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[bookmark: _heading=h.tl30e0r2s42m]Abstract:
As video games continue to capture the imagination of players worldwide, the role of tutorials in facilitating new player onboarding has become a subject of increasing scrutiny. This research delves into the efficiency of tutorials, focusing on their reception and impact within the sandbox phenomenon of Minecraft. The study aims to explore how tutorials influence player behaviour, resource management, and progression trajectories, with a specific focus on comparing tutorial-guided gameplay against tutorial-free exploration.
The methodology involves a practical assessment where participants attempt to achieve predefined goals in Minecraft, with half receiving tutorial guidance and the other half navigating the game independently. The findings reveal pronounced differences in gameplay behaviour between the two groups, with tutorial users experiencing accelerated progression but often exhibiting premature disengagement, while non-tutorial users embark on a more exploratory journey, leading to a broader array of accomplishments.
Through detailed analysis and discussion, the research underscores the multifaceted nature of learning within Minecraft, highlighting the importance of striking a balance between structured guidance and experiential learning. While tutorials offer valuable resources for novice players, they may inadvertently limit the exploratory process. Therefore, developers must consider diverse pathways to engage players and foster environments that encourage self-directed exploration and problem-solving, ultimately leading to more satisfying and diverse gameplay outcomes.
In conclusion, this study contributes valuable insights into the dynamics of player engagement and learning within video games, emphasizing the need for inclusive and engaging game design that caters to the diverse preferences and learning styles of players.


[bookmark: _heading=h.1fob9te]Introduction:
Video games have become an integral part of contemporary entertainment, offering immersive experiences that captivate players of all ages. As the gaming industry continues to evolve, one crucial aspect under scrutiny is the role of tutorials in facilitating the onboarding process for new players. This research delves into the efficiency of tutorials, focusing on their reception, which often oscillates between being perceived as invaluable aids or irksome interruptions. Specifically, the study centres on the sandbox phenomenon, Minecraft, renowned for its boundless creativity and open-ended gameplay (2009).
This research aims to explore the efficiency of tutorials in introducing new players to video games, focusing specifically on their reception, which often varies between being very helpful or incredibly annoying. The investigation involves having participants play Minecraft, a popular sandbox game, and complete specific goals while measuring the time taken to achieve these objectives. Additionally, the study will assess the materials used by participants and the difficulty of acquiring these materials. This approach assumes that all participants are able-bodied and of sound mind. Key definitions include "The Game/The World," referring to a specifically generated Minecraft map, "the goals," a set of six objectives for each participant, and "the player," referring to each participant. The importance of this study lies in addressing the ongoing debate between players and developers regarding the necessity and complexity of tutorials in games.



[bookmark: _heading=h.7x2h847rp2ie]Methodology:

The research methodology involves a practical assessment with participants attempting to achieve six predefined goals in a premade Minecraft world. These goals are divided into three easy and three hard ones, designed to measure the player's understanding and ability to navigate the game. Participants have the freedom to give up at any time but are encouraged to complete at least one goal to gather sufficient data.
The participant group is split evenly, with half receiving a version of Minecraft that includes a tutorial and the other half playing without any instructional guidance. This approach is chosen to provide a clear comparison of the tutorial's impact on players' performance, free from personal bias. Information collected includes the types and amounts of materials gathered and utilized by participants and the timing of these actions. Success in achieving the goals quickly and the use of more complex materials indicate a deeper understanding of the game mechanics.
The study spans the majority of the second semester and targets individuals with minimal to no prior experience with video games, particularly Minecraft. Participants are expected to predominantly come from an older age group, as younger individuals are more likely to be familiar with the game. To ensure consistency, all participants will play on the same laptop in a controlled environment.
Aiming for 30-40 responses will provide a robust data set to ensure accurate conclusions. Insufficient responses might compromise data accuracy, leading to less reliable results, whereas a larger sample size would enhance the validity of the findings. The data analysis will involve detailed comparisons of the time taken to complete each goal, the materials used, and the point at which participants chose to give up.
Participants are randomly assigned to either the control or experimental group as they arrive, alternating between the two groups. This random assignment method ensures that no selection bias influences the results, providing a truly representative sample for evaluating the tutorial's effectiveness. By comparing the performance of both groups, the study aims to draw objective conclusions about the value and impact of tutorials in video games.



