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Narrative

ame Is that Dr. Doom is putting together the

rs of Evildé, and you n
e and causing mayhem in different

alities / mystical places. Different

and optional missions that in the

t happened was because you did

have different obje
u find the outcome of w

| dnot do t hem. Your group I
Fury, who most of the ti me
tds going on. Fury goes by wh

sends you on wild goose chases while the Masters of Evil
leting their evil plot. Dr. Doom will also try and divert
you to the wrong location by enlisting help to cast spells on your
transportation portals.



ESTRUCTURE

ure was Mostly Linear

) out with minor
groups of generic opposition characters, followed
by set-piece battles with much larger or more
powerful opponents, usually with particular
ack-patterns and weaknesses. Player is allowed
stomization of abilities and weaponry and
e degree of freedom over the way this is done.
0 they make use of extensive use of cut scenes
[0 Inform the player of the goals, level layout,
level access changes, and key points of call

-Game Design, Jim Tompson
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