Badminton Study Guide

Activity Description: 

Badminton is a valuable leisure (recreational) time activity in which two (singles) or four (doubles) players try to volley a shuttlecock back and forth across the net; the object being to prevent the opponent from returning the shot and scoring eleven for singles or fifteen points for doubles.  When properly played, badminton requires speed, cardiovascular endurance, power and agility.


Objectives:
1.     Demonstrate and apply game knowledge or rules and scoring.

2.     Demonstrate the badminton skills of serve, overhead clear, smash, drive, and drop.

3.     Students will demonstrate proper body weight transfer when performing swings and hit the bird consistently 

         into the playing area.

4.     Coordinate game movements with a partner.

5.     Follow established safety rules for badminton activities.

Rules, Strategies and Scoring


Start of Game

To determine who gets the choice of serve, receive or side of court – the birdie is hit up into the air & let fall to the floor.  The rubber end of the birdie points to the team that gets to choose.


 Serving 
1. The shuttle must be hit below the server's waist with the racquet head below the server's hand, and the server must have part of both feet stationary in contact with the ground. The shuttle then must fall within the diagonal receiver's service court to be deemed legal.  If you attempt to serve the birdie and miss, it is a loss of serve.  

2. A birdie that hits the net and goes into the proper serving court is legal & in play.

3. Only the receiver diagonally across from the server may return the birdie.  If their partner hits it, it is considered a fault.


Boundaries

Singles – Long end lines & Narrow sidelines for both serve and game.

Doubles – Short end lines & Wide sidelines for the serve.


     Long end lines & Wide sidelines for the rest of the game.


New Rally Scoring

1. A game is played to 21 points for both doubles and singles.

2. At 20 all, the side which gains a 2 point lead first, wins the game.

3. At 29 all, the side scoring the 30th point, wins that game.


Points – Singles

1.
      At the beginning of the game and when the score is even, the server serves from the right service  

      court.  When it is odd, the server serves from the left service court.

2. If the server wins a rally, the server scores a point & serves again from the alternate service court.

3. If the receiver wins a rally, the receiver scores a point and becomes the new server.

Points – Doubles

1. There is only one serve in doubles.  

2. At the beginning of the game & when the score is even, the server serves from the right court.  When it is odd, the server serves from the left court.

3. If the serving side wins a rally, the serving side scores a point & the same server serves again from the alternate service court.

4. If the receiving side wins a rally, the receiving side scores a point.  

5. The player of the receiving side who served last stays in the same service court & their partner serves from the alternate court.

6. The players do not change their respective service courts until they win a point when their side is serving.

General play

1. Once the shuttle is in play, the point continues with players attempting to hit the shuttle back and forth across the net. A side wins the rally by hitting the shuttle to the floor on the opponent's side of or if the opponent fails to keep the shuttle in play.

2. The shuttle is declared out of play if it fails to cross the net, lands out of the court or hits the ceiling of the venue.

3. A fault is called if a player touches the net during play with either body or racquet, hits the shuttle before it comes across the net or is hit by the shuttle.
Other Rules

1. A shuttle that lands on a line is in bounds. 

2. A player may let his racquet cross over the net in his or her follow-through on a shot.

3. If a shuttle should get caught on top of the net or in the net, having passed over the net during play, a let is called and the rally replayed, except on service when a fault is called.

4. Players are guilty of a fault if they deliberately distract an opponent by shouting or making gestures.

Definitions 

· Backhand Stroke – A shot used when returning the shuttle from the non-racket side of the body.

· Baseline - Back boundary line at each end of the court, parallel to the net. 

· Clear - A shot hit deep to the opponents back boundary line. 

· Court - Area of play, as defined by the outer boundary lines. 

· Drive - A fast and low shot that makes a horizontal flight over the net. 

· Drop - A shot hit softly and with finesse to fall rapidly and close to the net on the opponent's side. 

· Forehand Stoke – A shot used when returning a shuttle from the racket side of the body.

· Fault - A violation of the playing rules, either in serving, receiving, or during play. 

· Let - A legitimate cessation of play to allow a rally to be replayed. 

· Match - A series of games to determine a winner. 

· Net Shot - Shot hit from the forecourt that just clears the net and then falls rapidly. 

· Rally - Exchange of shots while the shuttle is in play. 

· Serve (Service) - Stroke used to put the shuttlecock into play at the start of a rally. 

· Service Court - Area into which the serve must be delivered. Different for singles and doubles play. 

· Short Service Line - The line 6-1/2 feet from the net which a serve must reach to be legal. 

· Smash - Hard-hit overhead shot that forces the shuttle sharply downward. Badminton's primary attacking stroke. 

	


	
	

	