[bookmark: _heading=h.hjqlbh54lqk9]Findings:
The analysis of the dataset underscores pronounced differences in gameplay behaviour between participants who used a tutorial and those who did not. Participants without a tutorial generally exhibited quicker initial actions, such as breaking their first block and constructing a house. These participants typically completed these tasks significantly faster, with an average time of around 35 seconds to break the first block and approximately 2 minutes to build a house. In contrast, participants with tutorials took longer, averaging about 55 seconds to break their first block and around 3.5 minutes to construct a house.
Participants without tutorials also demonstrated higher efficiency in resource gathering and tool crafting. This group often reached advanced milestones, such as obtaining iron ingots and crafting stone tools, more swiftly than their tutorial-guided counterparts. Non-tutorial participants typically acquired iron ingots within 12 to 13 minutes, whereas tutorial users usually reached this stage around 13 to 17 minutes. This expedited progress indicates a more intuitive understanding and quicker adaptation to the game's mechanics among those without tutorials.
Additionally, participants without tutorials engaged in a broader range of activities, reflecting a more exploratory and varied approach to gameplay. These activities included making dye from flowers, breeding animals, and crafting a wide variety of tools and items. This diversity suggests that non-tutorial players were more inclined to experiment and discover different game mechanics independently. For instance, one participant turned flowers into dye and bred bunnies, showing creativity and exploration beyond basic survival tasks. This tendency to explore and innovate implies that non-tutorial players had a greater sense of autonomy and curiosity, leading to richer and more varied gameplay experiences.
In contrast, those guided by tutorials often focused on basic and repetitive tasks, which may have limited their exploration and creativity. The tutorial users displayed a pattern of quicker abandonment, with several participants giving up after making minimal progress. This trend highlights a potential drawback of tutorials: while they provide structured guidance and a clear pathway for beginners, they may also reduce the player's sense of discovery and intrinsic motivation, leading to earlier disengagement. For example, participants using tutorials often gave up after building basic shelters and crafting simple tools, without progressing to more complex activities.
Overall, the data indicates that the absence of a tutorial fosters greater initiative, adaptability, and sustained engagement. Players without tutorials not only progressed faster in basic tasks but also achieved more complex and diverse accomplishments. They appeared to be more self-reliant and curious, exploring various aspects of the game independently. Conversely, the structured approach provided by tutorials seemed to limit the participants' willingness to explore and take risks, resulting in less varied and innovative gameplay. This analysis suggests that while tutorials can help beginners get started by offering a structured learning path, they might also constrain the depth and breadth of a player's engagement with the game by curbing the exploratory and creative aspects that emerge from unstructured play.
Thus, the findings imply that while tutorials have their place in onboarding new players, fostering an environment that encourages self-directed exploration and problem-solving can lead to a richer and more fulfilling gaming experience. Players who are given the freedom to explore and experiment tend to develop a deeper understanding of the game mechanics and engage more fully with the game's possibilities, ultimately leading to more satisfying and diverse gameplay outcomes.

[bookmark: _heading=h.tyjcwt]Discussion:
In scrutinizing the comparative trajectories of participants within the Minecraft landscape, it becomes apparent that those who availed themselves of tutorials experienced a notable acceleration in their progression, promptly reaching pivotal milestones in their gameplay journey. This expedited advancement may stem from the structured guidance provided by tutorials, enabling players to swiftly grasp fundamental concepts and mechanics. However, this rapid advancement also coincided with a tendency among tutorial users to curtail their gameplay prematurely, perhaps indicating a sense of satisfaction upon achieving a foundational level of competence within the game.
Conversely, participants who eschewed tutorials often embarked on a more circuitous path, necessitating a greater investment of time and effort to navigate the intricacies of the Minecraft universe. Despite this initial hurdle, these individuals demonstrated remarkable resilience, persisting in their gameplay endeavours and ultimately attaining a more extensive array of accomplishments. This suggests that the absence of tutorials fosters an environment conducive to experiential learning, wherein players are compelled to grapple with challenges and devise innovative solutions independently.
Indeed, the divergent trajectories of tutorial users and non-users underscore the multifaceted nature of learning within Minecraft. While tutorials offer a structured framework for initial familiarization with the game, they may inadvertently truncate the exploratory process and limit opportunities for organic discovery. Conversely, players who opt for a tutorial-free approach are afforded the freedom to chart their course, thereby fostering a deeper understanding of the game's mechanics and cultivating a sense of ownership over their gameplay experience.
In conclusion, while tutorials undeniably serve as valuable resources for novice players seeking to acclimate themselves to the Minecraft environment, they represent but one facet of the broader learning paradigm within the game. The divergence in progression trajectories between tutorial users and non-users underscores the nuanced interplay between structured guidance and experiential learning, highlighting the importance of striking a balance between instruction and exploration in fostering a rich and fulfilling gameplay experience.





