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 Michael and I decided to get together and have one of us teach each other a video game 

that the other person had never played before. The idea was to see whether or not people learn to 

play games the same way. At first I thought I could teach Michael the GameCube version of 

MarioKart Double Dash, but Michael said he already knew how to play this game very well. So 

in the end we decided that I would teach Michael how to play Luigi’s Mansion on the 

GameCube. 

 I first asked Michael whether or not he wanted me to go over the controls with him or if 

he wanted to hop right in; he hopped right in. I believe this has to do with his experience with the 

gaming system already. At a point where a player can save their game, a screen comes up that 

tells the player what all the different controls do in the game. Michael looked at that for a couple 

of minutes and then he was ready to go. Even without this screen, I believe he really needed no 

help from me in that area. He already knew where all the buttons on the controller were and what 

buttons are most commonly used in GameCube games.  

What did give him a couple minutes of pause was figuring out the little hints of the game. 

The game is basically one giant puzzle that needs to be solved. In this game Luigi—the gamer—

needs to find his brother Mario that King Boo has kidnapped and stuff in a painting. The entire 



mansion is flooded with multiple kinds of ghosts. You have your common variety, then you get 

to the bigger ghost. In the game, all the bigger ghosts—who are actually people in this game; like 

a father, a mother, a baby, twin brothers, a dancing couple, and so many more—are considered 

the bosses. Some of them you can defeat without the theatrics of fighting in the “boss arena,” but 

others you do get the fast-paced music and the extra obstacles in place to defeat them. These 

ghosts are different from the common variety in the fact that in order to see them your character, 

Luigi, cannot be facing them. For each ghost, you have to do something unique in order to make 

them vulnerable so you can defeat them. Like for the father ghost, he is sitting in a rocker in 

front a fireplace reading a book in his lap. Occasionally he will let out a great big yawn and that 

is when you strike. Michael had some difficulty finding each ghost’s unique weakness. I would 

not straight up tell him home to defeat the ghost, but give subtle hints. I know I like to discover 

things by myself when playing a game the first time. I don’t mind people giving me hints, but 

hate it when they just straight up tell that this is how you defeat some big boss. So the hints 

where along the lines of “what is moveable in this room” was one hint I gave in the Nanna’s 

ghost room. She was knitting and had a basket of yarn balls sitting beside her. There was a 

common theme to this game of sucking things up with your vacuum and then shooting them back 

out at ghosts to stun them. After that hint, Michael figured out he needed to knock the basket 

over and hit Nana with the balls of yarn after sucking them up with his ghost catching vacuum. 

However, this hint was not very helpful in one room. Inside the mansion is a gym with 

punching bags hanging from the ceiling, different workout equipment scattered throughout the 

outside edges of the room, and dead set in the middle of the room is a ghost lifting weights—like 

the bar and weights off the benchpress. This ghost looks like a guy that hs done steroids for his. 

Giant arms and fists. Michael, seeing that the punching bags in the place where moveable 



decided to hit one—which turned out good and bad. Good in that he discovered quickly how to 

get the ghost attention by the flying bag hitting him and so making him vulnerable to suck up 

with your vacuum. Bad that he didn’t realize he needed to move his character out of the way of 

the bag flying back to hit him, which it did causing him to lose health points. His character also 

had a few moments to where he couldn’t move because he was stunned, so by this time the jock 

ghost was coming towards him with his arms doing the whole windmill at super speed thing to 

hit him again, causing him to lose even more points. Michael so wasn’t happy about that portion 

of the game. 

Watching Michael play the game was a very interesting experience for me. I grew up 

playing this game and many others just like it with my brothers. I can remember watching my 

older brother play this game and making the same mistakes Michael made. Some of the common 

mistakes where figuring out there was a secret button in this one room and it takes forever to 

figure out how to press it. The way you can see your character and move around is a little weird 

in this. It is like somebody took a giant knife and spilt the mansion in two and that is how you are 

seeing things. Where the fourth wall in the mansion should be, like a little girl’s dollhouse. So in 

this one room, there is a mirror on the far wall opposite of how you are viewing the room. In the 

mirror, the gamer can just make out a red button reflected in it. Once the gamer sees that, they 

have to turn and face you—where the missing wall is—and tap around to press the button to 

move on to the next stage of the puzzle. Michael, my brothers, and myself all had trouble 

figuring out there was a button in this room in the first place. Since then, I have played this game 

many times; because for me it is just something to do to sit back and think mindlessly. I have 

played it and defeated it so many times that I feel like I could probably play this game in my 



sleep. Michael and I had a fun time when he made errors and mistakes that I haven’t made in 

years in playing this game. 

I compared Michael experience in learning Luigi’s Mansion to my old roommate’s 

experience in learning MarioKart. Poor Joy. She saw me playing it one day in our dorm room 

and wanted to learn how to play it. She needed me to explain every button to her and even point 

out where some of the buttons where in the first place. She had no experience what so ever of 

playing a GameCube game. She started off so badly; falling and hitting every possible thing in 

the game to slow you down, but eventually she got better. I think this had to do with how the 

game is. It is much more fast-paced than Luigi’s Mansion and you have to watch the screen more 

than the controller. Eventually she got the hang of where the buttons where and she became 

pretty good at the game.  

Teaching both Michael and Joy to play video games was in understanding how each of 

them learned in the first place. For Michael I didn’t do nearly as much teaching as I did with Joy, 

since Michael already had knowledge of the gaming system. I believe this prior knowledge made 

a big differences in the way these two people learned the game. Michael picked up the game 

quickly when he discovered that the game was a giant puzzle and you had to pay attention in the 

slight clues the designers left lying around in the game in order to beat it. Joy had no prior 

knowledge in how to play a GameCube game and it showed, but even she eventually became 

good enough in the game to really enjoy and start beating characters. I can’t say for sure who 

picked up their game the fastest since Michael only played the game for like 5 or 6 hours, while 

Joy played in over multiple days, but I do know that they each learned how to play their game in 

their own specific way and eventually had fun playing it. When it comes down to it that is all that 

matters. Having fun while trying out something new with friends. 



 

 


