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Have you ever walked through a hall of mirrors?  Reflections trick the eyes 

at every turn; where objects appear to be can vary greatly from where objects 

really are.  Imagine, if you will, being trapped in such a world.  It’s a world in 

which every surface reflects its surroundings – a world with few points of 

reference and dizzying layouts.  Such a world is the world of Shimmer, a puzzle-

based adventure game in which players must attempt to exit mirror-covered 

maze, all while avoiding a dangerous and volatile adversary.  This isn’t just a run-

of-the-mill carnival hall of mirrors, though – one-way windows, traps, and shifts in 

gravity make for a world that keeps players on their toes and demands some 

tough spatial thinking. 

The game world is defined by its strange and confusing appearance.  It 

builds from a classic carnival concept – the “Hall of Mirrors” – and expands this 

concept into an entire world.  Nearly every surface in the game world is a mirror.  

Walls, floors, and ceilings include sharp, odd angles and unusual geometries that 

generate deceptive reflections, making for a disorienting world. 

 



 

 Shimmer features a narrative that is presented entirely within the space of 

the game; this is to say that no cutscenes, camera cases, or instances of text are 

used for narrative purposes.  For gameplay purposes, Shimmer is presented 

entirely from a first-person perspective, but by the very nature of the game, the 

main character is seen quite frequently in reflections.  Throughout the course of 

the game, this player character attempts to escape from this strange world of 

mirrors while evading a second character.  The non-player character only 

appears occasionally, but interacts with the environment in ways that interfere 

with the player’s progression.  The implied plot suggests that the non-player 

character is pursuing and attempting to kill the main character, but this is far from 

true.  Within the underlying narrative, the NPC is a “reflection” of the main 



character’s persona – an alternate piece of the main character’s personality – 

also attempting to escape from the mirror world, simply using more extreme 

tactics. 

 In Shimmer, the player navigates through a maze of mirrors by solving 

intermediate puzzles.  Puzzles are based around the idea of the player 

interacting with specific objects that take advantage of the highly reflective world, 

such as lights and laser beams.  Interacting with these objects, however, requires 

overcoming the disorientation inherent to the game environment.  With so many 

surfaces reflecting off of each other, the layout of the environment becomes 

unclear.  One hallway may appear to be in multiple locations at the same time, 

while a seemingly nearby object vital to the puzzle is actually in a separate 

position that is currently inaccessible.  The trick is to use the few in-game objects 

to identify and overcome the obstacles present in the environment. 

 The chief actions performed within the game are simple running, climbing, 

and button-pressing functions.  These base actions are used to navigate through 

the game world.  However, two additional actions are key to solving Shimmer’s 

puzzles.  Players are given access to two items over the course of the game: a 

set of “paint bombs,” which can be used to mark out areas of the map, and a 

“gravity shifter,” which can alter the orientation of the map relative to gravitational 

pull.  Paint bombs serve mainly as a means of easing navigation in areas with 

highly confusing reflectivity.  While useful, these are in short supply, with players 

receiving only a handful to use throughout the entire course of the game.  The 

gravity shifter, on the other hand, can be used infinitely.  By aiming at a surface, 



players select a new ground surface on which to walk.  Players can use this tool 

to reach previously inaccessible areas and solve new puzzles. 

 Shimmer is deliberately designed to be a short, concise play experience.  

Its use of an entirely reflective environment makes it a uniquely challenging game 

full of complex puzzle designs, disorienting layouts, and tricky sequences.  The 

idea is to keep players engaged in the game’s unique world, but leave players 

feeling confused when they finally turn away and return to the real world.  While 

designed to be a challenging puzzle experience, the main focus of Shimmer is 

the feel of the environment.  Its unusual appearance inspires the entire nature of 

the game’s presentation, while the disorientation and visual trickery inherent to 

the style generate puzzles that keep players coming back for more. 

  