[bookmark: _heading=h.3dy6vkm]Conclusion:
In examining the efficiency of tutorials in introducing new players to the realm of video games, particularly through the lens of Minecraft, this research has yielded insightful findings that shed light on the dynamics of player engagement and learning within the gaming environment. The comparative analysis between participants who utilized tutorials and those who navigated the game independently revealed distinct patterns in gameplay behaviour, resource management, and progression trajectories.
Participants who relied on tutorials often experienced expedited progression, swiftly grasping fundamental concepts and achieving key milestones within the game. This accelerated advancement underscores the efficacy of structured guidance in facilitating initial familiarization with game mechanics. However, this rapid progression was juxtaposed with a tendency among tutorial users to prematurely curtail their gameplay, potentially indicating a threshold of satisfaction upon reaching a foundational level of competence.
Conversely, participants who opted for a tutorial-free approach embarked on a more exploratory and circuitous journey, investing greater time and effort in navigating the intricacies of the Minecraft universe. Despite the initial challenges, these individuals demonstrated remarkable resilience, persisting in their endeavours and ultimately attaining a broader array of accomplishments. This highlights the value of experiential learning, wherein players are compelled to grapple with challenges and devise innovative solutions independently, fostering a deeper understanding and sense of ownership over their gameplay experience.
The findings underscore the multifaceted nature of learning within Minecraft, where tutorials offer a structured framework for initial familiarization but may inadvertently truncate the exploratory process. Striking a balance between structured guidance and experiential learning is crucial in fostering a rich and fulfilling gameplay experience. While tutorials serve as valuable resources for novice players, they represent but one facet of the broader learning paradigm within the game.
In conclusion, the study emphasizes the importance of considering the diverse pathways through which players engage with and learn from video games. By acknowledging the nuanced interplay between instruction and exploration, developers can design more inclusive and engaging gaming experiences that cater to the diverse preferences and learning styles of players. Ultimately, fostering an environment that encourages self-directed exploration and problem-solving is key to cultivating a deeper understanding and appreciation of the game's mechanics, leading to more satisfying and diverse gameplay outcomes.
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- No roof
Crafted wooden pickaxe - 2:15
Axe - 3:00
Killed a sheep - 3:45
Crafting Table - 5:15
Died - 6:00
Cobblestone - 8:30
Furnace - 10:00
Had to leave - 12:00

Participant 7 - Tutorial

First block broken - 0:50
Crafted sticks - 1:30
House - 3:00
=> Birch planks and cobblestone
- No door
Crafting Table - 4:30
Sword - 5:00
Killed a pig - 5:45
Furnace - 7:30
Cooked chicken - 8:00
Chest - 9:00
Iron Ore - 11:00
Iron Ingots - 13:00
Gave up - 16:00

Participant 8 - No Tutorial

First block broken - 0:10
House - 0:45

- Wooden planks
Crafting Table - 1:15
Pickaxe - 2:00
Sword - 2:45
Killed a chicken - 3:15
Furnace - 5:00
Cooked fish - 6:15
Chest - 7:30
Stone Tools - 8:45
Iron Ore - 10:00
Iron Ingots - 12:00
Survived a Night - 14:00
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Participant 9 - Tutorial

