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OVERVIEW 

Introduction 
 

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. 
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Shimmer’s world generates visual trickery that disguises the true location of objects. 

 

 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.  The underlying narrative 

suggests that the main character is attempting to discover his identity.  The 

character’s burgeoning curiosity compels him to follow a mysterious glowing ball 

through the strange new world he has discovered.  In the process of solving the 

world’s puzzles, the main character learns about himself, his appearance in 

reflections becoming clearer, until he finally obtains his self-awareness and a 

new view of the world. 

 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, 
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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. 

 

Target Demographic 
 



 8 

 Shimmer is designed to target as wide of a demographic as possible.  It is 

designed to be a casual-friendly game through its very short play time and 

relatively low-stress environment.  In essence, it can be enjoyed by anyone who 

enjoys solving puzzles.  However, certain features do narrow down the targeted 

audience to some degree. 

 The sci-fi elements present within the game environment drive the game 

slightly towards the younger male demographic, chiefly the 18-35 range, but the 

use of a genderless main character and non-threatening environment leaves the 

game accessible to both genders relatively equally.  Additionally, the implicit 

narrative contains elements that target the teenage demographic, driving the age 

range down slightly more. 

 While casual-friendly, Shimmer contains a great deal of crossover 

between casual and core elements.  The disorienting nature of the world lures in 

the more adventurous and curious gamer while potentially driving away gamers 

looking for something more straightforward and easier to understand.  In this 

sense, Shimmer is geared more towards the core market than the casual.  The 

lack of multiple difficulty settings limits the variance of demographics, but the 

curve allows the game to be accessible to the novice while increasing in difficulty 

quickly enough to provide a challenge for the more talented player.  Overall, 

however, the puzzle setup of Shimmer makes for more of a classic design, 

appealing to the core gamer.  Thus, the design leans more towards the core than 

the casual gamer. 

 

Target Demographic: Male/Female Core, Age 13-30  

 

Features 
 
- Unique and challenging world appearance through recursive reflections 

- Serene and minimally stressful environment 

- Short play sessions 

- Increasingly complex and challenging puzzle designs 
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- Beautiful and increasingly colorful, if disorienting, world 

- Fully-immersive implicit narrative 

- Combination of science and fantasy elements 

- Simplistic, easy-to-navigate menus and interface 

- Intuitive controls 
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GAME WORLD 

General Overview 
 
 The style and construction of Shimmer’s world is the heart and soul of the 

game’s design.  Every surface in the environment is a solid, highly reflective 

mirror.  These surfaces create effects that trick the eyes as they reflect off of 

each other – rooms appear infinitely larger, objects appear to be in different 

locations than they truly are, and the very layout of the world becomes difficult to 

determine.  It is from this style and the disorientation it generates that the level 

layout and puzzles are generated. 

 

World Construction 
 
 Shimmer is built upon a labyrinthine design, both for design and general 

aesthetic purposes.  As it is designed to be a short game, Shimmer takes place 

in only one contiguous level.  This single level is broken into three main sections 

via a lock-and-key system. 

 Of key importance in Shimmer’s build is the fact that gravity shifts 

directions throughout the course of the game.  As a result, the maze of tunnels 

moves in all directions.  Hallways intersect with walls, floors, and ceilings in odd 

patterns.  This layout serves as the primary means of restriction throughout the 

course of the game as certain areas can only be accessed when gravity shifts to 

a certain direction.  Thus, from a design standpoint, these hallways are 

strategically laid out to funnel player movement along an established path. 

 Another key feature of Shimmer’s layout is the use of flat surfaces.  The 

mirrored nature of the game world is used to establish a confusing layout by 

disguising the location of walls and game objects.  Rounded surfaces reflect light 

in distorted patterns, making the location of the surface easier to spot.  Such an 

effect can play some interesting tricks on the eyes, but works against the feel of 

Shimmer’s environment.  For this reason, perfectly flat surfaces are vital 
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throughout much of the game, save for in key moments when the purpose of the 

level layout is to cause an odd visual sensation. 

 

World Description 
 
 The game world is the aspect around which the rest of Shimmer is based.  

The style of the environment is what inspires the design of the core mechanic, 

puzzles, and other game elements.  The world of Shimmer can be described, in 

the simplest sense, as a hall of mirrors.  Light reflects off of every surface in the 

world, creating illusions of repeating images and unusual sensations of an 

infinitely large space. 

 

 Shimmer takes place in a mildly science-fiction-based environment.  In-

game objects are based around bright lights, and the overall specularity and 

cleanliness of the game world gives it a somewhat futuristic feel.  The game 

world is very quiet, with the exception of light hums and whistles from devices 

such as laser emitters, plasma balls, and electronic sensors.  Please review the 

Game Elements section for a complete listing of in-game objects.  The world is, 
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literally, quiet enough at times to hear a pin drop (save for the fact that there are 

no pins in the game world). 

 Every surface of Shimmer’s world is a mirror.  Mirrors reflecting off of 

mirrors can create some fascinating effects, but Shimmer takes the concept to a 

new level.  Not only is the world built entirely from mirrors, but the world is 

designed to be traversed from multiple gravitational orientations.  In other words, 

the world is set up three-dimensionally, rather than two-dimensionally.  Rooms 

are constructed to allow for traversal on walls and ceilings.  As a result, mirrors 

routinely appear at odd angles, further disrupting the appearance of the game 

space. 

 

 

Artistic Direction 
 
 The key word to consider in Shimmer’s artistic design is “simplistic”.  

Shimmer is a highly representative, somewhat abstract environment.  

