The Official Newsletter of the Knightmare Adventurers Club

Greetings Adventurers and a very Happy
Christmas! Well by now you will be well and
truly stuck into the new series of
Knightmare, isn't it brilliant?! | really think
that the Production team have excelled
themselves this time, Lord Fear's new waorld
is quite the most horrid and frightening
place that ke could have dreamt up ... ugh! |
can just smell those damp sewers can't you?

And talking of smells, Lissard must have bad

breath for His Nastiness to complain about

it. There are so many new characters in the.
dungeons it is hard to choose a favourite
but don't you just love Rothberry the
apothecary? With all those pills and potions.
it never ceases to amaze me that he has just
the right one at the right time for our poor

helpless dungeoneer. And what about

Raptor? He has certainly whipped thaose
goblins into shape. Romahna has taken over
as Smirky's bodyguard and | know that 1
wouldn't want to mess with her — [ wonder
what happened to her face.. Please write
and let me know who your favourites are
and why - I'll print the best letters in the
next issue, and don't forget to keep sending
me your pictures and jokes. In this issue
there are all the regular features and some
exclusive interviews with newcomers to the
scene. | also managed to borrow the Team's

B

TREGUARD, THERE
IS AN INTRUDER N
THE CASTLE!

diary from the studio and £

have printed the best bits so

that you can see how it really §

feels to be miles from home B =¥
and set upon by Lord F,

Thanks go to all the teams §

who contributed this year, the BL___.
standard was so high that we @8

are going to be hard pushed |

to beat them next year - or

you prove me wrang? |

Tuvit 16 the back page for the §

leas in Christmas [
presents, lots of Knightmare STy
goodies ineluding the bhoard I
game fo keep the who|e TSNS

family well and truly spellbound over the
‘Christmas holiday. Till the New Year, good

adventuring!
Stop Press!

We have just heard from the Powers That Be
at ITV that there will be a new series of
Knightmare next year - stay tuned!

Wilf Wright
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Write to:
Knightmare Knews,

A

PO Box 405 Norwich NR14 7DE

Congratulations!

The Knightmare wedding of the year took
place on Sunday 31st of October when
Cliff "Lissard" Barry married Juliet.
Guess who his best man was..... the
man himself Mark "Lord Fear" Knight!
What an event - Lord Fear looking
after Lissard! By all accounts Mark
behaved himself impeccably, carrying
out all the duties expected of a best
man without referring to Cliff as “Tuna
Breath” once. P.S. 1 hope that you noticed
that they chose an appropriate day for the
wedding - Halloween!!!

uln a Plckle...”

'_ I héme had‘ @ numher af
. letters from you lot asking whaf gxactig did happen to
P{é&ig wel f aﬂwﬁ Trf.'guard 2 askz:d Tm Ch-ﬂfi i even

- hea ) either and im that they 'P&a‘tﬂ same mutual Ebﬁﬁi’l Fr;end& in Waies Euf it
could have been that they have some mutual friends who ARE whales, it is aiways so difficult |
to understand what those two are on about as they tend to talk in riddles all the timeD) so

~ once this issue has gone ta press | shall pack my bags, or at least 2 spolted hankie, and head
far the land of the Celts to sec if | can track him down. | promise to report back i full in the
-n@xt assue“ tinless of eourse there is some mysterious reason for their dnsappeamm that 5.

Lissard because the make-up and
costume go a long way to shaping him
physically.

Was it easy to fearn to Lissssp?

The Quest caught up with CIiff Barry after his
honeymoon to ask him a few personal questions
about what it felt like to play an amphibian.

Lisssp? What lisssp? You mean I've got a lisssp!
Oh no! All that money spent on elocution
lesssonsss! All wasssted!
When your agent first told you that the
part of Lissard was half man half lizard
did it put you off?

How long does it take for the special
scaly make up to be applied?

About an hour of patiently sitting in the
make-up chair to get it on and about the
. same length of time frantically
' ! scrubhing to get it off - | often
5 missed bits and got a few odd
Ui Y looks on the bus.

3 Was it difficuit to

Not at all, mind you | do tend to play
more unusual roles [ike
bareknuckle prizefighters, i
pantomime villains and
scoutmasters.

| understand

that  some . get used to lord
actors pick on T | Fear insulting you
a certain | oll the time?

physical part
of the role in
order to get into
character, did you
do this?

