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Summer Palace of the Winter Queen 
 

No one is quite sure who or what the Winter Queen really is. The tales mentioning 

her suggest she may be a deity or an exceptionally powerful, probably immortal, 

perhaps Faerie, creature. Few such tales give useful details on her nature, though 

many cultures in the higher northern and southern latitudes of Nibirum preserve 

variants or fragments of the stories, where the Queen has numerous alternative, 

typically apotropaic, local titles. It is clear she is thought to possess great magic, 

much exceptionally obscure knowledge, and a considerable burden. Humanoid in 

form, she appears as very tall (around 8 or 9 feet high; 2.4 to 2.7 metres), dressed in a 

long, hooded robe, with piercing blue eyes, bearing a long staff or crook taller than 

she is, and an air of great sadness. Her clothing and physical features are said to 

alter subtly from one day to the next. A sample portrait of her accompanies this set of 

Atlas maps. 

 She cannot leave the Palace, and has no control over where it goes, as the 

Palace moves magically, and instantly, once a day to a new location. It is said to be 

never in exactly the same place twice, but its location is always in an icy, remote, 

spot, concealed below the surface. Its solitary entrance, while small and hard to 

find, has no door (there are no doors throughout the Palace), and can be recognised 

by the profusion of perfect representations of summer flowers and foliage all around 

it, made of crystal-quality ice. This summer array of perfect specimens is 

astonishingly beautiful, all of which objects are very fragile. Damaging any is a swift 

way to raise the Winter Queen’s ire, something the tales strongly warn against. 

 Wherever the Palace alights and for fifty miles around (eighty kilometres), 

the weather worsens and turns wintry, if it was not winter when it landed. 

Sometimes, it settles in the clouds, where it stirs them to winter storms, pouring hail 

and snow down to the surface beneath in icy gales. Even then, the Palace remains 

deeply hidden by the clouds, for all it still has its ice-flower-surrounded single 

entrance. 

 While some tales allude to it, one reality about the Palace is that the souls of 

all who have died recently in the frozen places of the world, and all those who have 

died from cold elsewhere, must pass through it on their way from wherever they were 

to wherever they may be going. A few may linger in the Palace for a time, and some 

may become temporary guests or servants of the Winter Queen. The Queen has no 

control over which may stay or move on immediately, however. She frequently 

converses with those passing through even so, from which much of her secret 

knowledge derives. Occasional tales may hint disparagingly that the Queen is merely 

running a ferry service for the recently deceased. 

 The Palace changes its form whenever it moves, never the same twice, though 

always in plan-view having the shape of a gigantic snowflake, with walls, floor and 

ceiling composed entirely of solid, if at least slightly translucent, crystal-like ice. 

This is always beautiful, with glittering facets like gems that reflect light on or just 

within the solid ice surfaces. Somehow, light palely manages to illuminate the whole 

interior with a soft radiance, no matter how deeply buried the Palace may appear to 

be. At times, rainbow-coloured beams, arcs and spots may be seen, like haloes in the 

outdoor sky that are created by refraction of sunlight through tiny hexagonal ice-

crystals in thin, high-altitude, clouds. Sometimes such light effects may become 

dazzlingly bright briefly. The ice walls, floors and ceilings reflect light as well, 

which in places can take on a mirror-quality surface. Such mirrors can allow 

glimpses of past or future events and places, memories left by the passing spirits, 

perhaps. The Winter Queen does have some control over such light, vision, visionary 

and illusory effects within the Palace. 

 Queen and Palace are so inseparable because in essence, they are parts of the 

same thing. Many of the Queen’s “servants” are actually living ice-constructs which 

appear from, and can return into, the inner ice surfaces of the Palace as required, 

thus too are simply another element of this whole being. 
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Palace Interior 
 

The air throughout the Palace is always fresh and calm regardless of conditions 

immediately outside the Entrance. While cool, it is of an equitable temperature for 

whoever physically enters it (something which can feel different for every entrant). 

