
Tutorials
and educating the playerIt looks like you are trying to talk about tutorials.

Do you want help with that?



Tutorials

● Everyone needs to learn the rules
○ Unlike books, movies etc, games have different input methods
○ They do not always translate between games

● No one likes being hand-held





Adams’s 8 ways to make a bad tutorial

1. Force the player to take the tutorial
2. Make the player read a lot
3. Describe buttons and menu items badly
4. Leave steps out
5. Punish inexperience
6. Patronize/humiliate the player
7. Force the player to complete the tutorial
8. Don’t give them a tutorial at all

Ernest Adams: http://www.gamasutra.com/view/feature/134774/the_designers_notebook_eight_.php



Jenelius’s additional way of making a bad tutorial

● Have a tutorial that is completely separate from the rest of the game.







Personal favorite





















Revisit (reuse) parts of game



http://www.youtube.com/watch?v=dBmIkEvEBtA


In Nintendo games:

● Concept
● Development
● Twist
● Conclusion



Alternative

● Introduce ability 1
○ Let player use it

● Introduce ability 2
○ Let player use it

● Combine 1 + 2
○ Safe environment
○ Under pressure

● Introduce ability 3...



Let the player fail

Let them try.

Let them fail.

Let them learn.

Let them play.





Add-on to assignment

Today:

● Consider how the player learns new features today.
● For your new/enhanced level - make it more pedagogical!
● Continue on the assignment.