In a way it isn't necessary with

Oh, that's just his little way of
letting me know that he
appreciates me. | think. We're
great chums really... | mean only
this week he showed me how
generous he can be when he gave me
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Trekkies

z@

& Or 4 recent shopping trip to the
Hammersmith  mall, Jackie
| “Majida" Sawaris bumped into a
famitiar face - Naila Khan,
dungeoneer extraordinaire. Jackie
¥ says Lhat she didn't recognise her

straight away due to the lack of
" Helmet on her head! Jackic has been
- very busy since filming Knightmare, she
has been in 4 tea commercial for the
Middle East and wili make her big screen tdebut
in an American movie Called “Death Machine”, g
crass between Roboteop and Alien - all sounds a
bit too scary for me. Jackie comes from America
and will be spending Christmas there where she
will be showing all her family what Knightmare
is ali about.

If you are one of those
people to whom "Beam me
up Scottie” has special meaning then you'll be
pleased to hear that Stage 8 is the official Star
Trek The Next Generation International fan club
- operating in the
UK. [f vou

ant to join

then send an SAE and
00 (UK) te: Sue Bunce,

kwood, Derby. DE21 20D,

membership, fee of
Charingworth Road, O

three things completely unexpectedly — a clip
around the ear, a poke in the eye and a kick up the...

How do you see the character

develaping next year?

Well, I'm sure Lissard will be more settled in next
year, getting used to the alarms and other
strange noises in the tower. I'd like him to have
a bit of “claws on" experience dealing with the
kidsies — maybe dropping a couple of them in
the sewers of Goth, who knows?

[ have to ask - do you really smeil of tuna?

| was rather hoping you'd ask that - yes | do. |

love it! | can't get enough of it! Tuna

sandwiches, tuna gateau, Tuna shampoo...

Finally what do you really think of Lord
Fear? ... Go on you can tell me, it won't
go any further ... Clifford, Clifford! Oh
weltl, | suppose he's only trying to
protect himself.

The Quest



gaHin.s, but “Winler is a (Ireary time!
Jf you ask me (and i's fuﬁle usi[zing amyone else),
then “Winter oughﬁ to be abolished, u}.cmy

with elves, wizards, ynomes and
dragons.

Then you could add children to
the list and life would be pretly
near perfect, especially as

aboli.shing winfer mmran.ienﬂy

takes care nf Christmas. ki
The trouble with being really greal -4
al being bad is that Chrisimas can be a
bit disappointing. Cspecially when the staff
don't take the hint and do a bit of seasonal toadyjing fo
the boss.

J have it en 90&1 mdhoriiy lhat the “Powers Thal
“Be make a right seasonal meal uf il “Hordriss and
Tregua:i even exc}mrlge. Hiﬁs.‘
gﬁc_ﬁﬁutﬁmuubzawﬂdayinfhegnbﬁnpem gf
grippa. and “Rhark started giﬁ—mmﬂ:ing their old
bones and Iam’ing them mtﬁ:r yours iruly.

s not that T don't get presents, badness me nol
Bul the odd DITY, “World mastery kit frﬂm

cnamber containing the Death 9] 5
With fear and trepidation [ waited, hear i
my throat, for the cautious commands that
would guide me to success. As [ side
stepped fleet footedly aecross the deatn
trap the creck of the spikes alerted me to
their imminent reiease. Cold sweot making

my skin clammy, | leaped aside, muttering

g prayer to the patron soint of
dungeoneers, St. Child. A spike was
released with the ferocity of @ mountaln
tiger, missing me by a hair's breadth as | |
collopsed into a safe position. A guick
crawl, and [ could try to fling myself §
through the doorway just before the ceiling
colfopses, entombing me forever...

