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“The next Knightmare is going to be :
the most powerful adventure gome
ever produced on television!™
"l settled by the blazing fire ond looked out of the window, Acrass the deepest of dark forest | saw @
glimmer of light shining from a tall forbidding castfe. | clutched my clogk round me and gripped
the sword that lay at my side. From across$ the forest & voice colled me on to adventure and.danger

on a quest for the Powers that Be. Placing my helm s an my head and taking up my eye
shield and bag | set off for whatever lay beyond...” :

A warm welcome, Adventuters All, 't{}fthel thit bu ¢ di : ate them, so please keep them

would you hke to see again
| Knightmare series? Please let

we receive at Knightmare Castle asking for 2
application form to appear on the programme.
Congratulations to the Knightmare Gang from support over the last year! And good adventuring!
Preston — Motley, Oleta, Syl, and Skull that Ticks Wilf Wriaht
Away - for a superbly crafted letter! Ed.?tor

With so much to cram into this issue of TQ
there's been little space for your contributions,

...... 1 New Henorary Member

' erpsaword compiiers
ondon Cartoon L&

and Hyde - during the

sepvant, working pear Loneor

- he becomes an HF:G : a
Master? Treguard, beware: At
| <t ning cartoonist,

| outine of life atKnightmare C =
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SHIRKER SMIRKENORF ).—
GOT TO THIS




(ﬁ:u; very xmn cavern elf - Stepha’me E»Ltg w‘“(}’&‘d’ér st

Heépy- otted in woodl dsi near
her home towry’of G(Qvese i
time, thoughy The Weodlan

up on Crlme
nsw:er to Crimewatch
nere is no cormectmn

ford Fear” Knight? He's been a bad
boi}“mnﬂ'[x}“s The Bill, and playing the piano in
an abbatoir in rural Wales! Perhaps he’ll fill us
|h:with a few more details on that one in
time.for the next issue of TQ, but in th
meantime Sir Hugh de Wittless's horse has
disappeared without trace! Could this be the
end for Sir Hugh?

'a 17th century monk! And wne1d|ng a

aken {0 wa

butterfly net! You'll be able to see why in
BBC1's bran ild i
Timebusters :

e e ,;'

msﬁe fTGg pole

in record shops now is amn- L.|t|ng special
edition of Jeff Wayne's Wel Carry On, from
his new musical version of Spartacus. All
proceeds to Tendis. (A singing Skarkitl. =
EdJ. Brilliant!

7
Don’t Go!
It's time to raid the piggy bank for your annual
subscriptior>ta. the Knightmare Adventurers

Club, whith exp i u 1 ‘ls‘t 1992. To
contmu recel ﬁ/\The Qus '_ \cher
spetEAl U fferspvaia m']

gn'lu s

send your-eheq e 0 “ty £3.95
{mafle ouf to Knighta venture Club)
7 PO Bax 405, Nor 4 7DE. théecpew

member ratyjs now & g of
£1-for our lovalmembEE t make’ i your
payment is with us by the An 3 5 line!
Don't forget to tell us your g0 ership
number when you write to mﬁ and whether
you've moved since last year so that we can
keep our records up to date.

Paqge 2

If your heels be nimble and light
You can get there by candlelight
Setting out fo explore a mysterious, overgrown
path, Sam, Jimmy and Pippa discover they have
stumbled on a magic gateway to 2 warld of
dreams — the legendary Knightmare Castle, But
Treguard, master of Knightmare Castle, has
been taken prisoner by the dark pawers of the
dread Lord Fear...

*Oh, what a Knightmare...
I've run out of jokes!”
Congratulations to TQ2's Caption

Competition award-winner, Joanne Green,
11, of Radcliffe-on-Trent, Nottingham.

Curry And Pickle'

: Mar ;ust befere Cklfiﬁtmgs ﬁfard
rewmg I;my meﬂ*ﬁer and

Knightmare Aﬂvewturtrs (:Iub
ut to be quite a fan of the
me - but af coum'

Lard Fear by Paul Malntosh

Which month of the year has 28 days?
O Tway oy

Hugo "Treguard” Myatt
Jack And The Beanstalk
this Christmas at the
Wyvern Theatre in Swindon, .
We'll also have full details of
times and dates in case
you're not one of our
lucky winners!

I(mghtmare adveﬁmers of aii ageay
But be sure to keep the light oft..
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FIVE GO TO

And there we
all were — Astrid and Trudi, their mum, Chris
from Mindscape and me. Chris had organised a
terrific picnic lunch and we sat munching right
on the top of Ditchling Beacon, the South Downs
spreading down to our right and the sheep
purring contentedly on what must have been the
hottest day of the year so far.