Additionally, with a great deal of game power going towards maintaining a large 

number of real-time reflections, it becomes vital to reduce engine usage 
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wherever possible.  Technological concerns aside, however, Shimmer is 

intended to portray a generic character in a generic situation – a character who 

could be anyone.  The main character is neither man nor woman, but simply a 

humanoid figure wandering the game space.  In actuality, the main character is a 

robot, but its appearance throughout the game is more that of a vague silhouette.  

Its appearance grows slightly more detailed over the course of the game as the 

main character becomes more and more self-aware, but within the atmosphere 

of the game world, there is always a slight offset between the crisp clarity of the 

mirror world and the lack of detail in the main character.  

 

 There is a certain inherent beauty to a world composed entirely of mirrors.  

Given the interaction of light in various ways, the world takes on a somewhat 

crystalline quality.  Working from this style, Shimmer looks towards a fantasy sort 

of environment.  Given the sort of tools provided to interact with the mirror world 

(lasers, balls of light, gravity shifters), it takes on, more specifically, a science-

fiction motif.  While the game is not necessarily intended to take place within a 

futuristic environment, the game world takes on that sort of appearance. 
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 If nothing else, it could be said that Shimmer has a dreamlike quality.  The 

world’s immaculate cleanliness and disorienting layout suggest a world that isn’t 

quite real.  While the game world and main character are relatively colorless, the 

other elements of the game world emit bright, vivid colors that enhance the sci-fi 

element to some degree.  Through this technique, the in-game objects truly pop 

and take on a very distinctive look from the rest of the world. 
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GAMEPLAY 

General Overview 
 
 The gameplay of Shimmer can be summed up very basically: explore and 

solve puzzles.  However, there is a fair deal more to playing Shimmer than this 

one phrase.  The gameplay is all about discovery.  It is up to the player to look 

around and analyze the environment, determining where game objects can be 

located and possible ways they can interact with one another.  “What does this 

do?  How can I use it to accomplish my goal?”  One additional question, 

however, provides the basis for these others, and it is the key to Shimmer’s 

gameplay.  “Where should I go next?”  The constant repeating of these questions 

forms the basis for the gameplay, and finding their answers allows the player to 

progress through the game.  It’s about discovering ways to use the game world 

to the player’s advantage. 

 

Core Mechanic 
 
 As a puzzle game, Shimmer is based primarily around the act of solving 

puzzles in order to progress from one area to another.  The game world is 

essentially a maze to be navigated through.  Each of these tasks is accomplished 

through the player’s interaction with the various in-game objects which form the 

components of each puzzle.  Thus, Shimmer’s core mechanic is based around 

manipulating game objects in order to solve puzzles. 

 Depending on individual objects and their functions, different actions must 

be performed in order to interact with them.  For a complete list of all game 

objects and functions, please reference the Game Elements section.  Generally 

speaking, however, gameplay is built around a simple structure: use one object 

to access another.  Each object makes up a link in a long sequence that leads 

the player through the game world and, ultimately, to the exit. 
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Secondary Gameplay 
 
 A number of key gameplay tactics are used to supplement the core 

mechanic of Shimmer.  The act of solving puzzles in order to progress from one 

area to another breaks down into two main parts: navigating the game world and 

manipulating game objects.  The components of these two mechanics form many 

of the secondary aspects to the gameplay. 

 

World Navigation 

 
 Shimmer’s world is a maze.  Therefore, an important skill for the player to 

have is an ability to navigate through the game world.  World navigation, 

however, isn’t simply about finding the right path to take, but also about finding 

the paths themselves.  The Shimmer world tricks the eyes in numerous ways, 

making it challenging to locate passages, determine room layouts, and pinpoint 

game objects.  One of the player’s biggest assets (and challenges) is to 

overcome the visual trickery inherent to the game world, and there are several 

ways the game works to assist them in this endeavor. 

 In-game objects serve mainly as pieces in the game’s puzzles, linking only 

to each other in the grand scheme of gameplay.  However, certain objects can 

also be used to aid in navigation of a level by providing visual cues for the player 

to follow.  Laser beams, for example, can be used as pointers that lead players 

from one location to another.  When highlighted with smoke, laser beams 

become visible, serving as a trail from the emitter to its target, even when the 

beam must reflect around multiple surfaces to reach its target. 

 Some items can also be used to lessen the reflective trickery of the game 

world and thus make it more easily navigable.  Paint Bombs cover the world 

surfaces in paint, eliminating reflections.  Smoke has no impact on game 

surfaces, but makes the air less transparent, thereby also limiting reflection 

recursion.  Smart utilization of game objects for navigational aid represents a 

very useful piece of gameplay.  For more information on in-game and inventory 

items, please see the Game Elements section. 
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Manipulating Game Objects 

 
 The act of manipulating game objects is of vital importance in completing 

Shimmer’s puzzles.  Objects are provided both as inventory items, carried by the 

player at all times, and in-world objects, dispersed in various locations throughout 

the game world.  Game objects serve as pieces of the game’s puzzles, many of 

them linking to each other in specific sequences so as to open access to a 

desired point.  These objects take advantage of the game world in order to 

overcome the challenge of reaching new areas of the map. 

 Objects have three main functions: they can be positioned, aimed, or 

activated.  “Positioning” an object involves the player physically picking up an 

object and carrying it to a new location.  This allows for new angles to be reached 

and new locations to be seen from the object’s position, altering the possible 

roles it can play.  “Aiming” an object is quite straightforward.  Aiming involves 

taking an object that points in a specific direction and rotating it in its current 

position to point in a new direction.  “Activating” an object, essentially, refers to 

using an object for its primary purpose.  In the case of switches or electronic 

objects, activation is as simple as turning the object on or off.  In the case of an 

object that can be interacted with in some way other than simply throwing a 

switch, “activation” refers to said action.  In the case of a Gravity Ball, for 

instance, “activation” refers to the act of throwing the ball, whereas activating the 

Gravity Shifter refers to the act of firing it and changing the gravitational pull.   