Just a taster of the kind of effect that oor

puzzles have on our intrepid Dungconttrs‘"’ﬁmnr

puzzles have always been an important part of
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Lissard don't exaclly set the sleigh-bells ringing.
No. “The best thing is o forget all that pudding and
finsel rubbish and get down to some really
serious bad business planninﬂ for
next year. Yeah.that's what the
3 off-season. is all about - gelling
ready for the hunt o star!
again.
Let's take a look says J, af
y things that worked wicked, but
could be even better (or worse, if
i Hou like it that way)

First off: the Death of Spikes. INot a bad
litlle puzzle if J say so myself. Killed off four
a’ungeuncfrs and scared the vafng niﬂhi— ig]lf.s out ufa
fcm ofhers.. Question is: now that rhey ve all seen i,
can it still cut the mustard? p
“Then there's the Firebomb Chamber, u'ml_.i_:r ve got
lo say J'm just a leensy disappointed in this ane. A

damp squib on the perﬁmna,mz side. Only one viclim, -

and. that was a spure gvblin lhat gol lost in the hund.
Note: mus! gel Lissard o turn up the memim:liy
Crgine and get some maore speed ot nf those blocks

the Knightmare dungeon and they have
developed enormously since the first couple of
series. The Travelling Matte Company, who are
responsible for generating the graphics for
puzzles, chambers and wall monsters have been
working on the programme since it's first
planning stages. The designers work closely with
Tim Child to put his ideas on to the screen. Tim
will have an idea about how fo test the team'’s
skill with moving spikes, paving stones or
causeways and the design team will spend hours
creating the three dimensional building blocks
that go to make up a playable game. This year
there was an additional task, to create a new
environment for Lord Fear. As you all know, his

= home was destroyed at the end of the last series

fi;r!d the sewers of Goth which have been built to

replace it were a real challenge to the designers

s well as the teams! Jake Knight, Kafat Lam,

Robert Hemmings and Dave Edwards [Eggwoods)
“all worked together on the project using Silicon

Graphics software — "Soft Image" and "Acrobat”

and fireballs. J keep telling him...we're making
ihings too easy fo.r the. litfle beasts!

Play Your Cards Right... That's what J call o
killer puzale! Over ﬁﬁy per cent wipe-out rate and
devilish cbscure with it! J say keep it on but let's
shufﬂaffmzmchabiffnrnmdfﬁ?m

Nhich Brings us wnvemenﬂy to the new sfuff Let
nuI?me say ﬂf Lord jea.r that he was not an
innovalor. U)ersovlauy ) ﬁmi the old creative business
only a tad less sﬁmufaﬂnﬁ than the old destructive
business.

That's why J've got the old feelers out for some
really heavy lechno-magical offensive hardware. J
mean this tricksy sblff is all ﬁne and dandy, but
there's nothing like

S
Ah;

fire'-aner to get real e
Tespect. o
As for the “Powers z:j
That Be? Hasheens _
and “Wannabees, the lot £,
t:!ff}w:rw.JI And the next Ix.
crop of (Dunﬁconm-s? :
Goblin Fodder!

Frightknight by Elaine Barrett (No. 920]

to produce the environments, The new Sewers of
Goth only took about three days to build but
then they went to Tim Child for approval and
testing. Often minute changes need to be made
which will take hours, for example the dock for
the beat had to be exactly the right size for the
real boat in the studio and the water in the
sewers needed to move at exactly the right speed
to look realistic. The more observant of you may
have noticed that the flames in the torches on
the walls of the sewers actually burn backwards,
was this a deliberate mistake we ask ourselves?

Ideas for the next series are already mulling
around in Tim's mind, | have a feeling that we
are going to see even more computer generated
environments creeping into the dungeons as the
Powers that Be attempt to get one up on Lord
Fear. Have you got any ideas for tricky traps and
dastardly dungeons? Send them to me and |
promise to show them to the production team,
you never know you plans could even be used in
the new series.
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card game featuring

Knightmare characters

- The Rules -
Cut out cards, attach to breakfast
eereal box card using glue. Divide
cards between two players. Player One
picks 2 score from his top card's
statistic and matches it with the
equivalent af his opponent's. The one
with the highest number wins his
opponent’s card, and then gets to
choose 2 new statistic from his next
card. After use, a card goes to the
bottor of the pile. The game ends

Qhen ane player has all the cards. /
a Potdriss - A

Fuirly recent convert to
The Powers That Be,
although it is J
suggested by cynics §B
that this move was [}
more far personal
convenience than
anything else.
Seeks to advonce
himself in  the
magical field and has
great concern for his
reputation. Hordriss is proud,

some might say conceited, and should be
treated accordingly.

