Bibliography

Aarseth, Espen (1997).Cybertext�Perspectives on Ergodic Literature . Baltimore: Johns Hopkins University Press. Altman, Robert (1994).Short Cuts . In Fine Line Features. Anderson, John J. (1989, March).Lippman on Interactivity.MacUser, p. 91—96. Arijon, Daniel (1991).Grammar of the Film Language. Los Angeles: Silman-James Press. Atwood, J. W. Jr., Burnett, M. M. , Walpole, R. A. , Wilcox, E. M. , & Yang, S. (1996).Steering Programs via Time Travel. InIEEE Symposium on Visual Languages, Boulder, Colorado: IEEE. Baird, Freedom (1997).The Un/Real Duet�Intimacy & Agency through Interaction with a Virtual Character . MS, MIT Media Laboratory. Baker, Augusta, & Greene, Ellin (1977).Storytelling Art and Technique (1st ed.). New York & London: R. R. Bowker Company. Bal, Mieke (1980).Narratology�Introduction to the Theory of Narrative (Christine van Boheemen, Trans.). (1 ed.). Toronto: University of Toronto Press. Bamberger, Jeanne, & Sch�n, Donald A. (1982).Learning As Re�ective Conversation with Materials: Notes From Work In Progress No. WP-17). Department of Urban Studies and Planning, and the Division for Study and Research in Education, MIT. Bates, Joseph (1992).Virtual Reality, Art, and Entertainment.Presence: The Journal of Teleoperators and Virtual Environments ,1(1), 133—138. Bazin, Andre (1971).What Is Cinema (Hugh Gray, Trans.). Berkeley: University of California Press. Berry, Jack (1991).West African Folk Tales (Jack Berry, Trans.). (2nd ed.). Evanston, Illinois: Northwestern University Press. Bettelheim, Bruno (1976). The Uses of Enchantment (2nd ed.). New York: Vintage Books.

Bloch, Gilles R. (1987).From Concepts to Film Sequences No. Yale University Department of Computer Science. Blumberg, Bruce (1994).Action-Selection in Hamsterdam: Lessons from Ethology (paper No. MIT Media Laboratory. Blumberg, Bruce (1996).Old Tricks, New Dogs: Ethology and Interactive Creatures . Ph.D., MIT Media Lab. Bolter, J. David (1991).Writing Space: The Computer, Hypertext, and the History of Writing. Hillsdale, N.J.: L. Erlbaum Associates. Bolter, Jay David, Joyce, Michael, Smith, John, & Bernstein, Mark (1992). Storyspace. In Cambridge, MA: Eastgate Systems. Bordwell, David (1985).Narration in the Fiction Film . Madison, Wis.: University of Wisconsin Press. Bordwell, David (1989).Making Meaning�Inference and Rhetoric in the Interpretation of Cinema . Cambridge, Massachusetts and London, England: Harvard University Press. Bordwell, David (1994).Understanding Filmic Understanding . (pp. 29). University of Wisconsin - Madison: Borges, Jorge Luis (1962).Ficciones (Anthony Kerrigan, Trans.). New York: Grove Press. Borges, Jorge Luis (1964).Labyrinths; Selected stories & other writings (Augmented ed.). New York: New Directions Publishing Corp. Borges, Jorge Luis (1967).A Personal Anthology. New York: Grove Press. Brachman, Ronald J., & Levesque, Hector J. (Ed.). (1985).Readings in Knowledge Representation. Los Altos, California: M. Kaufmann Publishers. Branigan, Edward (1984).Point of View in the Cinema. Berlin: Mouton Publishers. Branigan, Edward (1992).Narrative Comprehension and Film. New York, New York: Routledge. Bright�eld, Richard (1984). The Curse of Batterslea Hall . Toronto: Bantam Books. Bringsjord, Selmer (1998, March/April 1998). Chess Is Too Easy.MIT’s Technology Review, p. 23—28.

