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This scenario was written for a group of the Doctor’s former companions. The scenario is very brief and 
would be suitable for a single session. Landmarks featured in this adventure are located in Detroit, but local 

substitutions could be made successfully. 
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Introduction 

In the future, the Cybermen have retrieved 51st century earthly propulsion technology and are using it to 

advance their war with mankind. The companions have been tasked with neutralizing the technology on 

present day Earth. 

Of course, it’s not so simple. Cybermen from the future have been sent to present day Earth under the guise of 

being the working prototypes, but actually they have come to jump-start the research to advance their war 

effort.  

The player characters have each been a companion for the Doctor at various times in history, and he has 

deposited them all in this time and place - present day Earth, city of your choice. (I chose Detroit because we 

all live here and I thought it would be interesting to envision various landmarks in this very otherworldly way. 

Use your imagination!) The companions have settled into their lives and made a living for themselves as 

military attaches, noted scientists, Torchwood agents and journalists. 

Former companion, Bella Mondrassi, has invited the other companions to her home in order to carry out the 

Doctor’s goals. 

 

Scene 1 – “You’re all here because…”  

Bella Mondrassi has invited the companions to her home to discuss their goals. “My people made first contact 

with Earth way back when…or is it far, far away? I can never keep it straight these days. Regardless, 

advances in Earth’s technology alerted our leaders to your world’s development as a spacefaring people. I’m 

not talking about your trips to the moon or your rovers on Mars. I mean the deep space travel that, relative to 

this time, has yet to happen. We’ve been watching over Earth ever since…or we will watch over Earth – no 

matter. The point is, right now, in this moment and this place in time is when everything changes for Earth. 

Cybus Labs has spent the last 30 years working with NASA to develop deep space propulsion technology. 

They’ve come close several times with space shuttles Saturns 4 and 5, Omega II and the Janus Project. They 

were all very public, very devastating failures resulting in loss of life and collateral damage. Since the Janus 

Project was scuttled by NASA, the defense department distanced itself from Cybus Labs. Since then, Cybus 

has carried on it’s research and development in the private sector. This time, history tells us they will be 

successful, but not without consequence. On July 20th, Cybus Labs will successfully test their prototype over 

the Detroit River. Their success will be met with fanfare and celebration. Detroit will finally have it’s rebirth and 

become the global hub for private industry space exploration. On July 21st, my team of deep space scientists 

will detect a subsequent test and send an exploratory team to Earth. History tells us that we will be followed by 

hostiles. I cannot know if we were under surveillance the entire time or if we had a mole aboard our ship. It is 

imperative that you prevent that first test. My team must never know about this technology. The Doctor has 

given me explicit instructions to assist in any way that I can and I intend to do so.” 

Preventing the first test simply delays first contact for a few decades. The doctor faces a tough choice: delay 

first contact or risk the destruction of humanity. He’s got a soft spot for humans. Regardless, first contact will 

be made, eventually and by other means, and the Doctor believes that contact will be wholly beneficial to 

Earth.  
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Bella’s Story 

Bella was the scientist who discovered the propulsion signatures from Earth. It was her initial discovery that 

brought first contact to the humans. She has lived on Earth off and on for many, many years, having traveled 

with the Doctor for a time before giving up travel for more earthly pursuits (wealth, fame, academic accolades). 

Bella will give as much assistance as she can, within reason. The Doctor has entrusted her with supporting the 

companions and she herself was once a companion. Bella’s mission is to help the pc’s maintain their cover as 

time travelers and to aid in their missions. She does a good job of assisting the companions in all their 

undertakings. However, her interest in this mission is dubious at best. She believes her legacy is at stake. She 

is the Mondrassi scientist who discovered the new space-faring race, the humans. Her name’s on a museum 

back home, she’s written books about this new species and their habitat, Earth. Back home, Bella is 

considered the authority on all things human and Earthly. If the companions succeed on their mission, she 

fears all her work will be undone. But she also has promised the Doctor that she would help the companions, 

and she believes theirs to be a special bond. She often struggles with her loyalty to the Doctor and her desire 

to preserve her legacy. Will she be able to help the companions achieve their mission if it means sacrificing her 

legacy? 

