stabilize, but he doesn't know for how long. Using every resource at his disposal, he works to keep his mind clear while
he funds a search for his lost companion. When others fail him again and again, Cal takes matters into his own hands.
Deadly situations remind Dale that no matter how well he does in his secluded community, he is still considered a
weakling in the greater world. Deciding that his physical and mental training are not enough-Dale resolves to gain
strength by any means necessary. Both are aware that they need to keep moving. If they stop, their choices could kill
them.
Reports of zombies and grave-robbers alarm the people of a Louisiana swampland village, but Ruth Rose, Josh, and
Dink begin to suspect that the supernatural may not be the cause of the eerie occurrences.
An illustrated guide to the history and evolution of the beloved role-playing game told through the paintings, sketches,
illustrations, and visual ephemera behind its creation, growth, and continued popularity. From one of the most iconic
game brands in the world, this official DUNGEONS & DRAGONS illustrated history provides an unprecedented look at
the visual evolution of the brand, showing its continued influence on the worlds of pop culture and fantasy. Inside the
book, you'll find more than seven hundred pieces of artwork--from each edition of the core role-playing books,
supplements, and adventures; as well as Forgotten Realms and Dragonlance novels; decades of Dragon and Dungeon
magazines; and classic advertisements and merchandise; plus never-before-seen sketches, large-format canvases, rare
photographs, one-of-a-kind drafts, and more from the now-famous designers and artists associated with DUNGEONS &
DRAGONS. The superstar author team gained unparalleled access to the archives of Wizards of the Coast and the
personal collections of top collectors, as well as the designers and illustrators who created the distinctive characters,
concepts, and visuals that have defined fantasy art and gameplay for generations. This is the most comprehensive
collection of D&D imagery ever assembled, making this the ultimate collectible for the game's millions of fans around the
world.
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