Age: T4 Goodness: 7
Power: 8  Appeorance: 4
Magyck: 9 Health: 4

A green dragon, and now
ane of the last
remaining members
af this rare breed,
He s fed by [
Romahna, whose “ 4
people have W
pledged to protect \§
the remaoining ";‘
dragons [(not that
they usually need it}
'Smirky" os he is
offectionately known [(but only

by extremely close friends) is the fostest route
to Level 2, but is not cheap.

A short but ednca;tiaﬁal\‘

J
" Smitkenorff -

Age: 567 Goodness: 7

Power: 7 Appenrance: 5

Magyck: 6 Hedlth: 6
Page 4

Dungeon Master and
feader of The Powers
That Be. Anglo Saxon
Knight who now
makes his home in
Knightmore
Castle, where he
bottles with Lord
Fear via variaus
Dungeoneers. His
assistant is Majida.
Trequord is held back
by the confines of the Greater

Game from helping adventurers as much as he
would fike.

Age: 39 Goodness: 9
Power: 10 Appedrance: 6
Margyek: 7 Health: 8

N
/

- KiTiss -

Devoted doughter of
Hordriss.  She s
training te be a
Sorceress, but is not
making great
progress. Sidriss s
extremely nice, but %
can often be naive.
She is often taken
udvantage of by Lord
Fear and used os o
trap for her father. Sidriss is

olways friendly to Dungeoneers, however, and
can make o goad affy.

Age: 17 Goodness: 10
Power: 2 Appearanve: 8
Magyck: 3 Heafth: 6

Knightmare's resident
Jester. Noit seen
frequently in the J
Dungeons recently, J
suspictons  are
that he hos finally
found o King to \J
play to. If met he

P,
can be of great use,
since he knows the
upper fevels like the back
of his hond, and detests those
of evil alignment.

Age: 21 Goodness: 9
Power: 1 Appearance: 7
Magyek: 1 Healih: 9

- Treguardy - N

.
& fiomahna -

#

- FHajva )

Treguard's ossistont.
Recently escaped
from a bottle from
which she

years just in time ‘l
to reploce Pickle,
who  hod  hed
enough of being
bossed around. She Y&
has a strong hotred %
for the forces of evil,

and can often unwittingly (?)

help Dungeoneers with stray comments ot
important momenis.

Age: 3456 L

i limmortal! Goodness: 9
Power: 5 Appearance! 9
Magyck: 5  Heglth 10

o
\

She laoks ofter P
Smirkenorff the 4f
Dragon, and it is her
job to keep the §F
paths to him open.
She usually has
fittle problem
achieving this,
since she s o
member of the
Alrwaon, who are
renowned for their
fighting skills. Romohna is

tough ond proud, but hos o tendency to mistake
Dungeoneers for Goblins. Be wary arcund her!

Age: 23 Goodness: 7
Power: 4 Appearanice: B
Mogyek: 1 Health: 8

A X

On first appearaonces,
Marta  seems
beautiful
bimbo, but further |
inspection shows i
there is more to

tavern waitress in
the town of Grimdale.
She s adored by
custamers, and there are

also rumours that Hordriss, of all peaple, hos o
crush on her.

Age: 19 Goodiess: 9
Power: o Appeqronce: H
Magyck: 0 Heaith: ~ 9

A

(- Rotl
- The Apothecary. Ha
stall in Grimdalie
marketploce, where
he sells various
concoctions o
passers by. Some
work. Some don't. ‘
Some turn you into
] Goblin by
aceident... Rothberry
tulks faster than he
thinks, but If ¢
dungeoneer has some
wants, he will usuo
which will be useful t

Age: 35
Fower: 1
Magyck: 6

1t

- Mrother

A mysterious charoc
he seems only t
want  fo  goin
knowledge about
the Dungeon. He
hides oehind
monk’'s robes, but
displays no mark of
any particular order.
Seme have sugqested
that he may be
‘cosing the joint' s i
were. Despite this,
Strange has knowlec
and can be useful to r

Age: 35
Pawer: 4
Magyek: 4

| —

[ - Bre

An extremely powel
Sorceress who ha:
recently come off
badly against Lord
Fear. The hame of
her coven, Witch
Haven, has been
destroyed becouse
she refused to serve
him, and she now
hates him deeply
Greystogy is houghty
and is known for her |
beauty, which som
enhanced,

Age: 52
Power: 7

Magyek: 7

The Quest




vart with something
m.