First block broken - 1:00
Turned flowers into dye - 2:00
House - 4:00
- Cobblestone and dirt
- Wooden door
Crafting Table - 5:00
Pickaxe - 6:00
Sword - 6:45
Killed a cow - 7:30
Furnace - 9:00
Cooked porkchop - 10:30
Chest - 11:45
Stone Tools - 13:00
Iron Ore - 15:00
Iron Ingots - 17:30

Participant 10 - No Tutorial

First block broken - 0:25
Crafted sticks - 1:00
House - 2:15
- Simple wooden planks
- No door
Crafting Table - 3:00
Pickaxe - 3:45
Axe - 4:30
Cobblestone - 5:45
Furnace - 7:00
Torches - 8:00
Sword - 9:30
Killed a skeleton - 10:00
Iron Ore - 11:15
Iron Ingots - 13:30
Survived a Night - 15:00

Participant 11 - Tutorial

First block broken - 0:50
House - 2:00

=> Dirt and cobblestone
Crafted wooden pickaxe - 3:15
Axe - 4:00
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Killed a sheep - 4:45
Crafting Table - 5:15
Furnace - 6:30
Cooked chicken - 7:30
Chest - 8:45

Stone Tools - 9:30
Iron Ore - 11:00

Iron Ingots - 13:00

Participant 12 - No Tutorial

First block broken - 0:40
Gathered seeds - 1:15
House - 3:30
-> Wooden planks and cobblestone
- Door made of oak
Crafting Table - 4:30
Pickaxe - 5:15
Sword - 6:00
Killed a pig - 6:45
Furnace - 8:00
Cooked porkchop - 9:30
Chest - 10:45
Stone Tools - 12:00
Iron Ore - 14:00
Iron Ingots - 16:30
Survived a Night - 18:00

Participant 13 - Tutorial

First block broken - 1:00
Crafted sticks - 2:00
House - 3:45
- Cobblestone and wood
- Basic door
Crafting Table - 4:30
Pickaxe - 5:30
Sword - 6:15
Killed a chicken - 7:00
Furnace - 8:45
Cooked chicken - 9:30
Chest - 10:45
Stone Tools - 12:00
Iron Ore - 14:15
Iron Ingots - 16:45
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Participant 14 - No Tutorial

First block broken - 0:20
Turned flowers into dye - 1:00
House - 2:30
- Dirt and wood
- No roof
Crafted wooden pickaxe - 3:30
Axe - 4:15
Killed a sheep - 5:00
Crafting Table - 5:45
Furnace - 7:15
Cooked chicken - 8:30
Chest - 9:45
Stone Tools - 11:00
Iron Ore - 13:00
Iron Ingots - 15:30
Survived a Night - 17:00

Participant 15 - Tutorial

First block broken - 0:15
House - 1:45
- Wooden planks
- Basic door
Crafting Table - 2:15
Pickaxe - 3:00
Sword - 3:45
Killed a cow - 4:30
Furnace - 5:15
Cooked porkchop - 6:00
Chest - 7:30
Stone Tools - 8:45
Iron Ore - 10:15
Iron Ingots - 12:30

Participant 16 - No Tutorial

First block broken - 1:05

Gathered seeds - 2:30

House - 4:15
-> Wooden planks and cobblestone
- Basic door

Crafting Table - 5:00
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Pickaxe - 6:00

Sword - 6:45

Killed a chicken - 7:30
Furnace - 9:00

Cooked chicken - 10:15
Chest - 11:30

Stone Tools - 12:45
Iron Ore - 14:30

Iron Ingots - 17:00

Participant 17 - Tutorial

First block broken - 0:50
House - 2:00
= Dirt and cobblestone
- No roof
Crafted wooden pickaxe - 3:15
Axe - 4:00
Killed a sheep - 4:45
Crafting Table - 5:15
Furnace - 6:30
Cooked chicken - 7:30
Chest - 8:45
Stone Tools - 9:30
Iron Ore - 11:00
Iron Ingots - 13:00
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Winchester University: Ethics Form 1

UNIVERSITY OF

WINCHESTER

RESEARCH ETHICS FORM 1

WHAT LEVEL OF REVIEW DO | NEED?

