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The TARDIS has arrived in the domain of the Calestial Toy-
maker, an esnigmatic, immortal being who delights in foreing
his captives to taks part in his macabrs gamss.

The Ooctor is introduced to the Trilogic GCams, a puzzie
which he must solve in exactly 1023 moves (ses 'Radio Times!
extract = "24-08"), otherwise he, too, will forsvsr remain a
plaything of the Teoymaker. Furthermore, Stsven and Dodo
must win their games befors the DOoctor wins his. If they
fail in any way the TARDIS will remain lost tao them for gsod
and they will join the other toys in the Toymaker's dollas—
housse.

Their first game is Blind Man's Buff, and their opponents
are the clowns Josy and Clara. Although the clowns cheat,
using a see-through blind=-fold, they eventually lose the
game and are destroyed. with the help of a riddls Stsven
and Dodo move on to their next game, this time pitted again-
st the King, Queen and Knave of Hearts. This game involves
seven chairs, six of which are potentially lethal. Using
life=size dolls to tsst the chairs (the King and Queen of
Hearts sacrificing themselvss to test ons other) ths Doo
tor's companions find anothser riddle and go on to the next
game.

Their new task is to find a key in the kitchen of the
harrassed Mrs. Wwiggs, watchad over by the militaristic
Sergeant Rugg. Locating it inside a2 ple cass, they unlock
the door to a dancing hall, whersin ars several dolls. 8y
using guile Steven and Dodo ars able tec reach the TARDIS at
the other snd of the hall, leavimg Mrs., Wiggs and Sergeant
Rugg to partner the dancing dolls for the rest of eternity.
This TARDIS, however, is another in a2 seriss of fakes, but
contains a telephane. The Toymaker thus delivers another
riddle, and Steven and Dedo meet their next, and most dan~
gerous, opoonent; Cyril, the obroxious sehoolboy.

The final game is Hopscotch across raised triangles,
aver an 2lectrified floor! Cyril uses oractical jokes to
distract the travellers bBut aventuslly falls foul of ons of
these pranks, lesaving Staven and Jodo to finish ths game and
reach the TARDIS in safety. shortly afterwards the Occtor
arrives, having made the penultimate move in the Trilecgic
Cams. 8y pre-setiing the TARDI3' cowordinates and than
imitating the Toymaker's voice, the Ooctor and his friends
are able o leave as move 1023 heralds defeat for the Toy-
maker and the destruction of his world.



‘After a moment the TARDIS doors flew open and a furious Doctor emerged. Myhat
have you done?  Stop meddling with my ship!"®

"It 4isn't what I have done, but what you have not done," said the Toymaker.
"You must finish the game. You cannot leave here until you have.”

He motioned with one hand and the ornate Trilogic table faded into substance
a few feet from the TARDIS doorway. All the counters were now piled up in the
correct order on point "C", except for the final piece on point "B". After 1022
correct moves only one more was required.

"Your infantile behaviour is beyond a joke," said the Doctor, a note of exasw
peration evident in the tone of his voice. He stepped over to the table, reachw
ed out for the final piece and then froze, snatching his hand back as though
stung. His eyes ablaze, realising his own stupidity, he turned back to face the
Toymaker and wagged a finger at the seated figure. "0f course,™ he muttered.
"T mustn't! You very nearly caught me thers."

"Make your last move, Doctor. Make your move."

"Sut if I do," pondered the Doctor, more to himself than for the benefit of an
audiencse, "this place vanishes, hmm?"

The Toymaker nodded. "and then you have won completely.!

"And if this place vanishes, then the TARDIS and the rsst of us will wvanish
also?"

The Toymaker's smile widened. "Correct, That 1is the price of success.
Make your last move, Doctor. Make your LAST move..."
Inside the TARDIS Steven and Oodo were becoming impatient. "iyhat can be

keeping him?" said Steven.

Dodo shrugged. "Something the Toymaker has done to the TARDIS. The Doctor
has to persuade the Toymaker to let us go."

"But we won his games, we havs the right to go, the Toymaker said that."

Dodo patted the control conscle. "Now that I'm here I don't mind. I know
I'm safe."

