


¢ CREDITS

LINE DEVELOPER: Gareth Ryder-Hanrahan
[IRITING: Atasdair Stewart

EDITING: Andrew Kenrick

COVER: Paut Bourne

GRAPHIC DESIGN AND LAYOUT: Paut Bourne
CREATIVE DIRECTOR: Dominic McDowall
ART DIRECTOR: Jon Hodgson

SPECIAL THANKS: Georgie Britton and the BBC Team
for all their help.

“My Sixth Is Accompanied By Two Alike”

The Sixth Doctor Sourcebook is published by
Cubicle 7 Entertainment Ltd
(UK reg. no.6036414).

Find out more about us and our games
at www.cubicle7.co.uk

© Cubicle 7 Entertainment Ltd. 2014

BBC, DOCTOR WHO (word marks, logos and devices),
TARDIS, DALEKS, CYBERMAN and K-9 (wordmarks and
devices) are trademarks of the British Broadcasting
Corporation and are used under licence.

BBC logo © BBC 1996. Doctor Who logo © BBC 2009.
TARDIS image © BBC 1963. Dalek image © BBC/Terry
Nation 1963.

Cyberman image © BBC/Kit Pedler/Gerry Davis 1966.
K-9 image © BBC/Bob Baker/Dave Martin 1977.




DOCTOR
THE SIXTH DOCTOR SOURCEBOOK WHO

& CONTENTS

INTRODUCTION 4]  The Mark of the Rani
The Two Doctors

CHAPTER ONE: AND NOT A MOMENT T0O SOON! 5 Timelash

The 1980s 8 Revelation of the Daleks

Adventure Seeds 10

CHAPTER FOUR: THE T LﬁTI LORD
CHAPTER TLIO: THE SIXTH DOCTOR AND COMPANIONS 13 The Valeyard and théJustice

The Sixth Doctor 14 The Many Origins

Perpugilliam “Peri’ Brown 15 Campaign Seed 105
Melanie Bush 15  The Mysterious Pla 109
The Sixth Doctor’'s TARDIS 16  Mindwarp 120
New Traits 17  Terror of the Vervoids 132
New Time Lord Tricks 18  The Ultimate Foe 143
CHAPTER THREE: THE SIXTH DOCTOR'S ADVENTURES H DOCTOR AND THE TIME WAR 194
The Twin Dilemma

Attack of the Cybermen 138

Vengeance on Varos



=
[—]
[—
[
—
[—]
[—]
(=
[ —
=

DOCTOR
WHQO THE SIXTH DOCTOR SOURCEBOOK

INTRODUCTION
1am a living peril to the universe!’

Flamboyant, arrogant and at first a little frightening, the Sixth Doctor expl
predecessor’s heroic sacrifice on Androzani. His extraordinary dress sense an
him through a rough regeneration, and an even rougher first adventure bw hew
heading out into the universe to see what he could do.

The Sixth Doctor encountered the Daleks and foiled one of their m
ally and battled the Cybermen of Mondas and helped his second inc

Karfel to help solve a problem from his third incarnation and, ultim
court against the one enemy he never expected to face: himself.

In this book you'll find details of the Sixth Doctor, his companions, his friends‘and enemies and all his
adventures. So climb aboard the TARDIS, and, although it ing, don't make fun of his clothes. Because

HOW TO USE THIS BOOK

This book is designed to be a guide to the Six well as showing you how to incorporate
his era into your own adventures.

Chapter One: And Not a Moment
adventure different from those e
Companions is packed with
Brown and Melanie Bush, as we
Sixth Doctor’s Advent
look at the series of li
trial as a mini-cam

ncarnations. Chapter Two: The Sixth Doctor and
d information on the Doctor and his companions, Peri
d tricks for a Time Lord to pull off. Chapter Three: The

ded the Sixth Doctor’s era, including advice for how to run the
ds for a new campaign.

they solve the problem? This section details each adventure as experienced
tor and his companions so you can use the events in your own adventures.

nture: Here, we discuss each adventure and look at the challenges in how to run it.
highlight challenges, big events, pitfalls and alternatives to let you temper the Sixth

ters, Monsters and Gadgets: details the people,creatures and things that the Sixth Doctor
meets so you can use them in your own adventures.

Further Adventures: Don't want to run the adventure as it is here? No problem! Three further
adventures are seeded in this section, taking characters, ideas or events from the original and building
them into a sequel.

