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Blindsight

This book gives a detailed discussion of the puzzling phenomenon of blindsight, focusing on research conducted
over ten years on an individual case and incorporating findings from the work of other investigators.

Blindsight

The first edition of Blindsight, written by Lawrence Weiskrantz was an important and highly cited account of studies
of the phenomenon - Blindsight. The updated edition retains the original text of the first edition, but brings the book
up to date with developments in this area in the past decade.

Blindsight

At the age of fifteen, Busser Howell lost 98 percent of his vision. At the age of forty he lost the remaining 2 percent.
Interviewing other blind artistsblind artist Busser Howell's debut is an extraordinary look into a world never before
seen or understood from the point of view of the visually challenged.

20/20 Blindsight

Combines a conceptual model of motor performance with a principles-to-application learning approach, making
comprehension of the principles of motor performance and learning accessible even for students with little or no
knowledge of physiology, psychology, statistical methods, and other basic sciences.

Blindsight: a Play

Recounts the life of one of America's greatest humorists, from his long and influential tenure at The New Yorker, to
his  friendship  with  many  twentieth-century  literary  luminaries  and  celebrities,  to  his  life-long  struggle  with
blindness.

Blindsight

Presently he would dance, as a part of his role, also for relish of the experience. For this was quite unlike the fun Of
the half-crown subscription balls at Haverstock Hill,  and Camden Town, to which he had occasionally treated
himself.

Motor Learning and Performance, 5E With Web Study Guide

A deluxe leatherbound edition of one of the three D&D core rulebooks. This new, beautifully bound version of the
\"Monster Manual\" joins the special editions of the \"Player's Handbook\" and the \"Dungeon Master's Guide\" to
complete the premiere set  of  Dungeons & Dragons core rulebooks.  Like the others,  the title  gets  premium
treatment in the form of a leather binding, emboss and foil treatment, gilt-edged paper, and an attached ribbon
bookmark.

Blindsight 12c FL Wr

From the creator of the popular blog The Monsters Know What They’re Doing comes a compilation of villainous
battle plans for Dungeon Masters. In the course of a Dungeons & Dragons game, a Dungeon Master has to make
one decision after another in response to player behavior—and the better the players, the more unpredictable their
behavior! It’s easy for even an experienced DM to get bogged down in on-the-spot decision-making or to let combat
devolve into a boring slugfest, with enemies running directly at the player characters and biting, bashing, and
slashing away. In The Monsters Know What They’re Doing, Keith Ammann lightens the DM’s burden by helping you
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understand your monsters’  abilities  and develop battle  plans before your fifth edition D&D game session begins.
Just as soldiers don’t whip out their field manuals for the first time when they’re already under fire, a DM shouldn’t
wait until the PCs have just encountered a dozen bullywugs to figure out how they advance, fight, and retreat. Easy
to read and apply, The Monsters Know What They're Doing is essential reading for every DM.

Blindsight

Sight can be so effortless, so useful, and so entertaining--the average human can distinguish several million colors;
a falcon can see a fencepost from three thousand yards--that we never stop to think about how complex a process
it is and how easily it can fail us. We never have as clear and complete a picture of the world around us as we think
we do. The gaps between what our eyes take in and what is in our mind's eye provide the unifying theme in Bruno
Breitmeyer's wide-ranging volume. In his fascinating account of the many ways that our eyes, and minds, both see
and fail to see, Breitmeyer moves from cataracts and color blindness through blindsight, acquired dyslexia, and
visual agnosias, including fascinating cases like the woman who did not know what she was seeing was a dog until
it barked. He then uses what we've learned about the limits of our sight to illustrate the limits of our ability to
mentally visualize and our ability to reason, covering everything from logical fallacies to how our motives and
emotions relentlessly color the way we see the world. This book will intrigue anyone interested in how easily we
can fail to capture the world around us without even realizing it.

