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Introduction

Welcome to Shivers, the
first in a series of adventure
games designed to scare the
wits out of you. But vou'll
' need your wits to unravel
the museum’'s many layers
of mystery. and to capture
the evil 1

into the

inside, you can roam at
will. It doesn't matter in
what order vyou see the
rooms of the museum. And
you'll never get stuck!

Something else that might
seem different about
Shivers is the function of
the cursor. We thought that
it would be too easy if the
cursor highlighted all the
clues. So it's up to you fto
click on everything if you
expect to unravel the
museum’'s mysteries — the
cursor won't give away the
fact that yvou may be only




inches away from an evil
entity, or anything else.
This User Guide is divided
into sections. Playing the
Game answers questions
about the toolbar, the object
of the game, scoring, and
puzzles. The  hints
scattered throughout
the User Guide
will give clues
to fthe game
without giving
critical secrets |
I

away. If you're having
technical troubles, read
the README file. or" call
techical support listed on
page 18.

So leaf through this
' booklet, then dim
the lights, crank
. the sound and
 go SHIVER!




Game Installation

System Requirements

To run Shivers, your system should include the following:
* 486 SX-33MHZ or faster

* Windows 3.1 or better

« 8 Megs RAM

+ Double-Speed CD-ROM drive

« 640X 480 at 256 color video driver or better

= Hard drive

« Mouse

| Windows 3.1 Installation
| Launch Windows if you are at a DOS prompt.
Pull down the FILE menu under Program Manager and select the
RUN option.
When the RUN dialog box appears, type the letter of your CD-ROM

il drive followed by “\SETUP" and the enter key. For example, if your

CD-ROM drive is labed D, you would type: DASETUP<ENTER:-.
Follow the on-screen prompts. Also, try using the various test fea-
tures of the setup program to make sure it detects the proper hard-
ware that you are running.

To start the game under Windows 3.1, double-click on the SIERRA
program group within program manager, and then double-click on
the Shivers icon.
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Windows 95 Installation

Start your computer system so that Windows 95 has launched Insert
the Shivers CD into vour computer.The Autostart sequence should
ask you if you wish to install Shivers. Select the install option and
follow the on-screen prompts.To start the game under Windows 95,
insert the CD into your CD-ROM drive. and select the Play option
when Autoplay appears.

FOR MACINTOSH

System Regquirements

To run Shivers your Macintosh system should include:
= Color Macintosh system

« 8MB system memory free

= System 6.07 or higher

« CD-ROM Drive

Installation

Insert the Shivers CD-ROM into your CD-ROM drive using a carrier
if appropriate.

When you open the CD-ROM from the Finder, you should see the
Shivers icon.

Double-click on this icon to launch the program. It will read from
the CD-ROM drive; the application will not install on your
hard drive.
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Playing the game

OPTIONS MENUS - To use the

Options menu, click the button
on the bottom right of the tool-
bar, to the right of the eyeball.

Pray - Clicking on this button
returns you to gamie play.

Save - Use «Save» to save the
current game before frying
something risky, If you're low
on essence, save and then if vou
do get killed, you can return io
the game at the point where
| you last saved. You can test dif-
| ferent strategies by saving your
| games under different names,
| and then returning to the game
that you want. You can save up
1o 32 different games.

AuTo SAVE - Every time you cap-
ture an entity, the game is

automatically saved unless you

decide to furn «Auto Save» off.
To turn «Auto Save» off, click
the «Aufo Save» button when
vou first enter a new game or
when you save your current
game.

Quick SAVE - Hold down the Alt
key and press S to «Quick Save»
the game. On the Mac press
Apple-5. The «Quick Save»
works just like the «Save» func-
tion, only faster.

HALFSCREEN/FULLSCREEN - This
feature will default to. full-
screen or halfscreen for all
movies depending on the speed
of your computer and CD-ROM.
[t is advisable to play the movie
at the default screen setting,
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but you can test the other set-
ting by clicking on this button
before you play a movie (le.
Intro movie).

FrasaBack - If you want fo look
at something vyou've found,
click on the «Flashback» button
and then choose from the selec-
tions. You can only look af
gsomething that you've already
seen,

Text ON/OFF - This feature is
especially designed for people
who are hearing-impaired or
deaf. Text appears across the
gcreen accompanying the audio
material. In addition, you'll see
a visual representation for the
music puzzle.

ExIt - This button takes you to
the Exit Screen, the one where
you can choose whether to
«Save and Exit», «Exit without
saving», or «Cancel». When you
exit, you'll be asked whether or

not you want to save your
game.

ResTORE - This button will allow
you to access your saved garmes.

