

















CANONICITY ISSUES

While most of the elements used in this adventure adhere to strict Doctor Who canon, some ele-
ments of the narrative are speculation and assumption. An example of this is that in the serial “The Celestial
Toymaker” [BBC Serial Code-Y] the Toymaker's memory window is a screen that Steven sees his past adven-
tures on. Steven sees the events on the screen rather than experiences them as in this adventure. However,
the true nature of Steven's experience from his point of view is not explained. Also, the games and riddles
here were never used in the serial itself but these are new ones included for the adventure here. There are
other examples as well.

It is inevitable that some liberties must be taken to create a piece of fiction in the Doctor Who Uni-
verse. However, it must be clear to people using this adventure that not everything included is strictly true"
to the Doctor Who television show. Every effort has been made to use canonical information and interpreta-
tion in the creation of this adventure module so that it does not conflict with existing continuity.

HISTORY OF THE ADVENTURE--SUPPLEMENTAL INFORMATION

The main plot behind this story was created by me in mid-1998 after | listened to an audio recording
of the complete serial "The Celestial Toymaker" [BBC Serial Code-Y]. In the story Steven looks into a screen
that the Celestial Toymaker calls his "memory window." Dodo does not see the screen and the Doctor warns
Steven that the "screen is hypnotic (and) it's trying to dominate your mind." The Doctor is able to break Ste-
ven's spell of looking at the screen and then warns him that it is a trap. While the screen's effect on Steven is
never explicitly explained, Steven seemed to believe he was reliving or perhaps observing the events he had
previously experienced. This gave me the idea to use the memory window as a catalyst for an adventure. In
previous adventures in my on-going Doctor Who role-playing campaign | have had the players relive the past
for one reason or another. Such an adventure is quite nostalgic and allows the players to relive some of the
best or most interesting moments in their party's history. Adventures such as these are well received and
also quite interesting as the players try to sort out what is actually happening. My writing out this adventure
for inclusion on the website was to find a canonical framework for a Game Master to be able to run such an
adventure. The mysterious nature of the Celestial Toymaker and the fact that he is such an interesting char-
acter that not many Doctor Who gamers know much about has prompted me to use him for this adventure.
The Celestial Toymaker presents a perfect bridge between the real universe the players know and a world
where everything becomes a game. In this adventure, through games, riddles and mindbenders, players will
find their wits matched in ways that they are usually not tested within a role-playing game.
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This adventure module is designed to be run with any Doctor Who role-playing game system. It was made
in a generic fashion so if may be adopted to any game system the Game Master desires.
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This is the third in the ‘Doctor Who Classics’ line of RPG modules. Other adventures
include:

Doctor Who Classics #1 - (EBTL-01) - Timetrap
Doctor Who Classics #2 - (EBTL-02) - Keep the Piece
Doctor Who Classics #4 - (EBTL-04) - The Curse of the Amaorian Sector

The Earthbound TimeLords FREE Module