Britton, Bruce K., & Pellegrini, A. D. (Ed.). (1990).Narrative Thought and Narrative Language . Hillsdale, New Jersey: Lawrence Erlbaum Associates. Brooks, Kevin (1994).A Computational Structure of �Journey Home� (paper No. MIT Media Laboratory. Brooks, Kevin (1995).Agent Stories. InAAAI Spring Symposium Series�Interactive Story Systems: Plot and Character, (pp. 19—22). Stanford University: American Association for Arti�cial Intelligence. Brooks, Kevin M. (1996).Do Story Agents Use Rocking Chairs? The Theory and Implementation of One Model for Computational Narrative. In W. Hall & T. D. C. Little (Ed.),ACM Multimedia ’96, (pp. 317—328). Boston, MA: The Association of Computing Machinery, Inc. Brooks, Kevin M. (1997).Programming Narrative. InIEEE Visual Languages ’97. Capri, Italy: IEEE. Brooks, Rodney (1990).Elephants Don’t Play Chess.Robotics and Autonomous Systems,6 , 3—15.

Bruckman, Amy (1990).The Combinatorics of Storytelling: Mystery Train Interactive No. Interactive Cinema Group internal paper). MIT Media Lab. Bruner, Jerome (1986).Actual Minds, Possible Worlds. Cambridge, MA & London, England: Harvard University Press. Burch, No�l (1981).Theory of Film Practice (Helen R. Lane, Trans.). (3 ed.). Princeton, New Jersey: Princeton University Press. Bush, Vannevar (1945).As We May Think.Atlantic Monthly (July ), 101—108. Campbell, Joseph (1949).The Hero with a Thousand Faces. New York: Pantheon Books. Carr, David (1986).Time, Narrative, and History (1 ed.). Bloomington: Indiana University Press. Chatman, Seymour (1978). Story and Discourse�Narrative Structure in Fiction and Film (1 ed.). Ithaca and London: Cornell University Press. Chatman, Seymour (1981). What Novels Can Do That Films Can’t (and Vice Versa). In W. J. T. Mitchell (Eds.),On Narrative (chap. Chicago: The University of Chicago Press. Chatman, Seymour (1990). Coming To Terms�The Rhetoric of Narrative in Fiction and Film. Ithaca: Cornell University Press.

Clarkson, Atelia, & Cross, Gilbert B. (1980).World Folktales�A scribner Resource Collection . New York: Charles Scribner’s Sons. Colby, Kenneth Mark (1964). Programming a Computer Model of Neurosis.Journal of Mathematical Psychology ,1

, 405—417. Colby, Kenneth Mark (1975). Arti�cial Paranoia�a computer simulation of paranoid processes (1 ed.). New York: Pergamon Press Inc. Courlander, Harold (1975). A Treasury of African Folklore. New York: Crown Publishers. Cremers, Anna Helena Maria (1996). Reference to Objects: An empirically based study of task-oriented dialogues. Ph.D., Technical University of Eindhoven. Dancyger, Ken (1993).The Technique of Film and Video Editing. Boston: Focal Press. Dancyger, Ken, & Rush, Je› (1995).Alternative Scriptwriting (2 ed.). Boston: Focal Press. Darnton, Robert (1984). The Great Cat Massacre and Other Episodes in French Cultural History . New York: Basic Books. Davenport, Glorianna (1987). New Orleans in Transition, 1983—1986: The Interactive Delivery of a Cinematic Case Study. In W. E. Eder (Ed.),The International Congress for Design and Planning Theory, Education Group Conference Proceedings . Boston: The American Society of Mechanical Engineers. Davenport, Glorianna (1994). Bridging Across Content and Tools.Computer Graphics,28

(1), 31—32. Davenport, Glorianna (1996). Indexes Are �Out,� Models Are �In�.IEEE MultiMedia, pp. 10—15. Davenport, Glorianna (1997). The Care and Feeding of Users.IEEE MultiMedia, pp. 8—11. Davenport, Glorianna, Aguierre-Smith, Thomas, & Pincever, Natalio (1991). Cinematic Primitives for Multimedia.IEEE Computer Graphics & Applications, 67—74. Davenport, Glorianna, Evans, Ryan, & Halliday, Mark (1993). Orchestrating Digital Micromovies.Leonardo,26

(4), 283—288. Davenport, Glorianna, & Friedlander, Larry (1995). Interactive Transformational Environments: Wheel of LIfe. InContextual Media: Multimedia and Interpretation (pp. 1—25). (chap. Cambridge, MA: MIT Press.