INVENTORY - You can hold only
one pot or talisman (lid) at a
time in the inventory. So if you
know where one part of a mat-
ching pot and talisman is and
not the other, you can store the
inventory item somewhere in
the museum and come back for
it later. You might also want to
save the game after storing an
inventory item somewhere
because if you die, the evil enti-
ties will rearrange the pots.

When you match a pof with iis
talisman, they will magically
combine and g§it in inventory.
Once you've captured an I[xupi
(an evil entity), the pot and talis-
man with the Ixupi inside of it
will appear on one of the spaces
on the toolbar and won't need to

L
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| to the left. To

be used again. The pot is in ifs

llil final resting position. Don't for-
| get that you can only capture an

il Txupi with the pot and talisman
flil that match each other and that
il also match the element that the
il Ixupi has taken over.

EvepaiL - When you have an
item in inventory, you'll notice
that the 1id of the eyeball
opens. Now you can click on
your eveball for a close-up of
your inventory. Move

your cursor fo the

right and the j
| inventory item
| will spin to the
right, to the left
and it will spin

glow the spin-
ning, bring your

cursor toward the middle of the
screen. The object will stop
spinning when the cursor is
directly beneath it. To put the
item back in inventory, click on
the eyeball or on the item itself.

Lire EsseNcE - Your life essence
is the neon green siripe in the
middle of your toolbar. It
recedes every time you're attac-
ked, or use the wrong pot or
talisman to fry to capture an
evil entity. As vyeu
near death, the
essence furns red.
You gain essence
back when you
capture an entity
with the proper
pot and talisgnan.



SEAME BERNMTEGN o

OnJECT OF THE GAME - The object
of the game is to live through
the night by capturing all 10
Ixupi (evil entities) roaming
throughout the museum. The
Ixupi are evil entities that can
disguise themselves in elements
of the earth (like water, ash,
etc.).You must capture each
Ixupi in the pot and talisman
whose symbols match the ele-
ment that the Ixupi has taken
over. For example, you must
capture the water entity by fin-
ding the matching pot and
talisman that are decorated
with the symbol for -water. Be
careful, because you can die.

MovING AROUND -~ Sometfimes
the cursor doegn't change when
you pass it over your screen.

This doesn't necessarily mean
that nothing is happening —
there may be a surprise in store
for you! So try to click on every-
thing because you never know
what will happen.

Lo This arrow moves you

forward.
{?m ﬂﬁf}ThlS iurns  you
around.

=@@I This turns you to the
left.

= This arrow turns you to
the right.

E__r‘.% This arrow lets you move
back from a close-up.

| A A
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f Every now and then
' Qﬂg GT’ vou'll see a cursor like

this, which moves you
up or down.

This graphic lets you
know that something

W is about fo happen and

nl"'ﬂ_ vou no longer have
control of your mouse.

POTS AND TALISMEN

Waat To Do - Match each of
\ the pots with its talisman lid so
|| they magically fit together and
have the power to capture an
il entity. You can figure out which
|| pot and talisman go together by
matching the puzzle shape of
the lid with the top of the ves-
sel. Click on the Eye to view z
pot or lid in inventory).

W
i

To capture an entity, click on
the combined pot and talisman
in vour inventory and then
click on the entity while the
green essence is still gathe-
ring. You must capture the
entity before it attacks, so
move quickly. Don't forget that
you can only capture an Ixupi
with the pot and talisman that
match each other and that also
match the element that the
Ixupi has taken over.

‘WroNG Pot - If you use the
wrong pot or falisman on an
entity, the Ixupi will take it and
hide it somewhere in the
museum, mayhe even some-
where you've already been. You
can tell which pot is the right
pot to capture an entity by
matehing the symbol on the



pot to the element that the
Ixupi has assumed.

WaEN Por 18 TAkEN - To find
where your pot has been taken,
look for changes in a room. For
example if the rocket ghip door
was left open and now it's shut,
perhaps that's because an enti-
ty has been sneaking around
(with vour pot) in that area.

SCORING

The more curious vou are the
better. The more books you pull
down from the shelf, plaques
that you read, movies that you
play, etc. the higher your score.
But be warned that you won't get
extra points for looking at some-
thing again and again. After all,

L
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who wants to reward cbsessive-
compulsive behavior? You can,
however, be compulsive about
puzzle solving and increase
your score if you want.

You lose points when you get
attacked and even more points
if you use the wrong pot or
talisman on an evil entity. On
the bright side, when vou cap-
ture an entity. you get a major
chunk of score and some of
your life essence will be resto-
red. You can find your score on
the Options Menu.

