
From June to September 2023, I designed 4 levels for Sondering Studio’s upcoming 
game, Gold Lining. Gold Lining is a narrative puzzle platformer about Yunli, a 
Chinese American girl, who must find her way back home from a fantastical realm 
inspired by Chinese mythology. 
 
At a glance, this is what I did: 

●​ Sketch ideas for mechanics and puzzles organized in Figma  
●​ Implement and playtest whitebox prototypes in Unity 
●​ Document design intent with annotated screenshots and videos 
●​ Analyze how mechanics are communicated in other platformer games 

I have included screenshots and notes for my level design process in this document 
 
The levels will be referred to with the placeholder names Thorn Level, Storm 
Level, Dock Level, and Cave Level. 
 
Yunli (player character) mechanics summary: 

●​ Jumping 
○​ Tap for lower jump 
○​ Hold for higher jump 
○​ Jump again while in air for double jump 

●​ Rock breaking mechanic 
○​ Progresses throughout story 
○​ Begins with simply destroying rocks which fall straight down 
○​ Later, broken rocks will reform into new platforms 

●​ Death 
○​ Dies to dangerous plants, deep water, lightning, etc. 
○​ Respawns at certain respawn points 

 
Thorn Level on next page → 

 

https://store.steampowered.com/app/3036500/Gold_Lining/


Thorn Level 

Goals: 
●​ Communicate frustration 
●​ Somewhat fast-paced and stressful 
●​ Introduce danger/respawning and rock breaking mechanic 
●​ Create light-based puzzle mechanic (use obbs, glowing orb creatures) 

 
Early sketches and notes: 

 

 
 

continued on next page → 
 



Light-based puzzle mechanic ideation: 

 

 
●​ These earlier ideas were scrapped since they were difficult to define clearly 
●​ Final decision: 

○​ Players approach obbs, and obbs follow 
○​ Obbs form safe platforms under player on thorns 

■​ However, obbs can only support a player on thorns for a certain 
period of time (add visual indicator for when the obb will run 
away, leaving the player to fall on the thorns and die) 

○​ Obbs leave the player when approaching obb nests 
■​ Obb nests can be found at the base of unactivated ziplines, and 

obbs will activate these ziplines 

 
 

continued on next page → 
 

 



Screenshot of entire level prototype: 

 
Annotations for level prototype: 

 
 
Full Prototype Playthrough Video: https://youtu.be/loDCcur5nM8 
 
 

Storm Level on next page → 

 

https://youtu.be/loDCcur5nM8


Storm Level 

Goals: 
●​ Communicate rage released after being pent-up 
●​ Incredibly fast-paced and intense 
●​ Create mechanics befitting a stormy mountain 

 
Mechanics ideation: 

 

 

 
 
 

continued on next page → 
 



Mechanics for level: 
●​ Fragile platforms (denoted in green) 
●​ Lightning (flashing yellow-white diamonds) 
●​ Rolling rocks (not implemented, visually represented by black diamonds) 

 
Screenshot of entire level prototype: 

 
Annotations for level prototype: 
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●​ I tried to make the sections modular so they would be easy to rearrange and 

place into new sections 
 
Full Prototype Playthrough Video: https://youtu.be/X8HWNCDPgK0 
 
 

Cave Level on next page → 
 
 

 

https://youtu.be/X8HWNCDPgK0


Cave Level (note: this was made prior to the Storm Level) 

Goals: 
●​ Communicate isolation 
●​ Slow-paced, give players time to appreciate the environment 
●​ Navigate upward out of a cave by solving puzzles 

○​ Rock breaking mechanic now turns a rock temporarily into a new path 
●​ Introduce geysers, which can either knock Yunli back or boost Yunli upwards 

 
Early sketches and notes: 
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Screenshot of entire level prototype: 

 
Annotations for level prototype: 
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Full Prototype Playthrough Video: https://youtu.be/vO17NTYiRSE 
 
 

continued on next page → 
 

https://youtu.be/vO17NTYiRSE


Reflection: 

 
●​ This level was designed prior to the key/lock mechanic brainstormed for the 

Storm Level, so looking back, I think key/lock would be  well-utilized here 

 

Dock Level on next page → 

 



Dock Level 

Goals: 
●​ Communicate grief through slower and heavier gameplay 
●​ Design puzzles pairing rock breaking mechanic with water 

 
Sketches and notes: 
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No Unity prototype for this one since water-rock interactions were not 
implemented. 
 

end of document. 
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