Should someone question her loyalty to the companions or to the Doctor, she tells them simply that she knows 

there are other ways to cement legacy. However, should mankind cease to exist because of her first contact, 

she will have left a disgusting legacy as the Mondrassi who brought about the end of mankind and ushered in 

the spread of the Cybermen to the Milky Way. Mankind will discover means of travel that will take them across 

galaxies. It is imperative that the time is not now and it is not here that these discoveries be made. 

 

Torchwood Story 

Torchwood Agents:  The Doctor gave you the dossier on the (future) lab. Your mission is two-fold: 1) secure 

present-day schematics, determine its defenses and exploit its weaknesses to gain access. 2) Use your 

connections to assist the team in the overall mission. 3) See to it that this technology, if not disposed of 

properly, remains undeveloped.  

You’ve been monitoring Cybus Industries for many years. Long enough to know they are nowhere near a 

working prototype. Teams of scientists from around the world have been brought in at various times over the 

last ten years, and although their research has brought about many advances in biomedical engineering and 

technology, they are still some decades away from a working prototype. Several weeks ago, your team 

intercepted communication from the research team that they were ready to test publicly. They had a working 

prototype that they are ready to unveil to the world. The announcement of a public test of a working prototype 

is intriguing to say the least, given previous very public failures and your intelligence, which is NEVER wrong. 
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Scene 2 – “Hide in plain site” 

The players should eagerly pool their resources as they sit about after the introduction. They have gadgets, 

future lab schematics, and newspaper clippings that Bella has saved over the years. Their first goal is to find 

the present day location of the lab. There are a number of ways they can do this.  

1) The newspaper clippings are of missing homeless and elderly people. If the companions approach any 

group of homeless people they learn about a doctor who drives around at night and gives money to homeless 

men to participate in medical studies. The men never come back. Any surveillance of a group of homeless men 

is fruitful. An old brown Cadillac pulls up to a group. A man in blue hospital scrubs rolls down his window and 

offers one man $100 to participate in a medical study at St. John’s Hospital Riverview. A man accepts and gets 

into the car on the passenger side. The car drives to the Big Boys on Jefferson, where he and the homeless 

man sit in the back of the restaurant and have a meal. The doctor appears to explain the medical study to the 

homeless man, then pays the bill. He then instructs the man to go to the bathroom to clean himself up before 

they head to the hospital. The homeless man obeys and the doctor goes out to the car. The homeless man is 

never seen again. Further surveillance of the doctor indicates that he goes into the hospital and disappears in 

the men’s locker room. 

Inspection of the bathroom yields a hidden entrance to a long underground hallway. This is one entrance to the 

lab. Through this door waits several large men in hazmat suits. Two men restrain the mark while another 

injects him with a syringe. The man stops struggling and the guards drag him down the hall. No guards remain 

after the mark has been taken away. 

Inspection of the hospital locker room requires a pass key. Once inside, further inspection of the room reveals 

a secret entrance behind the showers. There are no guards in this entrance, but cameras line the long, narrow 

hallway. At the end of the hallway is a set of heavy double doors. On the other side are two guards. Showing a 

passkey is enough to gain entrance without question, but the further you get into the lab, the higher security 

credentials you’ll need. The psychic paper can be used as credentials and to gain access to many top secret 

areas. 

2) Any companion using the sonic screwdriver will get strange power fluctuations along Jefferson between the 

Wendy’s and the Big Boy restaurants. Construction along the river-side of the street seems to throw the 

sensors off a bit, but the fluctuations continue at night and when construction has ceased. Investigation of the 

construction site is tricky. The site used to house the Uniroyal Tire factory and is deemed Stage 3 hazardous. 