ResTOoRE O1D GAME - Click on
this button at the Tifle Screen to
play a saved game. You will be
able to choose any one of your
saved games. You may also
delete a game from here.
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Dears - When you die, a nasty
i thing will happen. The inven-
| tory items will change place in
the museum so that pots and
| talismen may or may not be
where vou last saw them.

WinNNING THE GAME - You have
won the game when you captu-
re all ten evil entities and your
friends come back to get you.

Once You've Won - When
you've gotten to the end of the

game and you've won, you can
«Quit,» «Start a New Game,» or
«Explore.» The  «Explore»
option provides a painfree way
to explore the museum, You get
to look at everything you want
without getting attacked. No
evil entities, no lost essence.
But don't forget that you have
to make it all the way through
the game to get to this point, so
don't be counting your Ixupis
before they're captured.




Puzzles

If yvou're having trouble solving the puzzles in one room,
go to another room and try to find clues there.
Hints to puzzles are frequently hidden in other rooms.
And here's a few hints in case you get stuck.

Gear Puzzle in the Gazebo

The obiject is to move the gears
so that the black gears are on
the bottom and the white gears
are on the top. You must do it in
geven mioves or less.

Stonehenge Puzzle
located Qutside

The object is to match the
colors and symbols on the
puzzle with those found on
objects  throughout the
museum grounds.

Boat at Underground Lake

The object ig to figure out how
to work the boat so you can ride
across the lake.

Elevators

The object is to align the sym-
bols in a pattern that you see
close by.

Drawer Puzzle in Workshop

The object is to unlock the cup-
board below the drawers.

S 13 S




Skeleton Dials scattered
throughout miseum

Wl The object is to change the ske-

leton dial to a particular color
so that a door will open else-
where in the museum. Look for
a clue somewhere in the
MUSeuIn.

Globe Puzzle in mysteries of
the Deep Room

The object is to move the disks
on the globe so they line up in
a particular longitude and
| latitude.

| Sirens/Organ Puzzle in

| mysteries of the Deep Room
The object is to play the Song of
the Sirens on the organ.

Movable Wall in Maze 2
The object is to click on the
shapes in a certain order fo

e . aom

open the door. Look for the clue
elsewhere.

Projection Room

The object is to turn on the
projector and watch a movie.

Door Puzzle in Hallway
outside theater

The object is to put the letters in
a particular order fo open the
door. Look for the clue elsewhere.

Door Puzzle in Tombs and
Curses Room

The object is to rotate the pieces
go the balls can roll down and
unlock the door,

Sarcophagus/Obelisk
Puzzle in Tombs and Curses
Room

The object is to use what the
Sphinx says to figure out how to
rotate the stone pillars,

L



Chinese Checker Puzzle
at Base of Animal Sarcophagus
in Funeral Rites Room

The object is to leave one
marble in the center square.

The Witch Doctor Drum
Puzzle

The object is 1o play the drums
in a cerizin order to open the
secret door.

Dooxr Puzzle in The Room of
the Gods

The object is to open the door by
arranging the puzzle pleces to
create a pentomino picture. You
can find a clue to what the pictu-
re is somewhere in the museum.

Sumerian Lyre Puzzle

The object i to recreate the
musical patterns generated.
Pressing the blue button starts
the pattern.

LS
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The Music Box Puzzle in
Myths Room

The object is to make the music
box work. Look for clues else-
where.

Picture Puzzle in the
Second Floor Secret Passage

The object is to rotate and
maneuver the pieces to com-
plete the piciure.

Fortune Teller Puzzle

The object is to obtain the first
of four riddles that will lead
you on a hunt throughout the
museum.

Pictograph Tiles in
Planetarium

The obhject is to arrange the tiles
in a certain order to open the
spaceship.
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Alchemy Machine Puzzle

il in Invention Room

The object is to rotate and
drag the pieces so that all the

il tubes of the same color are

connected.

Door Puzzle in Fuzzle Room

The object is to guess which
tiles are hidden behind the
cover. Watch vyour score - ten
points for every proper symni-

bol that is in the right
position and one
point for a pro- g
| per symbol in
I the wrong 4

| position.

Pin Ball Machine Puzzle
in Puzzle Room

The object is to get each of the
eight balls in its matching
receptacle.

Gallows Hang
The object is to hang the person.

Clock Puzzle in Tower
Stairs

The object is to mani-
1 pulate the chains to
set the clock in the
flith, tower.
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Hmts

Must capture Ixupi while
effects are gathering and
before it morphs.

Look in the library for
help.

Make note of everything
vou find.

Symbols are important.

Video cameras may be
watching vou.

Find the book that will
help you match the symhbol
on each pot to itg evil
entity.

You may want fo hide
inventory for uge later, but
take note of where you
leave it

Clues for one puzzle may
be found elsewhere in the
museum.

