


7 different Common Core aligned print & play games to help students practice subtraction. 
The only tools you will ever need for these games are things you find in your classroom 

already: dice, a pencil, paperclips, crayons & some sort of cube or counter

• Lowest Wins (subtraction within 100 with regrouping)
• Gumballs Galore (subtraction within 100 without regrouping)
• Honey Hunt (subtraction within 1,000 without regrouping)

• Spin, Solve, & Color (subtraction within 1,000 with regrouping)
• Capture -10 (subtracting 10 from any number)

• Roll, Subtract, & Take (subtracting 100 from any number)
• Spin, Move, and Solve (story problems practice)

All games are in black and white so you can just print & play! 
No prep needed!



I don’t know about your students, but mine LOVE to play games & how could you 
blame them?! These games are the perfect way to have your students practice skills 
they’ve already learned to help their fluency. This is also a great time for you, as the 

teacher, to walk around and check in with students and offer help as needed. As 
students are engaged in their games you can also pull students in small groups for 

some guided practice or intervention.

I made each of these games with EASE in mind. With the same game formats and 
tools you already have in your classroom, these games make life easy! I will usually 

have my students meet in a circle on the rug while I show them how to play the game. 
Once they know how, simply print one of the pages and let students play!

There are 8 different games of varying difficulty included in this unit that cover 
different subtraction skills.



For this game you will need:
Game board

1 die
pencil

100 chart (if needed)

Directions:
Both students start at 100.

On their turn, they will roll two dice, find the 
sum and subtract that number from 100. They 
will write the difference in the box below 100. 
They will roll the dice again and subtract that 

sum from the last difference and record below.

Students continue rolling and subtracting until 
they reach the bottom box. Whoever has the 

lowest number wins.

Students play best of 3 rounds!



For this game you will need:
Crayons
2 Pencils

2 Paper Clips 
2 Different Color Crayons

1 Game Board 
1 work sheet

Directions:
First, Player 1 spins spinner 1 and records that number 

in their workspace. Next, they spin spinner 2 and 
record that number below the first one in their 

workspace. Next, they subtract and solve the problem. 
Then, they find the matching difference on a gumball in 

their machine and color it in (any color).  Player 2 
takes their turn next, following the same steps. 

If a player spins a problem they have already solved, 
their turn is skipped. Whichever player colors all their 
gumballs first wins! You could also play for a certain 
about of time, and whoever has the most gumballs 

colored in that amount of time wins! 



For this game you will need:
2 Pencils

2 Different Color Crayons
1 Paper Clip

1 Game Board 
1 Workspace Page 

Directions:
Students will take turns spinning both spinners, 
finding the difference between the numbers 
(SPINNER 1 – SPINNER 2) and coloring in the 
difference on the gameboard with their color 
crayon. Students continue spinning, solving, and 
coloring until one player gets 4 in a row first! 

There are 3 different versions to this game:
4, 5 or 6 in a row. 

There is also a workspace sheet for students to use 
if they want/need.



For this game you will need:
2 Pencils

2 Different Color Crayons
1 Game Board

1 Workspace Sheet (students may need more)

Directions:
Players choose a color and color the crayon under 
their bee. Player 1 chooses any equation from the 
board and writes it in a space on their workspace 

sheet. Next, they will solve the equation. Once they have 
their answer, they will color the equation AND the 
matching difference on the board with their color 

crayon. Then, Player 2 takes their turn and does the 
exact same thing. The player to color in the last spot 
surrounding a honey pot wins the pot and should color 
it their color. Players take turns choosing equations, 
solving them and coloring the spaces on the board. 

At the end of this fun, strategy game, whoever has 
colored the most honey pots wins! 



For this game you will need:
Pencils

1 Paper Clip
2 Different Color Crayons

Directions:
Students will take turns spinning the spinner and 
mentally subtracting 10 from that number. They 

will find the difference in the grid and draw ONE 
line with their crayon (connecting two dots) 

around the sum of their spin. The player that 
completes the 4th side of the box captures that 

box, and colors it in with their color crayon. 
Whoever has the most boxes colored in their 

color at the end of the game wins!

There are two different game boards for this 
game.



For this game you will need:
2 Pencils

1 Die
30 cubes or small manipulatives

Directions:
Players will cover each box with a cube or small 

manipulative. Then they will take turns rolling a die and 
removing the first cube in that row. They will look at 

the number and mentally subtract 100 from the 
number to find the difference. They will write the 
difference in the box and keep that cube. Students 

continue rolling, subtracting, and taking cubes until all 
the cubes are gone. If a player rolls the die and all the 

cubes in that row are already taken, their turn is 
skipped.Whoever has the most cubes at the end, wins! 
There is also an editable board for you to write your 

own problems!

Note: If you do not have chip or cubes, student can 
use two different color crayons and color in the 
spaces as they go. 



For this game you will need:
1 die

Game Board 
Problem Page for each player

2 Game pieces 

Directions:
Players will each put their game piece on their 
starting space. They will take turn rolling a die 
and moving that many spaces. Next, they will 

solve that problem on their problem page in the 
workspace provided. Students continue rolling, 

moving and solving. When they get to the end of 
the board, they move right back to their starting 

space and continue. If they land on a problem 
number that has already been completed, their 

turn is skipped. Whoever is the first one to 
complete all their problems, or whoever solves 

the most problems in a predetermined time wins. 


