
Learning through play
Educational workshops and programs with Press Start Hong Kong
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The power of games

No, it’s not all “just fun and games”. 

As an essential part of the human condition, games at their most basic level provide recreation and 
leisure, and at their maximum potential are memorable experiences that inspire curiosity, learning 
and a shared sense of adventure.

At Press Start Hong Kong, we explore the world through games. Not just by putting games at the 
heart of a social or learning experience, but by using games as a platform to inspire. 

Whether this is through the format and mechanics of the games themselves (storytelling, 
innovation, cooperation), through topics and themes (business, science, writing), or through the 
very basics that make up a game (game design thinking, business of games, designing your own 
game), there is a treasure trove of new experiences out there waiting for us.
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Soft skill development

• Negotiation
• Leadership
• Communication
• Creativity/storytelling
• Critical thinking
• Problem solving
• Resource management
• General management

Hard skill education

• Business management
• Industry knowledge
• Innovation and design thinking
• History
• Mathematics and probability
• Science and environment
• Supply and demand
• Economics
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Game design thinking

To design a game is no small feat. To make it playable, replayable, balanced and marketable is 
considerably more challenging.

While our program is designed with an outcome in mind – a working, playable board game 
prototype – it’s really a business program with design at its core, just that we are using board games 
as the vehicle through which to achieve this.

Students will go through an entire design cycle, from inspiration and ideation to prototyping and 
iteration, crystallizing their ideas through playtests, before readying their prototypes to pitch to their 
peers and submitting their game to challenges and questions from peers and judges.

In short, we’re taking on a group of budding young designers on a product design program!
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Program at a glance

Game critique and ideation

Prototyping and playtesting

Iteration and revision

Final pitching

1 Hands-on game introduction
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GAME INTRODUCTIONS

Description:

In this session, we will introduce about 2-3 board and card games with varying 
playing styles and game mechanics, to showcase to the students the different kinds of 
possibilities and elements within board games, which can act as their references and 
inspirations both from thematic and gameplay standpoints.

Duration:

Up to 5 hours total (average 1 to 2 hours per game)

Possible variations:

We have also run short standalone versions of our program where there is only one 
featured game, and all game ideas are based on the same mechanics.
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CRITIQUE & IDEATION

Description:

From the 2-3 games played in Module 1 (Game Introduction), we will lead the 
students on a critiquing exercise to determine what elements they liked and were 
inspired by, as well as how to build on some core mechanics and develop them into 
their own game.

This will segue nicely into an ideation exercise that unleashes their creativity within 
the game design framework, which will form the basis of our collective brainstorming 
and the beginning of the development of their own game rules.

Duration:

1-2 hours total, depending on target age range of students

Possible variations:

This can easily be tailored to match a standalone, single-game format if we choose to 
focus on one base game in Module 1 (Game Introduction).
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PROTOTYPING & PLAYTESTING

Description:

From the ideas laid out in Module 2 (Critique & Ideation), students will create low-
fidelity, paper-based prototypes to visualize their components and rules.

Based on these simple prototypes, they will either play through the games that they 
have created as a group, or introduce their games to other groups for playtesting. The 
feedback gathered will play a valuable part in subsequent iterations of the game 
across various criteria.

In our experience, one playtest session is not enough: To make a successful and 
replayable game, multiple playtests and iterations are needed to achieve an optimal 
balance between all elements.

Duration:

1-3 hours for prototyping (depending on level of complexity), 1-2 hours per playtest

Potential variations:

Depending on the format of the workshop, we could embark on a group design 
exercise (where students form groups that collectively design their game ideas and 
prototype together) or individual exercises. This would affect the playtest logistics.
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ITERATION & REVISION

Description:

Following the playtest sessions, each group (or student) will embark on an exercise 
similar to Module 2 (Critique & Ideation), except that they will be focusing on their 
own games and the themes, characters and rules they’ve created.

Being able to critically evaluate one’s own game and identify areas for improvement is 
an important step in the game designer’s overall design cycle. We will then guide the 
students as they refine their game based on the feedback they’ve received.

Duration:

1-3 hours, depending on complexity and level of detail

Potential variations:

Depending on the length of the program and the students’ level of engagement, we 
would encourage at least one additional round of playtesting after an initial revision.
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FINAL PITCHING

Description:

After acting as the students’ mentor and coach throughout the program, we switch 
roles to become judges, and the students will be pitching their game ideas to us and 
sharing their game design journeys, inviting questions from both ourselves and their 
peers on the business aspects of their game. A final business challenge that highlights 
their presentation skills and their ability to think on their feet!