The atmosphere is ordinarily solemn and slightly saddening, as if coloured by the 

ephemeral nature of summer, coupled with the presence of the many passing souls. 

Ceiling heights, while variable as befits an apparently natural crystalline ice form, 

are rarely less than 15 to 20 ft (4.5 to 6 m), typically of angular, sometimes 

spectacular, vaulted nature. 

 Regardless of its form, there are always seven major areas within the Palace: A 

guarded Surface Entrance and Reception Area, through which all must first pass, 

whether physical, immaterial, living or dead; A Ballroom for parties and 

entertainments; A Banqueting Hall for feasting and its adjoining Kitchen; A Crystal 

Garden rich with more summer ice-flowers; A Hall of Mirrors of ice; A range of 

Servant & Guest Quarters; and A Throne Room with the Queen’s Chambers nearby. 

 

Surface Entrance: Surrounded by a small garden of summery ice-flowers and foliage, 

the entrance is always a low, point-topped, open archway around 5 ft tall by 3 ft wide 

(1.5 by 0.9 m) set in a back-sloping wall of ice. The ice-plants are placed on both this 

wall and the more level surface just in front of it, always with a cleared path 

leading a little indirectly to the Entrance, slightly wider than the archway. This 

platform, wall and arch are present even when the Palace is set in the clouds, as they 

are parts of the Palace itself. The Palace cannot be entered by any means in any other 

way. Pushing physically into the surrounding clouds, or digging into the ice beyond 

wall or platform finds no trace of the Palace, for instance, while magical 

transportation devices and spells will not function into or out from the Palace. 

Someone who has died in the right environment or circumstances will have their soul 

pass through here at some stage, although the timing is always uncertain, and usually 

inconsistent with that in the physical world. Equally, the dead have no control over 

when or for how long they may be here. Once through the archway, the Palace opens-

up immediately as mapped, and the entrant finds themselves at the start of the 

Reception Area. 

 

Reception Area: This commonly has several awkward, narrow places in it, sometimes 

with separate ice-walled chambers as well. There are physical guards of various 

kinds, many to most of magically-animated ice construction, often armed and 

armoured with ice that has the properties of magically-empowered metal. More 

typical arctic-environment intelligent creatures may be encountered here at times 

too. The numbers involved are always more than a physical group could overcome, 

and fresh ice-constructs will simply manifest from the ice whenever required. Such 

constructs are rather like antibodies inside a living creature, whose numbers increase 

to match the level of the invading threat. This means such constructs may appear also 

from any ice surfaces elsewhere in the Palace in response to threats. A few guards may 

be incorporeal spirits, souls temporarily on the Palace’s staff, and if so, they may be 

known to whoever has just entered. This latter is always intentional. 

 

Ballroom: A large, open area for entertainments. When in use, temporary low ice 

platforms may grow from the floor for performers or an orchestra, say (often made 

up of passing souls), along with features such as tables and seats with refreshments. 

Glittering lighting effects, enhanced beyond the Palace norms, can be employed here 

too. Most guests are normally disembodied spirits, thus the events can have a sombre 

tone, rather more wake than party, for instance. A literally haunted ballroom. 
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Banqueting Hall: A substantial ice-table, commonly of angular “C” or “U” shape, is 

the dominant fixed feature, with fixed ice seats - usually benches - alongside it, and a 

larger throne-like chair for the Queen at the table’s head. Despite most guests at the 

feasts here being spirits, any physical guests will find the food and drink of excellent 

quality, albeit the food is exclusively bread and the drink fresh water. However, the 

bread has an array of forms that include many typical loaf types, and more made to 

look like meats and fruits. Each has a hint of the taste its appearance would suggest. 

The bread provides better sustenance than meals of greater variety found elsewhere, 

and has mildly healing properties for those in need of it, in addition. Similarly, the 

water comes in an array of different temperatures, colours and tastes, again with 

beneficial effects that complement the healing powers of the bread. All the 

tableware is of exquisitely-fashioned ice, while still possessed of a strength and 

durability closer to metal and pottery than ice. Even the spirits can partake of the 

food and drink, using the utensils as normal, though only so long as they are seated 

at this table. 

