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The Knicks of the 1990s competed like champions but fell short of their goal. An eclectic group who took divergent, in many cases fascinating
paths to New York, they forged an identity as a rugged, relentless squad. Led by a superstar center Patrick Ewing and two captivating
coaches--Pat Riley and Jeff Van Gundy--they played David to the Chicago Bulls' Goliath. Despite not winning a championship, they were
embraced as champions by New Yorkers and their rivalries with the Bulls, Indiana Pacers and Miami Heat defined NBA basketball for a
decade. Drawing on original interviews with players, coaches and others, this narrative rediscovers the brilliance of the Knicks, Ewing and his
colorful supporting cast--Charles Oakley, John Starks, Larry Johnson and Latrell Sprewell--in the glory days of Madison Square Garden.
Pulling together the most salient, current issues in the field today, The Handbook of Gangs provides a significant assessment by leading
scholars of key topics related to gangs, gang members, and responses to gangs. * Chapters cover a wide array of the most prominent issues
in the field of gangs, written by scholars who have been leaders in developing new ways of thinking about the topics ¢ Delivers cutting-edge
reviews of the current state of research and practice and addresses where the field has been, where it is today and where it should go in the
future « Includes extensive coverage of the individual theories of delinquency and provides special emphasis on policy and prevention
program implications in the study of gangs « Offers a broad understanding of how other countries deal with gangs and their response to
gangs, including Great Britain, Latin America, Australia and Europe ¢ Chapters covering the legacies of four pioneers in gang

research- Malcolm W. Klein, Walter B. Miller, James F. Short Jr., and Irving A. Spergel

The definitive behind-the-scenes history of the dawn of video games and their rise into a multibillion-dollar business “For industry insiders and
game players alike, this book is a must-have.- Mark Turmell, designer for Midway Games and creator of NBA Jam, NFL Blitz, and
WrestleMania With all the whiz, bang, pop, and shimmer of a glowing arcade, volume 1 of The Ultimate History of Video Games reveals
everything you ever wanted to know and more about the unforgettable games that changed the world, the visionaries who made them, and
the fanatics who played them. Starting in arcades then moving to televisions and handheld devices, the video game invasion has entranced
kids and the young at heart for nearly fifty years. And gaming historian Steven L. Kent has been there to record the craze from the very
beginning. The Ultimate History: Volume 1 tells the incredible tale of how this backroom novelty transformed into a cultural phenomenon.
Through meticulous research and personal interviews with hundreds of industry luminaries, Kent chronicles firsthand accounts of how
yesterday’s games like Space Invaders, Centipede, and Pac-Man helped create an arcade culture that defined a generation, and how today’s
empires like Sony, Nintendo, and Electronic Arts have galvanized a multibillion-dollar industry and a new generation of games. Inside, you'll
discover ¢ the video game that saved Nintendo from bankruptcy ¢ the serendipitous story of Pac-Man’s design ¢ the misstep that helped
topple Atari’'s $2-billion-a-year empire ¢ the coin shortage caused by Space Invaders ¢ the fascinating reasons behind the rise, fall, and rebirth
of Sega ¢ and much more! Entertaining, addictive, and as mesmerizing as the games it chronicles, this book is a must-have for anyone who’s
ever touched a joystick.

"There is usually a fine line between genius and insanity, but in this case it has become very blurred. Some of the funniest and most clever
writing | have read in years." (Terrance Fielding, WIRED magazine) "l laughed so hard and uncontrollably | could hardly breathe. Reading this
on public transport is not a good idea." (Penthouse magazine) "Brilliantly funny." (Jezebel.com) From the notorious Internet troublemaker who
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brought the world the explosively popular "Next Time I'll Spend the Money on Drugs Instead”, in which he attempted to pay his chiropractor
with a picture he drew of a spider; "Please Design a Logo for Me. With Pie Charts. For Free," which has been described as one of the most
passed-on viral e-mails of all time; and, most recently, the staggeringly popular "Missing Missy", which has appeared everywhere from The
Guardian to Jezebel to Andrew Sullivan's The Daily Dish, comes this profoundly funny collection of irreverent Internet mischief and comedy.
Featuring all of Thorne's viral success, including "Missing Missy", The Internet Is a Playground culls together every article and e- mail from
Thorne's wildly popular website 27bslash6.com, as well as enough new material, available only in these pages, to keep you laughing-and,
indeed, crying-until Thorne's next stroke-of-genius prank. Or hilarious hoax. Or well-publicized almost-stint in jail (really).

