/com'mon?/ LOVE LAB

R 32 & 1% o %% R

Psy-Connection Award Project Proposal: /com'mon?/ Love Lab [E¥E{EH 22T

Table of Contents
L 652 (016 10 (15 o) 4 FOR S SRR 2
1.1 BACKEIOUNG ....couiiiiiiiiie ettt et e e s ae e be et e esbeesnaeenseensaeenseennns 2
1.2 ODBJECLIVES ..vveeeuiiieeiiieeiieeeiteeetteesteeesteeestaaaesaaeeesseaessaaenssaeassseesssseessseeensseseasseeessseeensseens 2
1.3 Theoretical Framework ..........ccooiiiiiiiiiiiiiie e 2
1.4 SOCIAL IMPACT ....vieiiieciieece et esits s ettt e et e e et e e et e e s teeesseeessseeeesseeensseeenseens 3
2. SOTULION 1.ttt ettt et b et e at e bttt e b ettt et h bttt beeaee 3
2.1 Social Media CampPai@il..cc....ceeueeeeuieeriiieeeiieeeiiieeeiteeesreeesreeessseessseeessaeesseeessseeessseesnssees 3
2.2 Board Game ProdUCHION........cccuiiiiiieiiiicciie ettt e et tee e savaeesebeeennnee s 4
2.3 Financial PLANNING ..........c.cooviiiiiiiiiiiiieeie ettt et eee e e ebeeseeesseesaesnsaennneens 5
3. Frequently Asked QUESTIONS .......oeuiiiiiiiiieiiieiiee ettt et e 5
4. REICTEICES ..ottt ettt ettt ettt ettt b et s at e bt e bt e et e e st et et e saee et et e e neebeenee 7
TN o) 01 T b QPR 9
5.1 Appendix 1: Project TIMEINE ........cccueeruiiiiiieiieeiieiieeie ettt 9
5.2 Appendix 2: Social Media CONtent.........c.ceeccuieeriieeniieeiiee e eseeeeereeesree e 10
5.3 Appendix 3: 25 PTOTOLYPE cvouviveieeeeieeeeeteeeeeeeeeeeeeee ettt ev s e e eneneas 11
5.4 Appendix 4: Board Game Production Cost Breakdown ............cccceevieiiieniieniiiiienne 14
5.5 Appendix 5: Team MEMDETS .......c.ceiiiuiiiiiiieriie ettt aee e e e beeesbeeensee s 15



1. Introduction

1.1 Background

Romantic relationships is a large part of life for many. A survey in Hong Kong
showed that 71% of respondents indicated they were in a relationship (Hong Kong Public
Opinion Research Institute, 2024). However, relationship dissatisfaction is a pervasive issue
that could hamper relational and individual well-being. Data from a local crisis hotline
(SBHK, 2024) and university mental wellness clinics (Lo et al., 2020) show that up to 14-
18% of help-seeking cases reported facing distress from romantic relationships. In addition, a
study found that Hong Kong couples had significantly higher attachment avoidance and
anxiety while also having significantly lower relationship satisfaction compared to US
couples (Ho et al., 2012). Some studies linked authoritarian filial piety with decreased
relationship intimacy and increased insecure attachment (W. Chen et al., 2024; W.-W. Chen &
Wu, 2023), suggesting a cultural effect that may not be captured in extant western literature.
Aside from these findings, we also identified common themes of stress, such as traditional
gender role expectations, relationship with partner’s family, sexual incompatibility, and
interpersonal boundaries, based on forums and posts from popular local Instagram pages.

Although there are existing efforts that target at improving couples’ relationships, they
are not attuned to the preferences of local couples. For an example, on top of price concerns,
therapy is generally stigmatised in Hong Kong (Chung et al., 2019), and few people would
actively seek therapy. For another, although attachment and relationship psychology
knowledge and toolkits are abundantly available online and even in Hong Kong retail stores,
they are often presented through a Western lens, alienating Hong Kong audiences. Else yet,
while relationship improvement tips are frequently posted in Cantonese social media, they are
either too generic to provide meaningful guidance or not based on psychological evidence.

