- ’ = i - Let players do it
Blend the tutorial into the game Have players do rather thaw read Spread out the teaching of game nze
wechanics - Teach through a
single clear
interaction

- Dow't seperate tutorial from gameplay - Players Learn through actions, not

- Learnt = ytof i,wg texts . . - H
ring = part of play Ckoabton leadb foundarstinding lntroduce one new idea at a time

- Avoid overwhelming the players

BT A

Use visuals to teach
; - The design should communicate it's
- Dow't break the flow esived finotion:
[OCSA o 8 G Ty ph s - Bx: shape, annimation, icons, ete.
- Allow players to Learn while playing PR
- Only help when needed
- Beggingers: hints
- Skilled players: wo hints/ intervuption
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