A key feature of the game structure is that not all objects need to be 

activated by the player directly.  Through the use of these three main functions, 

game objects link together.  Objects which can be aimed are often used for the 

purpose of activating other objects.  A combination of timers and toggling 

functions results in puzzles that demand the use of long chains of object 

activation in a Rube Goldberg-sort of setup.  Additionally, puzzles combine 

objects that are activated both by the player and by other objects for an extra 

layer of complexity.   
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For more information on game objects and their functions, please 

reference the Game Elements section.  For more information on general puzzle 

layouts, please reference the Level Design section. 

 

Goals 
 
 As stated above, the world of Shimmer is, essentially, a maze.  Players 

must move from the starting position to the maze’s exit point.  This main goal, 

however, is achieved via a series of steps.  The nature of Shimmer’s gameplay 

goes beyond simply navigating a maze as it demands the completion of 

numerous smaller puzzles within.  Completing each puzzle represents a goal for 

the player to work towards, and the intermediate steps involved provide a further 

subdivision of the goal system. 

 

Follow the Identity Ball 

 
 From the very beginning of the game, players are thrown into the game 

world with no points of reference…except one.  A glowing, immaterial ball hovers 

in the middle of the opening hallway.  As the player approaches, it flies away 

through the game world to an as yet unseen location.  This provides players with 

an initial visual enticement that continually resurfaces throughout the course of 

the game. 

 The glowing ball (the embodiment of the main character’s identity, in 

narrative terms) serves as a key navigation point as the game progresses.  It 

appears as a guide point in certain puzzles to indicate a destination for the player 

to reach.  As in the beginning of the game, however, every time the player 

approaches the ball, it flies off to another location.  The Identity Ball essentially 

serves as the “worm on the hook,” baiting players on to the next location, and the 

next, and the next. 

 The Identity Ball is not entirely a bait-and-switch.  At the completion of 

each main puzzle, though it flies away yet again, it leaves behind a smaller piece 
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of itself which the player can collect.  Collecting each piece alters the main 

character’s appearance slightly, providing some hints that there is a purpose to 

continually chasing this object.  This process is designed to lead players through 

the entire game to the end, at which point, they can finally collect the glowing ball 

they have pursued for all this time. 

 

Completing Puzzles 

 
 The glowing ball provides a visual cue to suggest that there is indeed a 

goal to be reached.  In striving for that goal, players are required to complete a 

series of puzzles based around the world’s reflective nature.  Thus, a new level 

of goals is created – the goal of completing a puzzle.  Puzzles in Shimmer are 

based around the manipulation of game objects into a required pattern.  In this 

sense, players are provided a puzzle built out of pieces and the challenge of how 

to utilize those pieces in order to reach a goal. 

 As the game’s primary goal is to move from the entrance to the exit, 

individual puzzle goals are built around overcoming the obstacles that prevent 

the completion of the primary goal.  The obstacles that prevent the complete 

traversal of the game world include locked doors, unreachable corridors and 

rooms, disorienting environments, and inaccessible objects.  Puzzles provide 

tools that allow players to overcome these world obstacles.  In the case of a 

locked door preventing further access, for example, a puzzle goal is to unlock the 

door.   

Oftentimes, the goal of a puzzle is not an end, but a means to an end.  

While the larger goal is to unlock the door, a more immediate goal is the retrieve 

a key that will unlock the door.  Likewise, other intermediate goals also apply to 

the smaller puzzle – the player must access the area that contains the key, which 

must be done by activating and riding an elevator, which must, in turn, be done 

by energizing a power receptacle that cannot be immediately reached.  As a 

result, the puzzle system makes for a series of short-term goals, each serving as 
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a means to a greater and greater end.  These short-term goals provide the most 

regular source of motivation for the player. 

 

Winning the Game 

 
 As it is designed as a very short game, Shimmer is designed to be 

completed in one sitting or not completed at all.  The game can be won, but 

cannot be “lost” in the strictest sense of the word.  Shimmer can be lost only in 

the sense that it can potentially not be completed.  Just as completing the game 

results in victory, not completing the game results in defeat. 

 Completing the game requires fulfillment of the overarching goal: moving 

from the world’s entrance point to its exit.  Completing this goal also derives from 

the completion of the two goals listed above.  In tracking down the glowing ball, 

players complete the game’s puzzles.  With all of the game’s puzzles completed 

and the glowing ball located and collected, players have successfully navigated 

through the game world, and there are no further goals to complete.  This status 

represents Shimmer’s victory condition. 
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INTERFACE 

General Overview 
 
 Though complex in its design, Shimmer has a limited variety of functions 

to be carried out regularly.  The player requires access to only a few tools 

throughout the course of the game and only a few basic functions outside of the 

primary game space.  As a result, the interface and navigational structure of 

Shimmer is exceedingly simple and uncluttered.  At the same time, the control 

scheme is designed to provide straightforward access to whatever actions must 

be performed in the game space in a way that is logical and understandable. 

 

Interface/HUD 
 
 Shimmer’s interface is decidedly uncluttered by virtue of the player 

requiring access to very few tools.  The heads-up-display elements vary 

throughout the course of the game based on the player’s use of in-game objects 

and inventory items, but several general rules apply for the interface layout 

regardless of which items are being used.  These rules supply a skeleton upon 

which the individual item interfaces are based. 