GUIDELINES
This form is for staff and students. It will help you identify the level of review needed for your project.
Before completing it, you need to:
1. Read The University Research Ethics Policy.
2. If you are a student, discuss the ethical aspects of your project with your supervisor.

It is your responsibility to follow the University’s Policy on the ethical conduct of research and to follow any
relevant academic guidelines or professional codes of practice pertaining to your study when answering
these questions.

The questions and checklist in this proforma are intended to guide your reflection on the ethical implications
of your research. Explanatory notes and further details can be found in the Policy document.

Page 10f 6
Revised September 2021




image9.png
Winchester University: Ethics Form 1

SECTION 1

DETERMINING WHETHER YOU REQUIRE ETHICS REVIEW

YOUR RESEARCH

Project title: Tutorial vs. No Tutorial

Your name: Emily Baker

1. Is the proposed activity classified as Research or Audit /Service Evaluation or similar?

Research Audit or Service Evaluation

Use the Policy to help you answer this question. If the proposed activity meets the definition of research (see
the policy), CONTINUE.

If the activity is an audit or a service evaluation, STOP. You do not need to seek ethics approval, but you do
need to formally register your project with UREC, along with a project outline. To do this complete Form 2.

If you are unclear what type of activity you are undertaking, please refer to the Policy for additional types.

2. Does the research involve living human participants, human samples or data derived from
individuals who may be identifiable through that data?

Yes No

Use the Policy to help you answer this question.
If you answer NO, SKIP to QUESTION 6 and CONTINUE.
If you answer YES, CONTINUE.

3. Is the research being conducted for a medicinal purpose?

Yes No

Use the Policy to help you answer this question. See Appendix 2 - FAQs and definitions.

If you answer YES, and think your research comes under the definition of ‘for a medicinal purpose,’ it will
need to be scrutinised by the Committee. Please email the Committee Chair (ethics1@winchester.ac.uk) for
further guidance on what to do.

If you answer NO, CONTINUE.

4. Does your research require external ethics approval or review?

Yes No

For example, from the NHS or another overseeing body. Use the Policy to help you answer this question.
If you answer NO, CONTINUE.

If you answer YES, you need to formally register your project with UREC, along with the relevant external
ethics approval. To do this complete Form 2.

5. Is the project underway and, the researcher or P, has moved institution to Winchester?

Yes No

If you answer YES, please read the following:
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If the research began when the Pl was employed at another institution but has subsequently moved to
Winchester, and the project has previously been subjected to ethics scrutiny at that institution, then it need
not go through ethics review again. The outcome of ethics review by that institution should be
communicated to UREC for formal recording. To do this complete Form 2 and include evidence of the
previous ethics approval.

HOWEVER, if there have been significant changes to the original research design which have ethical
implications or recruitment of a cohort of participants will be undertaken through Winchester, then the
project will require ethics review and you should apply for approval, CONTINUE.

If you answer NO, CONTINUE.

6. Is the research collaborative?

Yes No

If you answer YES:

* where the Principal Investigator (Pl) of the research is located at another institution, it is their
responsibility to seek ethics approval, including partner research sites. The outcome of ethics review
by that institution should be communicated to UREC for formal recording. To do this complete Form
2 and include evidence of the previous ethics approval.

* where the Pl is located at Winchester, then the project will undergo scrutiny as per Winchester’s
Ethics Policy, CONTINUE.

If you answer NO, CONTINUE.

7. Is the research being conducted in another country?

Yes No

If you answer YES, please read the following:

Where a project is conducted in another country, the researcher should consider if it is possible to obtain
ethics review by a local research ethics committee or other relevant body. The outcome of such a review by
that institution should be communicated to UREC for formal recording, along with a project outline. To do
this complete Form 2.

If this is not possible, the project should be reviewed by the University of Winchester, either at Faculty level
or Committee depending on the nature of the proposed work, so CONTINUE.

8. Does the research involve the use of documentary material, papers, literary works or archive
documents in the public domain?

Yes No

Use the Policy to help you answer this question.

If you answer NO because the works are in a private archive or closed collection, do the following: complete
Form 2, including details of the nature of the private /closed collection and provide evidence of the
permission to use this material for research purposes.