"l didn't know sheep had dogs," said Astrid, as
gobbets of scotch egg left her chin and were
swallowed up by the lush grass.

"Sorry?" said Chris, and we all turned to where
Astrid was pointing at a sign on the stile in front
of us. %uru:uﬂu_gh_thcrc it was in plain English:

) SHEEpP - b
ll[ PLEAGE ENSURE youg boe ’/
L o ISON A LEAD TI

We met at V ictoria btatg I\.rinner
of TO2's Mindscape Lumpetltwﬂ, her twin sister
and mum, and 1. First Surpr]se was that | was
joining them on the *np to Mindscape's HQ in
deepest Sussex.

“You don't fook likexBickle,” observed Trudi. |
produced a spare pointed ear | happened to have
brought with me, and she was almost convinced.

The journey down to Haywards Heath gave me an
excellent chance to find out a bit about our nine-
year-old winner. An excellent swimmer,
having won sc many medals | was
surprised she wasn't weighed down in
the water, it turned out Astrid
absolutely hated Maths. | 4
commiserated with her. Two cats
called Dusty and George. &
“Although sometimes George , §
is called Scratchy,” said Astrid.
| imagined it something to
do with the blue Persian's
scratchy fur - it had more &
to do with the fact that if
you iried to get near [
George he had a tendency [RUR
to rip your throat out.
“But | dan't like dogs,"
Astrid went on. "They're
too dangerous!”

Both Astrid and Trudi had
been glued to Knightmare
since the beginning back in §
1987, and were falling over
themselves to tell me their g
favourite bits over the last five series.
An exhaustive list which ended with a
bloodthirsty, "l hope we're going to see the :
circular saws zgain in the next series!" | was
relieved that we'd arrived at our destination...

We were whisked to Burgess Hill by Steve in the
company’s ever-so-nippy Lancia and plonked on
the turf outside the Mindscape building. It was
huge. Up to the office of the Software
Development Manager, Phil-Harrison, who is nine
foot tall if he's an inch and whose handshake
started from the other side of the room, for a
run-down of what we could expect to see.

“I'll go and get Mike,” said Phil, getting up
slowly to avoid any low-flying aeroplanes, "and
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by David “Pickle” Learner

he'll show you around. Then lunch and a chance
to see Brighton in the afternoon!”

While we waited for Mike | noticed tht hand

W it hasn't éven got a title
yet -was he*lng put 'thrgugh |ts pae—es Joypad in
hand Astrid proved-that you don't necessarily need
Maths to zap baddies when you see them in the car
in front of you, and enemy transportation littered

the highway for the local vultures to sort out.

At this point Phil returned to say that lunch was
ready, or at least he would have done if he
hadn't been stopped dead in his tracks by the
sight of Aslrid determinedly pumping away at
her joypad.
"Do you realise,” he said in the hush of the
development section, "that you are the
first person in the world outside this
building to try this game?"
. Astrid probably didn't care, and
"% went on zapping. “I'd buy it," she
said later, though graciously.
After lunch on the Beacon
and driving straight past
the Mr Whippy van - was
I the only one who'd
wanted an ice-cream? -
i we headed into Brighton
to see at first hand the
i glamour and sheer
| theatricality of the Prince
Regent's Pavilion and to
5 catch a few zeds in the
Lancia. By now we were all
7 exhausted. On to the train
7 for Victoria, and off to our
* various homes.

" "Jamie won't believe I've met
you,” said Astrid. Jamie turned
out to be a friend of the twins.

| got out my trusty reporter’s pad and
' scrawled a note to Jamie. It said, "Jamie
~ now do you believe it?", and | signed it, Pickle
the EIf. And of course Astrid had an ear as proofl

"Say hello to Treguard,” said Trudi, as the little
group merged into the rush-hour mayhem on
Victoria Station. Each was clutching a goody bag
from Mindscape, crammed with posters and hats
and shirts, and soon the twin black carrier bags
had disappeared into the melee.

The day had been a cracker. The girls had a fine
time, and | know | did. I'll remember my day
with them, and their courtesy, and their charm
for quite some time to come. Who needs Maths?

L H's mtrep:d roving reporter Ossian Hawkes is

twelve vears old and o Knightmare devotee,
Agoinst impossible odds (his parents might
have discovered he'd snitched the biscuit tin)
he and his life-long buddy Adam Westwood

settled down at the dead of night ~ well, half
past three - to play the Knightmare boord
game and report back to PO Box 405.