 Always present on the game screen is a central target reticule.  Aiming is 

a key aspect to solving puzzles, visualizing the space, and even a task as simple 

as picking up an object.  The reticule is fixed in the center of the screen at all 

times.  The lower right-hand corner features a display of an ammunition value for 

Paint Bombs.  This is only active when Paint Bombs are equipped, and is 

otherwise left blank.  The left-hand side of the screen features a timer for any 

currently-active timed switches.  A thin bar with a red filling (similar to a 

thermometer) runs from the bottom to the top of the screen, the filling clearing out 

from top to bottom as time expires.  When no timer is active, this section also 

remains blank. 
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Menu Navigation 
 
 Shimmer demands the use of very few menu screens.  Any selection 

stems mainly from the question of whether to play a game in one sitting or 

interrupt the play session and continue later.  This choice results in the use of 

Pause, Save, and Load options.  Beyond performing these functions, players 

need only play through the game.  As a result, the menu options required for 

Shimmer are exceedingly low. 

 

1. Title Screen – The main introductory menu screen for Shimmer, displaying 

the game’s title.  The Title Screen provides three options to follow: 

1a. New Game – Players choose to play Shimmer from its beginning.  

Proceed to #3. 

1b. Load Game – Players select a previously-saved game to continue.  

Proceed to #2. 

1c. Exit – End the game.  This option requires confirmation; proceed to 

#6.  Close the program. 

 

2. Game Select – A menu screen displaying selection options for up to three 

saved game files.  Selecting a game file reloads the game data as it appeared at 

the time of the save.  Two main options appear: 

2a. Select Game – Load the required data.  Proceed to #3. 

2b. Back – Return to #1. 

 

3. Game Screen – The main gameplay display screen.  Players move through 

the established game world from their selected starting point.  The game’s HUD 

serves as the main on-screen menu.  Two options occur within the Game 

Screen: 

3a. Pause – By pressing the “P” or “Esc” Keys, players pause the action 

of the game and bring up a new menu.  Proceed to #4. 
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3b. Game Complete – The player completes the game by fulfilling all 

victory conditions.  Proceed to #5. 

 

4. Pause Menu – Menu which interrupts actions within the Game Screen at the 

player’s request.  The Pause Menu offers four main options: 

4a. Return to Game – Close out the Pause Menu and return to the Game 

Screen.  Return to #3. 

4b. Save and Continue – Record the data of current game conditions for 

future use before returning to the game.  Record the required data and 

remain on #4. 

4c. Save and Quit – Record the data of current game conditions for future 

use before exiting to the Title Menu.  This option requires confirmation; 

proceed to #6.  Record the required data and return to #1. 

4d. Quit – Exit the game screen and proceed to the Title Menu.  This item 

requires confirmation; proceed to #6.  Return to #1. 

 

5. Credits – Listing of the developers of Shimmer.  This screen lasts for a period 

sufficient to read all names.  Proceed to #1. 

 

6. Confirmation – A small dialogue box asking players if they are sure of a 

choice made in a previous selection.  This menu offers two options: 

 6a. Yes – Proceed with final step listed for the previous option. 

 6b. No – Return to the previous menu. 

 

Controls 
 

Movement  

 
Given the nature of Shimmer’s gameplay and environment, it makes the 

most sense from a practical point of view for the game to be presented from a 

first-person perspective.  As a result, the game’s core controls follow the same 
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pattern as many other first-person PC games, namely, the classic WASD setup.  

Walking, turning, and jumping are the most common actions to be performed in 

Shimmer.  Players are also occasionally presented with the need to crouch or 

crawl.  

 

Forward: W Key 

Backward: S Key 

Turn/Look: Mouse Cursor 

Strafe Left: A Key 

Strafe Right: D Key 

Jump: Spacebar 

Crouch: C Key 

 

World Objects 

 

 The core mechanic of Shimmer involves manipulating in-game objects.  

In-world objects can only be manipulated in the player has no inventory items 

equipped (see below).  Individual objects may have certain control specifications, 

but in general, they can all be interacted with in the same way.  An object is 

selected by aiming at it with the mouse.  Pressing E allows the player to pick up 

an object and carry it to a new location.   

 

Aim at Object: Mouse Cursor 

Pick Up/Drop Object: E Key (Toggle) 

 

To actually make use of an object, the player must click the left mouse 

button.  If the chosen object utilizes a function that requires extended interaction, 

such as being aimed or aligned, the player must hold the left mouse button for 

the entire period of interaction.  Doing so overrides the standard player controls, 

allowing the player to manipulate only the object targeted.  To cease interaction 

with an object, the player simply releases the mouse button.  Some objects also 
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have a secondary function, which can be carried out by pressing the right mouse 

button instead of the left. 

 

Use Object (Primary): Press/Hold Left-Click 

Use Object (Alternate): Press/Hold Right-Click 

Cease Interaction: Release Mouse Button 

 

Additional information regarding controls for specific objects can be found under 

the individual object entries in the Game Elements section. 

 

Inventory 

 

 In addition to in-world objects, players are also given access to a personal 

inventory of a series of items.  Items the player carries are accessed via rolling 

the scroll wheel on the mouse (or alternatively, via the 1 and 2 Keys on the 

Keyboard).  If no item is currently equipped, the player can interact with other 

objects in the world in the manner previously discussed; in any other situation, 

the player makes use of the item currently equipped.  Use of inventory items 

occurs in the same manner as in-world objects.  Each carried object has an 

aiming function, operated by moving the mouse cursor.  The object is used by 

pressing the left mouse button. 