Finally, the Appendix: The Sixth Doctor and the Time War, discusses how to use the Sixth Doctor’s
adventures to foreshadow what is to come, as well as presenting some more adventure seeds.
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CHAPTER ONE
AND NOT A MOMENT TOO SOON!
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AND NOT A MOMENT TOOD SOON!

darkening universe, and one
even his own companions, could

eing the Sixth Doctor, was just bluster.

EST IS FOR THE WEARY, SLEEP IS FOR THE
DEAD. | FEEL LIKE A HUNGRY MAN EAGER FOR
THE FEAST!"

The Fifth Doctor died as he was born; with a
combination of polite bravery and sadness. However,
polite is the last word you could use to describe his
brash, over-confident successor. The Sixth Doctor’s

ectrox toxaemia sustained on Androzani causing
assive damage to his body. As a result, the Sixth
Doctor didn't so much enter the world kicking
and screaming as he did loudly and repeatedly
proclaiming his relief at being born at all.

This appeared, for some time, as a combination of
cruelty and arrogance and it was only after a series
of disastrous mood swings that the Sixth Doctor
settled down. Even then, Peri took a long time to
finally trust him and his mordant sense of humour
and ruthless streak could still be disturbing. It was
only towards the end of his life, with Mel and Glitz,
that he softened, beginning to accept not only his
place in the universe but that of others.

Not only that but he learnt a salient point: that his
own people were at least as bad as any of the evils
he'd faced. His trial was an incredibly traumatic
experience for a Doctor who had been born out of
the fires of Androzani. He was forced to confront
not only the corruption of the Time Lords but the
possibility that his whole life had done more harm
than good and, terrifyingly, that Peri had lost her life
as a result. Whilst he was ultimately vindicated, it's
interesting how much more kindly he treated Mel.
Whilst we never see how they meet, there’'s none of
the posturing that marked his early life with Peri.
Instead, the Doctor is a sadder, more cautious figure,
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ready to leave at the first sign of danger rather than
running headlong towards it. Whilst he ultimately
returns to his troublemaking ways, it's interesting to
see the changes he undergoes.

It's particularly interesting when you realise that
Terror of the Vervoids shows us the aftermath of
the trial, during the trial. This is a Doctor whose
confidence and arrogance are tempered by how
close he comes to losing a companion, the clear
implication that he never returns to visit her and the
burden of responsibility he feels for her replacement.
That emotional journey is a fascinating one and
means you can use the Sixth Doctor in very nearly
any way you want to. The brash, occasionally violent
figure of the first couple of adventures would be a
fantastic foil for another Time Lord or could even
be a well-meaning, friendly adversary. The quieter,
more reticent man of his later years could serve very
well as a mentor to a younger Time Lord or group of
time travellers, someone who could provide advice
or aid when needed, but doesn’t feel comfortable
doing so without being asked.

Alternatively, a Sixth Doctor haunted - or indeed
taken over by the Valeyard - after his trial would be
a terrifying opponent. Balancing intelligence ahd
flamboyance with malice and cruelty, he could work
as a dark mentor figure, a man quite happy throwing

his younger charges at awful events to ‘toughen
them up’ for what's coming.

Similarly, the Sixth Doctor could work as a
fascinating authority figure for a Gallifrey-based or
Gallifrey-heavy campaign. Whilst the manic, barely
under control figure of his first adventufe would be
a disaster, the considered, often cunning eperator of
his later adventures would be a real asset to both a
character group and Gallifrey.

When playing the Sixth fDoctor, the three key
elements are: flamboyancejhisie¢@mpanions and the
alien. The flamboyance is expressed by everything
from his coat to how he talks to peeple. The Sixth
Doctor is a man who makes a statement walking
into a room, and then makes that statement another
couple of times just in case nobody heard him. His
confidence walks™hand in hand with that, and is
shown in evefy single one of his adventures. There
are few incarnationsfof the Doctor more willing to
stare down @an.enemy, andfeven fewer more willing
totake incredibly dangerous risks. After all, it's the
Sixth Doetor who pretends to defect halfway through
the events on Thoros'Beta and the Sixth Doctor who,
when offeredsthe Gallifreyan presidency a third
time,turns it down. This is a man with nothing left
to prove; and, weirdly, he insists on keeping proving
that fact.
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"CIRCULAR LOGIC WILL ONLY MAKE
YOU DIZZY, DOCTOR.”

If the Sixth Doctor’s brief life is defined by change,
then one of the few constants are his companions.
Peri Brown and Melanie Bush met the Sixth Doctor
at drastically different times but their effect on him
was remarkably similar.