 A Kitchen area either adjoins or is close-by the Banqueting Hall. This contains 

a physical, if seemingly much too small, bread oven, materials and workspaces 

suitable for preparing bread. The Queen may be here at times, physically making the 

bread. She prepares all of it daily. 

 

Crystal Garden: A sunken area, a fountain and pool of running fresh water form the 

primary physical features in this part of the Palace, all sculpted from ice, with 

lighting that varies from a sparkling summer daylight quality, as if through moving 

leaves, to a glowing summer twilight. Places to sit and rest will grow up from the ice 

for any physical people coming through the Garden. The whole area is particularly 

peaceful and pleasant, if rather in the fashion of a summer graveyard, complete with 

passing souls wandering through from time to time. The Garden is filled with an 

astonishing variety and profusion of delicately-tinted summer ice plants, often with 

a light hint of summer fragrances on the air. The plants may have herbal properties as 

reputed to them in lore, or additional, sometimes unexpected, magical ones. Such 

properties can be used only if gifted freely to someone by the Winter Queen. Taking 

any without permission renders them ineffective. Such ice plants are also fragile and 

quite easily damaged; doing so purposefully makes the Queen extremely angry. While 

she can restore the damage fairly easily in most cases, the offender is liable to be 

expelled from the Palace instantly, deposited on the surface some considerable 

distance away, yet still within the Palace’s fifty-mile region of influence, so the 

person can enjoy the worst winter weather the Palace’s proximity generates. 

 

Hall of Mirrors: A confusing area set with numerous tall (often ceiling-high) plates 

of mirror like ice, along with similarly mirrored surfaces on parts of the nearby 

floor, walls and ceiling. Multiple reflections abound, and it would be very easy to 

become lost, frightened, or both here, especially as viewing one’s own reflection 

forces the person to revisit their own fears, failings or perceived physical-feature 

flaws. The longer this goes on, the worse such feelings become. Souls passing through 

here may be reflected as well, sometimes undergoing a similar process. A few may 

become trapped within the maze of mirrored reflections and be unable to pass beyond 

the Palace. Most spirits simply drift through here without problems, however. 

 

Servant & Guest Quarters: Physical creatures requiring regular rest who serve the 

Queen, and those who become her guests, will be allocated personal spaces in this 

area, each - should it be necessary - separated from others by freshly-grown, 

temporary (or occasionally more permanent), ice walls. Even souls that request a 

secluded spot may be provided with space here. All such can be accommodated 

comfortably. The area would simply expand outwards should more space be required. 
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Throne Room: A raised area of variable size with the Queen’s throne, often with one 

or more free-standing walls, dominates this part of the Palace. This is where visitors, 

whether souls or those physically present, are first brought, if they come to the 

Palace with a specific need or request for the Winter Queen. Here, she will listen and 

decide what is to be done. The Queen’s Chambers, a private apartment suite where few 

are ever permitted, either adjoin the Throne Room, or are situated nearby, often with 

concealed accessways when adjacent to the Throne Room itself. 

 

 
 

Quirks of the Palaces 

 

Ten sample Palace maps are provided in this set in the Atlas. Each has its own 

peculiarities. 

 

The First Palace: Probably the most difficult of the ten sample Palaces to negotiate, 

with several very narrow passageways, and a number of other places where the walls 

are rich with sharp, protruding ice crystals liable to snag loose clothing. The floor-

to-ceiling freestanding walls in the Reception Area and Servant & Guest Quarters 

also continue this “narrow way” theme, if in a smoother-surfaced form, with the 

Reception Area even having its own enclosed chamber in the centre, including a single 

access point (no doors, of course). The Hall of Mirrors runs between the central 

nexus and the Banqueting Hall, in the broadest of the six radially-projecting wings 

of the Palace, liable to be problematic for those other than the Winter Queen going 

to and from a feast there. 