Duration:

1-2 hours, depending on number of students and level of detail

Next steps:

Who knows? We could be looking at the 
next great board game!
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Potential applications

Product design Topical deep dives Peer-to-peer learning

• Designing games as prototypes 
and products to show off, with 
tie-ins to design thinking

• Promotes design thinking (e.g. 
product design lifecycle, design 
journeys)

• Opportunities to collaborate 
with visual arts students

• Designing games as projects for 
school subjects (e.g. biology, 
history, business)

• Promotes systems thinking (i.e.
identifying how different 
components link together logically)

• Another method of interactive and 
creative storytelling

• Designing games as learning 
canvasses and experiences for 
underclassmen

• Promotes empathy and designing 
for users (players), especially for 
younger age groups

• Opportunities to practice teaching 
and facilitating game sessions
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Innovating through play

The need for innovation in this age of rapid change is paramount. The clichés of “thinking outside 
the box” and “breaking traditions” are well worn. How do we ensure that innovation can still be an 
exciting process instead of a requirement? 

With Proto, our unique innovation storytelling game providing a unifying structure, a compelling 
structure and, most importantly, a fun experience, our innovation bootcamp – adapted from our 
popular “Innovating through Play” corporate program – guides students through the design 
thinking and entrepreneurial process from initial ideation through implementation planning and 
roadmap setting, while encouraging collaboration and dialogue.

The possibilities are endless: a school-sponsored business hackathon, community outreach or 
campus initiatives, or simply sowing the seeds for an ingrained entrepreneurial spirit.
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PROTO

Business strategy, customer centricity, continuous innovation and iteration – the 
design thinking cycle through a game about co-creation.

The creative storytelling card game Proto – exclusively distributed in Hong Kong by 
Press Start – forms the basis for an illuminating creative experience. You helm your 
own startup with your own users, features, boosters and challenges, putting you in 
the driver’s seat and forcing you to think critically for the good of your customers and 
the future of your business – and you need to convince your peers of your vision.

Ready for the challenge?

Group size: 4 (variable: solo play or in teams)
Duration: 2 hours
Discussion topics: Innovation, strategy, customer-centric design
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IDEATION PILLARS
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USERS
Who are we designing for? How do we combine our 
business objectives with our target users?

FEATURES
What product or service do we have in mind? How will we 
scale and evolve based on these features?

BOOSTERS
What kinds of market effects and intangible factors will we 
require to grow? How can we leverage these boosters?

CHALLENGES
What roadblocks and obstacles will we encounter? How will 
we mitigate risks and navigate challenges?



SAMPLE AGENDA
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Introductions

Opportunities and challenges brainstorm

Ideation game: Proto

Lunch

Deep dive: Users and empathy maps

Deep dive: Features and proposition storyboards

Deep dive: Boosters and feasibility frameworks

Strategy and business plan documentation

Pitch preparation

Final pitch and judging

Awards and next steps



Potential applications

Business hackathon Community initiatives Design thinking training

• Business competition focusing 
on products and services rather 
than tech and coding

• Promotes user-centric design as 
a critical component of the 
business design process

• Opportunities for school to fund 
development and next stages

• Ideation for student-led 
community outreach or on-campus 
initiatives and activities

• Promotes social, purpose-driven 
design (or “design with a 
conscience”)

• Opportunities to scale into a 
regular year-round program

• Using games as a starting point for 
discussions and practice with 
design thinking as a methodology

• Deep dive sessions tie in ideation 
pillars introduced in the game 
session, anchoring learning

• Opportunities to kickstart further 
learning on design thinking
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Play & Write

Developed together with our education partners in Hong Kong, Elephant Community Press, our 
Play & Write workshops are a unique interpretation of the way games can be used in the classroom.

“Play” intertwines with “write” – students are writing and creating their own components and 
stories to be used in-game, and they are playing these games as the basis for further writing 
assignments. Our programs are able to excite students and get them engaged in the classroom, and 
we have testimonials from both students and parents to show for this unique and dynamic synergy 
between two of Hong Kong’s most innovative education pioneers.

We currently have three modules within our Play & Write series: King of Hong Kong, Deep Sea 
Adventure, and Demigods & Dungeons.

Play & Write: Where you can’t play if you don’t write, and you can’t write if you don’t play.

21



King of Hong Kong

Age group: 8-11
Theme: Monster invasions
Skill: Creative journalism

Synopsis:

Monsters attack Hong Kong, trying to amass the most damage points or to knock out their fellow 
monsters. Kids create their own monsters and back stories, and chart their movement across Hong 
Kong via a real-time unfolding “trail of destruction” of their monsters on a big map of Hong Kong as 
they play through the game. 

A role-playing exercise in the middle of the game sees everyone take on a different character to 
interview each other for sound bites and learn how to write a breaking news story. After their final 
writing assignment creating the aftermath of the monster invasions, kids complete the rest of a 
fictional newspaper.
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Deep Sea Adventure

Age group: 6-8, 8-11
Theme: Undersea adventure
Skill: Research and informational writing, creative writing

Synopsis:

Deep Sea Adventure tells the story of a group of divers (or sea captains) journeying down to the 
depths of the ocean collecting treasure while encountering creatures underwater. 