Be careful where vou click.

1%
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Secret passageways are
everywhere.

You may have reason 1o
return to a room again.

A blueprint of the museum
exists somewhere.

Use the flashback function
to review items you found.

Look for an unusual way to
get into the museum.

Evil entities may be
guarding pois.

1T you get stuck, explore
anaother room.

To get through any maze,
it may be helpful to stay
along a perimeter wall.

Beware of the Ixupi — they
may be anywhere and
anything!

Don't give up vet! The
ending is awesome!




SIERRA CUSTOMER SERVICE

SERVICES NUMBERS HOURS AVAILABLE
Customer/

Technical Support (01734) 303 171 9 a.m. to § pam.

. Monday - Friday

Customer Service Fax (01734) 303 362 24 hrs.

Bulletin Board Service (01734) 304 227 24 hrs

Requires a modem.
Hintline (Older Games) (01734) 304 (04 24 hrs.
Requires a touch tone phone
Automared Service
New Hintline - UK only 0891 660 660* 24 hrs.
Available in the UK only.

Automated Service

* Costs 39 min. cheap rate, 49p at other times. Max_ call length 7.5 mins: max. charge cheap rate
£2.93, max. charge at other times £3.0%8 (UK only).

* Charges correel al tme of ponting.

For further information, please write to:

SIERRA
Attention: Customer Service, 4 Brewery Court, Theale,
Reading, Berkshire RG7 5AJ - UK,

f
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* Any Taulty disk is guaranteed for 90 days and will be exchanged within that period of time.

* Our CustomerfTechnical support - tel: (01734) 303 171 - will answer all your questions form Monday to
Friday (9 am to 5 pm) and will solve your technical problems.

« We will regularly notify you of new releases, special offers, and compelitions.

SURNAME | | | | | | [ S ) [ N ) I .
FIRSTNAME L [ | [ | | | [ [ ICUTSOMER Nv# L1 L1
DATEOFBIRTH L [ | | [ | | ADDRFSS | | L | L I |

[ L] I I [ - |
TOWN | 1 L ] POSTCODE| | | | |
COUNTRY | = [ 1 | | TEL ] [ [
“Flease indicate cusiomer number if you already have one

COMPUTER OPERATING SYSTEM PERIPHERALS

PC I MAC J OTHERT MS/DOS J WINDOWS 1 CDROM 1 PRINTER O
08214 OTHER '4 MODEM 1 SOUNDCARD QO

TITLEOF PRODUCTPURCHASED : L | [ (| | | | | | | | [ |
DATE OF PURCHASE: L || | N Format: FLOPPY 14 Ch ROM O
* Name of the store where you purchased the eame: _ Country:

* How did you hear about this product?
J Presse [ Catalogue [ TV/Radio 2 Friends . Stores 0 Other
= Which magazines do you read regulary ? (in order of preference)

COMPUTER-GAMING MAGAZINES OTHER MAGAZINES
1 = B e T 5= 2
e = — = = = — ¥ _ 4

SUTAAIHES



Affix
proper
postage

Sierra On-Line Ltd
4 Brewery Court,
Theale, Reading,
Berkshire RG7 5AJ
United Kingdom



IMPLIED WARRANTIES LIMITED: SIERRA MAKES NO WARRANTY. EXPRLSS
OR IMPLIED. REGARDING THIS PRODUCT. SIERRA DISCLATMS ANY
WARRANTY THAT THE SOFI'WARE IS FIT FOR A PARTICULAR PURPQSE. AND
ANY IMPLIED WARRANTY OF MERCHANTABILITY 1S EXPRESSLY AND
SPECIFICALLY DISCLAIMED, SOME STATLS OR COUNTRIES DO NOT ALLOW
LIMITATIONS ON WARRANTY, SO THE ABOVL LIMATION MAY NOT APPLY TO
YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR
SPECTAL. INCIDENTAL, CONSEQUENTIATL OR OTHER DAMAGES, EVEN IF
STERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES.
THIS MEANS THAT STERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR
LOST PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A
RESULT OF LOSS OF TIME, DATA OR USE OF THE SOIFTWARE. OR FROM ANY
OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. TN NO EVENT
SHALL SIERRA'S LIABILITY EXCELD THE PURCHASE PRICE OF THIS PRODUCT.
SOME STATES OR COUNTRIES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOLU.

You are entitled to use this product for vour own use. but may not sell or
transfer reproductions of the soltware manual or book 1o other parties in uny
way, nor rent or lease the product to others. You may use one copy of the
product on a single terminal connected to a single computer. You may not
networl the product or otherwise install it on more thun one computer or
computer terminal at the same time.
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