 

The Second Palace: This has a very large, open, central nexus, in the midst of which is 

the Hall of Mirrors, surrounded by six broad, floor-to-ceiling freestanding walls 

that each have a “T”-form in plan, which also serve to divide up the outer part of the 

nexus into the Palace’s six other main areas. Only the Reception Area and Throne 

Room have freestanding walls beyond this. The substantial one in the Reception Area 

almost blocks the exit into the Palace proper. The Hall of Mirrors is unusually well-

ordered, if as problematic to traverse as normal. Most of the outer ends of the radial 

wings, except for that between the Surface Entrance and Reception Area, seem to be 

little-used. 

 

The Third Palace: All parts of this Palace are broad and open, with only the 

Reception Area having a few freestanding floor-to-ceiling walls to restrict access in 

a limited way. The large ice-panels separating the central Throne Room from the rest 

of the complex have mirrored inner surfaces, though they reach only about halfway 

between floor and ceiling. The central throne on its hexagonal dais can freely rotate 

to face in any direction. Passage through the Hall of Mirrors is restricted by the 

numerous, roughly 10 ft tall (3 m) mirror-plates there. Unusually, the Queen’s 

Chambers and Servant & Guest Quarters share the same wing of the Palace. 

 

The Fourth Palace: Freestanding floor-to-ceiling ice walls create narrow ways in 

various places, including in the Reception Area, Throne Room, central Hall of 

Mirrors and the Servant & Guest Quarters. The Reception Area has a large, enclosed 

chamber at its inner end, constructed from some of its extra walls. The Hall of 

Mirrors, segregated from the rest of the Palace by mirrored walls (the outer ones 

mirrored only on their inner sides), has smaller ice-mirrors scattered at different 

angles within it too. None of these latter rise above 10 ft (3 m) tall, however. The 

Crystal Garden’s sunken area, while angular, has an oddly irregular shape, much like 

the mismatched angular pool and fountain by its outer end. 
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The Fifth Palace: Dominated by a large Crystal Garden that occupies the entire 

central nexus, the ice flowers and foliage here coat the six irregular interior wall-

blocks and the surrounding outer walls as well, spilling out, increasingly only as 

lightly scribed forms further from the Garden, into all the radiating six wings. 

Freestanding floor-to-ceiling walls are few; one each in the Reception Area, Throne 

Room and Servant & Guest Quarters only. By contrast to the huge Garden, the Hall 

of Mirrors here seems rather a shrunken afterthought, tucked away in a wing that 

scarcely need exploring, it might seem. Finally, not a quirk of the Palace as such, 

rather of the map, as it was drawn using a black-and-white mapping style. By toggling 

the “Colour Cover” option, the map can be viewed either in its greyscale format, or 

with an icy-blue filter superimposed on it. 

 

The Sixth Palace: This map too was drawn in greyscale, so the Colour Cover toggle 

will again present the map either as normal in black-and-white, or with a blue-tinted 

filter over it. A large, central, Ballroom stands out prominently. It fills the area set 

within the largest, central, hexagonal line, which itself is merely a floor design in 

the ice. A smaller, but still huge, sunken hexagon fills the Ballroom’s central floor, 

with a large, angular, slightly raised floral design in its middle. A similar design is 

set in the ceiling directly above it. The Ballroom’s form sets the tone for the whole 

Palace, which is for wide open areas in general, with more large-scale floral 

patterns showing from just beneath the surface of the ice elsewhere, on floors, 

ceilings and walls. Only in two places is this open pattern punctuated by some floor-

to-ceiling freestanding ice-wall baffles, at the entrances to the Queen’s Chambers. 

and within the first parts of the Reception Area to be encountered by newcomers, 

close inside the Surface Entrance. The main chambers for the remaining areas of the 

Palace lie towards the outer ends of their respective radial wings, sometimes with 

spill-over facilities in one or both of their larger flanking chambers. The Crystal 

Garden, for instance, occupies all three main elements in its radial wing, each with 

its own sunken area containing at least one flowing water fountain. The elongated 

sunken area along the axis of the main, central, line of the wing has three fountains, 

a single small one towards its inner end, and an elaborate double one near its outer. 