Blind Sight

From the author of The Monsters Know What They’re Doing comes a follow-up strategy guide with MOAR! monster
tactics  for  Dungeon  Masters  playing  fifth  edition  Dungeons  &  Dragons.  Keith  Ammann’s  first  book  based  on  his
popular blog, The Monsters Know What They’re Doing, unpacks strategies, tactics, and motivations for creatures
found in the Dungeons & Dragons Monster Manual. Now, in MOAR! Monsters Know What They’re Doing, he analyzes
the likely combat behaviors of more than 100 new enemies found in Volo’s Guide to Monsters and Mordenkainen’s
Tome of Foes. Your campaign will never be the same!

Blind Sight

‘From the opening paragraph, I was spellbound, entranced. Through real stories about what happens when our
fragile perception of the world around us and within us is severed, Guy Leschziner connects us back to our senses.’
Professor Alice Roberts Where are you now? Look around you; what can you see? Close your eyes and think of a
loved one – do you see their face? Stretch out a hand; what can you feel with your fingertips, your palm, the soft
underside of your wrist? What can you hear – nearby and far away? The information you receive from your senses
makes up your world. But that world does not exist. What we perceive to be the absolute truth of the world around
us is a complex reconstruction, a virtual reality created by the complex machinations of our minds in tandem with
the wiring of our nervous systems. But what happens if that wiring goes awry? What happens if connections falter,
or new and unexpected connections are made? Tiny shifts in the microbiology of our nervous systems can cause
the world around us to shift and mutate, to become alien and unfamiliar. In The Man Who Tasted Words, consultant
neurologist  Guy Leschziner  takes  us  on a  journey through the senses,  exploring how each one shapes our
experience of the world. And investigating what happens when they deviate from the norm. Along the way we meet
a number of extraordinary individuals and step through the looking glass and into their worlds. Worlds where hot
and cold are reversed, where a person with no sight sees fantastical visions, or where words have a taste and
sounds create sensations. But while fascinating, their experiences are more than simply curiosities. They teach us
about our own perception of the world, forcing us to question the idea of ‘normal’ senses, and whether such a thing
even exists. Does blue look the same to you and me? Does grass smell the same? Or sugar taste as sweet? Do we
even have the same understanding of what ‘sweet’ is? The Man Who Tasted Words unpacks the science behind
your senses and challenges you to try and see the world through another’s eyes – and ears, and nose and mouth. It
will illuminate, it will surprise, and it will leave your world just a little bit changed. ? ‘A truly astonishing book – from
the story of the man who tasted words to that of Paul who could pull out his own teeth and break his legs yet feel
no pain. These are beautifully and engagingly written stories of how our senses tell us about the reality of the world
– or, sometimes, don’t.’ Gavin Esler, author of How Britain Ends ‘Stories of people who experience the world
differently  show  us  what  it  means  to  be  human.  This  is  a  deeply  moving  and  powerful  book,  full  of  provocative
ideas about human perception and the way we construct reality.’ Daniel M. Davis, author of The Secret Body and
The Beautiful Cure ‘This is a book vibrant with personality and full of wonder. Professor Leschziner takes us through
an exploration of our senses, making us question the nature of our reality and how we interpret the world around
us. It is a profound, entertaining and quite exceptional book.’ Dr Alastair Santhouse, Psychiatrist and Author of
Head First ‘In vivid stories of patient maladies that affect our very human sensations of sight, sound, smell, touch
and pain, Leschziner has deeply explored the sensory experiences that bombard every moment of our lives but of
which  we are  barely  aware.  What  a  terrific  melding  of  brain  science  with  thoughtful  ideas  on  our  window to  the
outside world.’  Allan Ropper, author of Reaching Down the Rabbit Hole and How the Brain Lost its Mind. ‘A
fascinating, important and disturbing book. Words will never taste the same again!’ John Humphrys
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Monster Manual Special Edition

