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PE2

Gobble, Gobble  –  K-5
Objective:  Students will practice and improve 

kicking and soccer-style dribbling, defensive and 

off ensive strategy, and cardiovascular endurance 

in the throwback, Pac Man-like game of Gobble, 

Gobble.

Equipment:  (Needs are based on a class of 60)

 � Gator Skin Super 70 balls (50+; the more the 

better)

 � Catch Buckets or small, plastic pails (30 or one 

bucket for every two players) 

 � Large containers, buckets, or pop up hampers 

(2)

 � Stop watch or game clock

Procedure:   Before classes arrive, place all balls 

in the center of gym (See Figure 1). Place one con-

tainer at each intersection of the midline and side-

line. When classes arrive, divide the class into two 

teams and send each team to opposite sides of the 

gym to sit down and await further instructions. 

Give each player on one side of the gym a bucket. 

Th e object of the game for the Gobblers is to cap-

ture all of the balls in the shortest amount of time 

and for the Minions to lengthen the time it takes for 

the Gobblers to capture all of the balls. 

To Begin: Th e Minions will be given a 10-second 

head start and have the responsibility to continually 

disperse all of the balls by foot dribbling or kicking 

the balls all over the gym (See Figure 2). Minions 

may not use their hands, bend over to hold a ball, 

or step on the balls. Th e Gobblers, aft er the Minions 

10-second head start, may begin gobbling up or cap-

turing any ball by placing the bucket over the ball to 

trap the ball (See Figure 3). Once a ball is trapped, the 

Gobbler must carry the ball in the bucket and travel 

to one of the containers and drop the ball into the 

container before going to capture another ball. Note: 

Gobblers may only trap one ball at a time. 

Minions will continue trying to disperse the 

balls while Gobblers capture balls until the last ball 

has been dropped into the container or until given 

the stop signal by the teacher. Note: the teacher may 

want to stop the clock when there are fi ve or less balls 

left  to avoid crashes or fi ghting over the last few balls. 

Th e teacher, aft er stopping the class and getting the 

student’s attention, will share the Gobblers’ time it 

took to capture the balls and dump the containers 

of balls back into the center before starting a new 

round. Th e Gobblers will be instructed to switch 

roles by giving their buckets to the former Min-

ions. Th e new Gobblers will be challenged to beat 

the lowest time established and the new Minions 

will be challenged to keep the balls moving to in-

crease the new Gobblers time. Th e Gobblers will be 

declared the champions of a round if they establish 

a new time to beat or maintain the best time. Th e 

Minions will be declared the champions of a round 

if they do not allow the Gobblers to establish a new, 

best time to beat. Th e team to establish the lowest 

time of class will be declared the Gobble, Gobble 

Champions for the day. 

Rules and Safety:

1. Th e Minions will be given a 10-second head 

start to continually disperse all of the balls 

by foot dribbling or kicking the balls all over 

the gym.

2. Minions may not use their hands, bend over 

to hold a ball, or step on the balls. Minions 

may not kick a bucket that a Gobbler is us-

ing to capture a ball.

3. Gobblers, aft er the Minions 10-second head 

start, may begin gobbling up or capturing 

any ball by placing the bucket over the ball 

to trap the ball. 
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4. Once a ball is trapped, the Gobbler must car-

ry the ball in the bucket and travel to one of 

the containers and drop the ball into the con-

tainer before going to capture another ball.

5. Gobblers may only trap one ball at a time.

Figure 1: Super 70 balls in 

center of gym

Figure 2: Minions foot drib-

bling and/or kicking balls

Figure 3: Gobbler going to 

capture a ball