Davenport, Glorianna, & Murtaugh, Michael (1995). ConText�Toward the Evolving Documentary. InACM Multimedia ’95, (pp. 381— 389). San Francisco: ACM. Davis, Harley Evan (1987).Views: Multiple Perspectives and Structured Objects in a Knowledge Representation Language. Bachelor and Master of Science, Electrical Engineering and Computer Science, Massachusetts Institute of Technology. Davis, Randall, Shrobe, Howard, & Szolovits, Peter (1993, Spring). What is Knowledge Representation? AI Magazine, p. 17—33. Dyer, Michael G. (1983).Understanding Stories Through Morals and Remindings. In A. Bundy (Ed.),International Joint Conference on Arti�cial Intelligence , 1 (pp. 615). Karlsruhe, West Germany: William Kaufman, Inc. Eastgate Systems, Inc. (1996).StorySpace. In Cambridge, Massachusetts: Eastgate Systems. Epel, Naomi (Ed.). (1993).Writer’s Dreaming. New York: Vintage Books. Evans, Ryan (1994).Log Boy Meets Filter Girl: A Tool Kit for Personalizable Movies. M.S., Massachusetts Institute of Technology. Faulkner, William (1956). The Sound and the Fury. New York: Modern Library. Field, Syd (1982).Screenplay�The Foundations of Screenwriting (2 ed.). New York: Delacorte Press. Flower, Linda (1993).Problem Solving Strategies for Writing (4th ed.). Fort Worth, Texas: Harcourt Brace College Publishers. Foner, Leonard (1993).What’s An Agent, Anyway? (Agents Memo No. 93-01). MIT Media Lab. Forster, E. M. (1954).Aspects of the Novel. New York: Harcourt, Brace & World. Galyean, Tinsley (1995).Narrative Guidance of Interactivity . Ph.D, MIT Media Lab. Goldberg, Natalie (1986).Writing Down the Bones. Boston: Shambhala. Goldman-Segall, Ricki (1995).Con�gurational Validity: A Proposal for Analyzing Ethnographic Multimedia Narratives.Journal of Educational Multimedia and Hypermedia,4 (2), 163—183.

Green, Jeff (1994).Midnight Stranger . In San Diego: Gazelle Technologies.

Greenwell, Mike (1988).Knowledge Engineering For Expert Systems. Chichester: Ellis Horwood Limited. Halliday, Mark (1993).Digital Cinema: An Environment for Multi-Threaded Stories. M.S., Massachusetts Institute of Technology. Hayes, John R., & Flower, Linda S. (1980).Identifying the Organization of Writing Processes. In L. W. Gregg & E. R. Steinberg (Eds.),Cognitive Processes in Writing (pp. 3—30). (chap. Hillsdale, New Jersey: Lawrence Erlbaum Associates. Hayes-Roth, Barbara, & van Gent, Robert (1997).Story-Making with Improvisational Puppets. In W. L. Johnson (Ed.),Autonomous Agents ’97, (pp. 1—7). Marina Del Rey, California, USA: ACM Press. Hedges, Inez (1991).Breaking The Frame�Film Language and the Experience of Limits. Bloomington/Indianapolis: Indiana University Press. Hooper, Paula K. (1996).�They Have Their Own Thoughts� - A Story of Constructionist Learning in an Alternative African-Centered Community School. In Y. Kafai & M. Resnick (Eds.),Constructionism in Practice (pp. 241-253). (chap. Mahway, New Jersey: Lawrence Erlbaum Associates. Hooper, Paula (1998)They Have Their Own Thoughts - Children’s Learning of Computational Ideas from a Cultural Constructionist Perspective. Ph.D., Massachusetts Institute of Technology. Horton, Andrew (1994). Writing the Character-Centered Screenplay . Berkeley, CA: University of California Press. Houbart, Gilberte (1994). Viewpoints on Demand: Tailoring the Presentation of Opinions in Video. M.S., MIT Media Lab. Jarmusch, Jim (1989).Mystery Train. In JVC Entertainment. Joyce, Michael (1997).A�ernoon . In Cambridge: Eastgate Systems. Karmouch, Ahmed, & Emery, James (1996). A Playback Model for Multimedia Documents.IEEE MultiMedia,3

(1), p.50—61. Kelso, Margaret Thomas, Weyhrauch, Peter, & Bates, Joseph (1992). Dramatic Presence.Presence, The Journal of Teleoperators and Virtual Environments (December). Kermode, Frank (1980).Secrets of Narrative Sequence. In W. J. T. Mitchell (Eds.),On Narrative (pp. 270). (chap. Chicago: University of