The Hall of Mirrors though has its vertical ice-mirror panels scattered only along 

the main central part of its radial wing. There are none in either of the two larger 

side chambers. Like several others in this complex, these large subsidiary areas are 

empty and appear to serve no obvious function. 

 

The Seventh Palace: This has an unusually elongated form, giving a stretched 

hexagonal shape to the great central Crystal Garden, with its sunken elongate 

hexagonal structure and central flowing-water fountain. In addition, the outer 

walls have intriguingly large, often very well-defined, ice crystals in them, 

sometimes up to several feet - a metre or so - across. These are visible as distinct plates 

on the wall surfaces in places, and deeper within the exterior ice, which is more 

translucently transparent to a greater depth than is normally the case. These 

crystals in turn seem to allow a greater prevalence of rainbow-coloured refraction 

effects within the Palace as a whole, making it seem more cheery and bright than 

many others can be. There are very few freestanding ice-walls inside - just two in the 

Reception Area and another behind the throne, screening the Queen’s Chambers. The 

throne itself is at the inner edge of the Throne Room, where it abuts with the Crystal 

Garden. Petitioners to the Queen will actually be standing in the Garden when they 

first meet her, as a result. All six radial wings have a long, narrow, corridor-like 

extension at their outer ends, which seem to be used only in the Servant & Guest 

Quarters and Queen’s Chambers, other than in the access-tunnel between the Surface 

Entrance and Reception Area. That off the Hall of Mirrors does still have more, 

though often very narrow, mirror-ice panels along it, commonly here like irregular 

crystalline shards. Reflections and visions in these shard-mirrors are commonly 

particularly disturbing, as if in-keeping with their “shattered” forms. As with Palaces 
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5 and 6, an icy-blue cover can be superimposed on this black-and-white map using the 

toggle, if desired. 

 

The Eighth Palace: A large Crystal Garden in a huge, step-sunken hexagon fills the 

central nexus, with a large, circular pond and fountain as its centrepiece, surrounded 

by a great, six-“petalled”, angular, floral line design incised into the floor. The 

Garden is especially well-organised, with many formal “beds” of ice-plants and 

flowers. The Hall of Mirrors sprawls out into the adjoining chambers off its radial 

wing. This size and complexity makes it easier than normal to become disorientated 

and disturbed here, and abnormal numbers of spirits are trapped, gazing into one or 

other mirror, or even caught within one. By contrast, the Banqueting Hall, Kitchen 

and Throne Room are condensed into sharing a wing. The throne is set upon a 

substantial, cut-diamond-profile-shaped raised platform. The Queen’s Chambers 

though then occupy the entire adjoining radial wing by the Throne Room. The 

remaining main areas other than these are organised much as normal, each set in the 

larger chambers towards the outer end of their respective wings. Only the Reception 

Area has any freestanding floor-to-ceiling ice-walls in this Palace. 

 

The Ninth Palace: Smooth walls, ceiling and level floors characterise this Palace. 

The Reception Area has the sole freestanding full-height ice-wall in the whole place, 

where the Surface Entrance lobe adjoins it. The light within has a strongly blue-

green cast, something which is shared by all the ice here, and extends into the 

rainbow-coloured spots and arcs that sometimes happen as light refracts through the 

ice. Everything within the Palace - the Winter Queen, passing spirits, and even any 

visiting player characters - seems brighter, more alive (an odd thing for the souls in 

some respects), and somehow more real than normal.  This empowerment extends to 

facets of the Palace too. So the Hall of Mirrors, as in Palace 8, spreads into its 

adjacent chambers, and is again similarly increased in danger for all who venture 