1.2 Objectives

To address the market gap, we aim to establish a social enterprise that primarily
designs board games for couples. Our vision is to help couples reach common ground
through play. Three principles underscore our game designs: 1) being based on
psychotherapeutic principles, 2) being attuned to Hong Kong sub-cultural characteristics and
references, and 3) being balanced across intensity and fun. Aside from retailing physical
board games, we will also provide psychoeducation through social media and organise
school/community relationship workshops to holistically provide psychological value to
different demographics. Ultimately, our vision is to shape the dating culture in Hong Kong to
foster healthy, respectful, and satisfying relationships.

1.3 Theoretical Framework

Our proposed solutions, and especially our first game prototype, are based on
emotionally-focused couple therapy (EFCT, Greenberg & Johnson, 1988), which focuses on
identifying and restructuring the negative interaction cycles that couples fall into when their
attachment needs go unmet. EFCT has accumulated a strong evidence base over the past three
decades, with meta-analyses showing recovery rates of around 70% and significant
improvements in relationship satisfaction that are maintained at follow-up (Beasley & Ager,
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2019; Spengler et al., 2024). Additionally, with culturally sensitive adaptation, there is
emerging evidence that EFCT could also be beneficial to Chinese couples (Tseng et al.,
2026).

Beyond EFCT, we also aim to develop our products eclectically, incorporating
frameworks such as the Gottman method couple therapy (Gottman et al., 2019), integrative
behavioural couple therapy (IBCT, Jacobson et al., 2000), and narrative couple therapy
(Freedman, 2019).

1.4 Social Impact

Our project emphasises scientific rigour, cultural sensitivity, and financial
sustainability, ensuring that our media and game products undergo rigorous research and
development while also being consistently updated to fit evolving social trends. As a result,
couples who enjoy our content and games will continually gain invaluable psychological
insight and emotional sensitivity, in turn improving their relationship satisfaction and mental
well-being. Our school/community efforts will also raise awareness on healthy dating
practices and improve emotional literacy, preventing future relational or mental issues. In
addition to direct interventions, the media and brand presence of our project will serve to
raise awareness on adaptive romantic relationships, inspiring the general public to prioritise
fostering a satisfying love relationship. To ensure sustainability, we will also register as a
social enterprise to establish our brand as a company that provides social value in a self-
sustaining manner.

2. Solution

Our short-term strategy is to build a social media presence on Instagram from March
to May 2026. The media presence will serve to increase awareness on relational health while
also advertising for our first upcoming board game, which is planned to be production-ready
by August 2027. A detailed timeline is available in Appendix 1.

2.1 Social Media Campaign

As part of our outreach and public engagement efforts, this social enterprise will
maintain an active presence on Instagram, with content designed to bridge the gap between
empirical psychological knowledge and everyday relationship experiences within the Hong
Kong context.

Our social media strategy will be guided by two core principles: scientific accuracy
and cultural relatability. All content will be grounded in established psychological literature
and reviewed for accuracy prior to publication, while being communicated in a manner that is
accessible and resonant to a local audience. A screen capture of our page is available in
Appendix 2.

The primary content format will be a structured short-form video series (reels),
comprising five thematic series, each consisting of three episodes. Each series will adopt a
psychoeducational myth-deconstruction framework, systematically addressing prevalent
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misconceptions held by couples and individuals in dating relationships. For example,
normative beliefs around conflict avoidance, communication expectations, and family
dynamics. Episodes will be released on a weekly basis to sustain audience engagement and
facilitate incremental learning.

In a subsequent phase, following the completion of our board game production, the
platform will be utilised for targeted promotional content to raise awareness of the product.
Post-launch, user-generated feedback and engagement data collected via social media will be
systematically reviewed to inform iterative improvements to the board game, ensuring the
product remains responsive to the needs of its intended audience.