Steven was not so reassured. He was on the point of venturing outside again

when the Doctor re-appearsd, a vexed frown on his faca. "Close the doors, my
boy."
Steven turned the switch and the double doors glided homs. "what's happened?"
The Doctor shook his head and sat down on the chaise=longua. "It's no use."

"what has he done?"

"If we destroy the Toymaker we destroy this world,™ he began.

"Surely that's a good thing,"®

"This really is a very sad place," continued Dodo.

The Doctor smiled fondly at their naive lack of wunderstanding, recalling his
own first encounter with the demonic power embodied as the Toymaker. "I don't
think either of you understands. As the games are over and won by us asverything
outside the TARDIS disappearsy and if we are there we disappear alsol!"

Dodo was baffled. "But we have won and it hasn't happened yet."

"Ah, but it will, my dearj the moment I go out there and make the final move
of the Trilogic Game."

"well, why doesn't he just let us go then?' said Steven. "He can't want to be
destroyed?"

"He won't be," affirmed the Doctor.

"But if everything disappears, why not him?"

The Doctor sighed. WIf the Toymaker loses the game his world will vanish.
But he has the power to build a new one. The Toymaker is immortal. He's lasted
thousands of years and very occasionally, of course, he loses a game and then he
has to pay the price."

"And that price is the loss of his world?" Steven queried.

"Yes, but he himself is not destroyed. He goes on foresver..."



Trever Wayne

Not for the first time the influence of an enemy has penetrated the TARDIS, but
this time the very structure of the Doctor's person has been dramatically alter—
ed. Clearly some very powerful force is at WOTK ¢ o «

One phrzase afficicnados of the series are very fond of is '"the magic of
tDoctor who'™, tThe Celestial Toymaker' is almost literally a megical story,
and its central character a sorcererj Or worse, a stealer of souls. The Toy-
maker himself dominates all four episodes, not through constant appearances on
screen but because all the characters (aside from the three requlars) are per—
meated with the personality of this immortal "spoilt child". He esven threatens
to break his toys when they displease him. Michael Gough's cold, harsh-~voiced
villain is made all the more real by the reference to an earlier meeting (unseen
by the viewer) between the Doctor and the Taoymaker and by the expectation of
future encounters. His curious choice of dress, an elaborate version of the
robes of a Chinese Mandarin, invites comparison not only with the jolly charact-
ers of the pantomine 'Aladdin?', but aleoc with another seemingly immortal villain:
Sax Rohmer'!s Dr. Fu Manchu. 1t is, perhaps, not without significance that a new
series of feature films = aimed primarily at a young or family audience = had
just started, featuring Christopher Lee as the diabolical Oriental. Michael
Gough was, and still is, an actor usually identified with villainous roles, more
often than not in "Horror" films.

Drawn into a world created by the Toymaker, the Doctor and his companions are
forced to "play the game" according to the rules he has set but, through the
offices of his playthings, bends as he sees fit. The Toymaker admits that he is
a bad loser - another childish trait = but he is bored and has to offer the Doc=—
tor a genuine chance of success in order to inject a real interest in the game
for himself. As he cannot die the Toymeker seems unable to "nrow up" to become
a fully mature adult. Like a child he lives in a world built on his own whims
and dreams. Against him is the Doctor, a man who has travelled throughout space
and time and has seen and experienced so much, coped with real problems; very
much anm adult, The Toymaker's taunts about the Doctor's age and his meanderings
betray, perhaps, a nagging sense of envy. Unlike his solitary adversary the
Doctor has two willing companionss the cynical Staven and the naive Dado.
Three independent wills, three distinct personalities. I+ would seem on that
basis that the Doctor has an advantage, but can it outweigh the fact that the
Toymaker is master of his domain and seemingly both omnipresent and omnipotent?
Can the Doctor's still free=willed companions defeat the Toymaker's puppets?