within. However, its revelatory powers are also enhanced, and may provide strong 

and positive new information as likely as something terrifyingly negative. The 

central Throne Room has a large sunken floor hexagon, with a two-stepped rising 

central dais, atop which is the Queen’s throne, able to rotate freely to face in any 

direction. The Ballroom is unexpectedly elongated, running the entire length of its 

wing, while the various connected chambers of the Crystal Garden are all linked by a 

series of neatly-edged sunken pathways and angular areas, three of which have 

smaller sunken hexagonal freshwater pools, each with its small central flowing 

fountain. The smoothness of the surfaces here creates frequent additional reflective 

surfaces, if not quite so mirror-like, or so dangerous, as those in the Hall of Mirrors. 

 

The Tenth Palace: The central Throne Room has a large hexagonal ice dais for the 

rotatable throne to rest upon, while the upper part of the dais has been further 

sculpted into a raised floral form, with the throne right at its roughly circular 

central point. Much like Palaces 8 and 9, the Hall of Mirrors here is particularly 

crowded with ice-mirror panels, with similarly increased danger to that noted for 

Palace 8 (if without the added revelatory properties of Palace 9). Spirits gazing into 

the mirrors, or trapped within them, are especially common in the larger hall at the 

outer end of this wing. The Crystal Garden is however unusually small, occupying 

only the end chamber in its radial wing, with its area of sunken floor, which is here 

oddly off-kilter to the chamber itself and the connecting entry passageway. The 

fountain and pool in its midst is also off-centred, and anyone spending time here will 

find it a less relaxing spot than the Garden is more typically in other versions of the 

Palace. The remainder of this wing is given over to the Servant & Guest Quarters. The 

Queen’s Chambers take up an entire radial wing of their own off the Throne Room, by 

contrast to these somewhat cramped Quarters and Garden. The Ballroom wing 

essentially has two separate Room spaces, as either the broader mid-point chamber, or 

that at the outer end may be used for entertainments, but never both together for 
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some reason. Only the Reception Area has any floor-to-ceiling freestanding ice-walls 

here, restricting access from the Surface Entrance much as normal. 

 

 
 

RPG Use 
 

The Summer Palace of the Winter Queen is somewhere adventurers might, very rarely, 

need to find for some key item or piece of information, for example, perhaps from 

someone lately deceased in circumstances that will have led their soul to end up 

passing through the Palace. If killed themselves, yet liable to be brought back from 

the dead subsequently, the Palace might be somewhere such adventurers’ spirits might 

reside in the interim. Or the Palace could simply make a good tale for someone to tell 

to the adventurers. 

 The Community Atlas maps allow GMs to establish the Palace’s approximate 

location and current form randomly via the Palace Locations Map. The ten general 

locations allow a simple 1D10 roll, while the ten Palace maps mean another 1D10 

roll can establish which Palace will be the first encountered. Fresh rolls can 

establish both facets for any subsequent days spent there. Even if the location roll 

comes up with the same region of Nibirum, the Palace will have moved from where it 

was initially - to beneath another mountain glacier, or down from one into the ice-

cap in a valley miles away, say. 

 To clarify, the ten possible locations as mapped can include the Palace being 

inside a huge iceberg or an area of pack-ice anywhere on either of Nibirum’s great 

polar seas, the Frigid (northern) and Raging (southern) Oceans, or buried in a vast 

snowcloud above either ocean. On land in the  northern hemisphere, the Palace may 

appear buried in ice somewhere near the most northerly parts of mainland Alarius, or 

on either of the two largest, more northerly great islands off its northern coast. In 

the southern hemisphere, the Palace may be beneath the ice in southern Ezrute, or 

towards the glaciated tips of the two more southerly parts of mainland Peredur. 

There is though no reason why, at GM’s discretion, the Palace should not be able to 

appear in any glaciated or heavily snow-covered region elsewhere on Nibirum, 

including those rare places where high-altitude glaciers may be found within the 

tropics. 

 

 