Chicago Press. Klein, Sheldon, Aeschlimann, John F., Appelbaum, Matthew A., Balsiger, David F., Curtis, Elizabeth J., Foster, Mark, Kalish, S. David, Kamin, Scott J., Lee, Ying-Da, Price, Lynne A., & Salsieder, David F. (1974).Modeling Propp and L�vi-Strauss in a Metasymbolic Simulation System. In H. Jason & D. Segal (Eds.),Patterns in Oral Literature (pp. 141—171). (chap. Chicago, Illinois: Aldine. Kolodner, Janet L. (1993).Case-based Reasoning. San Mateo: Morgan Kaufmann. Kroeber, Karl (1992).Retelling/Rereading�The Fate of Storytelling in Modern Times . New Brunswick, New Jersey: Rutgers University Press. Kurosawa, Akira (1951).Rashomon. In A Daiei Production. Lamott, Anne (1995).Bird by Bird. New York: Anchor Books. Landow, George (1992).Hypertext: The Convergence of Contemporary Critical Theory and Technology. Baltimore: The Johns Hopkins University Press. Laurel, Brenda (Ed.). (1990).The Art of Human-Computer Interface Design. Reading, Massachusetts: Addison-Wesley. Laurel, Brenda (1993).Computers as Theatre (2 ed.). Reading, Massachusetts: Addison-Wesley Publishing Company. Lehnert, Wendy G., Dyer, Michael G., Johnson, Peter N., Yang, C. J., & Harley, Steve (1983).BORIS�An Experiment in In-Depth Understanding of Narratives.Arti�cial Intelligence ,20 (2), 15—62.

Lehrer, Richard (1993).Authors of Knowledge: Patterns of Hypermedia Design. In S. P. Lajoie & S. J. Derry (Eds.),Computers As Cognitive Tools (chap. Hillsdale, New Jersey: Lawrence Erlbaum Associates. Leitch, Thomas M. (1986).What Stories Are�Narrative Theory and Interpretation . University Park: The Pennsylvania State University Press. Lightman, Alan (1993).Einstein’s Dreams. New York: Warner Books. Livo, Norma J., & Rietz, Sandra A. (1986).Storytelling�Process & Practice . Littleton, Colorado: Libraries Unlimited, Inc.

Lord, Albert B. (1960).The Singer of Tales. Cambridge, MA: Harvard University Press. Maes, Pattie (1989).How to Do the Right Thing.Connection Science,1 (3), 291—323.

Maes, Pattie (1990).Situated Agents Can Have Goals. In pp. 43). Brussels, Belgium and Cambridge, MA: Vrije Universiteit Brussel and Massachusetts Institute of Technology. Maes, Pattie (1992).Behavior-Based Arti�cial Intelligence . InSecond Animat Conference on Adaptive Behavior, (pp. 15). Hawaii: Maes, Pattie (1994).Modeling Adaptive Autonomous Agents.Arti�cial Life Journal ,1 (Numbers 1 & 2).

Maes, Pattie, & Kozierok, oobyn (1993).Learning Interface Agents. InAAAI ’93, (pp. 459—465). Washington, D.C.: Mamet, David (1991).On Directing Film. New York: Viking. Martin, Rafe (1996).Between Teller and Listener: The Reciprocity of Storytelling. In C. L. Birch & M. A. Heckler (Eds.),Who Says?� Essays on Pivotal Issues in Contemporary Storytelling (pp. 141—154). (chap. Little Rock, Arkansas: August House, Publishers. McKee, Robert (1993).Story Structure . InRobert McKee’s Story Structure, (pp. 37). New York, NY: Two Arts, Inc. Miller, Randl, & Miller, Robyn (1993).Myst. In Broderbund. Mitchell, W.J.T. (Ed.). (1981).On Narrative (2 ed.). Chicago: The University of Chicago Press. Mohl, Robert (1982).Cognitive Space in the Interactive Movie Map: an investigation of spatial learning in virtual environments . Ph.D., Massachusetts Institute of Technology. Moulthrop, Stuart (1990). Hypermedia ¥ Recursion ¥ Literature No. University of Texas at Austin. Moulthrop, Stuart (1991). Victory Garden. In Cambridge, MA: Eastgate Systems. Murray, Janet H. (1991).Anatomy of a New Medium: Literary and Pedagogic Uses of Advanced Linguistic Computer Structures.Computers and the Humanities,25 , 1—14.