1t was tough, but they came back alive,
bloadied but undumuged, to file this report..

mmsp CAME?

by Ossian Howkes
The game gets ten out of ten for layout. The
board itself is colourful and eye-catching,
although it's not that easy to distinguish one
brown fram the other. Brown, that is. The
questions and riddles (all of them real
Knightmare enes) were excellent, except

' that some of the riddles were too hard. Mind |

you, Adam said that and he lost.. After

' playing three ar four games, though, we

would have run out of riddles, so mavhe it
would be a good idea it they printed Some
more riddie books.

Pickle is a pooka, of caurse, and on the board
the pooka is an enemy, so that needs sorting
out. And they spelt Treguard's name
incorrectly — not on the box, but on the
chance cards... Also, one character from the
game's second level is not featured on the
card inserted in the box!

We gave it six out of ten for easiness. It
certainty shouldn’t be any maore diffieakt! Qur
game took us two and a half hours to
complete, which is a bit too fong, although
we did play it without any breaks af all, sg it
must have been exciting!

Overall the game gets nine out of ten, lts a
good idea to include details of the Club with
the game, so that all your friends can join!
We thought it was going to be around
£15.00, so at £13.95 it's good value! And I
wcn'. of l_:our"s&

Those jolly nice ﬁﬂ}$' £ M
manufacturers of the Kni

game - were deli W
for TQ and are o
game to Club Me
postacm‘d wsth /o




Tim Child - creator, producer of
Knightmare - thank you for taking time
out of your busy schedule to speak to TO.
Work starts soon on Series 6 of
Knightmare. Did you have any idea in
1987, when the first series of Knightmare
was transmitted, that the prograomme
would be guite so successful?

Obviously we had no idea that it would be so
successful. We also didn't have an idea that it
would grow by such proportions. Not just in
success, but in the sheer size of the game's
system. | mean in 1986, 1987, we were trying to
crack the problems of allowing a young person
to wander through a series of eight rooms, from

room to room to room. That was the height of

: I:h!s m su&h aTmg

i e are ;:iomg now, or what we Hﬁﬁﬁ m-
do tomorrow.

Tell me gbout the genesis of
Knightmare. How did it oll stari?

it sterted probably with the playing of eight-bit
computer games. My elder sister had got a job
working with Sir Clive Sinelair in 1986, She was
Basically in charge of guality assurance on the
Sinclair Spectrum - something that aceded

-quality assurance because it had the reputation-

of when you turned the whole thing upside down
all the keys fell out... | was fascinated by what she
was doing, and | got hold of an early “BBC B", and
a Spectrum, and started playing games. They were
like miniature television programmes. They had
pictures - they had text - they had sound, and
what people were able to do was to invent new
games at a tiny proportion of the cost of piloting
a television programme - games that television
had never seen before! | thought of them as a
sort of design tool for TV - a cheap way of
working out an idea and looking at it on screen.
They outputted a picture to an ordinary television
set - they had movement - they had narrative -
they had ol the things that television had, except
at a resolution and a cheapness that meant you
could try almost anything!

And the location of the dungeon?

A lot of the early
computer games were
dungeon games. Things
like Attic Attack -
clever little games
whereby you dropped

* bells?" he says.

Brothet Macc mee’rs an adventurer in the |
' forest. “Can you hear the sound of church

"Sorry?! says our bold adventurer.

Knlghtmure's Creator talk

| suppose it probably was. We wanted a dungeon
master — we wanted a game that was built
around a legend, rather than a conventional
game, whereby you hired, say, Lennie Bennett! |
mean it was ridiculous to have somebody

wearmg a coloured sweater standing in the

m&dﬁk- m‘ & dungeon' So we decided that we

h&d mbe kmd he had to be aloof, he had to be
inscrutable = he had to have a sense of humour,
where ke found something funny although
nabody Was quite sure what it was. It was a
complex character that needed to be designed
and developed from the ground up. I was a bit
worried because | knew Hugo as a somewhat
stagey aetor, and was slightly concerned that he
would find a game show format respectable.
Luckily — and television producers benefit from
this - even the best actors are 85% out of work,
so it's amazing what they will do. Hugo was
prepared to have a go at it, and that was the
main thing.

Since 1987 very few teams have made it

all the way through the treocherous

levels of Knightmare Castle's dungeon.

What makes a winning team?

