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INTRODUCTION
In this game all the player characters are given a shared consciousness, allowing them to communicate telepathically between 
each other. The Characters can share their thoughts, dreams, emotions, knowledge, secrets and fears between each other. They 
were given this ability by the Earth Colonial Army in order to better lead the efforts of humanity on frontier colonies, ensuring 
the safety of colonial settlers on the very edge of known space.

REQUIREMENTS
 ► In order to play this game you will need between 3 and 5 players and 1 person to be the game master.
 ► Each player should have a copy of the Character Sheet (see rear of book).
 ► One copy of the Freezer Sheet (see rear of book).
 ► Everyone will likely want some pens, pencils and paper for taking notes.

GAME CHEF 2013

GAME CHEF THEME

This year the game chef competition challenged participants to use a series of black and white iconic images as the theme and 
ingredients to fuel our ideas and inspire our creation.

Thematically, I have focused on the arrow in the image (on the right) to represent human expansion, both through colonizing 
new worlds on the edge of space and also stretching the boundaries of human consciousness. This game hopes to examine how 
people existing in a shared mental space interact against leadership challenges with little outside support.

GAME CHEF INGREDIENTS

The above images are the ingredients I chose to use. They gave me the inspiration for telepathic symbiosis and the Freezer. 
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This game is about family, your family.You have a husband 
or wife and at least one child. Like all parents before you, 
you want a better future for your family, and that future is 
definitely not on the cramped and environmentally exhausted 
Earth. You dream of a better life on the new colonies that have 
been rapidly expanding with the discovery of Faster than 
Light (FTL) technology 15 years ago.

The year is 2256 Earth is over crowded and its resources are 
stretched to the breaking point. Resource extraction colonies 
have been the norm for over a century but until recently they 
have been limited to the native solar system of humanity. 
The FTL system has led to a massive expansion of colonies 
throughout nearby solar systems most of these are resource 
operations for Earth’s survival but a few habitable worlds 
have been found and brave men and woman have been sent 
by Earth to begin life again amongst the stars.

As a settler, you would be allowed to bring your family away 
from Earth and make a fresh start and possibly even make a 
name for yourself on the edges of known space. The catch, 
like everyone before you who wanted their settler’s permit, 
was the mandatory term of service for 9 years in the Earth’s 
Colonial Army (E.C.A.). 9 years is a long time to be in space and 
away from you family. Also, it has rapidly become a much more 
hostile place since the 1st alien contact and the destruction 
of the Proxima 6 colony only 5 years ago. Nine years just to 
get a chance at a new life, if you live through it. So when you 
heard of an accelerated option “The Freezer Program”, one 
that would allow you to bring your family to the colony during 
your service, and earn your time leading the colony itself, you 
jumped at the chance to participate.  But like all things in life, 
this perk came at a cost.

WELCOME TO THE FREEZER
The Freezer is a military program dedicated to giving 
humanity the edge it needs to survive and flourish on the 
edge of known space. But it’s dangerous and not everyone 
survives the process. You and up to four other volunteers who 
have completed enlistment training will be frozen for one 
year in stasis; during this time, a surgically implanted alien 
organism will grow inside your mind and the minds of the 
other volunteers (your freezer cell). This symbiotic organism 
was found on an alien world and has since been manipulated 
by the greatest minds in human science. Assuming you live 
through your implantation and time in the freezer, your cell’s 
minds will merge into a single cohesive whole. Up to 5 people 
ready to be the leaders in any situation thrown at them, able 
to share thoughts, emotions, memories and skills at the speed 
of thought. While you may have had you own unique skills 
before the Freezer, afterword you will have access to the 
psyches of everyone who shared the freezer with you.

It will be challenging your personal space will be a thing of the 
past but you will be immediately shipped out with your family 
to secure a new colony and with the help of your freezer cell, 
lead development of the colony and protect your family from 
all threats, alien and domestic.

Welcome to humanity’s future. Welcome to the Freezer.

PLAYER AND GAME MASTER ROLES

PLAYER CHARACTERS (PC)
Each Player Character (PC) will make a character using the 
rules provided (see Personal Skills and The Freezer Program) 
and interact with the world provided by the GM.

GAME MASTER (GM)
The Game Master (GM) role for the Freezer is fairly traditional 
for RPGs you will role play any required non-player characters, 
provide scene descriptions and the bulk of story creation. The 
GM will also be responsible for arbitrating any conflicts and 
determining their results (see Task Resolution). 