False Anglicisms in Italian

Understanding Corporate Life

Towards a New Architecture

The Routledge Companion to Video Game Studies

Etymology and Wordplay in Medieval Literature

Captured Peace

The novel coronavirus SARS-CoV-2, which causes the disease known as COVID-19, has infected people in 212 countries so far and on
every continent except Antarctica. Vast changes to our home lives, social interactions, government functioning and relations between
countries have swept the world in a few months and are difficult to hold in one’s mind at one time. That is why a collaborative effort
such as this edited, multidisciplinary collection is needed. This book confronts the vulnerabilities and interconnectedness made visible
by the pandemic and its consequences, along with the legal, ethical and policy responses. These include vulnerabilities for people who
have been harmed or will be harmed by the virus directly and those harmed by measures taken to slow its relentless march;
vulnerabilities exposed in our institutions, governance and legal structures; and vulnerabilities in other countries and at the global level
where persistent injustices harm us all. Hopefully, COVID-19 will forces us to deeply reflect on how we govern and our policy priorities;
to focus preparedness, precaution, and recovery to include all, not just some. Published in English with some chapters in French.

Video games can instil amazing qualities in children - curiosity, resilience, patience and problem-solving to name a few - but with the
World Health Organisation naming gaming disorder as a clinically diagnosable condition, parents and carers can worry about what
video games are doing to their children. Andy Robertson has dealt with all of the above, not just over years of covering this topic fo
newspapers, radio and television but as a father of three. In this guide, he offers parents and carers practical advice and insights -
combining his own experiences with the latest research and guidance from psychologists, industry experts, schools and children's
charities - alongside a treasure trove of 'gaming recipes' to test out in your family. Worrying about video game screen time, violence,
expense and addiction is an understandable response to scary newspaper headlines. But with first-hand understanding of the video
games your children love to play, you can anchor them as a healthy part of family life. Supported by the www.taminggaming.com Family
Video Game Database, Taming Gaming leads you into doing this so that video games can stop being a point of argument, worry and
stress and start providing fulfilling, connecting and ambitious experiences together as a family.

The ArcGIS Book10 Big Ideas about Applying the Science of WI%%E%I];:.:OSRI Press



In modern scholarship, etymology and wordplay are rarely studied in tandem. In the Middle Ages, however, they were intrinsically
related, and both feature prominently in medieval literature. Their functions are often at variance with the expectations of the modern
reader, in particular when wordplay is used to arrive at crucial answers or to convey theological insights. The studies in this book
therefore carry important implications for our understanding of the reception of medieval texts. The authors show how etymology and
wordplay in the Middle Ages often served as an impetus for meditation and as a route to truth, but that they could also be put to more
mundane uses, such as the bolstering of national pride. In a narrative context, the functions of etymology and wordplay could range
from underlining the sexual bravado of the protagonist to being the key indicator of whether the hero would live or die. Opening with a
background chapter describing classical and medieval developments of etymology and wordplay, this book presents case studies of the
uses of etymology and wordplay in a number of medieval literatures (Latin, Old French, Middle High German, Italian, Old Irish, Old
English, Old Norse, Slavic). The articles expand their discussions beyond strictly etymological discourse to various aspects of medieval
literature, and thereby highlight the functions of etymological devices in various contexts, with significance ranging from the specific to
the open-ended, from the bawdy to the sublime.

The Wolf of Wall Street

French books in print, anglais

The Space of Play and Games

Grand dictionnaire universel du XIXe siecle

The Temptation of Saint Anthony

Les inrockuptibles

The Internet is a Playground

Gustave Flaubert spent his life working on and revising the book he considered his greatest work, before releasing this
final version in 1874. Written in a play script form, The Temptation of Saint Anthony describes one night in Anthony the
Great's life, in which he is faced with temptation from the supernatural in the desert of Egypt.