Whenever we've seen them come in, there's a
buzz goes round the whole Knightmare team -
and that's a very big team, there's about 65
people working on the programme - “This lot
could do it.." The good teams spring forward.
First and foremost they get themselves immersed
in the adventure, in the legend, and there's little
recognition that television is performing a role
around them. They regard it as irrelevant. That's
the first thing. The second thing is that they
communicate with each other. We assemble the

programme in two parfs

- one part is Treguard's

antechamber and the

other part is the

dungeon scenes -and
. going back over an

from one room to “Isaid ~canyou hear the church bells?” adventure when a team
another through a  “gp2 | wins is such a tricky job
series of wellways. | “Aren't the bells tervific?” . because you notice

stole the wellways
blatantly from Attic
Attack, because | was
trying to figure out this =
problem of how to get from one room to
another without having staircases. Staircases are
terrible in studios because studios have solid
floors. You can't dig a hole in a studio floor! The
idea that you just walked into a room, found a
well, leapt down it, solved all the problems.

Hugo Myatt is now firmly established as
Treguard the Dungeon Master. Wos the
role written with him in mind?
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*I¢'s no good ~ | can't hear & word you're
saying for these bmmmg bellst"

how busy a winning
~ adventure is. There's a
' lot of talking going on

- a lot of exchange of
information - not only with the team in the
antechamber, but with the dungeoneer himself.
It's intelligence, but it's application as well and it's
enjoyment. | haven't seen one winning team yet
that hasn't enjoyed their adventure. You'd say,
well they would do that because they've won, but
all the way through they've enjoyed their
adventure, probably more than any of the teams
who've been deemed unsuccessful.

Does that mean it will be more difficult
this series?

The degree of difficulty is one of the hardest
things to measure. We're not intending
consciously to make it mare difficult, but neither
are we intending to dilute the idea of the
adventure game by saying, "Oh, come on, let's
make it easier — let's let everyone win." To be
honest, the good teams and a lot of the bad
teams wouldn't like that! And | don't believe g

=

maost of the viewers want it either P

You audition teams from
all over the country -
what's the furthest
you've travelled?

We've not been aver to
Ireland yet, and we're
hoping to do that in 1992
because there are
obviously a lot of role-
playing adventurers in
Ireland. We keep getting
messages from them!

Viewers are -
continually
writing in to
the programme
with ideas and
suggestions. Do
you ever adopt
any of them?

Not just the viewers... I've
just had a huge screed of ¢
ideas from Lord Fear! Most of
them are very bloodthirsty,
and I'll have to avoid
some of them. Lord Fear
has enough advantages
without plotting the adventures as

well! The cast contribute, the production team
contribute an awful lot in term of ideas, and the
fans and the games players are constantly
inputting. Some of them have a greater
understanding of what is technically possible
than others — what you can actually achieve
with a programme like Knightmare has got to
be of pre-eminent impaortance. It's no good
having a good idea if you can't execute it, and in
a manner which is convincing to the public.

[i¥e sent o note tc
“Piease send black ar
That's exactly v

There have been suggestions regarding
the possibility of a celebrity Knightmare
_children’s TV



good then we'll go ahead and do them. | think
they're all nice ideas. One of then things {'d like
to do is make 32 Knightmares instead of 16. 16
is a ridiculously short series.

This year's series of programmes starts
on September 11th. How long does it
take to ereate those programmes?

We start just as soon as we've finished the last

series, but the year really starts in March. We have
~ . to wait for the good weather to go out and
. about to gather more locations into
> our "graphic database” which is the
' 5 Knightmare world. Throughout
April and May we're designing
graphics and animations,
tricks and traps and so on,
" and also looking at new
characters. Everybody's
got their best-loved
character. Unfortunately

they'd never meet any
- of the new ones if we
" didn't rotate some of
the old characters.

o —

Knightmare is
described as
an  "award-
winning”
o programme.
iV What awards
" have you won?

Three international ones so

- far - unusual for a British

% é’ children’s programme. We

e won the top French award

for video expertise and

creation, again most

unusual because British

programmes don't usually rank

in there. That was the "Jean d'Arcy” award,

i given in memory of the company's founding

president and it's probably one of the most

prestigious awards in Europe. We've also picked

up awards at the New York Film & Television

Festival, and we've also won the top awards for

the guality of merging background pictures
with foreground pictures.

 picture fibrary, saying
hite photo of fim {Child]."
“ they sent us! - £d)

Are you proud of them?

It's nice to get awards, but to be honest | think
that programmes that go chasing awards very
often don't go pleasing viewers.