 

Scroll Forward in Inventory: Mouse Scroll Wheel Up / 2 Key 

Scroll Backward in Inventory: Mouse Scroll Wheel Down / 1 Key 

Aim Inventory Item: Mouse Cursor 

Use Inventory Item: Press Left-Click 

 

General Review 

 
To review, below is the general list of all controls. 

 

Walk Forward:   W Key 
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Walk Backward:   S Key 

Look/Turn/Aim:   Mouse Cursor 

Strafe Right:   D Key 

Strafe Left:    A Key 

Jump:    Spacebar 

Crouch:    C Key 

Forward in Inventory:  Scroll Wheel Up / 2 Key 

Backward in Inventory:  Scroll Wheel Down / 1 Key 

Pick Up/Drop Object:  E Key (Toggle) 

Use Object (Primary):  Press/Hold Left-Click 

Use Object (Alternate):  Press/Hold Right-Click 

Cease Interaction:   Release Mouse Button 
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GAME ELEMENTS 

General Overview 
 
 In-game and inventory items provide the means to Shimmer’s end.  

Inventory items provide the player with tools to aid in the navigation of the game 

world.  They allow the player to access areas that may otherwise prove 

impossible to reach, generating a degree of control over the world.  In-game 

puzzle objects make up the components of Shimmer’s level designs.  Serving a 

variety of functions, they work with the strange nature of the environment to 

provide even more ways for players to overcome physical obstacles and work 

towards achieving the game goals. 

 

Inventory Items 
 
 The world of Shimmer can be confusing, disorienting, and simply difficult 

to navigate.  To help players have a bit of control over their world, a couple of 

tools are made available as the game progresses.  By using the tools provided to 

them, players can solve puzzles and make the mirror maze just a little bit more 

manageable. 

 Players begin Shimmer with no items at their disposal; this forces players 

to become acclimated to navigating the world.  Thus, throughout the first puzzle 

of the game, the only influence players have over the game world is through their 

interaction with in-game objects (see the next section below).  Inventory items 

are provided as rewards for completing the main puzzles, giving the player a little 

more control over the world. 

 

Paint Bombs 

 
 As has been previously stated, Shimmer’s identifying feature is the 

appearance of its world.  With all surfaces reflecting off of each other, the true 
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layout of the maps becomes obscured.  To counteract this problem, the Paint 

Bomb comes in handy.   

As the name suggests, a Paint Bomb is a device which explodes, throwing 

a large blot of paint over the environment.  While in many cases this would be 

considered a purely aesthetic tool, such a device serves a major functional 

purpose in Shimmer.  By covering the mirrors and eliminating the reflectivity of 

the world within the blast radius, Paint Bombs serve to mark out the shape of the 

terrain in greater clarity.  Much like paint blazes marked on trees to identify a 

forest trail, paint blotches left by Paint Bombs leave an identifiable path for 

players to follow as they move back and forth through different parts of the world. 

In being such a useful tool, Paint Bombs are made available only in scarce 

amounts.  Players only gain access to a supply of Paint Bombs after completing 

the first puzzle.  The bombs are provided in a set of six, and these six bombs 

serve as the player’s entire supply for the course of the game.  Thus, Paint 

Bombs are best used in areas with a particularly tricky layout or in moments of 

desperation. 

 

Gravity Shifter 

 
 Shimmer requires that players move in multiple directions in a 3D space.  

Hallways move along three main axes, many times proving inaccessible from the 

player’s location.  Exits can appear in the ceiling, the floor, or high on a wall.  As 

the player progresses, some of these areas become accessible by way of 

alterations in gravity.  Early in the game, these gravity alterations occur at 

preordained times and in specific directions.  About two-thirds of the way through 

the game, however, players are given access to the device which is responsible 

for these alterations, the Gravity Shifter.  From this point forward, players have 

complete control over the pull of gravity, gaining access to the final parts of the 

map. 

 The Gravity Shifter is a box-shaped device approximately one foot wide in 

each direction.  On one side, a raised rim surrounds a circular hole approximately 
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four inches in diameter.  This hole represents the “front” end of the Shifter.  The 

Gravity Shifter is used by aiming this front end at a game surface.  When used 

(via the Left Mouse button), a beam of light fires forward until it impacts a wall.  

The wall the beam impacts serves as the new floor surface, and gravity adjusts 

accordingly.  In essence, players “fire” the Gravity Shifter in the direction they 

wish to fall. 

 

Note: The Gravity Shifter does not use any in-game objects as reference points.  

In other words, a beam fired from the Shifter will only impact upon a wall, floor, or 

ceiling. 

 

Puzzle Objects 
 
 Shimmer consists of three main puzzles.  The chief gameplay mechanics 

are centered around solving these puzzles, and the puzzles, in turn, are based 

around the manipulation of certain in-game objects.  A number of special game 

objects serve as means to complete each puzzle, working with the world’s 

reflective nature to assist the player. 

 As stated in the Interface section, objects have up to two varying 

functions.  The basic controls for each are as follows: 

 

 Primary Functionality: Left Mouse Button 

 Alternate Functionality: Right Mouse Button 

 

The controls for individual objects can vary slightly depending on their functions.  

Below each object description is a description of the specific controls for its given 

functions, based off of the basic controls listed above. 

 

One-Way Windows – A staple of interrogation rooms, one-way windows provide 

a unique usefulness in Shimmer.  Whereas the entire world is reflective, one-way 

windows are transparent when viewed from one direction.  While at first this 
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seems to be a mere novelty, such a function provides players with an opportunity 

to see the game environment in a new way. 

