
Candy Factory The Production Line



Level Concept
Set in The Nowhere’s candy factory. This level will take Low and Alone on a journey through the  
manufacturing process of the candy. 

Low and Alone will start near a depositing station for the raw, sugary slurry that forms the base of the 
Candy and use it to outmanoeuvre the factory’s rampant Candy Weevil infestation

They will then move on to a prep station where they will witness first hand the casual cruelty of The 
Supervisor who they will have to stealth around as she searches her vast archives for the correct paperwork to 
file after her outburst. 

The kids will eventually attract her attention and be pursued by her in spider form through one of the 
factories many assembly lines, only narrowly escaping her wrath by working together to survive  



Core Themes/Narrative

The underlying story shows how the Factory is a dangerous and undesirable place to work. Its 
workers are moved around on slings like cattle. Accidents happen frequently and if you aren't 
killed in a workplace accident, one slip up will incur the wrath of The Supervisor, who will deal a 
vicious, permanent dismissal from existence. 

During their trip through the factory Low and Alone will be directly involved with the use of the 
Factory machines, as well as be the cause of a workplace incident which will bring them into contact 
with The Supervisor.



Level Structure

The level is structured into three main parts, one for each scenario.

Each Part is further broken down into segments and action blocks, with each action block being 
comprised of a set of moment-to-moment level beats. 



Reference and Mood



Top Down Roughmap



Scenario One

THE PUZZLE
Feed The Bugs



Concept

Candy Weevils block Low and Alone's path forward.
With no movable light sources at their disposal, they must use globules of raw, sugary slurry to 
distract the ravenous critters and sprint past before they gobble up their sweet treat.

Features used
- 2 Player Switches
- Picking up and Throwing
- Candy Weevils
- Alone’s Wrench



Reference



2D Roughmap



Blockout and Beats

Low and Alone sit in a vent below a room with a large pipe, the floor above is crawling with 
weevils

As they move through it towards the vent on the far side, a glob of sugar slurry drips. The Weevils 
rush to it in a tight pile, clearing the surrounding floor

As they get halfway across the room, a Staff Herd moves in from the left carrying a lantern and 
trailing a cart.

The bugs are pushed into the next room as the Herd travels ahead of Low and Alone as they work 
together to open a hatch in their way.

A loud clang is heard once the Herd has entered the next room.



Low and Alone pass through the hatch and see that the Herd has fallen from 
his sling and is now being consumed by a writhing mass of bugs covering 
his body.

They climb up the gap in the flooring

His lantern has fallen and is still functional but is too heavy for the Kids to 
lift. it does however illuminate a switch that the two must work together to 
pull, which causes a lump of slurry to atop the fallen cart.

One of the kids can pick up the lump and throw it to distract the Weevils. They must then quickly clamber over the dead Herd's partially eaten body to reach the other side, where 
Alone must use her wrench to smash the window allowing them through the door.

The weevils will not be distracted for long though. If they run out of candy they will come for Low and Alone. If they want to survive, they must hurry back to the light and 
repeat the process over again.



In the next room Low and Alone find themselves in a hallway. The conveyor carries on to the right, but they cannot move through the closed hatch.

The floor heading deeper into the room is covered with weevils, but the writhing mass is broken up by pools of light from the few functioning overhead lamps.

The kids must jump between the pools of light to avoid the bugs and climb up into a vent.

The vents provide a short but needed lull for Low and Alone. But sooner or later they must move  on



Scenario Two

The Encounter
Accident Report



Concept
Low and Alone enter an assembly line space from above. On one side of the room, they see a conveyor bringing in piles of sugar slurry, 
and on the other is another conveyor that leads deeper into the factory.
As they take in the vista they see a single Herd working below. He is moulding the sugar slurry into balls on a tray, then taking the candies 
to the far side conveyor and pulling a lever which activates the conveyor and takes the candies away.

Through a backlit window on the far side of the room they see the distinct silhouette of The Supervisor, keeping a watchful eye on her 
subordinate's work.
The pair make their way to the floor and try and use the lever to activate the outward conveyor, but an electrical problem occurs, incurring 
the wrath of The Supervisor, who drags away her Herd worker. 
Low and Alone must sneak past The Supervisor in order to fix the lever and continue their escape.

Features Used:
- 2 Player Levers - Distractions - CCTV Cameras (passive)  - 2 player Climb-Ups

- Moving Platforms - Low’s Bow  - 2 Player Push Doors
- Stalker Enemies. - Switches  - Climbing Ropes
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2D Roughmap

Assembly Room - Upper Level

Assembly Room – Lower Level,  Cocoon Room, Filing Room – Upper Level

Filing Room – Lower Level
With Patrol Route 



Blockout and Beats

Low and Alone make their way along the beams that cling to the room's ceiling. At the end of the network is a vacant Herd sling that they can jump on and shimmy down.



Low and Alone make their way along the shop floor towards the lever that activates the conveyor. They work together to pull it.

Once they pull the lever the power fluctuates wildly. The lights flicker out momentarily, and The Supervisor can be heard screeching along with the loud clang of doors 
slamming.

Once the lighting returns, the Herd worker’s sling has collapsed from the ceiling, and he is missing. In the window above, the lower half of The Supervisor’s dress is all that 
remains.

A cable leads from the lever through the double doors. The Kids cannot open it from this side.

The kids make their way across the room and help each other climb up to the top of a cabinet to move through a crack in the wall.