Murray, Janet H. (1997).Hamlet on the Holodeck�The Future of Narrative in Cyberspace . New York: The Free Press.

Murtaugh, Michael Luke (1996). The Automatist Storytelling System: Putting the Editor’s Knowledge in So�ware . M.S., MIT. Nelson, Theodor Holm (1987). Literary Machines. Available from the Author at P.O. Box 128, Swarthmore PA 19091. Nelson, Victoria (1993).On Writer’s Block�A New Approach to Creativity . Boston: Houghton Mi–in Company. Niesz, Anthony J., & Holland, Norman (1984). Interactive Fiction .Critical Inquiry,11 , 110—129.

Oren, Tim, Salomon, Gitta, Kreitman, Kristee, & Don, Abbe (1990). Guides: Characterizing the Interface. In B. Laurel (Eds.),The Art of Human-Computer Interface Design (pp. 367—381). (chap. Reading, Massachusetts: Addison-Wesley. Papert, Seymour (1993).Mindstorms: Children, Computers, and Powerful Ideas (2 ed.). New York: Basic Books. Pavic, Milorad (1988).Dictionary of the Khazars (Christina Pribicevic-Zoric, Trans.). New York: Alfred A. Knopf. Pearson, Carol S. (1989).The Hero Within — Six Archetypes We Live By (2nd ed.). New York: HarperCollins Publishers. Perlmutter, Martin (1982). Murder, Anyone? In Cincinnati, Ohio: Vidmax Inc. Perlmutter, Martin (1983). Many Roads To Murder. In Cincinnati, Ohio: Vidmax Inc. Piaget, Jean (1954).The Construction of Reality in the Child . New York: Basic Books. Propp, Vladimir (1968).Morphology of the Folktale (Laurence Scott, Trans.). (2 ed.). Austin, Texas: University of Texas Press. Reisz, Karel, & Miller, Gavin (1968).The Technique of Film Editing (2 ed.). New York: Hastings House. Rhodes, Bradley, & Maes, Pattie (1995).The Stage as a Character�Automatic Creation of Acts of God for Dramatic E›ect. InAAAI ’95 Symposium on Interactive Story Systems: Plot and Character. Stanford, CA: AAAI. Ricoeur, Paul (1981).Narrative Time. In W. J. T. Mitchell (Eds.),On Narrative (pp. 270). (chap. Chicago: University of Chicago Press. Rieger, Chuck (1985). An Organization of Knowledge for Problem Solving and Language Comprehension. In R. J. Brachman & H. J. Levesque (Eds.),Readings In Knowledge Representation (pp. 487—507). (chap. San Mateo, California: Morgan Kaufmann Publishers, Inc.

Robinson, Richard, Cook, Devin, & Tanimoto, Steven (1995). Programming Agents with Visual Rules. InVisual Programming Languages ’97, (pp. 13—20). Germany: IEEE. Roemer, Michael (1995).Telling Stories: Postmodernism and the Invalidation of Traditional Narrative . Lanham, Maryland: Rowman & Little�eld Publishers, Inc. Rosenberg, Jim (1996).The Interactive Diagram Sentence: Hypertext as a Medium of Thought.Visible Language,30 (2), 102—117.

Rousseau, Daniel, & Hayes-Roth, Barbara (1996).Personality in Synthetic Agents No. KSL 96-21). Knowledge Systems Laboratory, Stanford University. Rousseau, Daniel, & Hayes-Roth, Barbara (1997).Improvisational Synthetic Actors with Flexible Personalities No. KSL 97-10). Department of Computer Science, Sanford University. Rubin, Benjamin (1989).Constraint Based Cinematic Editing. Master of Science in Visual Studies�Media Arts and Sciences Section, Massachusetts Institute of Technology. Schank, Roger, Bareiss, Ray, Fano, Andrew, Osgood, Richard, & Ferguson, William (1992). Agents in the Story Archive (Technical Report No. #27). Northwestern University. Schank, Roger C., & Abelson, Robert P. (1977).Scripts, Plans, Goals and Understanding -- An Inquiry into Human Knowledge Structures. (1 ed.). Hillsdale, New Jersey: Lawrence Erlbaum Associates, Publishers. Schank, Roger C., & Abelson, Robert P. (1995).Knowledge and Memory: The Real Story. In R. S. Wyer Jr. (Eds.),Knowledge and Memory: The Real Story�Advances in Social Cognition (chap. Hillsdale, New Jersey: Lawrence Erlbaum Associates. Screenplay-Systems (1994).Dramatica. In Burbank, California: Screenplay Systems. Sharman, Jim (1975).The Rocky Horror Picture Show. In 20th Century Fox. Sharples, Mike, Hogg, David, Hutchison, Chris, Torrance, Steve, & Young, David (1989). Computers and Thought -- A Practical Introduction to Arti�cial Intelligence . Cambridge, Massachusetts and London, England: MIT Press. Sherman, Eric (1988).Directing the �lm -- Film Directors on their Art . Los Angeles: Acrobat Books.

