
Luke Morgan
Independent project.

What makes an effective Tutorial?



Goals:

• Investigate what tutorials are 
considered good.

• Find out what these ‘good’ 
Tutorials do that makes them 
effective.

• Create a Tutorial of my own 
from this research.



History of Tutorials



First and Second Generation



Dungeons and 
Dragons



Third & Forth Generations



Fifth Generation



Sixth Generation



Seventh 
Generation



Eighth & Ninth
Generations



Methods of Teaching



There are 
Many 
Different 
Methods of 
Teaching

• Differentiated instruction

• Lecture based Learning

• Technology based learning

• Group learning

• individual learning

• Inquiry based learning

• Kinaesthetic Learning

• Game based learning

• expeditionary learning



Examples of these 
methods in games.



Inquiry Based Learning



Lecture Based Learning



Game Based



Group Learning



Case study: Portal



Why Portal

• Contains Developer Commentary

• Always Teaching new mechanics

• ‘is an extended Player training experience’



Show Don’t Tell



Colour  Colour 



Conditioning



Reenforcing 



Valves Use of Playtesting

‘At Valve, we see our game designs as hypotheses and our playtests as experiments to 
validate these hypotheses. In addition, we always want to iterate and improve on our 

work, and we are constantly seeking feedback – through playtests and other means – in 
order to do so. By making use of a wide array of user research techniques, we will make 

better decisions and as a consequence, better games’ – Gabe Newal



Creation Of Tutorial V1



Any 
Questions?
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