
Century Spice Road: Math Lesson Plan 
Learning the game: Century: Spice Road is a game for 2-5 players for ages 8 and up where players are spice 
traders that convert and generate four spices- cinnamon, cardamom, saffron, and turmeric; these are 
represented by wooden cubes. Each player’s goal is to collect scoring cards and coins so that they have the 
most victory points at the end of the game. This is done through a deck-building mechanic where a person can 
choose to collect a card each turn to add to their deck or use a card to generate spices or convert spices into 
other spices. From there they will build an engine where that will allow then to buy scoring cards. Here is an 
explanation of the rules.  

Topics Covered:  

• Determining actual value 
• Multistep problem solving 
• Resource management 
• Fractions 
• Model with mathematics 

 

Lesson Objectives:  

• Grades: K-5: Students will be able to analyze data by completing a bar graph and answering questions 
about the graph. 

• Grades: 6-8: Students will be able to apply mathematic principles the board game Century: Spice Road 
and determine which scoring cards are the most efficient.  

• Grades: 9-12: Students will be able to construct mathematical meaning out to correctly answer 
questions based on a playthrough of Century: Spice Road.  
 

Academic Language and Vocabulary: 

Value, multistep problem solving, resource management, generate, conversion card, scoring card, 
cubes/spices, gallery walk, bar graph, fractions. 

Questions/Activities: 

After playing the game, here are some good examples of questions to ask and activities to do. Feel free to pick 
several questions that you feel are most relevant to a playthrough.  

• In a four-player game, what is the advantage of going first compared with the advantage of going last? 
Would you prefer to go first, second, third, or fourth and why?  

• What impact did the gold and silver coins have on the gameplay? The final score? DO you think that 
they were important in determining the outcome and why? 

• Did the gold and silver coins determine your strategy on what scoring cards to go after? Why? 
• Apply the below values in chart 1A to the following questions and show your work to each question: 

1. How many cinnamon cubes does it take to make one turmeric cube?  
2.  If I had 5 saffron cubes, how can I achieve that value using the least amount of 

cinnamon, cardamom, and turmeric cubes?  
3. Which cubes were you most likely to generate/convert to?  

https://www.youtube.com/watch?v=MMw3gagk0MI
https://www.youtube.com/watch?v=MMw3gagk0MI


4. If I had 50 cinnamon cubes, how many cardamom cubes would I need to have the same 
value of cubes? 
 

• Have all players make a bar graph of each of their scoring cards and how many points each card was 
worth. Then do a gallery walk (examine everyone else’s bar graphs) and answer the following 
questions about each one: 

1. What was similar about your bar graph? What was different?   
2. Did the person who won have mostly the highest scoring cards?  
3. What was the most common scoring card among all player’s bar graphs? Were there any 

factors during the game that lead to this?  
 

• Answer the following questions by using the values from chart 1A. For each question show your work 
for how you arrived at your conclusion.  

1. Examine your scoring cards (victory point cards) and determine the value of the cubes 
for each card and compare them to the scoring value of the card. Then compare your 
values with the other players. Were your cards efficient when compared to others? Why 
or why not?  

2. Do you think scoring card efficiency had an impact on who finished in first place? Why 
or why not?    

3. Determine which of your scoring cards and which one overall are the most efficient. 
How did you determine those cards?   

4. Determine which conversion card you had was the most efficient. Why was that card 
the most efficient? 

5. Go through all the scoring cards in the game and pick two that you think have the 
highest value in the game. How efficient are these cards in relation to the cubes needed 
to obtain this scoring card?  
 

• Chart 1A: 
Cinnamon (Brown cubes) =1 
Cardamom (Green cubes) =2 
Saffron (Red cubes) = 3 
 Turmeric (Yellow Cubes) =4 

 

Lesson Modifications: 

• While discussing efficiency, have the student(s) write a multi-sentence response to the efficiency of  
• Did you spend cubes for cards? If you did determine the value of   
• What was the supply/demand like for your game? Did the scoring card cubes match up to what cubes 

you were able to generate?  

Content Background Knowledge:  

The website KhanAcademy.org contains many free resources for math background. Creating an account is free 
and has good background information ranging from levels K-12. 

 

https://www.khanacademy.org/


Common Core Standards:  

• Grades K-5:  
o 2.MD.10: Draw a bar graph (with single unit scale) to represent a data set. Solve simple put-

together, take apart, and compare problems’ using information presented in the bar graph.  
o 4.NF.2: Compare two fractions with different numerators and different denominators, e.g., by 

creating common denominators or numerators or by comparing to a benchmark fraction such 
as ½. Recognize that comparisons are only valid only when two fractions refer to the same 
whole. 

• Grades 6-8:  
o 6.RP.1: Understand the concept of ratio language to describe a ration relationship between two 

quantities.  
o 7.EE.1: Apply properties of operations as strategies to add, subtract, factor, and expand linear 

expressions with rational coefficients.  
• Grades 9-12: 

o A-SSE.4: Derive the formula for the sum of a finite geometric series (when the common ratio is 
not 1) and use the formula to solve problems. 

o F-IF.2: Use function notation, evaluate functions for inputs in their domains, and interpret 
statements that use function notation in terms of a context.  
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