Goodness: 5
Appearance: 4
Heajth: 5

ther
‘rom his wanderings,

Goodness: 6
Appearance: 4
Health: 4
— — g i

- @mmalhmz

A poweriul Ceftic Wizard,
skilled in  Green
»’Iagyck He rwa!s

Fear himself for
ability, and hos
the added
advantage of being \
skifled in magyck W
which is vertually
unkaown in  the
Dungeen. Grimaldine
will help you if yau help him,

ond he has come to the Dungeon to retrieve the
Broflachan, whe belongs in his world.

Age: 50  Goodness; 5
Power: g Appegrance; 4
Magyck: 8 Health: 5

N
- Fivit

A friendly but gruff
Northerner  who,
olthough officiolly M
neutral, is q;‘
occasionally forced _."
into the refuctant
service of the |
opposition.
Dungeoneers should
toke core  when
around  him, but
remember that his
skills can be extremely useful:

he seems to be able to pick just about any lock,
including mogical ones!

Master of the lower
Levels, ond caught up
in an endless battle
for dominotion M
against Trequord §
for control of the

Dungeon.  Fear
controfs his cronies
by means of his
Shellphone network,
and his magic pool.
Despite his dry wit, Lord
Fear is a master of Technomagyck, and a
terrifying opponent.

Age: 34 Goodness: 0
Fower: 10 Appearance: 2
Magyck: 10 Heaith: 3

Rescued by Feor after
his home, Atlantis,
sumk, Lissard is now

Fear's main
henchman.  He fi,
leves devious fife

plans, sometimes Q“'
these are so devious
that even Lissord
himself cannot
understand them. Lissard
is o powerful Half -

Amphibian, whose breath stinks of Tuna.

Age: 33 Goodress: 1
Power: 4 Appearance: 0
Health: 4

Magyek: 3

- /

The Disgusting Sty
Hands is a complete ;"'
failure as a villain. «ji'
He can easily be fi
deterred from his i
errand by various |
means, bribery M,"‘
being the maost
frequent. For some
reason, lord Fear
persists with him,
no-one knows quite why.

Hands is about as ottractive as a warthog, and
should be avoided at oll costs.

Age: 28 Goodness: &
Power: 3 Appearance; &
Magyck: 4 Health: 7

r

dible
elieve fs magically

Goodpess: 6
Appearance: 10
Hetifth: o

—

The Quest
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An oriental tradesman
who appears to hove
seen off Julius

could not fake the
competition. His
selling skills are so s
omazing that
visitors to his stoll
in Grimdale often
find themselves
walking oway with
objects thot they hove no use

for, when Ah had what they were looking for all
along.

Age: 4 Goodness: 6§
Fower: 1 Appearance: 4
Magyck: 0 Heaith: 6

N r

Age: 32  Goodness: 3

Powet: 0 Appearance; ©

Magyk 1 Health: 1
{Nimgyk Rope)

- —

@ Grippa ¢ 1Rhark )

sent out regularly by /:*‘
Fear to intercept J',f,
Dungeoneers. If
they get holfd of
one, he's a goner,
but like oll Goblins,
they are essentially
cowards. Occasionally
joined by Tiny, the
Hobgobiin, who is just as
stupid and even slower,

Age: 15 & 17 Goodness: 2
Power: o) Appearance: 1
Magyck: 1 Heaith: 6

(- The Brallactan )

This Celtic Monster was
pufled through time
ond space by Feor in
the hope thaot he §
would  destroy
Smirkenorff, the
only way for
Dungeoneers to get
to level two. A
terrifying enemy if
grouscd, but seems
less interested in eating
dungeoneers than in gathering

knowiledge, his memary having been completely
erased in tronsit.

- Age: 389  Goodness: 3
Power: 6 Appearance; 1
Mogyck: 5

Health: 7

v

Another of Lord Fear's 468
12
henchmen, he is a (/—f
S5eq Brigand, and i
gccordingly f
extremely
superstitious. He is
totally fovaol and
very strong, but con
be defeated if his
weaknesses are used

ageinst him.
Age: 47  Goodness: 2
Power: 3 Appearance: 1
Magyck: 0 Health: 2




| What's it really like to appear on Knightmare?
We interviewed Julie and Sam from the Winning Team in Series VI to find out...

