
Book Club Review: Press Start to Begin by Scott Hebert 
Things we liked 
 
It is interactive 
I loved that this was set up like a video game with the chapters being named after common game 
commands. The upgraded book also has a highly interactive feature  
 
“This book is also pre-loaded with the emerging technology of Augmented Reality. Certain pages 
in this book will come to life with the help of an app known as “Blippar” and any mobile device 
such as a smartphone or tablet. Augmented Reality is the ability to bring an inanimate object to 
life using technology so that it becomes interactive, or as some say, comes to life.” (p.8) 
 
There is also a leaderboard set up on twitter for eductors to share their work and inspire each-other 
with a little healthy competition. 
 
Suggestions for further research 
Extra resources by creators such as Yu-kai Chou and Andrzej Marczewski are suggested. Chou is a 
gamification pioneer, the creator of the Octalysis Framework, and author of Actionable Gamification. 
Andrzej Marczewski wrote Gamification Design Framework Toolkit, Herbert specifically refers to player 
types. 
 
https://yukaichou.com/gamification-study/8-core-drives-gamification-1-epic-meaning-calling/ 
https://www.gamified.uk/user-types/ 
 
p. 246 Has other useful websites such as classcraft, flippy.net, and classtools.net 
 
Things we didn’t like 
 
A few more general ready-to-use activities such as those found on page 256 could be useful 
 
Things to consider 
 
While the gameification set-up is delightful it is not going to be to everyone’s taste so attention does 
need to be established for students who might tune out. This set-up also requires quite a bit of front-
loading so for the best effect you would want to start planning the year before. 
 
While teachers in temporary contracts can absolutely make use of these techniques the overall set-up is 
best suited to a teacher who is established so they can get more reusability out of their efforts. 
 
Who could make use of this book: 
 
Absolutely anyone who teaches middle school or high school science could use this but it will be enjoyed 
by teachers with energy, imagination, and willingness to take things out of their comfort zone. As a how 
to guide for teachers, this is a great resource. If you are attracted to gamification and want to find out 
ways on how to implement it for your classroom, then we highly recommend it. 
 

https://yukaichou.com/gamification-study/8-core-drives-gamification-1-epic-meaning-calling/
https://www.gamified.uk/user-types/


Summary 
 

Press Start to Begin addresses the lack of engagement from students who are primed for a world with 
ipads and xbox. The book explains how to “gameify” a classroom from start to finish in the structure of a 
video game. The book contains examples, templates, guides and ideas for anything and everything 
gamification. It even runs its own contest where you can win prizes and learn from each person who 
purchases the book. Highly recommended for teachers who want to shake things up. 


