
PaddleStar Galactica          K-8 
 

OBJECTIVE:  

This whacky game, created by my great friend and colleague Mickey Eidson that he derived 

from an old-school TV show reinforces spatial awareness, using the forehand, backhand, and 

overhand paddle striking skills for accuracy, and eye-hand coordination. PaddleStar Galactica 

will test each student’s accuracy by challenging them to hit and destroy various targets before the 

time elapses.  

 

EQUIPMENT:  

• Gator Skin Super 70 balls (50+, the more the better; A Gatorskin Super 70 ball is a 2.75” 

ball that is approximately the size of a baseball, and are sold in sets of six different colors 

(red, blue, green, purple, orange, and yellow); colored or numbered wiffle balls or other 

foam-like balls may be added or substituted). 

• Foam Lollipop Paddles (1 per student; implement 7” and/or 12” paddles based on age-

appropriateness/abilities of each student). 

• Bowling Pins (20-30 pins to represent the bombs). 

• Trash cans or gymnastic mats (4-8 to place bowling pins on top to create the Death Star). 

• Traffic cone (10-12 for creating the border around the Death Star)  

• Floor tape (mark an “X” or small line with tape; create more spots than you have students-

See Figure 1).    

• Countdown timer or game clock to display the time 

• Optional: fitness dice (I use the 10-sided Fitness Dice-See Figure 2). 

        

PROCEDURE:  
Before students arrive, cone off an area in the middle of the gym to create the “Death Star”. I 

know, this is a Star Wars term, but it just makes the game more exciting! Note: increase or 

decrease the boundaries based on the proficiency levels of each class. Place 4-8 trash cans (or 

gymnastic mats) turned upside down within the Death Star and place up to two bowling pins on 

top of each trash can. Place the remainder of the bowling pins on the ground within the Death 

Star (See Figure 3). Scatter the balls and paddles around the gym, but on the outside of the 

Death Star. The object of the game is to destroy and knock over all of the bombs (using the 

striking skill given by the teacher) before the time elapses.  

To Begin: All students will become “Fighter Pilots” and will pick up a paddle and up to three 

balls and report to any launch pad (taped line on the floor). Each Fighter Pilot may then throw 

the ball up and use a forehand strike, attempting to destroy the targets within the Death Star, 

remembering that at least one foot must always be on the launch pad before striking the ball (See 

Figures 4, 5 and 6 for striking examples). Note: sometimes Fighter Pilots get to a launch 

pad/spot and think that it is their permanent spot. This is not the case, because once a Fighter 

Pilot is out of balls, he/she must leave the launch pad and that launch pad is free game for 

anybody else. Anyone arguing over a launch pad will be sent to the Space Clinic to heal their 

bodies (coned area off to the side or stage area) by completing 100 rope jumps before re-

entering the game. Fighter Pilots may travel anywhere within the gym to pick up balls, which 

includes retrieving balls from inside the Death Star. Any accidental knock down of the bowling 

pins while retrieving balls will result in resetting the bowling pin and a trip to the Space Clinic to 

heal their bodies by performing 100 rope jumps before re-entering the game. Players will 



continue striking balls, attempting to destroy all of the bombs within the Death Star before the 5-

10 minute time limit expires. 

 

    
  Figure 1: Taped launch pads/spots on floor      Figure 2: Dice of Doom (10-sided Fitness Dice)     

 

 
Figure 3: The Death Star with 30 bombs set up 

 

Once the time expires, the teacher will determine if all of the bombs have been destroyed. If the 

Death Star is destroyed, the earth is saved! If one or more bombs are left then the teacher will 

bring out the Dice of Doom and roll each of them to determine the fitness skill and number of 

repetitions (See Figure 2). Reset the bowling pins within the Death Star and play again. 



   
Figures 4, 5 and 6: Demonstrating a forehand hit, overhand and backhand strike 

 

RULES AND SAFETY: 

1. Fighter Pilots may only strike balls while standing on the launch pads. 

2. Fighter Pilots may only retrieve up to three balls at a time. 

3. Fighter Pilots must perform the forehand, overhand, or striking skill given by the teacher. 

Improper use of the paddles will result in a trip to the Space Clinic. 

4. A Fighter Pilot can go to any launch pad not occupied by another Fighter Pilot. A Fighter 

Pilot must wait until somebody leaves a particular launch pad before claiming it as his or her 

own. All arguing over launch pads will result in a trip to the Space Clinic. 

5. Fighter Pilots may travel anywhere within the gym to pick up balls, which includes retrieving 

balls from inside the Death Star. Any accidental knock down of the bowling pins while 

retrieving balls will result in resetting the bowling pin and a trip to the Space Clinic. 

 

VARIATIONS: 

1. Allow students to stand closer by placing launch pads closer to the Death Star. 

2. Allow students to trade out short-handled paddles for long-handled paddles and vice-versa to 

differentiate the challenge. 

3. Change from the backhand strike to a forehand strike or overhand strike during the game or 

allow players to change striking skills at anytime. 

4. Remove the paddles and allow students to throw balls. 

5. Add extra creativity by changing levels of bowling pins and/or creating new types of targets. 

 