In August 2016 Colten Boushie, a twenty-two-year-old Cree man from Red Pheasant First Nation, was fatally shot on a
Saskatchewan farm by white farmer Gerald Stanley. In a trial that bitterly divided Canadians, Stanley was acquitted of
both murder and manslaughter by a jury in Battleford with no visible Indigenous representation. In Canadian Justice,
Indigenous Injustice Kent Roach critically reconstructs the Gerald Stanley/Colten Boushie case to examine how it may be
a miscarriage of justice. Roach provides historical, legal, political, and sociological background to the case including
misunderstandings over crime when Treaty 6 was negotiated, the 1885 hanging of eight Indigenous men at Fort
Battleford, the role of the RCMP, prior litigation over Indigenous underrepresentation on juries, and the racially charged
debate about defence of property and rural crime. Drawing on both trial transcripts and research on miscarriages of
justice, Roach looks at jury selection, the controversial “hang fire” defence, how the credibility and beliefs of Indigenous
witnesses were challenged on the stand, and Gerald Stanley's implicit appeals to self-defence and defence of property,
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as well as the decision not to appeal the acquittal. Concluding his study, Roach asks whether Prime Minister Justin
Trudeau's controversial call to “do better” is possible, given similar cases since Stanley's, the difficulty of reforming the
jury or the RCMP, and the combination of Indigenous underrepresentation on juries and overrepresentation among those
victimized and accused of crimes. Informed and timely, Canadian Justice, Indigenous Injustice is a searing account of
one case that provides valuable insight into criminal justice, racism, and the treatment of Indigenous peoples in Canada.
A narrative account of the author's investigation into the world's economic gap describes her rediscovery of a blue
sweater she had given away to Goodwill and found on a child in Rwanda, in a passionate call to action that relates her
work as a venture capitalist on behalf of impoverished nations. Reprint.

La Saga Red Dead. Vengeance, Honneur et Rédemption permet de comprendre en plusieurs temps le phénomeéne généré
par cette saga de western. Aujourd'hui, elle inspire méme certains réalisateurs et scénaristes de films ou de séries, a
I'image de Westworld (HBO). Le livre revient sur les coulisses du développement en paralléle de celui du mastodonte
GTA, qui a su mettre en place des techniques innovantes pour concevoir des mondes ouverts au réalisme troublant.
S'ensuit un décryptage de son scénario et de sa narration, au regard de son pendant cinématographique, et une analyse
de ses nombreux théemes, depuis la moralité variable a I'époque de la conquéte de I'Ouest aux piliers du genre western.
Le chapitre sur les mondes ouverts permet quant a lui de comprendre en quoi Red Dead est une saga qui se situe bien
au-dessus de la mélée, grace a une expérience de jeu grandiose, et d'en expliquer I'emprise qu'elle a sur les joueurs. La
derniére partie s'applique a décortiquer les rapports entre les personnages, qui font le lien entre les nécessités du
gameplay et celles du scénario, pour enfin expliquer en quoi la saga est peut-étre une évolution du western que seul le
jeu vidéo pouvait offrir.

Vulnerable

The Graphic Design of David Carson

The ArcGIS Book

Taming Gaming

A Revelation of the Soul

A dictionary of the French and English languages

10 Big Ideas about Applying the Science of where

#1 NEW YORK TIMES BESTSELLER e Now a major motion picture directed by Steven Spielberg. ‘“Enchanting . . . Willy
Wonka meets The Matrix.””—USA Today e “As one adventure leads expertly to the next, time simply
evaporates.””—Entertainment Weekly A world at stake. A quest for the ultimate prize. Are you ready? In the year 2045, reality
is an ugly place. The only time Wade Watts really feels alive is when he’s jacked into the OASIS, a vast virtual world where

most of humanity spends their days. When the eccentric cg;gg}/(l)g‘ of the OASIS dies, he leaves behind a series of fiendish



puzzles, based on his obsession with the pop culture of decades past. Whoever is first to solve them will inherit his vast
fortune—and control of the OASIS itself. Then Wade cracks the first clue. Suddenly he’s beset by rivals who’ll kill to take this
prize. The race is on—and the only way to survive is to win. NAMED ONE OF THE BEST BOOKS OF THE YEAR BY
Entertainment Weekly ® San Francisco Chronicle e Village Voice ® Chicago Sun-Times ® i09 e The AV Club ‘“Delightful ...
the grown-up’s Harry Potter.”—HuffPost “An addictive read . . . part intergalactic scavenger hunt, part romance, and all
heart.””—CNN ‘A most excellent ride . . . Cline stuffs his novel with a cornucopia of pop culture, as if to wink to the
reader.”—Boston Globe “Ridiculously fun and large-hearted . . . Cline is that rare writer who can translate his own dorky
enthusiasms into prose that’s both hilarious and compassionate.”—NPR “[A] fantastic page-turner . . . starts out like a simple
bit of fun and winds up feeling like a rich and plausible picture of future friendships in a world not too distant from our
own.”—iQ9

This volume focuses on how English, through false Anglicisms, influences several European languages, including Italian,
Spanish, French, German, Danish and Norwegian. Studies on false Gallicisms are also included, thus showing how English
may be affected by false borrowings.