The curiously surreal, yet obviously studio, sets work extremely well, coupled
with a rapid direction that gives one little impression of the size or shape of
the Toymaker's dimension. The setting for each successive game seems simply to
appear in replacement of its predecessor. 'Doctor Who! often shows evidence
that its budget cannot stretch as far as the writer's imagination. Here,
though, we have a splendidly ttelevisual! analogus of the over—full nursery of a
spoiled brat; what appears to be the set for 'Play School! or some such pro=
gramme made for very young children. But in the realm of the Toymaker simple
games like "blind-man's-=buff" and hopscotch, usually played sheepishly by adult
presenters to teach their young audience, take on a completely different and
deadly twist for Steven and Dedo, berzuse their props are potentially deadly
chairs and electrified floors.
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Children often imbue their toys with lives of thsir own and this is often the
inspiration behind the more durable of children's fictiony notably the 'winnie the
Pooh! stories by A.A. Milpe, which adults like to read to their =hildren because
they still enjoy them themselves. But what if toys really did have lives of their
own? Would they necessarily be benign? This gift of 1life makes the Toymaker
seem godlike, but if he is a god then it is Loki the Norse god of mischief. Be=-
sides, the Toymaker is more tormentor than anything; the 1life in his toys is made
up from poor captured souls.

Steven sees all his opponents as extensions of the Toymaker himselfy they are
all the same to him, and this impression is re-~inforced by the way a small cast is
used, with the actors "leapfrogging" to play the opponents in svery other game.
Dodo realises that the toys, too, are victims, but her generous nature almost blinds
her to the fact that these people have been with the Toymaker a long time and are
shot through with his personality yhich has overuwhelmed their own. She recognises
the Heart 'family! from 'Alice in Wonderland', but ssems to forget that esven there
they put Alice on trial and were set to behead her.

All the ‘toys! sent to try and prevent Steven and Dodo were familiar, perhaps
more to the previous generation than to those for whom 'Deoctor Who' was principally
aimed, but one more than any other seemed especially familiarj; Cyril, the fat, jolly
schoolboy, usually called Billy. With his dark, piped blazer, checked trousers and
high=pitched voice he was almost indistinguishable from frank Richards' Billy Bunter,
who had featured in a successful children's TV series. This resemblance was noted
by mamy and, anxious not to infringe copyright, the BBC broadcast an apology to Mr.
Richards for the unintentional similarity between Cyril and Bunter, folleowing the
tramsmission of episode four,

An effective device used in television is to suggest menace rather than show it
physically. The shadow of a hideous creature, coupled with well=chosen sound
effects, is very often more frightening than the creature itself. In this way, 'The
Celestial Toymaker' is crammed full of scenes of concealed horror and implied menacs,
which add to its strength as a pisce of television drama.

From what appears, then, to be a very whimsical story at first glance, we also
have a richly textured story that would stamd very detailed analysis. Is the Toy=
maker an embodiment of the malice lurking within a child = such malice is very real,
as anyone who was the victim of bullying or repeated taunts at school will bear wit=
ness = or does it have some other allegorical meaning? Certainly, there is no obe
vious 1logical or scientific explanation for the Toymaker and his bizarre personal
dimension. The Toymaker cheats but is defeated by a trick. Do we look for a moral
along the lines of "cheats never prosper"? Or do we just enjoy an exciting and
original 'Doctor Who! stormy?

In the final analysis what must be decided is did the story achieve what it set
out to doj to entertain. Without reservation, I believe it did, Even in the most
frivolous moments, such as at the beginning when the clowns are playing seemingly
harmless practical jokes on Steven and Dodo, the sinister purpose of the Toymaker is
being carried out. By making the Doctor's companions lose their tempers he is
hoping to impair their reasoning and make them easier opponents for his toys.
Throughout the entire length of all four episcdes this motive behind outward actions,
however friveolous or seemingly kindly, is maintained. fven after the Doctor has
escaped and the Toymaker's realm has disintegrated, this strangest of the Uoctor's
enemies seems to have the last laugh, Dodo offers round the sweets that Cyril had
given her by way of an apology for one of his pranks. The Doctor accepts one (he
should, perhaps, have known better) but as he tries to chew it, he suddenly criss out
and clutches at his jaw...

As the closing captions roll the viewer can only wonder if the Doctor has been
poisoned by this apparently innocent parting gift from the Celestial Toymaker.
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g is a power for £vil. “e manipulates people and
makes them into his playthings”; the Ooctor's first
description to Stsven and Oodo of the most enigmatic
foe sver to cross swords with the Doctor and his com=
panions. Later on in the first apisode the confron-
tation between the Toymaker and the Ooctor leads to
the lattsr's hefty accusation of the methods employed
by their captor. tvgy and your games are quite
notorious, " he citas. "you dpaw people here like a2
spider dess %o flies...and should they lose ths games
they play, you condamn them to bscome your taoys for—
gver."

