


IDEATION
Greedy Bubbles" is a board game reflecting society’s 
role in fueling greed to achieve goals. Players begin 
at the ocean's depths, progressing by rolling a dice, 
advancing only on a 6. Along the way, they 
encounter spaces like Risk (gamble resources), 
Wealth (gain resources), Safe (neutral stability), 
and Revive (recover losses). Luck and choices 
determine whether greed surpasses wealth or 
players progress wisely.

Upon reaching the finish line, players accumulate 
two resources: Wealth and Greed. The winner is the 
one with the highest value (Wealth - Greed), 
symbolizing the balance—or imbalance—between 
ambition and societal-driven greed.











GENRE OF THE GAME
Genre of the Game: Strategy with Luck 
and Morality Elements

Strategy: Players must make calculated decisions about greed, 
risks, and resource management.

Luck: Dice rolls introduce unpredictability and chance, 
influencing outcomes.

Morality/Simulation: The game reflects societal dynamics and 
explores the impact of greed on achieving success, adding depth 
and relatability.



Genre of the Game: Strategy with Luck 
and Morality Elements

STORY OVERVIEW
Greedy Bubbles" takes players on a journey from the ocean's 
depths to the surface, symbolizing ambition and societal 
influence on greed. Starting at the bottom, players roll dice 
to progress, encountering spaces like Risk, Wealth, Heal, and 
Revive, each representing real-world challenges and 
decisions.

The game explores the balance between greed and success, 
where luck and strategy determine if players accumulate 
wealth or succumb to greed. At the finish line, players 
compare their resources—Wealth and Greed. The player with 
the highest net value wins, highlighting the impact of choices 
and societal pressures on their journey to the top



GAMEPLAY
In "Greedy Bubbles," players journey from the ocean floor to the 
surface, balancing luck, strategy, and greed. Players roll dice to 
progress, moving forward only on a roll of 6. They encounter:
Risk: Gamble for rewards or face losses.

Wealth: Gain wealth points, but each comes with an equal greed 
point, reflecting ambition’s cost.

Heal: Recover from setbacks to regain momentum.
Checkpoint: Secure your progress and avoid returning to the start 
after risky moves.
At the surface, players calculate their net value (Wealth - Greed), 
and the highest scorer wins.



We tested "Greedy Bubbles" with team members and faculty, 
identifying key areas for improvement:

Dice Mechanics: Adjusted so that only the first player to roll a 
6 gets to start, ensuring fairness and excitement at the 
beginning.

Resource Balance: Fine-tuned the interaction between 
Wealth and Greed for better strategy and fairness.

Space Dynamics: Refined the effects of Risk, Wealth, Heal, and 
Checkpoint spaces for smoother gameplay.

Player Experience: Fixed an issue where players often got 
stuck in the first 5 spaces, improving progression and 
engagement
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