Workers entering the site wear modified hazmat suits, carry two sets of credentials and pass three guard 

stations. And that’s only what you can see from streetside. If anyone ventures into Windsor to do surveillance, 

they notice guard boats patrolling the area and dive teams making regular drops of equipment beneath 

MacArthur Bridge (the bridge that leads to Belle Isle). The dive teams start in the early morning and surface 

around 6pm, when the construction closes for the day. This could be hazardous material treatment of the river 

substrate, or this could be an underwater entrance to a secret underground lab. Any dive from Belle Isle to the 

Uniroyal site will be dangerous. The underground lab is heavily guarded. “Fishermen” will approach any 

unscheduled divers and attempt to prevent the dive. The companions must use their wits and subterfuge to get 

past the fishermen. There is also the matter of how do you gain entrance to the lab once you’re 

underwater…The sonic screwdriver can be used to open the access pad. 
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3) Scientists live -exclusively- in the well-known riverfront complex Harbortown. Any surveillance of the 

scientists is fruitful. They gain entry via a maze of underground tunnels beneath Harbortown. The tunnels are 

heavily guarded with cameras at almost every turn. Pass cards are required for entry (or the psychic paper or 

sonic screwdriver may be used) and guards are posted at the entry and exits. The companions may use 

subterfuge to get pass cards and id cards to gain entry to Harbortown and ultimately the underground 

passages. The psychic paper will work too. The sonic screwdriver can open doors, but fails the visual test. 

4) The lab schematics from the Doctor are of the future installation. However, the scientists of the group know 

the lab must be located in a place with certain requirements: low populace that won’t complain about all the 

noise of near-constant delivery trucks and construction; low surrounding buildings to vent hazardous materials 

into the atmosphere. There are only four locations inside the city where the lab could be located – Large 

brownfields (of which there are many decayed neighborhoods in the city proper); beneath the abandoned 

factory complex, the Packard Plant; Michigan Central Station across from Roosevelt Park; somewhere along 

the Detroit River.  

The Brownfields - research is empty. A few meth labs are discovered, gangs threaten any official or unofficial 

vehicle that approaches the brownfields, but not much is found here. 

Packard Plant - The structure itself is dangerous as it has been empty and dilapidated for over 50 years. 

investigation is somewhat fruitful though, as faint traces of otherworldly technology can be detected at the 

underground site.  

Michigan Central Station - this structure is guarded by construction company guards. They don’t allow anyone 

to enter the site. It is well known that the owner of the property is attempting to revitalize this site, so the 

possibility for a lab, underground or otherwise, is low. 

Former Uniroyal Tire Site - although situated on prime development real estate - right off the Detroit River 

between Belle Isle and downtown - this is actually the perfect location. The underground lab vents toxic air 

through vents that access the streets of Detroit; it’s entrances are very hidden, and security is subtle. The site 

is currently under EPA protection as hazardous material cleanup has begun. This is the largest undeveloped 

site on the riverfront. This site was home to numerous industrial factories which manufactured everything from 

tires to industrial strength ammonia, iron and gas from coal. Sonic screwdriver readings taken at the site are off 

the chart, as the land has been saturated with chemical waste for almost a hundred years. 

5) The military companions know of no installation with direct ties to the lab itself. Very high rolls and 

expenditure of story points will reveal the location of the lab, but gaining entry is still difficult, especially for 

anyone with military ties. It is well known that military is not exactly welcome inside the lab. Lumic has never 

wanted the military to get its hands on his technology. 

 

Think Tank Story 

You are members of the think tank involved in securing patents and scientific minds for this research. You had 

no idea (obviously) that your hard work would result in the eventual destruction of Earth. You have detailed 

knowledge of the technology and all its applications. Your mission: destroy the research and prototypes and all 

traces of their existence.  
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Scene 3 – the Soiree 

If the companions need a way into the lab, they will need level 3 lab credentials. Only one member has psychic 

paper, so they can’t all rely on its use. 