If you answer YES, you need to formally register your project with UREC, along with a project description. To
do this complete Form 2.

9. Does the research involve the animals?

Yes No

If you answer NO, CONTINUE.

If you answer YES, you need to formally register your project with UREC, along with a copy of the relevant
licence (if required). To do this complete Form 5.
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10.

Does the research involve environmental interventions?

Yes No

If you answer NO, CONTINUE.

If you answer YES, you need to formally register your project with UREC, along with a copy of the relevant
licence (if appropriate). To do this complete Form 2

11.

Does the data you will collect contain any information that could be linked back to participants
or that might identify them (e.g. name, address, photo, voice, email)?

Yes No

If you answer NO, you need to formally register your project with UREC. To do this complete Form 2.

If you answer YES, CONTINUE.

D Reaching the end of these questions, either you will have been directed to complete a specific additional
form or you should continue to section 2.

If you are still unsure whether you need ethics review or not, please re-read The Policy and email your query
to ethics@winchester.ac.uk with details of your project.
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SECTION 2

DETERMINING THE LEVEL OF ETHICS REVIEW REQUIRED

Please mark with an -~ as appropriate YES NO

Does the research involve individuals who are vulnerable?

For example: vulnerable children, over-researched groups, people with learning difficulties,

people with mental health problems, young offenders, people in care facilities, including

prisons. For a note on research with children, see Appendix 2 of the Policy.

Does the research involve individuals in unequal relationships e.g. your own students?

Please note:

1. students recruited via SONA are not considered ‘your own students.’ If you intend to
recruit widely across the University or your Faculty (e.g. through snowball sampling or a
mail shot) you do not need to consider such students as your own, even if some
participants may be students you are directly involved with. Only tick “yes” if you are
targeting your own students specifically.

2. if you are an undergraduate or postgraduate student carrying out research with children
in either a school or early years setting, these DO NOT come under the category of your
‘own students.’

Will it be necessary for participants to take part in the study without their knowledge and

consent at the time?

For example: covert observation of people in non-public places, use of deception. See

Appendix 2 of the Policy.

Will the study involve discussion of sensitive or personal topics?

For example: (but not limited to) participants’ relationships, emotions, sexual behaviour,

experience of violence, mental health, gender, race / ethnicity status or experience, political

or religious affiliations. Please refer to the Policy.

Is there a risk that the highly sensitive nature of the research topic might lead to disclosures

from the participant concerning their own involvement in illegal activities or other activities

that represent a threat to themselves or others which may need onward reporting?

For example: sexual activity, drug use, illegal activities or professional misconduct.

Might the research involve the sharing data or confidential information beyond the initial

consent given? L

Might participant anonymity be compromised at any time during or after the study?

For example: will the research involve respondents using the internet, social media, or other

visual /vocal methods where respondents may be identified?

Is the study likely to induce severe physical harm or psychological distress?
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Does your research involve tissue samples covered by the Human Tissue Act (2004)?

Is there a possibility that the safety of the researcher may be in question?

For example: research in high risk locations or with high risk groups.

Does the research involve creating, downloading, storing or transmitting material that may
be considered to be unlawful, indecent, offensive, defamatory, threatening, discriminatory
or extremist?

If you answer YES to this question, you must also contact the Director of IT Services, who
must provide approval for the use of such data.

Answering NO to all these questions means your project is eligible for Faculty level ethics review.
You now need to complete Form 3.

Answering YES to any of these questions means your project will require Committee ethics review.
You now need to complete Form 4.
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UNIVERSITY OF

WINCHESTER

RESEARCH ETHICS FORM 3

FACULTY REVIEW

GUIDELINES
This form is for staff and students. It will help you set out the ethical aspects of your project that need to
be reviewed. Before completing it, you need to:
1. Read The University Research Ethics Policy.
2. If you are a student, discuss the ethical aspects of your project with your supervisor.

It is your responsibility to follow the University’s Policy on the ethical conduct of research and to follow any
relevant academic guidelines or professional codes of practice pertaining to your study when answering
these questions. This includes providing appropriate information sheets and consent forms and ensuring
confidentiality in the storage and use of data.