 While standing on the transparent side of a one-way mirror, players can 

see into the surrounding level.  Unlike anywhere else in the world, however, the 

player’s own reflection is not visible through the window.  This provides an 

unobstructed view of objects that would otherwise be obscured behind the 

player’s reflection.  Likewise, one-way mirrors provide a new use for Laser 

Beams (listed below) by allowing them to reflect in sharper angles without being 

blocked by other game objects. 

 Many One-Way Windows are fixed objects.  Some, however, can be 

picked up and moved between specified locations. 

 

 Primary Functionality: None 

 Alternate Functionality: None 

 

Laser Beams – The function of Laser Beams is fairly straightforward.  As the 

entire world is reflective, Laser Beams reflect off of walls in order to point at 

locations around multiple corners.  By shining a laser at a mirror, the light reflects 

around the world in a beam up to 100 feet long until it reaches a non-reflective 

surface.  Alone, Laser Beams are used to activate Light Sensors and Light 

Diffusers.  However, they can also serve a more general purpose when 

combined with Smoke Emitters.  See the entry on Smoke Emitters below for 

details. 
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Note: Any surface that has been covered by a Paint Bomb will not reflect a Laser 

Beam. 

 

 Primary Functionality: Aim – Hold + Mouse Cursor 

 Alternate Functionality: Turn On/Off – Toggle 

 

Smoke Emitters – Devices which temporarily fill a section of the map with a light 

amount of smoke.  Smoke Emitters only have a practical purpose when coupled 

with Laser Beams.  When shining through smoke, Laser Beams and beams 

projected from Light Sensors become visible along their entire length, not just 

where they impact walls.  This functionality can be used to map out a location 

and track down hidden Light Sensors.  While useful for viewing reflectivity 

patterns, the use of smoke greatly decreases visibility. 

 

Note: When coupled with smoke, laser reflectivity decreases by half. 
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 Primary Functionality: Turn On/Off – Toggle 

 Alternate Functionality: None 

 

Gravity Balls – Small bouncing balls of light.   

 

The balls are unaffected by gravity, but lose momentum significantly with each 

subsequent ricochet.  The end result is a ball which moves in a perfectly straight 

line, but only bounces as many as five times.  Gravity Balls are used primarily to 

activate switches that cannot be reached physically by the player, but they can 

also be used to help map out an area. 
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 Primary Functionality: Throw Forward – Toggle (While Carrying) 

 Alternate Functionality: None 

 

Light Sensors – Receptors for Laser Beams.  Light Sensors are small, metallic 

discs with a single lens in their center.   
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Light Sensors also contain a pale light that shines directly forward in a sharply-

focused cone.  This light has a very short range, but can be made more visible 

when coupled with fog.  Light Sensors are designed to react to specific colors of 

light, identified by the color of light they emit.  A Light Sensor displaying a cone of 

green light, for example, will react only to a green laser beam.  Light Sensors are 

fixed objects which cannot be moved or aimed. 

 

Note: Light Sensors only react to the focused light of Laser Beams, not to their 

own spot. 

 

 Primary Functionality: None 

 Alternate Functionality: None 

 

Light Diffusers – Translucent globes which serve as receptors for laser light.  

When hit with a laser beam, they diffuse the light around a large area, serving as 

sources of illumination.  When hit with lasers of multiple colors, they emit a 

combination of the colors.  Red and blue lasers, for example, combine to make a 
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purple light.  Two complementary colors (such as orange and blue) or three 

supplementary colors (such as red, yellow, and blue) combine to form white. 

 

Light Diffusers also feature a Lens Cone, which refocuses the emitted light into a 

laser beam.  The position of a Lens Cone can be adjusted on the globe to point 

at a new location.  The Lens Cone can also be closed to deactivate the laser 

light. 

 

 Primary Functionality: Lens Cone On/Off – Toggle 

 Alternate Functionality: Aim Lens Cone – Hold + Mouse Cursor 

 

Prisms – Standard prisms used to refract light.  In the case of Shimmer, prisms 

are used to split laser beams into six separate beams.  Colored laser beams are 

merely split into multiple beams, whereas white lasers are split into six separate 

colors (red, orange, yellow, green, blue, and violet).  Prisms allow one laser to hit 

multiple targets.  They can be rotated to alter the angle at which the laser beams 

exit. 
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Note: When split through a prism, the length of a laser beam is reduced to twenty 

feet. 

 

 Primary Functionality: Rotate – Hold + A (CW) or D (CCW) 

 Alternate Functionality: None 

 

Basic Switches – Simple lever-based switches which can be pulled to activate.  

These switches react to physical force, such as player use or impact from a 

Gravity Ball. 

 

 Primary Functionality: Turn On/Off – Toggle 

 Alternate Functionality: None 

 

Timed Switches – Switches that activate for a limited time before shutting down 

automatically.  The switches have preset time limits depending on their locations. 

 

 Primary Functionality: Turn On – Toggle 

 Alternate Functionality: None 
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LEVEL DESIGN 

General Overview 
 
 Shimmer takes place within a single, contiguous 3D map.  The map is set 

up on a lock-and-key system, with many areas being inaccessible in the early 

stages of the game.  While some of the physical locks in the map are doors or 

walls to be opened, the chief mechanism for restricting player movement is 

gravity.  The game world is built as a fully three-dimensional maze, with paths 

moving along multiple axes. 