The Cybus Industries annual office party is being held at the Roostertail right on the water. It’s a black tie affair. 

Waiters and waitresses serve hors d’overs and there’s an open bar. If any of the companions decide to 

infiltrate Harbortown, this is the best way to get credentials. Many people have parked themselves at the open 

bar and it will be fairly easy to find someone drunk enough to steal from. Trixie, a female scientist, is new on 

the research team, hand-picked by one of the companion scientists. She remembers the male scientist and 

immediately flirts with him. She is tipsy, but eager to take someone home with her. She is readily plied with 

more alcohol and becomes drunk very quickly. Edgar is her co-worker with a crush. He keeps an eye on Trixie 

and asks if she needs a ride home. If she is too drunk he will not let her leave with the companion. If she is 

sober enough to tell him to get lost, he does. 

Timothy is Trixie’s male equivalent. William is his co-worker crush. Timothy is not responsive to William’s 

advances and this creates a scene. Timothy will leave with a female companion in order to preserve his 

reputation. 

 

Military Attache Story 

Your superiors want to weaponize this technology for use on the battlefield. The Doctor has tasked you with 

two missions: 1) subvert any information from the lab to your superiors. Make certain they are unaware of 

advances while maintaining your cover. 2) use your military connections to assist the team in the overall 

mission 3) Neutralize any threat to the mission. News of the possibilities of this technology has reached 

organizations in China, Russia, Saudi Arabia and North Korea. Spy activity has increased since the 

announcement that a working prototype is on the horizon. See to it that this technology, remains out of the 

hands of any military organization and assist the team in neutralizing the research. 

Your mission has been an ongoing success. The Doctor tasked you with, quite possibly, the most difficult part 

of the overall mission. You were to subvert any and all information from Project Janus to your superiors. If 

discovered you would be charged with treason and court martialed. But you haven’t been discovered, at least 

not yet. You’ve done a good job of using diversion techniques to keep your superiors unfocused and in the 

dark by careful use of double spies, dummy reports, and good old fashioned bad intelligence. In addition to 

your gadgets, you have at your disposal a double agent. You recruited this agent some time ago and through 

the years you have come to trust the agent. You are well aware of the agent’s ultimate motive - to secure 

technology from the lab and report all findings to his/her superiors - and it doesn’t matter to you. The doctor 

has informed you how difficult it will be to obtain the information and, although your agent is good, he/she isn’t 

that good. Retrieving the intel from the lab is a 4 - 5 person mission at best and your agent doesn’t have the 

manpower, experience or the resources to pull it off. Circumstances being what they are, you feel confident 

you can keep your agent on a string for a little while longer.  
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Scene 4 – “Knock, knock” 

The companions have located the lab through various means. Entry with pass keys or psychic paper is the 

easiest method of infiltration. Good rolls of bluff and stealth will get the party far in their investigation. Failed 

rolls will mean detainment in an underground prison that no one besides the companions knows exists. 

Anyone remaining in detention will be experimented on if not rescued by the test date.  

Entry – there are always two guard patrols regardless of the method of entry. If the companions have pass 

keys, they are largely ignored. If they have no pass keys but act like they belong there, they will encounter 

resistance. Pretending to have left the keys in the lunch room or at the desk is a sufficient enough excuse, as 

this seems to happen often. However, the guards will radio ahead that suspicious activity has been detected 

and the group will be detained at the next checkpoint. Doubling back is almost the only way the companions 

can continue to go undetected if they don’t get pass cards before they encounter guards again. 

 

Lumic’s Story 

The Cybermen are created by the owner of Cybus Industries, the dying transhumanist mad scientist John 

Lumic. Initially, John Lumic’s research centered around medically necessary prosthetics. Early in his career he 

became a visionary in his field by combining lightweight materials and computer aided designs to create lifelike 

prosthetics. His research furthered the field when he introduced the theorem that myoelectric limbs would allow 

an amputee to control a prosthesis using brain impulses. As Lumic aged he became obsessed with his 

research and with just how much organic material was needed to make a human remain human. His theorems 

on total organ transplantation and sub-molecular bionic suits were viewed as a mockery of modern science, 

unethical at best, and Lumic’s legacy was tarnished. He continued to advance his research privately and 

stumbled upon the key to immortality. Through the refinement of his total organ transplantation technique, or 

T.O.T., Lumic successfully created the first Cyberman.  