The questions in this proforma are intended to guide your reflection on the ethical implications of your
research. Explanatory notes and further details can be found in the Policy document.

If any aspect of your project changes during the course of the research, you must notify the Chair of UREC.
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SECTION 3

PROJECT DESCRIPTION

Please provide a brief description of your project in non-technical language (between 500-1000 words).
This should include details of the research rationale, aim(s), research question(s), context (linking to some
relevant literature), and methods (including details of participants, data collection (including examples
/descriptions of any audio or visual stimuli to be presented to participants), data analysis) to be used. You
should state any ethical issues that you have identified and how these will be dealt with. This overview
should contain sufficient information to acquaint the reader with the principal features of the proposal. A
copy of the full proposal may be requested if further information is deemed necessary.

Please use this section to list documentation that may be relevant to your application and append it to the
submission (e.g. consent forms, information sheets, questionnaires etc.).
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SECTION 1

YOUR DETAILS

1.1 Your name: Emily Baker

1.2. Your department: Digital Media & CAD

1.3. Your Faculty: Samual Barker

1.4. Your status:
Undergraduate Student Staff (Professional Services)
Taught Master Staff (Academic)
Research Degree Student Other (please specify below)

1.5. Your university email address: e.baker4.21@unimail.winchester.ac.uk

1.6. Your telephone number: +1 (734) 985-5887

For students only:

1.7. Your degree programme: Computer Game Design & Development

1.8. Your supervisor's name: lan Lock

1.9. Your supervisor's department: Digital Media Design

1.10. Your supervisor's email: ian.lock@winchester.ac.uk
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SECTION 2
YOUR RESEARCH
2.1. Project title: Tutorial vs. No Tutorial
2.2. Start date: Feb 1 2024
23. Expected completion date: Apr 15 2024
2.4. Expected location of data collection: University Premises
(e.g. school, workplace, public place, University premises etc.)
2.5. Has funding been sought for this research?
Yes No
2.6. If so, where have you applied for funding?
27. Has the funding been granted?
Yes No Pending
28. Is the research collaborative?
(e.g. co-investigators from another institution, at or with another organisation or colleagues in
another department)
Yes No
If yes, which?
2.9. Is Disclosure and Barring Service clearance required for your study?
It is your responsibility to contact the Disclosure and Barring Service (DBS) to confirm whether
or not clearance is needed prior to commencing recruitment or data collection. More
information here
Yes No
2.10. Will your research be informed by guidelines from a professional association or specific, agreed
standards of practice?
Yes No
If yes, which?
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SECTION 4

REFINING THE LEVEL OF ETHICS REVIEW REQUIRED

Please mark with an as appropriate YES NO
Does the research involve members of the public in a research capacity as co-
1 | researchers? (l.e. as in participant research where involvement extends beyond
data collection)
2 Is there a risk of over-disclosure that may put the participants at risk or cause them
any anxiety?
Will tissue samples (including blood) be obtained from participants?
3
4 Will the study require the co-operation of a gatekeeper for initial access to
participants? (E.g. to students at school, to members of self-help group.)
Is the right to withdraw from the study withheld at any time, or not made explicit?
5
6 Is there any reason participants may feel obliged to participate in the study against
their will?
Will the research involve administrative or secure data that requires permission
8 . L
from the appropriate authorities before use?
10 Will financial inducements (other than reasonable expenses and compensation for
time) be offered to participants?
Are there payments to researchers /participants that may have an impact on the
11 S
objectivity of the research?
12 Is there any cause for uncertainty as to whether the research will fully comply with
the requirements of the General Data Protection Regulation (GDPR) (2018)?
Does any part of the project breach any codes of practice for ethics in place within
13 o X . )
the organisation in which the research is taking place?
Are drugs, placebos or other substances (e.g. food substances, vitamins) to be
14 administered to the study participants? Please note: for fast track review, it is
expected that the study will not involve invasive, intrusive or potentially harmful
procedures of any kind.
Is pain or more than mild discomfort likely to result from the study?
15
Could the study induce psychological stress or anxiety or cause harm or negative
16 | consequences beyond the risks encountered in normal life? (E.g. involve prolonged | Y
or repetitive testing.)