Knightmare has spawned a series of
noveis by Dave Morris and yourself, a
computer gome and now a board game.
Are they faithful to the original concept
of Knightmare?

They're faithful to the concept - they're very
often different in detail, and that's right. If you
have a book that's totally faithful to a television

The Quest

programme, it can't by its nature be a very good
book. It's got to be a good book first and about
Knightatare second. | think that's exactly the
same with all the by-products of the series. A
good board game could be totally like
Knightmare and yet be a lousy board game.
Knightmare’s roots were in a computer game,
but | didn't copy computer games per se. | took
some of the thematic elements and also some of
the simplicity of
computer games and
made them agree a
pattern for a television
game. Tony Crowther,
who's the games

designer for the

computer game, is

probably one of the

best in the world in his job. It would be stupid
far me to say to Tony, "I'll design the computer
game for you because | know more about
Knightmare than you do."

this path gaes to?"

“It stays exactly whei

Would you like to see “Knightmare =
The Maovie?”

No... When it comes to the point where you say,
“Well, it can't possibly be anything like
Knightmare", then why do it? I'd like to see
someone try, but | wouldn't like to try it myself!

Up to five million people sit down to
watch Knightmare regularfy. Why?

Oh, | think it's the fantasy. Everybody talks
about TV and books being fantasy that get you
away from your humdrum life, and then usually
paint a fantasy which is as close as possible to
the real thing! Knightmare is as far away as
possible from the real thing. It's a celebration of
childhood, just as things like Winnie the Poah
are. Like Tolkien's work. I just happens to be a
particular form of childhood that we all go
through, and that stays with us.

That presumably explains why the
audience’s ages range from 8 fo 80..7

Well, | hope so. | mean | think it's a damn good
game as well, which is nice, because I think even
if you don't like heroic fantasy you €an stilf look
at Knightmare and say, "Cor, that's sharp, what
they do in there!” Or "That's a bit tough, isn't
it?" It appeals to the child in all of us.

The programme's had its critics. Notably
Mary Whitehouse in 13987, who
described it as “damaging.” What do
you say to the critics?

Well, Mary Whitehouse did actually apologise
after she saw the programme. The newspapers
ambush poor old Mary, and they say, "There's
this new television show coming out and
they're killing children on it. What do you say
to that?" And she's got no choice! She says, “|

An adventurer sees Julius Sca ramonger mmi;ng.
towards her down a path in the forest. '

Excuse me,” she says. “Can you tell me where

It doesn't go anywhere,” says Scaramonger.

it' iS! Ta-.-.-pa nnw!"

think that's terrible,” and the next thing that
happens is there's a headline saying "This
Thing Must Stop!!!” She's caught betwixt
and between — once she's put herself up as
having had an opinion she's openly abused by
certain elements of the press. Mary had in
fact never seen the show. | know that in that
area we are fireproof, because right from the
beginning we took so much trouble making
sure that we did not behave in an
irresponsible way.

So your answer would be, “Watch the
programme.”

| think that if there are criticisms let's have
them! If we've slipped up, tell us about it -
we're watching it - we're trying to be careful,
but we're not so smug that we don't know we
make mistakes.

We can expect some
surprises in
Series 67

Oh yes. | think that
! the great thing
about Knightmare
is that it was born
out of a will to do a
certain thing. Also a
technological
timetable which would allow the execution of
a certain thing, and that was the very effective
merging of background pictures on computers
from conventional illustrations with
foreground subjects, whose shadows could be
cast on floors and could walk around in a
realistic fashion in areas which they could not.
Now we've come through the period of use of
big broadcast graphic computers which allow
animation and we're moving into the period of
optical laser disc delivery systems. These will
allow fantastic scenes to be re-enacted almost
in real time at a greater resolution than any of
the current broadcast graphics computers
could execute. Why is that important? It's
important because the whole idea of an
adventure game is that the game itself reacts
to the players whilst they're playing it. It poses
the problems ~ it gives them genuine options.
Sometimes they're only either/or options, but
as long as they're agenuing opfions then the
adventure game is a powerful platform. Now
we are entering a technological period where
we can make the adventure game even more
powerful. More powerful than ever before. As
long as we can pick up that challenge and
come up with the right material, and enough
imagination, enough ideas, then we will now
be able to execute them and programmes like
Knightmare will go from strength to strength.
| think there’ll be more adventure games now.
| hope we showed the way in Knightmare -
people may be coming up with something
better because they've seen what we can do -
and Knightmare may not go the ten, twenty
years, whatever the life of these programmes
is, but we'll have had our moment in time and
made our contribution. The next Knightmare
is going to be the most powerful adventure
game ever produced on television.