In 51st century Earth of this timeline, Lumic's Cybermen successfully convert much of the world's population by 

placing their human brains into robotic shells. The Doctor and his companions free London from their control. A 

human resistance group, the Preachers, then sets about to clean up the remainder of Lumic's factories around 

the world. The off-Earth Cybermen later exploit a breach between universes to invade the Doctor's Earth. This 

breach however is caused by a Dalek transport device; the Daleks reveal themselves, inciting all-out war 

between the species with mankind caught in the crossfire. 

How to defeat a Cyberman:  they are vulnerable to heavy explosives, electromagnetic pulses and specialized 

weaponry, as well as Dalek weapons.  

 

Scene 5 – “The Inner Sanctum” 
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Should the companions gain entry into the depths of the lab, they are met with several  freestanding 

Cybermen, all seemingly in stasis.  They have been dismantled and are in various states of completion, but 

they are sentient. A scan with the sonic screwdriver will reveal this. They were sent to this time to help advance 

research to further their war against the Daleks and later against mankind. However, not all the Cybermen 

have been dismantled. There are several units that maintain a constant vigil over their counterparts and the 

inner prototype chamber.  

 

The Cybermen Contingent 

Fighting and surviving the Cybermen is a large chore.  

Cybermen objectives: 

1. Protect the lab at all costs. This includes an auto-shock which will short out the cyberman (but keep the 

organic material alive and viable) and at the same time render anyone within 5 feet unconscious 

2. Destroy anyone deemed a threat to the lab, the project or another Cyberman 

3. Prevent interference with the final testing  

 

Resolution 

If the companions are unable to interfere with some aspect of the prototype testing, a sonic boom can be heard 

off the coast of the Detroit River. The technology works and Lumic’s plans are proceeding unabated. The 

companions have failed and all return to the TARDIS. There, they watch a recording left for them by the 

Doctor. They are given a new objective: locate the scientist N. Hardwick. 
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APPENDIX I - NPC’S 

 

CYBERMEN 

ATTRIBUTES: 

 

Awareness: 3 

Coordination: 3 

Ingenuity: 3 

Presence: 5 

Resolve: 4 

Strength: 8 

 

TRAITS: 

Alien Senses (Minor): These future Cybermen can see into the infrared and ultraviolent ends of the spectrum. 

Armour (Major): These Cybermen’s metallic bodies provide 10 points of damage reduction. 

Cyborg (Special 1): Far future Cybermen still retain organic components. 

Eccentric (Major): Far future Cybermen are ruthlessly logical and emotionless. 

Fear Factor (Minor x2): These Cybermen have +4 to instill fear. 

Hypnosis (Special): These Cybermen can extend needles and surgical instruments from their fingertips to 

perform a partial conversion of subjects in the field. The subject must be restrained or unconscious, and the 

process only converts the brain, making them under the control of the Cybermen – there is no physical 

transformation. This process takes about 30 seconds. 

Natural Weapon (Major): Head-mounted particle-beam weapon L(4/L/L). 

Natural Weapon (Minor): Neurostatic sedation delivers S(4/S/S) damage by touch. 

Networked (Minor): These Cybermen transmit a recognition code so that they can keep track of each other and 

identify individual units. 

Technically Adept (Minor): Cybermen have a +2 bonus to use or repair technology. 
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SKILLS: 

 

Convince 2 

Fighting 3 

Knowledge 2 

Marksman 2 

Medicine 3 (AoE: Surgery) 

Science 4 

Subterfuge 1 

Technology 7 

Transport 2 

 

 

EQUIPMENT:  

Armour: 5. Hit Capacity: 10. Speed: 8. 