Sentience – the ability to feel, perceive and experience – is central to the animal welfare debate as it raises the
question of whether animals experience suffering in life and death. This book explores and answers these questions
in an objective way, based on the latest research and empirical evidence. Beginning with an introduction to
sentience, the book investigates why we are so interested in sentience, when, as a species, humans became
sentient and how it has changed over time. The book defines aspects of sentience such as consciousness, memory
and emotions, and discusses brain complexity in detail. Looking at sentience from a developmental perspective, it
analyses when in an individual’s growth sentience can be said to appear and uses evidence from a range of studies
investigating embryos, foetuses and young animals to form an enlightening overview of the subject. With a full
chapter  covering ethical  decisions  such as  animal  protection and experimentation,  this  book is  not  only  an
invaluable  resource  for  researchers  and students  of  animal  welfare  and biology,  but  also  an  engaging  and
informative read for veterinarians and the general public. Sentience – the ability to feel, perceive and experience –
is central to the animal welfare debate as it raises the question of whether animals experience suffering in life and
death. This book explores and answers these questions in an objective way, based on the latest research and
empirical evidence. Beginning with an introduction to sentience, the book investigates why we are so interested in
sentience,  when,  as  a  species,  humans  became  sentient  and  how  it  has  changed  over  time.  The  book  defines
aspects of sentience such as consciousness, memory and emotions, and discusses brain complexity in detail.
Looking at sentience from a developmental perspective, it analyses when in an individual’s growth sentience can
be said to appear and uses evidence from a range of studies investigating embryos, foetuses and young animals to
form an enlightening overview of  the subject.  With a full  chapter  covering ethical  decisions such as animal
protection and experimentation, this book is not only an invaluable resource for researchers and students of animal
welfare and biology, but also an engaging and informative read for veterinarians and the general public.

Blind sight

An unprecedented book that discusses a decades long journey of understanding vision and visual impairment
through working with patients with brain damage Edward de Haan, a noted clinical vision researcher for the last 35
years, explains how the healthy brain deals with visual information and reveals how he learned to appreciate what
it means to be visually impaired. Through discussions of fascinating case studies, he shows that visual deficits are
individually unique. Some patients perceive the world without color, some see objects in a distorted manner, whilst
others will claim that they can still see although they are demonstrably blind. The author details his experiences
with these patients to demonstrate the manner in which patient work is a unique and vital part of discovering how
the brain processes visual information. In doing so, Impaired Vision offers a review of the clinical symptoms related
to visual  impairment and highlights  that  the patient  study method has not  lost  any of  its  relevance in  our
increasingly high-tech world. This important book: Explores the various clinical phenomena in visual impairment
after brain damage Demonstrates the effectiveness of the patient study method for understanding visual deficits
after brain damage Contains comprehensive coverage of the variety of symptoms that are manifest in patients with
visual impairment Includes compelling case studies of visually impaired patients Written for a general audience but
of interest for students, researchers and clinicians, Impaired Vision contains fascinating case studies that offer an
understanding of the symptoms that are associated with visuals deficits of brain damage.

The Monsters Know What They're Doing

This book collects the most popular spells in the D & D game and presents them in one easy-to-reference tome.

Blind Sight

From the author of The Monsters Know What They’re Doing comes an introduction to combat tactics for Dungeons
&  Dragons  players.  In  his  first  book,  The  Monsters  Know What  They’re  Doing  (based  on  his  popular  blog),  Keith
Ammann unleashed upon the D&D world a wave of clever, highly evolved monster tactics. Now it’s only fair that he
gives  players  the  tools  they  need  to  fight  back…and  prevail!  An  introduction  to  combat  tactics  for  fifth-edition
Dungeons & Dragons players, Live to Tell the Tale evens the score. It examines the fundamentals of D&D battles:
combat roles, party composition, attacking combos, advantage and disadvantage, Stealth and Perception, and
more…including the ever-important consideration of how to run away! Don’t worry about creating a mathematically
perfect character from square one. Survival isn’t about stats—it’s about behavior! With four turn-by-turn, roll-by-
roll,  blow-by-blow sample battles,  Live to Tell  the Tale breaks down how to make the best choices for your
cherished characters so that they can survive their adventures, retire upon their accumulated riches, and tell
stories about the old days that nobody will ever believe.