That, in a few phrasses, sums up all the audisnce
is told about the mystesriocus figure namsd py the Doc-=
tor as the Celestial Toymaker. Nothing further is
revealed about his origins, nor is any axplanation
offered as to the location of his domain, nor the
purpose of his existencs, always assuming hs was meant
to have one. From beginning to end, the Toymaker is
as enigmatic as his inscrutable countsnance. And
yst, despite only one serial's appearance throughout
decadas of 'Coctsr who!, the Celestial Toymaksr is one
of tha most rsnowned villains the series has ever
spawned.

part of the Toymakeris fame liss in the depens glu=
an the part by Michael Gough, an esteemed Aritish act=
or, famed for his many roles in horror films and fan—
tasy tedevision. Oressed as a Mandarin, Gough plays
the part in a very Chinese fashions adopting a vague=
ly Eastarn accent and maintaining a bland, almost ex=
pressionless face throughout the uwhole production.
Only on the odd occasion does the mask slip and the
otherwise unflappable fsaturses contert into moments of

cruel rage, such as the scene in episode tihrse where
the Toymaker castigatss sergeant Rugg and Mrs. Wiggs,
threatening to break the two of them as easily as he
might a stack of plates. It is on these rare occas—
ions that the full force of Gough's ability to play
sersen villains comes to the fore, reminding the audi-
ence that hers indsed is a fos worthy of ths Ooctoer
who dogs succeed, for a time, in totally dominating
and overtwhelming the Doctor!s powsrful mind and his
ability to resist any force of cppression.

The other half of the Toymaker’s success is the
strength of the character as devised by Srian Hayles
and developed by Oonald Tesh and Gerry Davis. One of
thosa intriguing aspects is that the Ooctor and the
Toymaker have clearly mat befors. In an instance
rare to 'Ooctor Who! from those days, sagveral refer=
ences ars made to an =arlisr encounter which evidently
took place at some point nefore we joined the Doctor
and Susan in the junk yard at 76, Tottars Lane.

"The last time you were here [ hoped you'd stay

long enough for a game, but you hardly had time to
turn around.”
. "And very wise I was, too," is the Ooctor's dry
comment to this reunion, forged by the Toymaker aftsr
the TARDIS has bsen spirited away. Mmaybe on that
fiprst occasion, we arse led to suspect, the Doctor,
realising the dangers posed by the Toymaker, fled his
domein with all speed, an option denied him this timse
by the Toymaker's opaning oloy of making the old man
intangible.

To all intants and purposss, then, the Celsstial
Toymaker is a genuine magician whose powers and abili-
tiass would seem to contradict stataments by the Ooctor
in later stories about Science being the key to all
metaphysical phencmena.

The Toymaker's powers within his domain are formide
able. Somehow ha diverts the TARDIS from its normal
flight plan and brings it to his domain., He is aole
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to render the Ooctor intangible and subsequantly dumo
as well — leaving him just one tangible hand, where-
withall to play his most challenging "amusement", the
Trilogic Game, He is clearly an adept at teleporta-
tion, too, not just of himsslf but of objects such as
chairs, tables and peoplea.

An arguably more controversial point, he would
appear to have the power to give and take lifs. it
is never fully saxplained, but from the few snippets
glsaned from Sergeant Rugg and Mrs. wiggs we ars told
that the toys in the Toymaker's possession were, at
one time, travellers like the Doctor, Stsven and Dodo.
Somshow they were drawn into the Toymaker's dimension
and then, upon losing a game, were transformed, in a
reverse parody of the Pinnochio idea, into dolls,
cards, fictiomal characters, stc. Thus rendered ine
animats they were consigned to the Toymaker?s dolls
house (likewise bigger on the inside than out) until
such time as they were rseanimated to play roles in
games with other travellers.