This phased approach is intended to reflect a commitment to sustainable, evidence-
informed community engagement, whilst leveraging digital platforms to normalise help-
seeking behaviours and promote psychological literacy around romantic relationships in
Hong Kong.

2.2 Board Game Production

2.2.1 Research and Development

Game mechanism. To ensure scientific rigour and game quality, our game
development steps will adhere to the following steps:

1. To conduct a review of the literature on the relational problem we aim to address.

2. To read local media and to interview Hong Kong couples to identify culturally
specific considerations for the problem.

3. Adapt evidence-based therapeutic frameworks into a gamified format that addresses
the problem in a fun and engaging manner.

4. Send out prototypes to different couples to obtain feedback.

5. Consult psychological professionals for feedback.

Design and prototyping. For swift iteration and creative freedom, we will design all
elements in-house and 3D print initial prototypes in our studio. We will mass produce our
games once we finalise the content and design elements.

2.2.2 Manufacturing and Distribution

At our current scale, we will source components from local printing shops and
mainland game piece manufacturers while we package the games in-house. Our main
distribution channel is through our Instagram shop, but as expand, we will partner with local
board game stores, board game cafes and also retail shops like Log-on to sell our products
physically.

As the demand for our game increases, we will reach out to board game publishers to
automate the whole manufacturing and distribution process.

2.2.3 First Prototype




Our first prototype game is called £ ' &f and it is a turn-taking drawing and guessing
game. Players receive a prompt card and are asked to recall a moment described by the
prompt. Depending on the level, the guessing player will guess the a) surface emotion, b)
secondary emotion, ¢) primary emotion, or d) attachment needs of the moment drawn by the
drawing player. Players are then invited to share their thoughts about that round based on
guiding questions on the back of the prompt card. The game prototype showcase can be
found in Appendix 3.

2.3 Financial Planning

Since our team consists of a full-time student and a member with a current full-time
job, the project is run in our spare time and with our own capital. To accelerate our transition
from a side project to a social enterprise, we are looking for seed funding for our prototyping
costs and to cover our first batch of manufacturing costs.

We have the following one-year financial plan:

Funding Income Unit Amount Quantity Amount
Psy-Connection Award $10,000 1 $10,000
Other potential funding! $20,000 2 $40,000
Revenue

Board game sales $299 200 $59,800
School/community workshops $800 3 $2,400
Total $112.200

! Potential funding sources include startup competitions from CUHK, Enactus, and other business organisations.

Expenses Unit Amount Quantity Amount
Rent $32,400 1 $32,400
Board game manufacturing $1062 200 $21,200
Transportation & delivery $2,000 1 $2,000
Business registration fee $2,350 1 $2,350
Advertisement $500 12 $6,000
Accounting fees $5,000 1 $5,000
Legal fees $10,000 1 $10,000
Design software and materials $1,000 1 $1,000
Founders’ compensation $16,125 2 $32,250
Total $112.200

2 A detailed breakdown is available in Appendix 4.

3. Frequently Asked Questions

3.1 How is the risk of conflict during vulnerable mutual sharing managed?

A: Our games feature innovative “function cards” that allow players to take breaks or show
love to each other whenever they feel the need. We also design games with varying levels of
depth so that couples may choose to start with positive or easier experiences or explore
deeper issues together. (Appendix 3)

3.2 How do we adapt Western psychological frameworks to remain culturally relevant and
resonant within the Hong Kong context?




A: We will look for empirical validation studies or expert opinion from psychological
professionals if empirical evidence was not available. We will also conduct our own
qualitative investigation by interviewing couples or looking up online posts and forums.

3.3 How do vou sustain long-term player engagement across repeated gameplay experiences?

A: We will design upwards of 50 game prompt cards so that it takes at least several gameplay
sessions to fully exhaust. The prompts are also general enough to allow repeated playing. We
also plan to sell expansion question packs that touch on different topics of attachment for
couples who want fresh questions with a familiar gameplay format.