 

Progression 
 
 Shimmer contains three main puzzles, each of which is divided into two 

parts.  Solving the puzzles grants players access to new tools and new areas to 

explore, but the puzzles themselves grow exceedingly more complex as these 

tools come into play.  Below is a listing of the general attributes of Shimmer’s 

puzzles in an illustration of how the game progresses.  For more information of 

specific puzzle designs, please reference Shimmer’s Level Design 

Documentation. 

 

Puzzle 1 – A Strange New World 

 
 As its title suggests, Puzzle 1 is all about bringing the player into the game 

world.  It serves as an opportunity to get used to the atmosphere, introducing 

most of the key game concepts the player will face.  Importantly, it presents the 

Identity Ball as an important goal element, always leaving it tantalizingly visible.  

It is presented in two main parts, taking place in a single, isolated area.  

 

Part 1: Access the top level 
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Players must move from the game’s starting position up four stories’ worth 

of platforms to the location of the Identity Ball.  Lasers and Light Receptors used 

to power elevators are the primary tools used in the first section of Puzzle 1.  By 

utilizing these tools correctly, the player moves to the top level of the puzzle area, 

locating the Identity Ball.  As the Ball moves off, it leaves a small piece behind for 

the player to collect.   

 

Rewards: Identity Piece #1 

 

Part 2: Open the connecting hallway 

 

After collecting Identity Piece #1, players are presented with a lever to 

pull.  When the lever is pulled, gravity shifts 90 degrees, and players must use 

the same puzzle tools in a new way in order to open a door located on what is 

now the floor.  Upon opening the door and stepping through, players retrieve a 

second piece of the Identity Ball and the Paint Bomb launcher. 

 

Rewards: Paint Bombs, Identity Piece #2 

 

Puzzle 2 – A New Twist 

 
 Now that players have had the opportunity to be introduced to the key 

game concepts of Shimmer, Puzzle 2 makes things considerably more 

complicated.  The biggest change as players move into the second puzzle is a 

dramatic increase in gravity shifts.  While these shifts all occur at predetermined 

times, they no longer need to be triggered directly by the player.  This makes for 

a world that is even more disorienting than before, increasing the need for a 

smart use of navigation techniques. 

 

Part 1: Open ceiling door 
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Part 1 of Puzzle 2 presents players with an immediate need for a shift in 

gravity as the Identity Ball flies up through an opening in the ceiling, only to be 

sealed off in a room built of One-Way Mirrors.  This time, however, there are no 

elevators to assist in a climb to the top.  The player can see into the room from 

any angle, but cannot see out the opposite side, and two sides of the room can 

be opened as doors.  The only opening is a small hole on one of the stationary 

walls.  Accessing the area first demands the powering of a Light Sensor, which 

triggers a gravity shift.  Unfortunately, the layout of the area is such that every 

gravity shift leads the player around the room containing the Ball – its entrances 

always appear on the ceiling.  Furthermore, the controls to open the doors can 

only be activated from inside the room. 

With gravity oriented in the proper direction, players can travel back to the 

Puzzle 1 area though a new set of corridors to access a previously inaccessible 

chamber.  Within this chamber is a Gravity Ball, which can be used to open the 

doors to the Identity Ball room.  With the doors open, the player is able to shine a 

laser beam directly though the room to reach a Light Receptor on the opposite 

side, activating the correct change in gravity to allow the player to simply walk 

into the room and retrieve the Identity Piece left behind. 

 

Rewards: Identity Piece #3 

 

Part 2: Access the central gravity chamber 

 

 The Identity Ball leads players into a new area which connects to both the 

Puzzle 1 and Puzzle 2 regions.  From this moment on, the player has no control 

over the alterations in gravity.  A new 90-degree rotation occurs every fifteen 

seconds.  These rotations, however, only occur along one axis, limiting the 

amount of territory the player can reach.  With access to new tools, players move 

through the open map until they reach a locked door.  A combination of Laser 

Beams and Gravity Balls are used to open it.  From here, the gravity shifts grow 

more frequent, occurring every ten seconds.  A labyrinth of tunnels leads players 
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around a large, central room with multiple entrances; this is the Gravity Chamber.  

As the player draws near, the shift interval decreases to five seconds.  Players 

must work quickly with this changing gravity in order to activate a Light Sensor 

and open the doors. 

 The Gravity Chamber itself is a simple, cubical room.  Upon entering, the 

player is locked inside temporarily.  The Gravity Shifter sits in the center of the 

room, suspended equidistant from each wall.  It rotates around regularly, blasting 

out a wave of energy every five seconds.  The surface in front of the wave 

dictates the direction in which gravity will move.  Using Gravity Balls, the player 

can alter the rotation of the Gravity Shifter.  Players are tasked with recognizing 

the cause of the gravity shifts and rotating the Shifter in such a way that they can 

fall directly into it.  By falling into the Gravity Shifter, players collect it and 

complete the puzzle. 

 

Rewards: Gravity Shifter 

 

Puzzle 3 – Taking Control 

 
 Having been exposed to all of the game’s key elements, players are 

presented with a final challenge in Puzzle 3.  Though they now have access to all 

of the tools the game has to offer, Puzzle 3 forces players to make use of each 

one.  With the added ability to control gravity now in place, puzzle layouts 

become greatly more complex.  In effect, the training wheels have come off 

completely, and players are left to prove their mastery over the environment.  As 

it no longer has anything to give, the game world no longer provides the player 

with anything; if players need something to happen, they must make it happen 

themselves as they make the final push to the end. 