This book was created to give simple, practical and effective answers to the main questions concerning neuro-marketing and
its related influences in the branch of neuroeconomics. The objective: to allow the reader a good understanding of the topic,
using a text short enough to finish the reading taking advantage of the many moments of waiting and stalling of the day.
Among the topics covered within it, it is possible to discover: - what neuromarketing is and how it is born; - how
neuromarketing works and what levers it acts on; - what are the key elements of a neuromarketing campaign; - how to create
a promotional message directed at the primitive brain; - how neuromarketing can be employed; - the basic rules of the
discipline; - ethical and professional aspects of the use of neuromarketing. By reading the guide you can find the information
you need to understand how neuromarketing works, what work is normally done by an expert in the field and what results
can be achieved. All this is done through a 7-answer program designed to allow the reader to quickly acquire a good level of
expertise on the subject, thus supporting effective conversations with suppliers and colleagues.

a€eToward a Ludic Architectured€ is a pioneering publication, architecturally framing play and games as human practices in
and of space. Filling the gap in literature, Steffen P. Walz considers game design theory and practice alongside architectural
theory and practice, asking: how are play and games architected? What kind of architecture do they produce and in what
way does architecture program play and games? What kind of architecture could be produced by playing and gameplaying?
Activities of the British Community in Argentina During the Great War 1914-1919

The Works of Guy de Maupassant, Vol. 1
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Toward a Ludic Architecture

Hard Work, Low Pay, and a Mother's Will to Survive

The Art of Videogames

Studies on False Anglicisms in Europe

A Dictionary of the English & French and French & English Languages

Pioneering manifesto by founder of "International School.” Technical and aesthetic theories, views of industry, economics, relation of
form to function, "mass-production split," and much more. Profusely illustrated.

IT'S HERE: THE OFFICIAL INTRODUCTION TO THE LONG-AWAITED SPAWN’S UNIVERSE! A double-sized issue that begins a
storyline so huge that three NEW SPAWN-related monthly titles will spill out from it, including... A new SPAWN title. GUNSLINGER
SPAWN monthly. And a new TEAM book bringing a handful of these characters together in their own book. With this one-shot...the
world of SPAWN changes forever! New heroes. New villains, and more importantly, new titles coming to a comic shop near you.
Join this list of artists as we unveil a historic moment in the mythology of SPAWN’S UNIVERSE: JIM CHEUNG TODD McFARLANE
STEPHEN SEGOVIA MARCIO TAKARA

El Salvador is widely considered one of the most successful United Nations peacebuilding efforts, but record homicide rates,
political polarization, socioeconomic exclusion, and corruption have diminished the quality of peace for many of its citizens. In
Captured Peace: Elites and Peacebuilding in El Salvador, Christine J. Wade adapts the concept of elite capture to expand on the
idea of “captured peace,” explaining how local elites commandeered political, social, and economic affairs before war’s end and
then used the peace accords to deepen their control in these spheres. While much scholarship has focused on the role of gangs in
Salvadoran unrest, Wade draws on an exhaustive range of sources to demonstrate how day-to-day violence is inextricable from the
economic and political dimensions. In this in-depth analysis of postwar politics in EI Salvador, she highlights the local actors’
primary role in peacebuilding and demonstrates the political advantage an incumbent party — in this case, the Nationalist
Republican Alliance (ARENA) — has throughout the peace process and the consequences of this to the quality of peace that
results.