 

TECHNOLOGY LEVEL: 8 

STORY POINTS: 5 

Source: http://dwaitas.proboards.com/ 

 

Cybermen objectives: 

1. Protect the lab at all costs. This includes an auto-shock which will short out the cyberman (but keep the 

organic material alive and viable) and at the same time render anyone within 5 feet unconscious 

2. Destroy anyone deemed a threat to the lab, the project or another Cyberman 

3. Prevent interference with the final testing  

  

http://dwaitas.proboards.com/
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GUARDS AND OTHER ENFORCEMENT AGENTS 

ATTRIBUTES 

 

Awareness 3 

Coordination 3 

Ingenuity 4 

 

Presence 3 

Resolve 4 

Strength 3 

 

 

 

TRAITS 

Tough (Minor) 

Psychic Training (minor) 

Voice of Authority (minor) 

 

 

SKILLS 

Convince 3 

Fighting 3 (AoE: unarmed combat +2) 

Knowledge 3  

Marksman 2 

Subterfuge 3 (AoE: Sneaking +2) 

Technology 4  

 

Equipment: Armor 2, Hit Capacity 5, Speed 4 

Taser - Stun for 1d3 rounds 

STORY POINTS: 2 



13 
 

Source: http://dwaitas.proboards.com/ 

http://dwaitas.proboards.com/
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APPENDIX II - HANDOUTS 

 

 

Dossier - John Lumic, 51st century Earth 

 

John Lumic is a business tycoon, owner of Cybus Industries. Lumic’s public research centers around medically 

necessary prosthetics. Early in his career he became a visionary in his field by combining lightweight materials 

and computer aided designs to create lifelike prosthetics. His research furthered the field when he introduced 

the theorem that myoelectric limbs would allow an amputee to control a prosthesis using brain impulses. As 

Lumic aged he became obsessed with his research and with just how much organic material was needed to 

make a human remain human. His theorems on total organ transplantation and sub-molecular bionic suits 

were viewed as a mockery of modern science, unethical at best, and Lumic’s legacy was tarnished. He 

continued to advance his research privately and stumbled upon the key to immortality through his TOT 

theories.  

 

Though he publicly denied rumours of ill health, Lumic suffered from a terminal illness and used a motorized 

wheelchair as transport. He devoted all of his resources to finding a way to extend his own lifespan. To this 

end, he used Cybus Industries' affiliation with NASA’s biomedical research division to abduct the elderly and 

homeless as test subjects under codename Project Zephyr. They were transported to St. John Riverfront 

Hospital, where they were prepared to undergo Lumic’s TOT experiments. Through the refinement of his total 

organ transplantation technique, Lumic successfully created the first fully-functioning Cyberman on December 

15, 2014, and had amassed thousands of them by the following Christmas. Lumic took strict measures to keep 

Project Zephyr secret, even killing  members of his staff who threatened to blow the whistle. The location of the 

test laboratory is unknown. 

 

Hoping to gain government approval for his work to extend the lifespan and improve quality of life for mankind, 

Lumic unveiled the Cyberman model to the President of Great Britain. To Lumic's dismay, the President 

rejected the project and sought to end Lumic’s private research. Viewing the President's decision as a death 

sentence, Lumic set in motion a successful plan to overthrow the government. 

 

Lumic's Cybermen successfully convert much of the world's population by placing their human brains into 

robotic shells. The Doctor and his companions free London from Cyberman control. A human resistance group 

then sets about to clean up the remainder of Lumic's factories around the world. The off-Earth Cybermen later 

exploit a breach between universes to invade the Doctor’s Earth, 21st century. This breach is caused by a 

Dalek transport device; the Daleks reveal themselves, inciting all-out war between the species with mankind 

caught in the crossfire.  