Perfect. Tim, thank you very much.
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In TQ2 club memtre'r P’aul Mawkins‘ starfed tG ttﬂ his tale af Knightmafé Castle,.. Pickie. h‘as seen Lorﬂ' Fear m‘epaxinig to advance

th.e help ljf Hardrl_ss- the C_(_mfuser. Sir Hugh de Witless and Br’ﬂthcr .._Ma.ce...
With Treguard's little army they went down to confront Lord Fear. As they reached the army Lord Fear shouted
Now read on for the gnppmg conelusion to...

‘ na I j. a tﬂQ by f;auf Hawkins (Memb No 241)

£ He was the perfect prey for Lord Fear! Taking a
different grip on Fear Striker he was about to

- “Attack!l”

Lord Fear slumped to the floor. Dead.

The power of good had trlumphed

and wiped out half the army. Brother Mac and
Sir Hugh together captured Skarkill. Wi@\;}p"

Hordriss battled against the rest of the army,
Treguard took on Lord Fear. Treguard drew
Wyrmslayer, his sword, and Lord Fear drew Fear
Striker, his halberd. They locked in battle.

sthe final blow on Treguard. Trequard had

dmpped Wyrmslayer, and he couldn't reach it...

“ As Lord Fear was about to bring his Fear Striker
crashing down Trequard lifted his feet and
flipped Lord Fear over the fop of his head. He
jumped up. He didn't have enough time to get
Wyrmslayer and gathering power from inside
himself let out a streak of lightning which hit
Lord Fear.

 Knightmare we'd love to see it. M
 there'll be room for it in a future issue of TO!

Wow! !f gﬁ;ﬁ‘é %{ke iia write a story abo"t

Sead your story to:

 The Quest, K"‘ghtmam ﬁ;évw%rm Clug, PO
Bax405 N Wi

Trequard suddenly slipped and fell on the floor.

| WONDER WHAT PICKLE
15 CDOKING TODAY.

This is your chance to see for yourself how
Knightmare is created! You and a friend will be
our guests for the day at Anglia TV's studios in
Norwich - to have lunch wi Treguard and Pickle,
wafch Knightmart being ¢ cordI and find out

what really goes on behind #he scenes in
television's best-known dungeon! re'll be a
goody-bag of souvenirs of your day to }e home!
Just answer these 5 questions — youd| find all
the clues you need in this issue of TQ!
1) Which company manufactur-e{the
Knightmare board game?
2) Re-arrange the letters LOST ARROW to find
\\a well-known Knightmare cartoonist!
3) Yim Child's elder sister used to worf
Richard Branson. True or false?
What's the name of the theatre in Swindes
5) You'll find a cavern elf in the qudlagf
Gravesend. True or false? 5
No%?mpiﬂe this tie-breaker: "| would i
visit sghﬂtmarf Castle becausa

HEY! WILL THAT
REALLY GET MY
SOCKS CLEANER?

LITTLE SALT,
PICKLE

: togeth pt
your mame, address, cluh memrs iip number

o ; and davtlmfphcﬂ@ number, &
i lona I(ennedy — Playing a scatterbrained sorceress who Ionks |IkL Knightmare Adve Lrub |
she should have L-plates on shouldn't be too daunting for lona,  Castle Competiti g
who's already done the odd witch during her career as an actress! PO Box 405

“The L-plates aren't too far from the truth, though,” she admits. "l Norwich wr1270E
learned to drive about two years ago but only in the last month or so Closmg F JU'V 215t 1997, Good Luck!
have | driven on a motorway on my own! | was terrified!” So now we _ .
know what noise a witeh makes

on the M1 - broom, broam!
Adr:an Ne;l — The secret

< later he's back.

“| get seasick!" he says. "I must be the Dnly p:rate in the wld ta
turn green in salt water! | can't even look at a packet of salt and
vinegar crisps!" But Adrian plays a mean guitar, which could well
come in handy for his other role as a lute-playing troubadour. His
ambition is to re-create Michael Caine's role as spy Harry Palmer in
The Ipcress File. Not a lot of people know that...

ther giass of water, please” e gasps.

says the barmaid, "out wou ldn't you|
peefer to drink it he g
“lts not for drinking,”
is on firel”

says Motley. "My house

Page 6 The Quest



S.‘ipp@d in emongst the poges of TQ2 was a quest.'mna:rf abaut Knlgh‘l'm.m: and desptte the fuct
that there were absolutely no prizes on offer for returning them to PO Box 485 — we didi't even pay
your postage! = just over 10% were returried. Now that's o foir engtgh sampie to gssume the
replies fepresenf the VEEWS of most Knightmare wiewers- So here we go with

 but whcltever huppened to Gundrada"-'"

1) Whnr is your favourite children’s
television programme?