"Having been born a freeman, and for more than thirty years enjoyed the blessings of liberty in a free State—and having at the end
of that time been kidnapped and sold into Slavery, where | remained, until happily rescued in the month of January, 1853, after a
bondage of twelve years—it has been suggested that an account of my life and fortunes would not be uninteresting to the public."
-an excerpt

Twelve Years a Slave

Pseudo-English

Ewing, Oakley, Starks and the Brawlers That Almost Won It All

Ready Player One

Page 6/10



Neuromarketing in 7 answers

The Knicks of the Nineties

Water Resources and Environmental Impact Assessment in North Africa

The number of publications dealing with video game studies has exploded over the course of the last decade,
but the field has produced few comprehensive reference works. The Routledge Companion to Video Game
Studies, compiled by well-known video game scholars Mark J. P. Wolf and Bernard Perron, aims to address the
ongoing theoretical and methodological development of game studies, providing students, scholars, and game
designers with a definitive look at contemporary video game studies. Features include: comprehensive and
interdisciplinary models and approaches for analyzing video games; new perspectives on video games both as
art form and cultural phenomenon; explorations of the technical and creative dimensions of video games;
accounts of the political, social, and cultural dynamics of video games. Each essay provides a lively and
succinct summary of its target area, quickly bringing the reader up-to-date on the pertinent issues
surrounding each aspect of the field, including references for further reading. Together, they provide an
overview of the present state of game studies that will undoubtedly prove invaluable to student, scholar, and
designer alike.

Electronic Inspection Copy available for instructors here We live in a society dominated by corporations.
Whether working for one or pursuing leisure activities run by one, corporations have come to resonate
through every aspect of our lives. Each chapter in Understanding Corporate Life supports the reader with a
review of the relevant literature and research and a critique of how the theme under discussion fits into the
bigger picture presented by the book.

This work has been selected by scholars as being culturally important and is part of the knowledge base of
civilization as we know it. This work is in the public domain in the United States of America, and possibly other
nations. Within the United States, you may freely copy and distribute this work, as no entity (individual or
corporate) has a copyright on the body of the work. Scholars believe, and we concur, that this work is
important enough to be preserved, reproduced, and made generally available to the public. To ensure a quality
reading experience, this work has been proofread and republished using a format that seamlessly blends the
original graphical elements with text in an easy-to-read typeface. We appreciate your support of the
preservation process, and thank you for being an important part of keeping this knowledge alive and relevant.
The Art of Videogames explores how philosophy of the artstheories developed to address traditional art works
can also beapplied to videogames. Presents a unique philosophical approach to the art ofvideogaming,
situating videogames in the framework of analyticphilosophy of the arts Explores how philosophical theories
developed to addresstraditional art works can also be applied to videogames Written for a broad audience of
both philosophers and videogameenthusiasts by a philosopher who is also an avid gamer Discusses the
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relationship between games and earlier artisticand entertainment media, how videogames allow for

interactivefiction, the role of game narrative, and the moral status ofviolent events depicted in videogame

worlds Argues that videogames do indeed qualify as a new and excitingform of representational art

From Pong to Pokemon and Beyond . . . the Story Behind the Craze That Touched Our Lives and Changed the

World

La saga Red Dead

Trilby

The Fairy of Argyle

Bridging the Gap Between Rich and Poor in an Interconnected World

Maid

The End of Print

"Collection of games aimed at enhancing children's self-awareness and social and

emotional skills, helping them understand and deal with problems in daily interactions

with other children and adults"--Provided by publisher.

NEW YORK TIMES BESTSELLER « Now a major motion picture directed by Martin Scorsese and

starring Leonardo DiCaprio By day he made thousands of dollars a minute. By night he

spent it as fast as he could. From the binge that sank a 170-foot motor yacht and ran up

a $700,000 hotel tab, to the wife and kids waiting at home and the fast-talking, hard-

partying young stockbrokers who called him king, here, in Jordan Belfort’s own words, is

the story of the ill-fated genius they called the Wolf of Wall Street. In the 1990s,

Belfort became one of the most infamous kingpins in American finance: a brilliant,

conniving stock-chopper who led his merry mob on a wild ride out of Wall Street and into

a massive office on Long Island. It’s an extraordinary story of greed, power, and excess

that no one could invent: the tale of an ordinary guy who went from hustling Italian ices

to making hundreds of millions—until it all came crashing down. Praise for The Wolf of

Wall Street “Raw and frequently hilarious.”—The New York Times “A rollicking tale of

[Jordan Belfort’s] rise to riches as head of the infamous boiler room Stratton Oakmont
proof that there are indeed second acts in American lives.”—Forbes “A cross between