Blindspots

Vision, more than any other sense, dominates our mental life. Our visual experience is just so rich, so detailed, that
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we can hardly distinguish that experience from the world itself. Even when we just think about the world and don't
look at it directly, we can't help but 'imagine' what it looks like. We think of 'seeing' as being a conscious activity--
we direct our eyes, we choose what we look at, we register what we are seeing. The series of events described in
this  book  radically  altered  this  attitude  towards  vision.  This  book  describes  one  of  the  most  extraordinary
neurological cases of recent years--one that profoundly changed scientific views on consciousness. It is the story of
Dee  Fletcher--a  woman  recently  blinded--who  became  the  subject  of  a  series  of  scientific  studies.  As  events
unfolded, Milner and Goodale found that Dee wasn't in fact blind--she just didn't know that she could see. Taking us
on a journey into the unconscious brain, the two scientists who made this incredible discovery tell the amazing
story of their work, and the surprising conclusion they were forced to reach. Written to be accessible to students
and popular science readers, this book is a fascinating illustration of the power of the 'unconscious' mind.

Blind Sight

This new D&D sourcebook details the major races of the Eberron world, with an in-depth look at the new races of
the Eberron Campaign Setting, including changelings, the kalashtar, shifters, and the warforged.

MOAR! Monsters Know What They're Doing

When a bitter gnome falls on hard times and succumbs to the humiliating condition known as the Bleaching, he
looks to forbidden magic for answers to his plight, only to unwittingly release a sinister race of cruel fey imprisoned
ages ago in the mysterious First World. Their hateful queen, Rhoswen, now turns her gaze upon the forest town of
Bellis, weaving a cloying mist among the trees and snaring all in a deadly dimension of madness and horror. Can
the player characters brave the eldritch mist and stop the queen before she permanently makes Bellis part of her
domain? A wilderness adventure for 7th-level Pathfinder Roleplaying Game characters.

The Man Who Tasted Words

Fifth Edition Options is a GM and player resource for the Dungeons & Dragons (TM) 5th edition game. Within these
78 pages are hundreds of optional rules to customize your game. Improve your game with any of the myriad
options presented! Options Include:  *A Robust New Alignment System *Skills:  Defined, Complex Skill  Checks and
Training *Equipment Rules: Including Masterwork and Exotic Gear *Tons of Combat Options and Variants *Magic
Variant  Rules  *Better  Inspiration  Rules  *Campaign  Templates:  So  you  know  which  options  suit  different  themed
games *New Feats *and a ton more!

Sentience and Animal Welfare

Providing Dungeon Masters with 160 pages of truly wicked threats to challenge high-level heroes, this tome comes
with stat blocks for the elder evil and its minions, tips for how to incorporate the elder evil into any D&D campaign,
and how to create unique villains and endgame encounters.

Impaired Vision

Pathfinder Edition

Spell Compendium

The authors argue that there is a world within us filled with memories, perceptions, tastes, preferences, biases, and
beliefs that have been encoded and are expressed on an unaware, largely non-conscious level but, nevertheless,
alter the quality, substance and trajectory of our lives.

Live to Tell the Tale

Adventure in the world of Everglow, nestled in delicate balance between the elemental planes. It is a world of
magic and mystery, where the fey are in control and the humanoid races are secondary. Foremost of the fey are
Ponykind, who rallied behind their Queen to form the greatest empire Everglow had ever seen. We've brought
ponies, griffons, felines, and other strange creatures to life in a world all of their own, where they are the primary
PCs. Don't want to run a game all about ponies? That's alright! Use our post-empire suggestions to add ponies to
any other existing world. Many spells, archetypes, and bloodlines are also usable by non ponies or other settings.
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New godsNew spellsNew class archetypesNew equipmentNew bloodlinesNew races

Sight Unseen

BLINDSIGHT When an accident destroyed his eyesight a year ago, Campbell Knight resigned himself to endless
darkness. Then suddenly he's handed a miracle: a once-in-a-lifetime chance to restore his vision. It's a secret
experiment in which implants in his brain are linked to the optic nerves of Shadow, a seeing-eye dog. The operation
is  a  success.  There's  just  one  unusual  side  effect.  Campbell  isn't  viewing  the  world  through  his  own  eyes;  he's
seeing the world through Shadow's ... Originally published as written by Jack Ellis.