The setting for this game is light on purpose. Discuss with 
the players what they want their frontier colony to be like, if 
aliens are involved, and what kind of challenges everyone is 
interested in wrestling with on the frontiers of space.
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PERSONAL SKILLS
In this game you will have 5 personal skills (2 Civilian, 1 
Enlistment and 2 Officer skills) each of these skills defines a part 
of your characters life and will be used to accomplish various 
tasks and challenges. Personal skills have 3 components, 
Skill Name, Memory Story and Emotional Baggage. Using 
Personal Skills is explained in Task Resolution.

SKILL NAME

As the player, you choose the name of your skill and define 
its purpose in the game. Because of this, there is no upward 
limit in the diversity of skills in this game. Skills should be 
evocative in name and fairly broad in scope given that you are 
summarizing your knowledge into only 5 skills. No two player 
is allowed to have the same skill in this game; while you 
are all likely to have some similar life experiences as military 
officers ie leadership, combat etc, players should be careful 
not to overlap in the interest of optimizing the benefits of the 
Freezer. The best method to do this is to discuss amongst the 
players and ensure you each have a distinct concept/career 
path. For example a marine could take more combat related 
skill and leave technology to the Engineer.

Examples include: Firearms, Athletics, Surgeon, Drive, Fighter 
Piloting, Power Armour, Ship Gunnery, Navigation, Stellar 
Cartography.

John decides he is playing a marine trooper and decides he has 
specific skills with heavy weapons “Heavy Weapons”.

MEMORY STORY

Your character’s skills are all based in your memories and 
experiences. Define in a single sentence an important memory 
your character has from his experiences with this skill. This 
could be from a class room or even from a specific experience. 
A Memory Story is best thought of as the moment your 
character remembers the most, good or bad. 

John’s marine trooper decides his Heavy Weapons skill brought 
to mind “Long boring nights, staying up late and repeatedly 
dissembling and reassembling my weapons until I could do it 
blind folded”.

EMOTIONAL BAGGAGE

When your character thinks of his Memory Story, what 
emotions does it evoke in him? Parse this emotion down to 
a single word. Your personal emotional memory will become 
the Emotional Baggage of other players when they draw 
your skill from the Freezer (see The Freezer Program).

John’s marine defines his Emotional Baggage for “Heavy 
Weapons” as “Exhausting”.
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SKILL SELECTION

CIVILIAN SKILLS (2)

You character wasn’t always an officer in Earth’s Colonial 
Army (E.C.A.) you likely went to school, possibly college, and 
worked for a few years providing for your family. What did you 
do as a civilian on Earth? What were you most proficient with 
before you joined the E.C.A.? When thinking of your civilian 
skill, also think about how it ties you to your family.

Define two skills as your Civilian Skills, give these skills a Skill 
Name, Memory Story and Emotional Baggage tag.

John decides that before becoming a marine he taught high 
school math and was the football coach, which is also where he 
met his wife. John defines the skill as follows:

Name: Leadership
Memory Story: Giving kids a second chance in his after school 
football coaching program.
Emotional Baggage: Generosity

John decides his second Civilian Skill will be from his years of 
education, he knows the best way to instruct people whether 
they be children or adults. John defines the skill as follows:

Name: Instruction
Memory Story: Spending his early mornings with young minds 
intent on learning instead of at home with his wife.
Emotional Baggage: Patience

ENLISTMENT SKILL (1)  
JOINING UP WITH THE EARTH COLONIAL ARMY

After enlisting with the Earth Colonial Army you were given 
6 months of intensive military training. Define a skill that you 
excelled at during this time.

Define one skill as your Enlistment Skill, give this skill a Skill 
Name, Memory Story and Emotional Baggage tag.

John decides that he was the best with heavy weapons in his 
company. John defines the skill as follows:

Name: Heavy Weapons
Memory Story: Long boring nights, staying up late and 
repeatedly dissembling and reassembling his weapons until he 
could do it blind folded.
Emotional Baggage: Exhausting

OFFICER SKILLS (2)

Upon completing enlistment level training, you were accepted 
in the E.C.A’s officer training program. Here you became 
what you are now: an officer in the E.C.A. Define 2 skills that 
encompass your 2 years of Officer Training.

Define two skills as your Officer Skills, give these skills a Skill 
Name, Memory Story and Emotional Baggage tag.

John decides he learned how to pilot “Powered Armour”. John 
defines the skill as follows:

Name: Power Armour
Memory Story: The shock and awe attack his company made on 
an alien encampment.
Emotional Baggage: Overconfident

John decides his second skill will be in managing the logistics of 
army supplies. John defines the skill as follows:

Name: Logistics
Memory Story: Losing track of a shipment of medical supplies, 
resulting in the deaths of civilians.
Emotional Baggage: Guilt

John’s Marine character now has the following Personal Skills: 
Leadership, Instruction, Heavy Weapons, Power Armour and 
Logistics.
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Upon completing all your training, you were as prepared as 
anyone could be. For a year, your body was frozen in stasis, 
a biological agent placed into your mind and those of your 
cell mates (all other Player Characters). During this year the 
biological agent grew inside all of your brains and began to 
weave its way into your consciousness.