1. What were your first impressions of the
dungeon?

| was pleased, we were nervous at first, but on
the second day we became more comfortable,

2. Do you feel that your advisors guided
you well? Have you any complaints?

I have no complaints; they didn't all shout af
once (which makes a change.) We're all good
friends at school, so we made a good team
because we were able to talk about things. That
was what helped us win, as well as being
enthusiastic.

3. Waos luck with you, or did you expect to
win all along?

We were quite lucky. We didn't really know what
to expect at first, we were determined to get
past level one though, because of this boy at
school who said that we wouldn't.

4. What was the worst part of the game
for you? Which bits did you find
especially difficuit?

The floor puzzles - on the last one with the
cards we were really nervous, halfway through

hing. Some people at school
t they eould have done better
than us. F'd like to-see them have a go!
to win? Or did

2. Did you olways ;
1ts of ooubt"‘

you have an Y.mo

.Ed J exp:cted s to d|e on a
& en_d, in |;he i '

work out how t

“That's it. Bye!

3. Whnat's your
dungeencrring sk

piaien of Julie's

She was good. She interacted really well with

the inhabitants of

listened to what we said.

4. Did you enjoy sending her into deep
peril while you sat by the warmth of
Treguard’'s fire? Or would you hay
preferred to be the [ltm_;eonwr
yourself?

I don't think | could have dene it. Julie handled
it better than | could have. Anyway, | like being
bossy, and | like to know where I'm going.

Page 6

nightmare

ie — The Dungeoneer

the dungeon, and she

we had to remember what
card we'd chosen. That was
difficult. We thought we were
going out. When we finished we were shaking a
lot. The other floor puzzles were difficult too.

5. What previous experiences and helped
you to win Knightmare?

We play a lot of Dungeons and Dragons, and
that abvieusly helped. We've also taken part in
Caveri meetings, in which you get dressed up in
period clothes, Plus we've done a few
reenactments of battles ete. With swords and
things. Those kind of things are very popular at

our school.

6. How do you rate Lord Fear ond his
cronies? Have you anything to say to
them/him?

He definitely needs a woman on his side, we'd be

perfectly happy to help out (Cahoats! Treachery

in the ranks -Ed). He needs all the help he can
get — what with Sly Hands!

7. Your meeting with Sly Hands was
one of the highlights of the
adventure. Does he
really smell?

Not really. (Methinks the &

fudy must have been £

5, Didyou

the floor

auzzies?
Yes, especially as | was
daing the guiding, If anythin

6. Did you he
get Jufie to do

to foal, es;ﬁ&cfé-‘i by Sylvester Ha'ns, that was my
favourite bit.
ur rcu’f’ playing help with

Your 1glfowers o
trail?

Yes, anybody who'd like ta have a go should

just apply.

The True

Perhaps he 5h0uld release |t as a recort

8. You were the first ol girl team to win
Knightmare.

Yes, we wanted to prove that we could be as
good as the boys. I'd like to say ‘sap' to Andrew
Meller, who thought we'd never make it. He's a
real sexist.

9. Do you think Sidriss will ever make it as
a Sorceress?

No, definitely not!

10. What do you think Sidriss did to Lord
Fear, or is it too ghastly too
contemplaie?

(Laughs) | don't know, but | like to think it was
something really nasty.

11. Finofly, what odvice do you have for
future adventurers?

Well, we had some words which we used to
chant in order to prepare

ourselves: Deciveness,
enthusiasm and
calmness. That
b certainly
. helped, | think.

For the first
time this year we
encouraged the feams
to write in a diary which
we kepl in their hespitality room at
the studio. Some of them wrote in it every day,
others preferred to keep their thoughts private.
Printed below are some extrocts from the book,
worts and all, | think you'll find it guite
revealing! (The only thing | have left out are
their names to save their reputations!)
1/8/93
We are dying, time is running out, The eyes
are upon us! level 3 dangers draw nearer.
We are weary, ol so weary. 3 Chambers we
have seen and death appcars in them alll
Time draws on! We must return to the land
of Peril... Terrible worlds lie ahead, be wary
Dungeoneers! Your heart can be. tumexi to
Stone!
Treguard is worr ery worried. Maﬁda
shivers at the thought of a world ruled be
the satanic Lord Fear. Only we can help.
4/8/93
The team in front of us still haven't died.
They are too good and | think they will
probably win. Al due to us wishing them
good luck! Oh well...
I'm so nervous, butterflies in my stomach,
Oh what should | do? Believe me it's
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Thanks to Nicola Cary for “Treguard” and
Marie-Louise Coley for "Pickle in a Pickle”.