Low and Alone enter the side room, they are  atop a metal sheet with a beam extending from it. The room is lit by 4 TV screens in the shape of a spider’s eyes. Down below the 
cable connects to a console that has two switches affixed to it. One of The Supervisor’s lower halves can be seen on the ground below. 

The kids make their way across the beam, as they do the body of the worker Herd drops from the ceiling. It has been wrapped up as though entombed by a spider for later 
consumption.

As the kids reach the far side of the beam The Supervisor scuttles down from the ceiling, she does not notice the kids and mounts her lower  half before pushing herself through 
the doorway to the right.

The kids continue on, jumping from the sheet  at the end of the beam onto an extended cabinet drawer and through another crack in the wall.



Low and Alone enter the next room. It is a packed space filled with paper stacks and filing cabinets. The Supervisor is down below rifling through papers on a desk. Low and 
Alone must follow her through the room atop the cabinets. 
The supervisor is searching for something, using her long spindly arms to reach up and open drawers giving Low and Alone bridges to jump larger gaps. They mustn’t be too 
hasty though, if they touch her arms while she his rummaging, she will grab and kill the Kids.



The Kids make it to the other side of the room, moving deeper into space filled with shelving units. Atop one of the shelves sits a bag of sugar. 

There is a small tear in the bag and a pile of sugar can be seen on a small stack of papers below. 

Alone uses his bow to further pierce the bag, causing sugar to rush out forming a slope that the Kids can slide down, the soft sound going unheard by The Supervisor. 



Now at ground level and in full view of The Supervisor, Low and Alone must stay out of sight and make it back to the room with the two switches in order to re-power the lever 
and escape.  
The floor of the room is covered in paper sheets and scrunched up paper balls that have fallen from the desks and cabinets above. If they are savvy enough, Low and Alone can use 
these scrunched up balls to distract The Supervisor and hasten their escape.



Low and Alone re enter the cocoon room at ground level. 

They both must jump up and pull the switches simultaneously for the power to the lever to be restored. The lights brighten and the TVs on the wall show images of The supervisor 
in the next room, continuing to search for her paperwork.

They then must work together to push open the double doors that will lead them back to the assembly room. However, the loud scraping sounds of the steel door on the metal 
floor alert The Supervisor. On the TV’s she can be seen screeching and leaping off of her lower half.

The Chase, is on!



Scenario Three

The Chase
Sugar Rush



Concept

Low and Alone sprint down the conveyor with The Supervisor in hot pursuit, taking on her spider form. The movement of the belt giving 
them an initial speed advantage.
They are eventually caught up in a chute and separated, with the Supervisor initially chasing Low. Alone must help her companion by 
keeping the way ahead clear using factory switches and her handy wrench.

The Supervisor then changes places, now chasing Alone. Low must return the favour and help Alone avoid a grizzly end.
The Two eventually reconvene and climb through a pipe to in a room covered in Candy Weevils. Low and Alone clear them using Candy 
balls from the pipe and enter the room. The Supervisor catches up and struggles to enter. The Kids must work together to open a hatch in the 
floor and escape for good.
Features Used:

- Sliding  - Alone’s Wrench - 2 Player Floor Hatches
- Switches  - Levers  - Candy Weevils
- Low’s Bow  - Box Pushing - Chase Enemy
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Blockout and Beats

Low and Alone re enter the Assembly room and activate the conveyor. They jump on as The Supervisor pursues in 
her spider form.



Low and Alone run down the conveyor space, the track of the conveyor giving them a speed boost over The 
Supervisor.
They jump down the chute at the end of the conveyor.



Low and Alone are spat out of the chute on two different levels of the same room. Low is below on a conveyor track, Alone is above in a service space.
The Supervisor emerges from the chute on the bottom level, chasing Low.



Ahead of Low the conveyor comes to a drop, across the gap is another conveyor moving in the opposite direction to the first. Two cables lead up to a 
switch on Alone's level.
Alone throws the switch and the conveyors reverse direction. Low jumps to the other side and continues.



The pair come to another gap in the path. A large piece of the track has been lifted out of place for maintenance. It is held in place by heavy chains. 
Alone must break them, which drops the piece back into place.
Low crosses, but the Supervisor moves through the gap in the ceiling to the level above. She is now chasing Alone!



A conveyor returns, now on Alone's level, feeding candy to a machine that rapidly stamps candy into lollipop form.
On Low's level is a lever that will stop the press in its current state. Low must time his movement to stop the press in the upright position, allowing 
Alone to pass underneath.



Alone then comes to the end of her conveyor, she falls down another chute and into a machine.
On Low's level is a cart waiting beneath the chute, and a button that he must shoot with his bow to drop Alone and a number of lollipops which fills 
the cart to the brim.

Alone climbs out of the cart and the two must push it against the wall while The Supervisor worms her way through the machine back to the lower level.
With the cart in position, The Kids can climb into a pipe.



The pipe is narrow. The Supervisor will struggle to fit inside it. Inside are a small number of candy balls that Low and Alone can pick up.



The pipe emerges in a dark room. The floor is crawling with Candy Weevils. 
Low and Alone must throw one of the candy balls to distract the Weevils before The Supervisor can catch up. Once the bugs clear the floor a 
hatch is revealed.

Low and Alone must jump in time with each other to open the hatch and escape The Supervisor for good.



Where will The Nowhere lead next…?
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