
Isle of Cats: Math Lesson Plan 
Learning the game: Isle of Cats is a game for 1-4 players (up to 6 with the expansion) and for ages 8 and up. In 
this game each player is attempting to fill their boat up with cats before Vesh Darkhand comes to the island to 
destroy it! Players will have to choose their cats wisely however as they are also attempting to score the most 
points based on where their cats are at the end of the game. The game also includes double-sided reference 
cards to differentiate the game components for those who may need help in doing so. Here is a rule 
explanation. The game also includes a “Family mode” that is an easier mode for younger players. 

Topics Covered:  

• Spatial reasoning  
• Resource management 
• Probability 
• Arithmetic 
• Statistics 

Lesson Objectives:  

• Grades: 3-5: Students will be able to perform basic arithmetic by determining an accurate final score in 
the game Isle of Cats.  

• Grades: 6-8: Students will be able to examine various mathematical principals by analyzing their 
gameplay of Isle of Cats. 

• Grades: 9-12: Students will be able to formulate mathematical strategies by applying probability to the 
gameplay of Isle of Cats. 

Academic Language and Vocabulary: Common treasures, rare treasures, Oshax, discovery cards, Discovery 
bag, supply, basket, lesson cards, public lesson cards, probability, area. 

Questions/Activities: After playing a game of Isle of Cats, answer any of the following questions/complete one 
or more of the following activities:  

• Have each student determine the probability of each cat coming out at the beginning of the game. 
During the game, prior to pulling out the cats for the round, have each player choose what type of cat 
will come out of the bag the most by selecting a cat meeple from the pile. Keep track of correct and 
incorrect guesses on a separate piece of paper along with which type of cat came out the most. 
Analyze that data after playing the game by critiquing your guesses and decide what the probability 
was for the cats that came out each round.  

• Determine the area of the boat by figuring out how many squares are in the boat. Determine the area 
for each room of the boat in total squares. Is there one room that is larger than the others? How did 
you determine this without counting each square individually? How might knowing the sizes of the 
rooms impact the next time you play this game? 

• Have each player determine their own final score. Have students show their work on how they arrived 
at their final score. Have the students analyze their scores and write 2-4 sentences on how well they 
did, what went well, what did not go well, and what they could improve on when playing again.  
 
 

https://www.youtube.com/watch?v=nA5S64rip4M&t=
https://www.youtube.com/watch?v=nA5S64rip4M&t=
http://thecityofkings.com/wp-content/uploads/2019/12/TIOC-Family-Release-v1.0.pdf


• After the game is complete, have the student(s) go through all the cat tiles and determine the least 
number of cats it takes to completely fill up their boat. This could also be done for each room. Once 
this is complete have the student(s) explain the method they used and have them analyze how 
effective their method was.  

• Examine all the treasure tiles in the game and answer the following questions: 
o What role did treasure tiles have in your game? 
o Were treasure tiles an important factor in your score? 
o Would you try to acquire more treasure tiles next time you play the game? 
o If you would explain how, if not explain why a different strategy would be better. Support your 

answer by including mathematical principals. 
• Determine the impact each lesson card (both public and private) had on the game. Who had the most 

effective lesson(s)? Was there lesson synergy? Examine all the lesson cards in the game and determine 
which synergies would be most effective and explain why.   

Lesson Modifications: 

• After playing both modes of the game (family mode and standard mode), note what was different from 
one game to another and explain why the two different game modes are available.  

• What happened once Vesh Darkhand arrived at the island? Just because the game ended doesn’t mean 
the story has to! Have the students write a one-page narrative using one of the following prompts: 

o What was Vesh’s aim for taking over the island? What did Vesh do after arriving on the island?  
o What happened on your boat after the game ended? Did you flee to safety? Did you go back to 

the island to confront Vesh? Elaborate on your journey.  
o Write from the point of view as one of the cats that was rescued. What is your cat’s name? 

What did your cat do while on the island? What was the rescue like? 
• Play the game again using the standard mode and attempt to adapt a strategy based on the Oshax 

cats. After playing, explain in two to three sentences why the strategy did or did not work.  
• Introduce a new lesson to the game that can be played during family mode. After playing the game at 

least one time, have each student write a new public scoring goal that could be used for the next 
game. Once complete, have each student explain in 2-3 sentences explaining how they constructed 
their lesson cards.  

o Use these lesson cards at the start of the game and predict what strategies will be effective. 
Analyze your prediction after you play the game. 
 
 

Content Background Knowledge:  
• Khan Academy (requires free account) contains background knowledge for math content at every level.  
 

 
Common Core Standards:  

• Grades 3-5:  
o 4.OA.3: Solve multistep word problems posed with whole numbers and having whole-

numbered answers using the four operations.  
• Grades 6-8: 

o 6.SP.1 Recognize a statistical question as one that anticipates variability in the data related to 
the question and accounts for it in the answers.  

https://www.khanacademy.org/math


• Grades 9-12: 
o S-CP.9: Use permutations and combinations to compute probabilities of compound events and 

solve problems.  
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i Christopher Gibbs is currently on track to receive his Master’s in Teaching in May of 2020 from Central 
Connecticut State University. He has been playing tabletop and role-playing games for over 20 years.  