Races of Eberron

For three decades, Dragon magazine has been the official monthly resource for Dungeons & Dragons players. Many
monster,  classes  and  even  campaign  settings  that  have  gone  on  to  define  the  modern  game  first  appeared  in
Dragon's pages, and a history of the magazine is a history of the game itself. The Dragon Compendium collects the
most popular classic articles from throughout Dragon magazine's proud history, all updated to the current edition
of the D&D rules. Selected with the input of current and former editors and D&D fans across the world, the articles
in this 256-page volume are proven favorites-material you will want to reference again and again. From new DBD
publisher Paizo Publishing!

Realm of the Fellknight Queen

Now for 5th Edition! Frog God Games unleashes the next iteration of its iconic Tome of Horrors series for 5th
Edition.  Hordes  of  sinister  adversaries,  restless  dead,  and other  horrific  monstrosities  to  gleefully  challenge your
players' expectations. Bursting with hundreds of creatures, new additions as well as converted classics, in a library-
bound and stitched full color volume, the next Tome of Horrors will be a must have for your 5th edition campaign.
Everybody needs more monsters. The Tome of Horrors for Fifth Edition includes a selection of creatures from earlier
volumes as a kick off for an entire series of fifth edition books.

Fifth Edition Options

Before the big pumpkin pie contest at the Haystack Hollow pumpkin festival things have gone missing. Amaya Beet
and Helga Splat have stolen the items to use in a ritual that will sabotage the festival, unknowingly bringing forth
an army of  pumpkin monsters.  The adventure includes:  12 original  plant  and construct  monsters 9 Festival
locations 4 Maps 3 Kobolds in a robe 1 Pumpkin Invasion

Elder Evils

Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear,
and game etiquette.

Sandy Petersen's Cthulhu Mythos

The nine martial disciplines presented in this supplement allow a character with the proper knowledge and focus to
perform special  combat  maneuvers  and nearly  magical  effects.  Information  is  also  included on new magic  items
and spells and new monsters and organizations.

The Inner World of Unaware Phenomena

Discover everything there is to know about dragons—the most iconic of D&D monsters—in this quintessential
reference guide. Meet Fizban the Fabulous: doddering archmage, unlikely war hero, divine avatar of a dragon-
god—and  your  guide  to  the  mysteries  of  dragonkind.  What  is  the  difference  between  a  red  dragon  and  a  gold
dragon? What is dragonsight? How does a dragon’s magic impact the world around them? This comprehensive
guide  provides  Dungeon  Masters  with  a  rich  hoard  of  tools  and  information  for  designing  dragon-themed
encounters, adventures, and campaigns. Dragonslayers and dragon scholars alike will also appreciate its insight
into  harnessing  the  power  of  dragon  magic  and  options  for  players  to  create  unique,  memorable  draconic
characters.  Introduces  gem  dragons  to  fifth  edition!  Provides  Dungeon  Masters  with  tools  to  craft  adventures
inspired by dragons, including dragon lair maps and detailed information about 20 different types of dragons Adds
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player character options, including dragon-themed subclasses for monks and rangers, unique draconic ancestries
for dragonborn, additional spell options, and a feat Presents a complete dragon bestiary and introduces a variety of
dragons and dragon-related creatures—including aspects of the dragon gods, dragon minions, and more Reveals
the story of the First World and the role the dragon gods Bahamut and Tiamat played in its creation and destruction

Ponyfinder: Campaign Setting

A deluxe version of the essential core rulebook every D&D Dungeon Master needs, this special release features an
embossed, leather-bound cover and premium, gilt-edged paper.

GIVE FOR NOW
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