Badminton Study Guide

History & Facts:

Modern badminton began as "poona" in India. In the 1860s British Army officers stationed in India adopted it. The officers took the game back to England, where it became a success at a party given by the Duke of Beaufort at his estate called "Badminton" in Gloucestershire. The first badminton club in this country, the Badminton Club of New York, was formed in 1878.

 
Badminton is one the world's fastest racquet sports, requiring quick reflexes and superb conditioning. In top international competition, the shuttlecock has been timed at speeds over 200 M.P.H. during an overhead smash.  Badminton is a highly aerobic sport, which can be played throughout one's lifetime. In a typical two-game match, a player runs approximately one mile.  Badminton premiered as a full-medal Olympic sport at the 1992 Olympic Games in Barcelona, Spain. Today, badminton continues as a full-medal sport.

Terms:

Carry- An illegal tactic, also called a sling or a throw, in which the shuttle is caught and held on the racquet and then slung during the execution of a stroke. 

Clear- A shot hit deep to the opponents back boundary line. The high clear is a defensive shot usually hit underhand, while the flatter attacking clear is used offensively usually hit overhand.

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. 

Hairpin Net Shot- Shot made from below and very close to the net with the shuttle rising, just clearing the net, and then dropping sharply down the other side. The shuttle's flight approximates the shape of a hairpin.

Shuttlecock (Shuttle)- Official name for the object that the players must hit. Composed of 16 goose feathers attached to a cork base covered with leather. Synthetic shuttles are also used by some. 

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

Rules and Scoring:

To start a game:

 Toss a coin, shuttle or spin the racquet.  The winner has choice to serve or receive first.

Position on court at start of game:

 Server stands inside service court on the right side.  Receiver stands inside service court on the opposite right side.  Partners may stand anywhere on either side providing they do not block the view of the receiver.

Determining who serves

At the start of the game, when the score is 0-0, the serving pair chooses who serves for the first rally and the receiving pair chooses who receives. During the game to determine who serves you go by the score of the serving team. If the serving team has a score that is even then the player in the right service box serves. If the serving team’s score is odd then the player in the left service box serves. Whenever the serving side wins a rally, the same person serves again but you swap service boxes with your partner. The serve does not alternate between the partners: it stays with one person until the opponents win a rally and get the serve.

Server must:

1. Keep both feet on a stationary position on the floor.

2. Hit the base of the shuttle first.

3. Hit the shuttle below the server’s waist.

4. Hit the shuttle with the racquet head below the hand that holds the racquet.

5. Have the racquet move continuously forward.

Service Faults: (these are in addition to not serving the correct way as listed above)

1. Shuttle lands outside the correct service court.

2. Shuttle does not clear the net.

3. Server’s feet are not in contact with the floor.

4. Receiver is not ready for serve.

5. Shuttle is carried.

Shuttle is in play:


From the time it hits the server’s racquet until it:

1. Hits the floor.

2. Hits the ceiling or outside court area.

3. Hits person or clothing.

4. Hits net on hitter’s side and starts to drop on hitter’s side.

Scoring 


A point is scored every time a serve occurs. (Rally scoring) A doubles game is played to 21 and you must win by 2. To win a match you must win 2 out of 3 games.