3.4 What makes vour team suited to executing this project?

A: Our team comes from backgrounds of psychology and architecture while also having
experience in special education and multimedia content creation. This gives us domain
knowledge, practical experience, and design capabilities. Our connections with social
workers, psychological professionals, arts supplies companies, and content creators place us
at a unique advantage of blending psychological knowledge with high-quality product and
media design. Our team being a couple also boosts customer relations through relatability and
founder-product fit. For an introduction of our team, please reference Appendix 5.
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5. Appendix

5.1 Appendix 1: Project Timeline

e [terative game updates based on customer
feedback

e Adapting games to school/community
workshop settings

e Development of second board game

e Outreach to board game publishers for
scaled manufacturing

Timeline Activities Status
Jan to Feb 2026 Ideation Completed
e Literature review on relational problems in
Hong Kong contetxs
e Local media research & couple interviews
for cultural considerations
e Initial game mechanism design for & 5
Mar to May 2026 Media Presence Establishment Ongoing
e Psychoeducation blog posts on Instagram
e Psychoeducation and role-playing skits reels
Research and Development Ongoing
e Development of the board game prototype
to a complete product
e (Quotation with manufacturing companies
Apr to May 2026 Market Testing Planned
e Prototype distributed to couples for
feedback
e Consultation with psychological
professionals
e [terative design refinements based on
feedback
May to Jul 2026 Production Preparation Planned
e Finalise game content and design elements
e Source components from local printing
shops and mainland manufacturers
e In-house packaging setup
e Social media shifts to board game
promotional content
Aug to Dec 2026 Launch and Distribution Speculated
e Launch via Instagram shop
e Partner outreach to board game stores, cafes,
Log-on
e Post-launch feedback collection via social
media
2027 and Onwards | Post-Launch and Expansion Speculated




5.2 Appendix 2: Social Media Content
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5.3 Appendix 3: 2 _&f Prototype

/7 is a two-player drawing and conversation game designed for couples. Players
take turns drawing and guessing, with one player drawing a shared memory or relatable
situation on a whiteboard card within 60 seconds, while the other observes and attempts to
identify not only the situation depicted, but also the emotions and attachment needs behind it
— using an emotion wheel to place their guesses. What sets 5 & apart is what happens
after the guessing: players turn the card over and use guiding questions to have a genuine,
structured conversation about the moment, their feelings, and what those feelings reveal
about their deeper needs.

The game is structured across three levels of emotional depth, beginning with surface
emotions, moving toward hidden or secondary feelings, and finally exploring underlying
attachment needs, allowing couples to engage at whatever level of vulnerability they feel
ready for.

Special pause cards are built into the game, giving either player the freedom to slow
down, breathe, or simply hold each other when the conversation gets tender. Rooted in
emotionally-focused couple therapy, & & is less about winning and more about closing the
gap between how we imagine our partner feels and who they actually are.

MR 2

UV S B R
L1020
HRAANEGDE

R AMN N Z R EN
Lic- &
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5.4 Appendix 4: Board Game Production Cost Breakdown

Component Unit Amount Quantity Amount
Box $20 1 $20
Card $1 60 $60
Cardboard component $5 1 $5
Whiteboard card $2 1 $2
Wooden figure $1 4 $4
Instruction booklet $2 1 §2
Marker pen $2 2 $4
Hourglass $7 1 $7
Filling mould $1 1 $1
Packing bags $0.2 5 $1
Total $106
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5.5 Appendix 5: Team Members

Founder — Elias Tse

Current student in CUHK M.A. in Psychology full time programme.
The American Institute of Architects Hong Kong Scholastic Award 2025
Graduated from CUHK B.S.Sc in Architecture with First Class Honours.
CUHK Architecture Best Studio Project Award 24/25; 22/23.

Designed and held board game sessions for SEN children.

Co-Founder & Secretary — Gabriel Cheung

Special education needs teaching assistant at a local secondary school.

Graduated from CUHK B.S.Sc in Psychology with First Class Honours.
Founding member of “SoulFeed”, an emotional eating psychological intervention
programme.
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