85% of you said Knightmare. Phew! The only
other programme that figured anywhere at all
was Children's Ward with 3%,

2] Who is your favourite Knightmare
character?

Top dog with 28% of the vote was the Dungeon
Master himself, Trequard. Pickle was second
with 7695, and an astonishing joint third were
Lord Fear - nobody tell the Opposition, for
goodness sake! — and Gundrada with 12% each.
Close behind them were Cedric and Melisandre,
and votes for no less than 26 other Knightmare
characters! Each of the 26 was semeong’s
favourite, even the crying doats from
Knightmare 5!

3) Are you a boy or a girl?

Oh dear.
outnumber the girls by almost four
to one! 78% of you are boys, <
and 2205 are girls. Let's look

on the bright side — af least
everybody is either a boy o e
agirl! 1

4} Your age?

Almost half of you -
449% - are between
10 and 12, and
exactly 25%

twixt 13

and L Pt

15 Next Lenort gm\nﬁu. 2
a. L s

largest viewing

age group was

between 7 and 9, and a

staggering 709% of people

who watch Knightmare are

over 21 and ought to know better! Seriously, it's
smashing to know that the prog appeals to such
a wide age group, and we know for a fact that
our youngest viewer to date was the ripe old
age of three ond @ half when he became hooked
by events at Knightmare Castlie!

5) Would you like to see nghtmare on at

a loter time?
Two-thirds of you =~ 66% - said an emphatic
"no”, but one in thiee ssid “yes”, which would
seem to back up the answer to question 4 and
that it's parents who set video recorders!

The Quest

Sorry to say the boys ,, =

6] How many series have you watched?

You're a loyal bunch! An amazing 379% replied
that you'd watched all five series to date, 269
of you watched four series, and 279, three
series. Gosh!

7] Would you like to see Knightmare
repeated?

Again, an incredible response that said as many

as seven out of ten of you - 69% - would like

to see Knightmare repeated. And we'd like to

think that the 372 who didn't want to see it a

second time around are only saying that

because they can't

wail for the brand

o new derring-do

“% 5. up at t'Castle

Soin the next
series.

&

Y

7

-:\;’G\_'“

8) Do you watch ell the episodes of
Knightmare?

A resounding yes to this one with 84% of the
vote. Most popular reason for missing some
programmes — guestion 9 - was after school
activities. To quote Barry Norman, “And why
not?"

10} Do you think Knightmare /s too hard?

More than 8 out of 10 — 81% - said no, and
Knightmare's creator agrees with you! You can

T
% o 5 A T
e @ o

read the rest of Wil
interview with him On;.\{hé'::_g_t:;n‘tfe pages
issue! -

f this

11) Would you like to See more w;nnmg
teams?

71% said yes, they would. To achieve that, of
course, means more potential winners need to
apply to be on the programme., The }J‘ii_
process is a rigorous one, and only the very
get through it. The glitter and the glamour, the
nerves and the nail-biting, the terror and the
torment of the television studio have all taken
their toll on many a valiant contender!

12) Anything else you'd like fo say...7

There's not room in TQ for everything
you suggested, but here goes with a selection of
the best!

“A longer show ... the contestants should wear
mediaeval clothing ... Knightmare's better in
the gloom of the dungeon rather than outside
. don't like the eyeshield ... a celebrity
Knightmare ... let's see the Frightknights in
action ... a wider choice of routes ... Smirkenorf
should have a voice! ... more spells . mare
riddles .. confront Lord Fear (and the
Frightknights) in person _.. bring the hobgoblins
into level 3 ... more graphics, like the old
Knightmare _.. bring the trolls and grimwolds
back ... an easier version for younger children!”

The new series of Knightmare begins on Friday
11th September. You'll be able to find out for
yourself how many of your ideas we've taken on
board! In the meantime we put your reply to
question 7 - would you like to see Knightmare
repeated? - to those jolly nice peaple at Anglia
TV for an official reply. This is what they said...

“So far each series of Knightmare
has been much more technically
= advanced than the last. The
E challenges have been more
impressive. Previous series thereforé appear
rather dated. However we would not rule it out

if there is a genuine demand.”