You were not prepared for the dreams, and the nightmares. 
Strange dreams of things you had never seen, emotions you 
had never felt and memories you had not experienced began to 
bleed into your mind. Time passed but as your consciousness 
began to interact with those within your cell strange things 
began to happen to you, that would never be undone.

EGO MEMORY

 Your family gave you purpose on the outside of the freezer 
but it was not enough to keep your identity grounded within 
the conflicting emotions and memories of the Freezer. Your 
Ego Memory is your fortress; it keeps you distinct in a sea of 
other voices and drives you forward when all else seems lost. 
In a lot of ways, this is why the military finally chose you for 
the Freezer as a weaker mind could get lost and never return.

Your Ego Memory is an evocative statement about your 
individuality, this will be your Raison d’être and anytime you 
work towards its goals, you are more likely to succeed in the 
task 

As an example, our player John decides to play a man who was 
a teacher before joining the marines. He met his wife in a small 
town and has been raising his 3 kids as best as he could on a 
meager teacher’s salary. John didn’t give up on himself in the 
Freezer because he had to live on to protect those who couldn’t 
protect themselves, like his family.

John’s decides his Ego Memory is “Ensuring the Safety of those 
who cannot defend themselves”

THE FREEZER PROGRAM

GIFTS FROM THE FREEZER

Your time in the Freezer gave all of the player characters a 
shared psychological space. Any player character can speak 
telepathically across any distance withs any other player 
character from their Freezer Cell. This means all player 
characters can maintain conversations in all scenes whether 
they are all physically present or not. Characters that are 
present in a scene can easily provide descriptions of what 
they are seeing and still interact with people socially without 
getting confused (therefore any GM descriptions can be 
roughly passed on as character knowledge). However, if they 
wish to transmit sensory information (smells, sounds, visuals, 
sensations) concentration is required.

NOTE: It is important that all the Player characters 
understand that this interconnectivity is always on, if 
a character is hoping for privacy, the best solution is to 
hope no one is actively watching your thoughts.

POOLED SKILLS

The primary purpose of the Freezer was the transfer of 
knowledge. During their time in the Freezer all of the player’s 
Personal Skills were copied into the shared Freezer space 
and are now accessible by any other player. This means in a 4 
player game there will be 20 skills pooled in the freezer.

If you access a skill in the Freezer, you keep it and its 
associated Emotional Baggage for the duration of the 
scene.

Complete the Freezer Worksheet (see rear of the book) by 
copying each player’s skill details on the sheet except for 
Memory Stories:

SKILL NAME – EMOTIONAL BAGGAGE – ORIGIN PLAYER
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EMOTIONAL BAGGAGE

Emotional Baggage is the catch all term applied to any 
unwanted effects of borrowing from the Freezer. Humans are 
an emotional species, and human emotion is tied tightly to 
skills and memories. When another human accesses shared 
skills, they not only gain the knowledge but also any attached 
emotional baggage.

When a player draws a skill from the freezer they also gain 
the associated Emotional Baggage for the scene. This means 
that for the duration of the scene this emotion influences the 
character who drew the skill. 

Note: Players who use their own personal skills are not 
affected by their own emotional baggage.

INFLUENCE OF THE BAGGAGE

During the scene the Origin Player controls all aspects of how 
the Emotional Baggage affects the acting players perceptions. 

For example Carol decides to pull John’s “Power Armour” skill 
from the Freezer to use during a major combat defending the 
colony from aliens. This also means that during the major battle 
Carol receives the related Emotional Baggage of “Overconfident”.

John bellows out some laughter and begins to provide 
descriptions of the aliens and how weak and puny they are, 
encouraging Carol to take some additional risks during the 
battle. 

The GM continues to arbitrate the scene but is not allowed to 
interact with the Emotional Baggage; that is John’s job for the 
scene.

MORE THAN ONE, SURE!

More than one player can use more than one skill at a time 
from the freezer and everyone can use the same skill at the 
same time (everyone in the party could use power armour in 
the big battle for example). Drawing more than a few skills 
from the freezer can quickly lead to a very confusing journey 
for the character because of cumulative Emotional Baggage.