If you answer YES to any of these questions, please use the next section to indicate which
question you have said yes to, describe the ethical issue in the context of your study and how you
will address it. If you have answered NO to all questions, complete section 6.
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SECTION 5

ADDITIONAL INFORMATION AND AMENDMENTS

Use this space to address ethical issues highlighted by the checklist in section 4, or to amend an original submission.
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SECTION 6

DECLARATION

| have read and understood the University of Winchester Research Ethics Policy and confirm that adequate
safeguards in relation to the ethical issues raised by this research can and will be put in place. |1am aware
of and understand University procedures regarding Health and Safety. | understand that the ethical
aspects of this project may be monitored by the University Research Ethics Committee.

| understand my responsibilities as a researcher as described in the University of Winchester Research
Ethics Policy.

| declare that the answers above accurately describe the research as presently designed and that a new
application will be submitted should the research design change in a way which would alter any responses
given in Form 1 or here.

| confirm that if a Risk Assessment is required | will complete it and have it co-signed by my Supervisor
or Head of Department before data collection takes place.

| confirm that, if DBS clearance is required for my project, then | will seek it before the start of my
project.

| confirm that my research does not include risks that might cause it to be excluded from coverage by
the University’s insurers.

| confirm that | have appropriate insurance for this research.

Date: Jan 22 2024

Researcher’s signature: E m | |y B a ke r

In addition, for students (undergraduates, masters, postgraduate, research):

The student has the skills to carry out the proposed research. | undertake to monitor the student’s
adherence to the relevant research guidelines and codes of practice.

Supervisor’s signature: Date:

Please submit this form along with Form 1 to your Faculty Head of RKE or nominee (staff /PGR) or your
supervisor (taught postgraduate students).
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Please remember to append any forms or documents that may be relevant to your application (e.g. consent
form, information sheet, questionnaire(s) etc.). Your form cannot be considered unless it is submitted with the
required supporting documentation. Omitting to do so will delay the ethics review process.
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Participant 1 - Tutorial

First block broken - 2:30
House - 6:15
- Hole in ground
Gave up - 8:00
- Made oak planks but nothing else

Participant 2 - No Tutorial

First block broken - 0:45
Turned flowers into dye - 4:15
Killed a cow - 6:15
Died - 8:00
House - 8:30
- Oak Planks & Logs
= Birch Roof
- No Door (Dirt/Wool)
Crafting Table - 9:30
Sword - 10:00
Killed a skeleton - 10:30
Axe - 15:50
Pickaxe & Shovel - 17:45
Cobblestone - 18:00
Furnace - 28:45
Cooked Mutton - 29:45
Chest - 33:30
Stone Tools - 34:30
Iron Ore - 36:00
Survived a Night - 37:00
Lapis Lazuli - 37:15
Iron Ingots - 38:50
Got every colour of wool - 42:20
Bred Bunnies - 45:30
Torches - 46:30
Iron Pickaxe - 49:15
Had to leave - 51:00
-> Made quite a lot of progress but still never acquired some “basic” things (eg. a door, a
hoe, etc)

Participant 3 - Tutorial

First block broken - 1:15
Gathered seeds - 2:30
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House - 5:45
- Dirt walls, no roof
-> Basic shelter
Gave up - 6:30
= Minimal progress, some wood and seeds

Participant 4 - No Tutorial

First block broken - 0:30
Made a wooden pickaxe - 2:00
House - 3:15
- Oak planks and cobblestone
- No door
Crafting Table - 4:00
Furnace - 5:30
Cooked porkchop - 6:15
Died - 7:00
Rebuilt house - 9:00
Sword - 10:15
Stone Tools - 11:30
Survived a Night - 12:00
Called it quits - 12:00
- Decent progress

Participant 5 - Tutorial

First block broken - 0:20
House - 2:45

- Wool and dirt

- Wooden door
Died - 4:00
Crafting Table - 6:15
Pickaxe - 7:00
Axe - 8:15
Cobblestone - 9:30
Furnace - 10:45
Torches - 12:00
Had to leave - 13:15

- Was on the right track

Participant 6 - No Tutorial

First block broken - 0:35
House - 1:30
- Simple dirt structure