The fallibility of the Toymakar is a point called
into question mors towards the latter two episodes of
the story, where it becomes apparsnt that, despits his
astonishing powers, the Toymeksr is bound by certain
‘restrictions. He can only dominate his subjects if
they lose ons of his games. Once thosa games ars sset
the opponents he pits against his captives may connive
and scheme, but they cannot win tha game by any way
ather than playing it thsmsslves. Hencs, with a pro-
per blindfold, Joey's confidence vanishes and he makes
a fatal mistake on the 38lind Man's Buff course. The
Hearts family are just as Ffull of human failings as
sergeant Rugg and Mrs. Wiggs, and even Cyril the Terrm=
ible Schoolboy suffers a fatal slip of memory in thse
last episode. As Dodo herself speculated: "He (the
Toymaker) can bring them to 1life, but they have wills
and minds of their own, 1'11 never be abls to look
at a doll or a plaving card again with an easy mind.
They really do have a secret life of their own..."

Ogrhans that last sentence sums up the unidqua fas=
cination the domein of the Toymaker offers. It is a
hark back to the Lewis Carroll concept of Victorian

nurseries filled with almost life-liks toys, yet toys
with a nightmarish existence, presidesd over by the
sinister form of the Toymaksr.

In his dealings with the QCoctor the Toymaker is
only able to affect the speed at which the Doctor is
playing the Trilogic Game with the hope the rapid
movement of the pileces under his talekinetic guidance
will cause the Doctor's concentration to waver. As
things turn out he fails and it is only left for the
Doctor to make the final move towards the end. The
tricky quaestion is how?

To defeat the Toymaker means to dissoclve his dimen=
sion into chaos, ang if you happen to be there at the
time, then you dissclve, too! "I'm a bad lcser, Doo-
tor. I always dastroy the destroyer," says the Toy=-
meker in one of his feaw moments of petulant anger.
Again, another example of the Toymaker H4eing bound
himself by certain restrictions.

A crafty bit of voice imitation is the ploay the
Doctor finally resolves upon to make the 1023rd move
from the safety of the TARDIS, and tha final sequence
of that scene shows the Toyroom vanishing in a billow=-
ing cloud of smoke, to leave nothing behind but a pan—
orama of stars,

But, as the QOoctor knows, the Toymaksr is not dese
troyed. He is a true immortal and sventually he will
rebuild his domain and begin anew his chossn lot in
lifes to tempt, corrupt anmd destroy.

Ons of the most exciting prospects of the Toymaker
is the hint gqiven that he will one day turn up again
to menace the Doctor. when Dodo mentions the Toy=
maker's defeat, the Doctor is quick to point out that
their battle is far from over.

"There will be other meetings in othar times," says
the old man, and wihsn Oodo cueries if this means his
battle with the Toymaker will never end, the only ar=
swer he will give is a quiet affirmative.

And with the Celestizl Toymaker having proven to bs
one of the most resilient and infamous foes sver to
Have opposed the Doctor the prospect of a rematch
should not be so much a question of ™f" but mare a
question of "when"...
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Michaei Gougi in today's new adventure

~ DR. WHO
plays the

Trilogic Game

We think of a game as something that

provides relaxation, amusement, fun: hut

in the latest Dr. Who adventure beginning

550 today, the Doctor and his companions
come up against a man whe considers

games in a very different light. To the Celestial
Toymaker, 2 game is a means of dominating people

and making them his piaythings. Nember Homber

In this new story Steven (Peter Purves) and Dodo Connt: sves
(Jackie Lame) are faced with a number of zames of ers ot B
played in competition with the Toymaker's subjects. 3 z
Doctor Who himself (William Hartnell) faces the 4 15
dreaded Toymaker (Michael Gough) in a lifeor- 5 a
death baltle of wits: the Trilpgic Game. g B '631

The Trilozic Game is played nn a triangular board 8
with three or more counters of different sizes. 9

1

The ohject of the gzame is to move the pile of
counters from one comer of the triangle so that
they end up in the same piled sequence in one of
the other corners—f{or example, from A to C in our

diagram. Only one counter can be moved at a time,
a larger counter can never be placed on a smailer
. one, and the zame must be completed withm a fixed A c

number of moves (see the list on the nzht).
In the story Dr. Who plays with ten counters.
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Regarded as one of the legendary storiss of ‘'Ooctor
who! ths script for 'The Calestial Toymaker!' was the

responsibility of no lass than five psopls. The gsrm
of the idea, the storyline and the first drafts came
from 8rian Hayles. John wiles and Donald Tosh then
collaboratad with Hayles on the re—writss to make it
more nightmarish, and the rehearsal script produced
was then extensively re-written Dy Gerry ODavis befors
final goeahead on production was given by Innmes Llovd.