Peri is one of the great unsung heroines of the
TARDIS crew, if nothing else because she’d barely
arrived when the Fifth Doctor not only died but was
reborn as a very different man. Still reeling from the
true nature of the universe being revealed to her,
Peri found herself facing down a Doctor with wild
mood swings, who even attacked her at one point.
Whilst he eventually stabilised, the traumatic nature
of Peri’s early days in the TARDIS would be enough
to drive anyone to ask to go home. The Doctor didn’t
exactly make matters easy for her either, constantly
belittling her or making assumptions on her behalf.

AND NOT A MOMENT TOOD SOON!

ough, Perididn’t just stay, she flourished.
intered Daleks, Cybermen, Sontarans, a
rnivorous Androgum, Sil and the end of Earth itself
d whilst she was never unafraid she never backed
own. Even her final, nightmarish trip to Thoros
Beta showed just how tough she was. Apparently
abandoned by the Doctor, she worked with Yrcanos,
contacted the rebels and ultimately led a rebellion
that freed the Warrior King and the Thoros Alphans
and helped ensure Crozier's conscious transferral
machine would never be perfected. No wonder she
ended up a Krontep Warrior Queen.

Playing Peri at the start of her time in the TARDIS is
very different to playing her towards the end. Early
on, she’s the constant target of the Sixth Doctor’s
verbal fury but she never backs down, as tin

even the harshest situati

the Doctor down tc& >
painfully honest and'more than

eri; she's an equal the
oundless enthusiasm,

trial is continually blown away by Mel
g -headlong into danger, just like, deep down
e wants to. They both help him grow, and heal, but
o in entirely different ways. Or, to put it another
y, Peri stops him getting into too much trouble and
Mel stops him getting into too little.

¢ THE 19808

The Sixth Doctor doesn’t spend a lot of time on
Earth, but the concerns of the time period, and the
sense of the alien that was common during that
decade, are present in all his adventures. Each one
is flamboyant, the villains” schemes all exponentially
larger than they arguably need to be. That's your first
hook into how to run adventures in this time period;
go big and stay there. A villain wants to escape
the solar system? He blows up the sun to propel
his ship out. Earth being choked by a Vervoid? The
characters have to help UNIT deploy solar mirrors
across the entire moon to overload it with sunlight,
whilst simultaneously fighting off the Cybermen
Expeditionary Force still stationed there. These
adventures are crammed full of massive ideas and
if you're not running headlong at all of them you're
missing some real fun. Throw everything in, all the
time and never let your characters draw breath.

At the same time, don’t give them anything to rely
on. The trial finishes with the revelation that the
Time Lord High Council have committed an all but
unforgivable act and they're far from the only ones.
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The good work done by Tranquil Repose and the
food factories is powered by Davros, not one but two
hijackers are waiting for their chance aboard the
Hyperion Il and not even the Doctor’s old friends can
be relied upon to be happy to see him. Thisis a universe
where danger is around every corner, double cross
piled on triple cross until the only thing you khow for
sure is what side you're on. Have NPCs betray them,
then cross back over (evening, Mr Glitzl.and don't'be
afraid to question the Doctor’s loyalty either.

Even the Doctor’s legacy is undemthreat. As wellas
the Valeyard and the apparént deathyof the Second
Doctor this set of adventures also features a return
to Karfel and the discavery, that the Third Doctor
inadvertently enabled the ereation of the Borad. The
Doctor causes damage as well as,heals it, and that’s
something that will'beceme centrab,once you get to
the trial. Keep him as a mercurial, alien figure and
don't be afraidito have situationS'make him look bad
in'the short termffor the long-term pay-off.

Be preparedyto go to'extremes. Look at the death
of Péri, an event that affects the Sixth Doctor so
profoundly that even after it's confirmed her death
was an illusjon, he's so cautious that he actively
wants to avoid an adventure. That sense of mortality,
somiewhére out in the dark, waiting is something
that'runs through the entirety of the Sixth Doctor’s
adventures. People die badly and often as a result of
the Doctor’s actions. He kills two people - the Cyber
Controller and Shockeye directly — which is about as
shocking a difference from the Tenth Doctor’s ‘Man

Who Never Would” approach as you can get. This
is atdark time; and, getting darker and the Doctor
reactsto that both“through his actions and his jet

btack sense of humour. Use this to focus on his
unpredictable nature. The Doctor is consumed with
guiltforkillingthe Vervoids one minute and quipping
as people die around him the next. He's feeling the
turn of the universe but, at this time in his life, he's
maybe'also hearing the sound of the drums.