Lucretia Whitbyrne wonders if you can spot the identical twin
Dungeoneers - they are wearing the same sweaters £ scarves...

Dungeoneer s Diary...

terrifying when you are waiting to go on,
We just filmed our introduction and it was
absolutely awfull | wanted to sink through
the floor. You'd hate it! Actually | am
exaggerating a bit!

5/8/93
| think we've just died, but they won't tell us
- | hope we haven't, | mean it's only level 1,
Guess what? We didn't die. Yeah! (Excellent]}
..We Died!

9/8/93
We are at level 2 now and | feel great
confidence in our ability to stretch the
bounds of science with feats never before
seen an British Television....Not!
Later... Is this a dagger | see before me or
have we missed a crucial fetter? All will be
revealed - once more into the breach dear
friends...

10/5/93
They are maniacs, three of them trying to kil
me, a poor defenceless dungeoneer. well just
you wait until | get that sword - then they'll
be sorry!

11/8/93
Met our first Troll.
We got to level 2 - | love dragons,
Smirkenorf is sooo sweet!

The Quest

Met another Troll! Aaagh! Julie's got a wall
after her! Help us! | nearly died -« what a
fright!
We're on the way to jevel three - Wow!
12/8/93
| hate camera 3 it's pointing straight at me! |
hope it's not loaded! This afternoon is make
or break tine...
We Won!ll
S0 there Andrew Mellor - we won!
{yood tuck next team ~ peat Fear again for usl)
12/6/93
Qur team have been here all day watching
the last team gradually win and now they
have won ~ so we start tomorrow 13/8/93.
Wait g second... that's Friday the Thirteenth!
Aagh!ll
13/8/93
Yahoo! we start today and the sun is shining
- it must be an omen.
14/8/93

We're still alive and in level 2, but there isa

Troll nearby. I'm the Dungeoneer and &

neérves are shattered. | think if

complete the next logic puzzle, well&tﬁﬁ e

doing pretty well! :
15/8/93

I've just stomped on some gobliss and a

bloke with a boot! That was cruel fun but
the right thing under the circumstances.
Helpl the Brollachan is a nasty piece of work
but we got past him... Just!
Level 3 and it’s grim, really grim. We have
iust taken a boat ride through the sewers,
home from home for some of the team!
17/8/93
Make my day Fear! (but don't try to hard on
my account).
Very close now, only a few mare rooms and
a Tew more baddies, namely Lord Fear and a
n immensely large Troll. It's logking difficult
but | think that we can handle it
| hope so! We need to find a Troll hammer
before we meet the Trol, and preferably
before we meet Lord Fear as well!
I had a chat with Sylvester. That was fun.
| have used cne potion, but still lots to do.
Sylvester is frozen for a while,
We Won!!
18/8/93
Well, we've had our Troll bashing scene,
we've been formally presented with trophies,
and we\xe had a grand tour of the studios.
xeenent ﬁm but now |ts all over.

Iuck'té the ttama in the next series - go
bravely, go carefully and go quickly!
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Now a recogniced elacgic...
The devilichly diffieult
Knighimare computer
For Amiga & Atari — £12.00

Knightmare T-Ghirts

blood red with the Frightknight
printed in black & white...

Sizes: S, M, L, XL
All at £7.95

Adult sizes: S, M, L, XL  All at £14.95
(inc. p & p)
All at £12.95
(inc. p & p)

Age 5-6 (26" - 28"]
Age 7-8 (30")
Age 9-11 (32")

All available at £2.99:

® Can You Beat The Challenge ®

e The Labyrinths Of Fear ® Fortress of Assassins ®
e The Sorcerer's Isle ® The Forbidden Gate ©

: ___2 The Dragon’s Lair ®

“The Quest” is published by Broadsword
Television, Anglia House, Norwich et 356.

Broadsword ate the producers of

“Knightmare" for Anglia Television and

Childrens ITV.

Design & layout by Guildhall Design Studio

35 St Giles Street, Norwich HRz; UN.

Tel. {0603) 624244

— plack & white signed ~
£3.50 <

i
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