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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



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































http://www.youtube.com/watch?v=dBmIkEvEBtA
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https://www.youtube.com/watch?v=Fy0aCDmgnxg
https://www.youtube.com/watch?v=Fy0aCDmgnxg