Smith, Alexander McCall (1989). Children of Wax�African Folk Tales . New York: Interlink Books. Smith, Frank (1994).Writing and the Writer (2nd ed.). Hillsdale, New Jersey: Lawrence Erlbaum Associates. Strohecker, Carol, Brooks, Kevin M., & Friedlander, Larry (1999). Tired of Giving In: An Experiment in Narrative Unfolding (Technical Report No. TR99-16). MERL�A Mitsubishi Electric Research Laboratory. Tarantino, Quentin (1994). Pulp Fiction. In Miramax Films. Tecuci, Gheorghe (1998).Building Intelligent Agents . San Diego, CA: Academic Press. Tello, Ernest R. (1989).Object Oriented Programming for Arti�cial Intelligence: A Guide to Tools and System Design (1 ed.). Reading, Massachusetts: Addison-Wesley Publishing Company, Inc. Thompson, Roy (1993).Grammar of the Edit. Oxford, England: Focal Press. Thompson, Stith (1955—58). Motif Index of Folk Literature . Bloomington: Indiana University Press. Thompson, Stith (1977). The Folktale . Berkeley, California: University of California Press. Torrance, Mark, Thomas, Glyn V., & Robinson, Elizabeth J. (1996). Finding Something to Write About: Strategic and Automatic Processes in Idea Generation. In C. M. Levy & S. Ransdell (Eds.),The Science of Writing: Theories, Methods, Individual Di›erences, and Applications (pp. 189—205). (chap. Mahwah, New Jersey: Lawrence Erbaum Associates. Tsarkova, Natalia (1997).Dynamic Collage�An Interface for Digital Stories . M.S., Massachusetts Institute of Technology�Media Laboratory. Vogler, Christopher (1992). The Writer’s Journey�Mythic Structure for Storytellers & Screenwriters . Studio City, CA: Michael Wiese Productions. Wagner, Jane (1986).The Search for Signs of Intelligent Life in the Universe. New York: Harper & Row, Publishers. Wallace, Martin (1986). Recent Theories of Narrative. Ithaca: Cornell University Press. Wavish, Peter, & Connah, David (1997). Virtual Actors that can Perform Scripts and Improvise Roles. In W. L. Johnson (Ed.),Autonomous

Agents ’97, (pp. 317—322). Marina Del Rey, California, USA: ACM Press. Way, Eileen Cornell (1991).Knowledge Representation and Metaphor. Boston: Kluwer Academic Publishers. Weitzman, Louis, & Wittenburg, Kent (1994). Automatic Presentation of Multimedia Documents Using Relational Grammars. InMultimedia 94, (pp. 443—451). San Francisco, CA, USA: ACM. Weizenbaum, Joseph (1966). ELIZA�A Computer Program For the Study of Natural Language Communication Between man and Machine. Communications of the ACM,9

(1), 36—45. Weizenbaum, Joseph (1976). Computer Power and Human Reason. San Francisco: W. H. Freeman. Wilson, George M. (1986).Narration in Light . Baltimore and London: The Johns Hopkins University Press. Winograd, Terry, & Flores, Fernando (1986). Understanding Computers and Cognition. Norwood, New Jersey: Ablex Publishing Corporation. Zettl, Herbert (1990).Sight, Sound, Motion: applied media aesthetics (2 ed.). Belmont, California: Wadsworth Pub. Co. Zipes, Jack (1987).The Complete Fairy Tales of the Brothers Grimm (Jack Zipes, Trans.). Toronto: Bantam. Zipes, Jack (1989).Beauty and the Beast�and Other Classic French Fairy Tales (Jack Zipes, Trans.). New York: Penguin Books.