Kids research existing sea creatures and create their own fictional sea monsters, treasures and 
guardians, compile profiles and create playable character cards. With these custom-made 
components that will differ between every classroom, an adventure story unfolds via the 
playthrough of the game. 
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Demigods & Dungeons

Age group: 6-8, 8-11
Theme: Dungeon crawling
Skill: Heroic epics, creative writing

Synopsis:

In Demigods & Dungeons, Greek demigods (or heroes) take on difficult dungeons crawling with 
monsters for them to fend off, in a bid to be crowned the strongest hero. 

Kids create their own heroes and their back stories, together with their fearsome equipment, as well 
as the mighty monsters that they encounter on their travels. As they go through their dungeon 
adventures, kids learn to write heroic epic stories charting their heroes’ journeys.
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EDUCATIONAL MASTERCLASSES

Description:

We have worked with many educational organizations and institutions on 
instructional seminars and hands-on workshops with the goal to encourage discourse
on gamification and learning through play, as well as to promote innovation in 
education. 

Our standard masterclasses include an introduction to the history and development 
of games, game design principles, a discussion on gamification and education, and a 
sharing on our approach to game-based program design. Hands-on workshops 
provide a chance for your teachers to try our unique approach to program design.

Engagement model:

Course fees are based on a per hour, per student charge model. We are open to 
tailoring content to your context and audience.
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ON-SITE FACILITATION

Description:

As the creators and designers of these unique “Learning through Play” programs, and 
with extensive teaching and workshop facilitation experience, we are best placed to 
deliver impactful and exciting workshops to your students at your school or to 
welcome them to our studio.

Engagement model:

Course fees are based on a per hour, per student charge model. 

All our programs can be condensed into a shorter course or expanded to include more 
content. Depending on your preferences, we are also open to involving our course 
partners in various stages and potential extensions (e.g. 3D printing and fabrication, 
creative writing, etc.).
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CURRICULUM PARTNERSHIP

Description:

Our unique and innovative curricula have been refined over many iterations and set 
us out as industry leaders exploring games in education.

To maintain our quality and a high level of instructional excellence, this partnership 
comprises three mandatory components: one-off curriculum purchase, teacher 
training and game production.

Engagement model:

Prices for curricula and custom game production vary depending on course, and on-
site teacher training is charged on a per-hour, per-head basis. 

We are also open to custom curriculum development unique to your school and 
syllabus and are flexible on deployment and charging methods.
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CUSTOM GAME DESIGN

Description:

Want to have an educational game to call your own?

We collaborate with educational institutions to design analog games (board games, 
card games or live action role-playing game campaigns) for use in their classrooms as 
part of their syllabus and curriculum.

Engagement model:

We approach this partnership format like consulting projects. Costs are calculated 
based on time and money, and typically include the entire game design lifecycle of 
research, ideation, co-creation, design, prototyping, iteration and production in a 
highly collaborative process. We will also work with you to design game and learning 
objectives, case studies and in-class deployment, with teacher training a core 
component to successful roll-out.
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Press Start Hong Kong

(n.) a first-of-its-kind games, events and 
education consultancy;

(v.) exploring the world through games.
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OUR PORTFOLIO
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VINCE SIU

Co-founder
Managing Partner

WES MUI

Co-founder
Chief Games Officer

With a professional background in banking and 
consulting, Vince is primarily responsible for 
business and partnership development, PR and 
marketing at Press Start Hong Kong.

Vince enjoys talking to clients and partners to find 
common ground both in terms of strategy and 
execution. He also has experience in curriculum 
development, pedagogy and corporate training.

With a professional background in financial 
services, Wes is the resident Chief Games Officer 
responsible for planning and running large-scale 
games-centric workshops and events.

Wes enjoys dissecting games, analyzing strategies, 
designing game experiences and exploring the ever-
evolving world of games. He also has experience in 
community development and soft skills coaching.

OUR TEAM
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Partner with us. We’re trailblazers.

At Press Start Hong Kong:

• We build bridges between people and within organizations by adding a layer that’s engaging, 
interactive and stimulating.

• We explore personalities and interactions by interpreting them through games and driving 
thought-provoking conversations.

• We unlock the potential of games by looking at them not merely as fun activities, but as platforms 
for new ideas and learning.

Our flexible partnership model enables us to understand your needs and craft a tailor-made solution 
just for your organization. Let’s get started.
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FACEBOOK.COM/PRESSSTARTHONGKONG

INSTAGRAM.COM/PRESSSTARTHONGKONG

WWW.PRESSSTART.COM.HK

+852 9283 2312

EVENTS@PRESSSTART.COM.HK

CONTACT