With no extsrior locations and with only sne day's
film shooting on a stage at faling, the story was shot
on a very modast budget at the BBC's Riverside studios.
Nevertheless, with ingenious use of lighting and studio
genarated affects the final production boasted a chillm
ingly claustrophobic atmosphere few stories befors or
since have rivalled.

The largest set was the toyroom itselfs an octagonal
room with floor lines from sach cother meeting at the
centrs where the TARDIS materialised. 8enches and
cupboards, all scalsd slightly larger than lifs, wers
the main props, although sundry other Victorian-styls
toys were in evidsncs. The walls were paintad white
to allow for inlays, such as shots of ths Toymaker'’s
head appearing and disappearing. The Toymaker'!s off=
ice was a modern squivalent of an 18th Century gentle—
man's study=cumelibrary = ultra-modarn Sut comfortabla.
His desk had a row of lever switches set sither side.
3efore the desk was the Toymaker's high-backed chair
and the triangular table of the Trilogic Game. In the
background was 2 very large Victorian doll's house prop
complets with dolls and soldiers, ballerinas and the
two Pierrot dolls: one sad faced, the other happy. A
large deck of magician's cards also resided therein.

A central prop of the Toyroom was the ‘'"robot™, the
chest of which was fitted with a TV monitor. At first
the chest screen showed a 'telejector! slide caption of
a robot's chest. Later on it was used as one aof the
score boards showing the Ooctor!s progress in the Tri=-
logic Game, for espisode one, howsver, it was used to
show a series of flashbacks tgo earlisr adventures faa-—
turing Steven Taylor; plus a short telecine seguence
of Dodo, in her school claothes, against a background of
black drapes {supposedly at her mother's funeral). The
sequences with Steven showed him with the Time Oestruc-
tor ('The Daleks' Master flan?, Serial "V") and in the
Paris streets ('The Massacre!, Serial "w").

The tally recorder, showing the Doctor!s currsnt moves
in the Trilogic Game = how many gone and how many to go
- appeared in different guisas each spiscde. For ex=
ample, in zpisode two it appeared fitted to the puzzle
door of many bolts and locks. In episode three it re=
placed one of the door panels on a white "TARDIS cup=
boarg"., The scors changes were =ffected manually from
sehind the sets by studio staff. Tha largsst tally
recorder was in the Toymaker'!s office.

all the telecine work for the four episodss was done
aver one day®s shooting at faling, most of the material
baing model footage. Using dolls, footage was shot of
the two clowns growing to lifs sizs. Similarly Serge=~
ant Ruqg and Mrs. wiggs were shown dimipishing back to
toy size after their failuge to stop Staven and Dodo.
4 modal shot of saveral TARDISes moving along a convay=-
sr helt was Filmed for inlay to the Toyroom set as the

real TARDIS vanishes to ce replaced by all the mislead—
ing raplicas in episode ons. Most complex, though,
were the animation shots of the Trilogic moves as per=
formed by the Toymaker, where the pisces re~arranged
themselves on their own accord. Tha final move
(# 1023) was done by moving the piece on 2 wire to the
top of the pyramid. Superimposition of billowing
clouds was done to denots the Toymaker's world des~
troyed. This footage was, in turn, supsrimpossd over
ths studio recording of the Toymasker's snraged face,
which &then disappears as the move is ccmolated. The
sequence snds with a 'telejector' slide showing the
cosmos of spacs.

The portraying of the clowns, the Hearts family, Ser=
geant Rugg and Mrs. Wiggs Dy the same artists - Camp=
pell 3inger and Carmen Silvera = was a deliberate move
by Gerry Davis, who hased the notion on the Tfifties
nlay "George and Margarst", wherein the central named
characters are never seen as themselves, much to the
annoyance of the audience, but always as gther charact-
srs in tha play. '

The "happy" clown, Clara, spoke with a very high pitche
zd, sing=song veoice, whils the sad faced clowrn, Joey,
communicated only through sound seffects - honks, bell
ringing and raspbsrriss stc., actuated by pressing the
hutton roundels on his tunic.