Tom Wolfe’s The Bonfire of the Vanities and Scorsese’s GoodFellas . . . Belfort has the

Midas touch.”—The Sunday Times (London) “Entertaining as pulp fiction, real as a federal
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indictment . . . a hell of a read.”—Kirkus Reviews

These essays, from leading names in the field, weave together the parallels and
differences between the past and present of civic art. Offering prospects for the first
decades of the twenty-first century, the authors open up a broad international dialogue
on civic art, which relates historical practice to the contemporary meaning of civic art
and its application to community building within today’s multi-cultural modern cities.
The volume brings together the rich perspectives on the thought, practice and influence
of leading figures from the great era of civic art that began in the nineteenth century
and blossomed in the early twentieth century as documented in the works of Werner
Hegemann and his contemporaries and considered fundamental to contemporary practice.

A practical investment guide offers advice on beating inflation and protecting savings by
investing 1in real goods as opposed to paper claims on wealth

Vengeance, honneur et rédemption

The Handbook of Gangs

Modern Civic Art and International Exchanges

Canadian Justice, Indigenous Injustice

The Ultimate Plan of Financial Self-defense

The Alpha Strategy

FElites and Peacebuilding in El Salvador

A collection featuring one of the most innovative and controversial of contemporary graphic designers, Carson's career is documented with
emphasis on his desire to forge a new aesthetic.

This is a hands-on book about ArcGIS that you work with as much as read. By the end, using Learn ArcGIS lessons, you'll be able to say you
made a story map, conducted geographic analysis, edited geographic data, worked in a 3D web scene, built a 3D model of Venice, and more.
BOULE DE SUIF -- MISS HARRIET -- FRANCESCA AND CARLOTTA RONDOLI -- CHALI -- THE UMBRELLA -- MY UNCLE
SOSTHENES -- HE? -- A PHILOSOPHER -- ALWAYS LOCK THE DOOR! -- A MEETING -- THE LITTLE CASK -- HOW HE GOT THE
LEGION OF HONOR -- THE ACCURSED BREAD -- WHAT WAS REALLY THE MATTER WITH ANDREW -- MY LANDLADY --
THE HORLA, OR MODERN GHOSTS -- LOVE. THREE PAGES FROM A SPORTSMAN'S BOOK -- THE HOLE -- SAVED --
BELLFLOWER -- THE MARQUIS DE FUMEROL -- THE SIGNAL -- THE DEVIL -- EPIPHANY -- IN THE WOQOD -- A FAMILY --
JOSEPH -- THE INN -- UGLY
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NEW YORK TIMES BESTSELLER AND INSPIRATION FOR THE NETFLIX LIMITED SERIES, HAILED BY ROLLING STONE AS "A
GREAT ONE." "A single mother's personal, unflinching look at America's class divide, a description of the tightrope many families walk just
to get by, and a reminder of the dignity of all work." -PRESIDENT BARACK OBAMA, Obama's Summer Reading List At 28, Stephanie
Land's dreams of attending a university and becoming a writer quickly dissolved when a summer fling turned into an unplanned pregnancy.
Before long, she found herself a single mother, scraping by as a housekeeper to make ends meet. Maid is an emotionally raw, masterful account
of Stephanie's years spent in service to upper middle class America as a "nameless ghost" who quietly shared in her clients' triumphs, tragedies,
and deepest secrets. Driven to carve out a better life for her family, she cleaned by day and took online classes by night, writing relentlessly as
she worked toward earning a college degree. She wrote of the true stories that weren't being told: of living on food stamps and WIC coupons, of
government programs that barely provided housing, of aloof government employees who shamed her for receiving what little assistance she
did. Above all else, she wrote about pursuing the myth of the American Dream from the poverty line, all the while slashing through deep-rooted
stigmas of the working poor. Maid is Stephanie's story, but it's not hers alone. It is an inspiring testament to the courage, determination, and
ultimate strength of the human spirit.

Learning, Growing, Getting Along (ages 6 to 12)

Spawn's Universe: #1

Wreiana 2017

101 Life Skills Games for Children

francais, historique, géographique, mythologique, bibliographique, littéraire, artistique, scientifique, etc

The Gerald Stanley and Colten Boushie Case

New French Manual ...
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