Finally, balancing the growing darkness is the sort
of'cheerful excess that suits the Sixth Doctor down
to the ground. The faded glory of the Hyperion Il
is a great example of this, as is Lytton planning a
£10 million heist just to get to the Cybermen. Best
of all, you have the Borad creating a stable time
corridor and never using it for anything other than
the occasional execution and Sil enabling the death
of people on Varos just to get a better price for the
Zeiton-7.

This is a time of massive growth and innovation to
the point where some people are growing bored of
it and use both that sensation, and the dangerous
boredom that goes with it to give the Sixth Doctor’s
adventures a unique, epic and on occasion
unsettling feel. This is a time where everything’s
possible and nothing’s forbidden. Make your villains
huge and their plots colossal, make the actions the
Doctor needs to take all but impossible and most of
all make everything as stylish as possible. This is
an era that wears its hearts on its multi-coloured
sleeves, and so should you.
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THE CALM BEFORE THE STORM

This is discussed in much more detail in the
Appendix: The Sixth Doctor and the Time War, but
there’s a lot of interesting recurrent events during
his era. He deals with not one but two illegal time
machines, major military operations from the
Daleks, Cybermen and Sontarans, and the Time
Lords” unthinkable actions. If you chose to, you could
tie those events together very strongly to create a
very different kind of campaign, one focused on the
opening shots of the Time War taking place in an
era before anyone has really noticed them.

€ ADVENTURE SEEDS
VAULT OF THE DALEKS

The TARDIS arrives/aboard the HMS Fort, a secret
British aircraftecarrier. Co-run<bysthe RoyaliNavy
and UNIT, thé Fortis en route to the'South Pole to
investigate, the lack of radio contact from a UNIT
Science team, stationed there. The TARDIS crew
are welcomed aboard but the Fort soon runs into
trouble., The Scienece Team has discovered a sealed
vault, “partially exposed by the ice and clearly of
alien desigh. When they open it, they discover
thousands ‘of Daleks inside, all dormant. As the
créw of the/ Fort clash over whether to destroy the
Daleks or @se them, the Doctor and his companions
must work out why the vault's there and what the
Daleks real plan is.

Notable Characters

Captain Tobias Garske, the commander of the Fort,
who has orders to retrieve the Science Team and
bring them home at any cost.

Professor Nathan Hood, the head of the Science
Team and the first Scientific Advisor UNIT has had
since the departure of the Doctor. Hood’s desperate

to make a name for himself and views the Daleks as
an opportunity to do just that.

Professor Hannah Bracewell, the deputy headyof the
Science Team and adopted granddaughtér of the late
Professor Bracewell. She recognises/the Ironsides
for what they are and is tofn between assisting Hood
in bringing them home and helping" Commander
Crossley bury them forever.

Commander Elaina Crossley, the first female UNIT
field commander, Crossley is career _mititary and
lost her mother teda Dalek attack. She has no truck
with aliens of any kind and resents the Doctor for not
being able to Save'her mother.

Dalek Kine, a caretaker-lefthbehind to look after the
vault. Kine has been awake for thousands of years,
hasibeen programmed to have a slightly more
palatable voice and is quite mad.

Thingsto Do

Helping the/ Fort out of an ice floe, hacking the
doorato_th€ vault, accessing the vault's computers,
confronting Kine, deactivating the vault Daleks,
reasoning with Hood, persuading Bracewell to help,
winning over Crossley.

Action Scenes

Bailing out flooded compartments and rescuing
crew members on the Fort, chase through the vault
with Daleks activating the whole time, snowmobile/
Dalek chase, fighting off the Daleks attempting
to board the Fort, covering the scientists trying to
send the mass deactivation signal.

Problems

The Dalek vault is a honey trap designed to lure in
anyone with the equipment to detect it. The Daleks
held inside are an expendable force consisting of
failed mutants, dissidents and lunatics who will
do anything they can to prove their worth. Kine is
psychic and can hypnotise people into doing what he
wants. The Daleks are planning to take the Fortand
use it as a staging post to destroy the planet.

EVERYTHING, OR NEAREST OFFER

The Doctor is asked to attend the first meeting of
the Third Zone Worlds’ Senate on behalf of Gallifrey.
When he gets there, he's not only surprised to find
an Androgum representative but no sign of Sil. That
changes halfway through the meeting when the
Mentor makes his grand entrance, accompanied by
Lord Kiv, apparently now in Yrcanos’ body.
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