Lighting changes wers the secret of the subtles atmos=
ohere changeovers from childisn gaiety to menacs during
the games. As the oames becams more zand more deadly
so the set lighting slowly darkened.

fpisodes one, two and three all ended with a reprise of
the riddle set to baffle Stasven and Oodo. For exampls
episode two sends with Steven and Dodo going through the
false TARDIS door followsd by the balleripas. The
scene then cuts to a shot of the Trilogic Game at its
current oposition, with a capticn slide superimposan
with the lettering "Hunt the key to fit the door, that
ileads out on the dancing floor. Then escape the rhy=
thmic beat, or vyou'll forever tap your fagt™, Cver
this shot would appear the white rollsr captieons ann-
suncing the cast and crew Por the gpisode.

william Hartnell was absent Por the recordings of api=
sodes two and thres. Made dumb and intangible by the
Toymaker for trying to warn 3teven and Oodo of the
perils they face, he is ssen only as a disembodied handg
{with ring) moving the Trilogic pieces; s ssguance
effected by having the actor coversd in black velvet
and shot against a hblack background. Hartnell's voice
is heard in episodes twa and four, done as 3 are=lew
cording.

The five deadly chairs all achisved their affacts mech=
anically, sava for the "cold" chair which only required
a degree of acting from Jackie Lana. The vanishing
chair rsquired the standard TARDIS dsmaterialisiné
shotj the crushing chair required an artist to be ine
sida the chair to operate the arms manually; the spine
ning chair which sjectsd its occupant at high spead‘uas
done as a model on tslscine; the elsctrocution chair
had a flash charge fitted to it; ama the disolving
chair -~ which dispesed of the King and Queen of Hearts
- also folded in on its occupants, ths scenz being cut
back to moments afterwards to show a sticky substancs
sozing from the folded=in chair.,

following transmission of episode four the B8BC weres ob=
liged to put out 2 statement on ths "air” that no simi~
larity was intended between any existing fictional
characters portrayed in 'The Celestial Toymaker!. This
gesture was In response to a legal threat made by the
holders of ths copyrights to Frank Richards' works that
the character of Cyril the obnoxious schoolboy was a
direct plagiarism of Frank Richards' chubby creatioen,
3illy Bunter.




(24-10)

CREDITS g

7

~ Compiled by Gary Hopkins ~

SERIAL '"yn FOUR EPISODES BLACK AND WHITE

"THE CELESTIAL TOYROCM" - 2nd., April 1966
"THE HALL OF DOLLS" - 9th. April 1966
"THE DANCING FLOOR™ - 16th, April 1966
"THE FINAL TEST" - 23rd, April 1966
CAST

DOCTOR WHO.wveveweo JWILLIAM HARTNELL
STEVEN ¢seeeeseeveneeea .PETER PURVES
D000 eevenenneneneeas s JACKIE LANE

THE TOYMAKER..u.uu.....MICHAEL GOUGH

JOEY THE CLOWN,

SERGEANT RUGG,

KING OF HEARTS.......CAMPBELL SINGER

CLARA THE CLOWN,

MRS, WIGGS,

QUEEN OF HEARTS.......CARMEN SILVERA

KNAVE OF HEARTS,

KITCHEN BOY,

CYRILeewuusasanaase  .PETER STEPHENS

JOKEReeeeeenansaanananaaa REG LEVER

DOCTOR WHO'S DOUBLE......ALBERT WARD

THREE BALLERINA OOLLS,

THREE DANCERS...........BERYL BRAHAM
ANN HARRI SON
DELIA LINDON

CREW

CHOREDGRAPHY 4. vveveees. . TUTTE LEMKOW
PRODUCTION ASSISTANT,.....SNOWY WHITE
ASSISTANT FLOOR MANAGER

ELIZABETH DUNBAR
COSTUME SUPERVISOR.......0APHNE DARE
MAKE=UP SUPERVISOR.....S50NIA MARKHAM
INCIDENTAL MUSIC,......DUDLEY SIMPSON
STORY EDITOR...eeusesses.GERRY DAVIS
DESIGNER v eeesteennaaeaaas JOHN WOOD
PRODUCER v e eevennsanaas s INNES LLOYD
DIRECTOR.ceveuevaeassaaBILL SELLARS