 

Part 1: Access lever room 
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 With the Gravity Shifter in-hand, the player now has full access to any part 

of the map.  Upon leaving the Gravity Chamber, players are immediately led to a 

new path, which leads back out to the area for Puzzle 1.  Thanks to the Gravity 

Shifter, players can now access several new areas that feed back into the Puzzle 

1 area, leading all the way back to the initial starting point.  From here, a series of 

Gravity Ball tricks open the doors blocking the entrance to a final new area.  An 

exceedingly twisted network of tunnels requires thorough use of the Gravity 

Shifter.  The tunnels lead to a large, expansive room lined with doors on all sides.  

A small connecting hallway leads to another, similar room, also lined with doors.  

Perched on one of the corners between these two rooms is a moderately-sized 

cube.  Through one transparent side, the Identity Ball is visible.  This is the Lever 

Room, the main control center for this complex of doors.  A series of gravity shifts 

leads to an entrance on the rear of the Lever Room, which can be opened via a 

series of Light Sensors and switches.  Upon entering, players collect another 

Identity Piece before entering the final phase of the puzzle. 

 

Rewards: Identity Piece #4 

 

Part 2: Retrieve the Identity Ball 

 

 Along with the Gravity Shifter, controlling the Lever Room grants the 

player maximum control over the game world.  A series of switches, both timed 

and toggling, on all sides of the room control a series of doors located between 

two adjacent rooms.  Thorough each door is one element of the overall puzzle to 

be adjusted.  The end goal is to activate a set of five Light Sensors and one 

switch located over a final, large door, thus opening the door.  Lasers, One-Way 

Windows, and Gravity Balls populate the door rooms, and they must be utilized in 

the proper order in order to allow for each element to be reached. 

 An additional challenge comes in the layout of the door chamber and 

Lever Room.  Each lever opens one door, but closes another.  For this reason, 

the doors must be opened and closed in the correct sequence in order to 
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successfully arrange all elements of the puzzle.  As the layout of the door 

chamber is confusing in its own right, and Paint Bombs the player has remaining 

can be extremely useful in providing reference points to ease navigation, 

particularly when dealing with timed switches. 

 

Rewards: Identity Piece #5, Game Complete 

 



 43 

NARRATIVE 

General Overview 
 
 While Shimmer has a narrative, it is designed to deliberately not interfere 

with the gameplay.  The narrative presentation entirely avoids cutscenes of any 

kind (including camera cases), as well as speech of any kind until the very end of 

the game.  Text is used only in instances of explaining control schemes.  

Shimmer is designed to take place entirely from the main character’s perspective 

and in real-time, placing the player directly into the game world with no 

distractions. 

 

Narrative Structure 
 
 Shimmer’s narrative is designed to take place entirely within the context of 

the gameplay.  The story takes place entirely from the perspective of JDPF.  As a 

result, any cuts away from the main character’s perspective are omitted.  

Shimmer is free of cutscenes of any kind, including camera cases.  Additionally, 

the main character does not speak in any form throughout the course of the 

game.  Text is occasionally used to explain control schemes for game objects, 

but never for purposes of narrative delivery.  In fact, the only form of explicit 

narrative appearing in any form is a final scripted event after the player has 

achieved the game goal. 

 Underlying the game’s implicit narrative is a background story.  Though 

this story is never presented in any fashion during the game, it provides a basis 

for the goals of the game and the game’s final scene. 
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TECHNICAL SPECIFICATIONS 
 

Overview 
 
 
 

Obstacles 
 
 The most obvious obstacle in Shimmer’s creation is determining a method 
by which a massive number of recursive reflections can be portrayed without 
overloading the game engine.  While technology has come a long way since 
video games first came into existence, computers still aren’t able to process the 
massive amount of information required to generate a large number of real-time 
reflections.  While these reflections can be created, the repetition of multiple 
mirrors reflecting off of each other will quickly slow and overload any game 
engine currently in existence. 
 As the method of simply creating a world built out of true mirror is currently 
impossible to achieve, other options must be explored.  While some real-time 
reflections are demanded by the gameplay, many of the world reflections can 
simply be approximated while still achieving the desired effect.  The appearance 
of recursion can be mimicked through the use of surface textures and materials.  
Walls do not necessarily need to be reflective, but simply hold the image of a 
reflection.  The nature of reflections, however, does make this prospect more 
complicated than simply throwing an image on a wall. 
 Reflections provide a sense of depth.  A view through a mirror will shift 
depending on where the viewer stands. 
 One key option becomes available for mimicking the appearance of 
reflections.  This process involves the creation of a unique three-dimensional 
material for each individual room in the game.  Through this process, every wall 
is provided with a texture that portrays the maximum limits of its reflection.  This 
material is given a three-dimensional appearance to provide the illusion that 
another room exists through the wall, just as would occur in a genuine reflection.  
As the player moves from one edge of the wall to another, the orientation of the 
texture shifts as well.  From the player’s standpoint, the appearance is practically 
indistinguishable from a real reflection. 
 Utilizing this option demands some repetitive and tedious work.  Before 
beginning, the entire game map must be laid out in Maya and a mirror material 
applied to it.  In order to generate realistic reflections, renderings are taken from 
each of the game’s main walls.  These rendered images provide the references 
for the actual reflections that would appear.  Each reference is mapped onto its 
respective wall, then provided with the necessary depth mapping to generate a 
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three-dimensional appearance.  This process provides the basic appearance for 
the main game world. 
 As previously stated, certain reflections do still need to be processed in 
real-time.  Shimmer contains a number of dynamic objects which cannot be 
accounted for in pre-mapped materials.  Lasers, receptors, prisms, and all other 
game objects which can be manipulated must still appear in true reflections in 
order to accurately portray their positions. 
 

Constructing Levels 