 

Source: http://tardis.wikia.com/wiki/John_Lumic 

 

  

http://tardis.wikia.com/wiki/John_Lumic
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Dossier - International Spies 

 

Codename: Lothario 

Country of Origin: Russia 

Organization: Krygyshnia Intelligence or KINT 

Known Alias: Dionyz Slevak, Dominic Vavrinek, Enzo Larkin 

Lothario is known as an access agent and recruiter, one of the best in the business. He rarely goes into a job 

alone, but it is often difficult to tell his objectives and his target partner. He provides access to other agents by 

providing information that can lead to recruitment into an intelligence service. More often than not, Lothario will 

choose his target partner well before entering the country. The target partner is usually a young, Caucasian 

female, highly educated, in the civil service industry. Lothario works by choosing a target partner, brainwashing 

and preparing said target, then recruiting target partner to do his bidding. He has been highly successful and is 

still at large.  

 

Our intelligence has intercepted encrypted communications from KINT to Lothario about a project Codenamed: 

Zephyr. Lothario has recently been spotted in Detroit, Michigan with a target partner. Description: medium build 

female of Asian descent with medium length black hair working in the media pool at Detroit Coleman A. Young 

City County Municipal Building.  

 

 

 

Codename: Silverpen 

Country of Origin: Independent with North & South Korean ties 

Organization: None 

Known Alias: Aram Sivan, Nellie Wysemuller, Jane Watters 

Previously associated internationally with North Korean intelligence, Silverpen was outted to the intelligence 

community shortly after she was revealed to be a double agent, employed by the North and South Korean 

governments simultaneously. Silverpen is known as an agent with very powerful influence, especially in 

traditional and social media outlets. She disappeared after receiving her burn notice, possibly to join an as yet 

unnamed intelligence organization. 

 

Silverpen has not turned up on any intelligence communications since her double agent status was revealed. 

However, this is the kind of operation a disavowed agent would use to join another organization. The agency is 

on high alert for Silverpen. 
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Dossier - Cybermen 

 

Created by John Lumic, the owner of Cybus Industries. He believes that all people must be "upgraded" to 

Cyber-form, so that humans' physical and emotional weaknesses would be abolished. Cybermen were created 

by taking the brains of humans and placing them in robotic bodies. These exostructures were built from High 

Content Metal and were devoid of human emotion. 

Cyber-conversion involved painfully removing the brain of the subject and placing it within a suit of armour. The 

brain was preserved in a cradle of Cybus-copyrighted chemicals and welded to the exoskeleton, to which 

cyber-kinetic impulses were bonded. The remaining human body was simply incinerated. Once complete, the 

newly developed Cyberman had a special implant placed within them. The implant prevented them from feeling 

their emotions, but, if the implants were disrupted, the Cybermen entered a traumatic state as they were 

overloaded by the pain of the conversion. This would make them die in agony or cause their heads to explode 

from the overload of emotions.  

In times of emergency, cyber-conversion consisted of only constructing a Cyber-suit around a living being with 

some internal modifications. 

The Cyber-suit was constructed from bulletproof steel. A chest plate with the Cybus Industries logo housed a 

"heart of steel", the function of which is unclear, and the emotional inhibitor chip. The brain was contained 

within the suit's head, though the skull was included in more hastily converted units. Artificially grown nervous 

tissue was threaded throughout the body so the Cyberman responded like a fully biological organism. 

Without a brain inserted, the Cyber-suit is a robot which has sufficient processing capacity to pursue and attack 

a human target. Cybermen heads were programmed to seek out 'fresh meat" and try assimilating a compatible 

new head into the body if the original organic part rotted away. Because the victim would obviously fight back, 

the heads were outfitted with tranquilizer darts. 

If a Cyberman is dismantled, its body parts are still capable of operating independently and rejoining together, 

so long as they remain in working condition. The Cybermen are capable of wirelessly communicating with each 

other. 

Source: http://tardis.wikia.com/wiki/Cyberman 

http://tardis.wikia.com/wiki/Cyberman