DELAY THE BAGGAGE

A player can elect to Delay the onset of the Emotional Baggage 
to a future scene. To do this, simply copy the Emotional 
Baggage trait into your Delay Pool on your character sheet. 
Any Emotional Baggage traits that are present in a Delay Pool 
can be compelled by the GM in any future scene. Delayed 
Emotional Baggage is much stronger and more influential; 
the GM will be doing his or her best to undermine your sense 
of personal identity throughout the scene. Think of it as what 
happens when someone bottles up an emotion over time and 
then snaps!

Carol is again accessing the Freezer for the Logistics skill she 
needs from John’s mind but she knows the Emotional Baggage 
of “Guilty” is coming with it and doesn’t want to deal with that 
stress in the current scene. She elects to Delay the Emotion, 
writes it in the Character’s Delay Pool and continues the scene 
stress free. The GM tracks the pool and has already started 
scheming about a guilty stress for a future scene.
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In the Freezer RPG the Game Master (GM) arbitrates all 
conflicts between characters and challenges with the 
environment using his or her discretion and guided by the 
actions and descriptions of the player characters. The focus 
of this game is on inter-personal role playing within the party 
and the emotional complications that arise in challenging 
situations.

1. GM AGREES OR PROMPTS FOR ACTION

The GM will either agree to what a player wishes to do during 
a scene or prompt the character to justify how they will 
accomplish the task at hand by picking one or more of the 
following:

USE ONE OR MORE SKILLS

Primarily most situations will be resolved using a Personal 
Skill or by drawing a Freezer Skill and its related Emotional 
Baggage from the Freezer. A skill does not represent passing 
understanding in this game, employing a skill is considered to 
be at a professional skill level with professional results. The 
player can elect to use multiple skills if they are related (by 
combining their use in a flowing narrative), each additional 
skill provides narrative advantages and likely additional 
Emotional Baggage.

EGO MEMORY

If they do not possess the required skill or the situation is 
particularly difficult (at the GM’s discretion) the player can 
elect to use their Ego Memory in the scene. Strong minded 
characters are capable of great accomplishments. If Ego 
Memory is your only option Success will always include a 
YES, AND or YES, BUT outcome.

COACHING FROM ANOTHER PLAYER (VIA 
FREEZER)

Other players can provide ideas via communication through 
the Freezer if the conflict is particularly long this could be 
strategic in nature or split second instructions in a gun fight.

TASK RESOLUTION

2. PLAYER DESCRIPTION

Once a player has decided which skill(s) and/or Ego memory 
they plan to use to accomplish their goal, they describe their 
actions in detail to the GM.

3. GM ARBITRATION

The Game Master considers the players actions against the 
difficulty of a challenge and elects one of the following options 
as their response:

YES
The player’s goal is accomplished and the scene continues.

YES, AND or YES, BUT
The player’s goal is accomplished but something else happens, 
(described by the GM( that now needs to be dealt with.

NO, BUT
The player’s goal is not met and the GM describes what this 
means and/or provides a new direction of play through a 
“BUT” statement.

4. RESULTS

The GM describes the results of the action to the player(s) as 
well as any related consequences.

THE FINAL CONSEQUENCE - CHARACTER DEATH

Death is always a possibility, but is more likely an outcome 
of a grand narrative, epic actions or heroic sacrifice. Death 
is only an attribute of the physical body in the Freezer and 
so “dead” players can continue play as “normal” by playing 
a consciousness trapped within the minds of the remaining 
players. What this would mean to a lone surviving character 
with half a dozen voices in his head is left up to you to find out.
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PLAYER: ____________________________________________________________________________
CHARACTER: ____________________________________________________________________________
CONCEPT: 
________________________________________________________________________________________
FAMILY NOTES:
________________________________________________________________________________________
________________________________________________________________________________________
________________________________________________________________________________________
________________________________________________________________________________________

SKILL NAME

CIVILIAN

MEMORY STORY EMOTIONAL 
BAGGAGE

SKILL NAME

CIVILIAN

MEMORY STORY EMOTIONAL 
BAGGAGE

SKILL NAME

ENLISTMENT

MEMORY STORY EMOTIONAL 
BAGGAGE

SKILL NAME

OFFICER

MEMORY STORY EMOTIONAL 
BAGGAGE

SKILL NAME

OFFICER

MEMORY STORY EMOTIONAL 
BAGGAGE

DELAY POOLEGO MEMORY
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ORIGIN PLAYER

SKILL NAME EMOTIONAL BAGGAGE

ORIGIN PLAYER

SKILL NAME EMOTIONAL BAGGAGE

ORIGIN PLAYER

SKILL NAME EMOTIONAL BAGGAGE

ORIGIN PLAYER

SKILL NAME EMOTIONAL BAGGAGE