Wen 4 <,

— Roiglitmane —
~ F-Shoet™

Is there a genuine
demand from you, the
loyal Knightmare
watchers, for
repeats of
earlier
serjes?
The questionnaire would seem to say a resounding
"ves", 50 drop us a posteard with your name,
membership number, T-shirt size, and either the
one word "yes" or "no". Send it to:
Repeats
Knightmare Adventurers Club
PO Box 405,
Norwich wnRi4 7DE
We'll make sure your postcard goes to those
jolly nice people at Anglia TV, and there'll be a
draw from all those posteards received for a
Knightmare T-shirt! So get writing!
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1 Rugged ? shirt de51gner Jan "Ou’t of Africa”
Thwaites arrives at the offices of Screens to discuss
her design for the new Knightmare T-shirt. Or has
she come Lo settle a debt?

Dun geon Ruﬂ-

Ctare Coley of Chesterton in Staffordshire is a hive of industry. She sent us this rap, _ i
afthough how she wnd her sister found time to write it, goodness knows!  only say ene word. _ =
If you meet Julius Scaramonger, “What's that?" asks the dingeny e
You won't have your dash much lenger. “Qucht

You'll know this rap is really good

'S got everything a brill rap should

It's all about that Knightmare show,
Off adventuring we must go

You"vé atartgé ROBLED tuming 'ﬁai:k'
€ross the causeway of earth and f’ ire,

To reach the object you require.

You could take the sword or shicld,

IF you wander wood and field.

Reach out for the crown or cup,
Goblins coming, hurry tp!

Keep out of the way of rude Elita,
You're better off if you don't meet ‘er.
She's got the password to Level Two,
But she'll insult you till you're through.
Don't annoy old Smirkenorf

He'll burn you up with one small cough.
If you ride this scaly beast

You'll find out that your gold's decreased.

Page 8

Pclhdpb she hdS come io ‘Lht‘ \..rong p!ace... Eva seems to
have quite a few sweatshirts in her wardrobe, though!

Assistant Editor Claire models the brand new
T-shirt for TQ. Treguard approves, but is
anxious that he's been obscured by Claire’s
eliow! Even so, the T-shirt can be yours, with
the Frightknight in 3 startling black and white
on a blood-red background! The T-shitt is
.. £7.95 and there are children’s
1 sweatshirts at £12.95 and
| adults’ sweatshirts for £14.95.
All prices include p + p.
Send your cheguefp.o.
[made out to Barlson Ltd) to:
. Knightmare Adventurers Club
PO Box 405
Norwich nRia70F
W Please allow 28 days for
delivery!
1 Just before he sends him off on his
| quest Treyuard asks a dungegnee
{ whether he has any pets.
B e gﬁt a budng,u SaYS the

adventurer. ‘It lays square €ggs. 3
Trequard can't beligve his ears. "Square eggs!
' That's incredible. Can it tafk?” 5

“Oh yes," replies the dungeoneer, “but it can

- 4 Jack the Printer still can’t get the
y hang of his early harpsichord! “It'll
never get off the ground,” he says.

Don't buy or sell with too much haste,
You haven't any gold to waste.

Sue C, Sue P, Andrea, Karen, i\rlﬁ Bave, Ossian, Adam, Ben and.
Claire. Also the chaps at the RSPB, especially Mary Simpkin,
Sue Couok at Transworid Publishers, Savah Stewart at MB
Games and Phil and the gang at Mindscape International.

Aesandra is a sorceress,

For dungeoneers she couldn’ care fess.
Shie foves a world of snow and ice,

[ ' wouldn't say that she's too nice.
tow, old Hordriss is a wizard,

He'll help stop Aesandra’s blizzard,

if you please him, who can tell?

You might just end up with a spell!

alternatives wi
not enter in

{f you are a dungeoneer,
You'd better watch out out for Lord Fear.

“The Quest” is pﬁbﬁshed by Brbédsword
Television, Anglia House, Norwieh nri1 216,

Your lifeforce isn't at its best,
One slip could mean the end of your quest.
On our wits you must depend,
Not many make it to the end.

Broadsword are the producers of
“Knightmare" for Anglia Television and
Childrens [TV,

Design & layout by Guildhall Design Studio
35 5t Giles Street, Norwich nez 1N,

Tel. (2603) 624244

This is the best show on TV
All the fan club will agree,
It sends a shiver down my spine,
| can’t wait 'til the turn of Time!

The Quest
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