BADMINTON:

HISTORY OF THE GAME: 
Badminton originated in China some 50 years before the birth of Christ. Modern day Badminton originated at a party in India. A few of the guests, soldiers, and statesmen fastened feathers onto a champagne cork, and used the bottles as bats, and thus instituted a game which they called "Poona". This game received immediate popularity and was taken to England by English army officers stationed in India in 1873. The name of "Badminton" came from the village of Badminton, the residence of a Duke who was an enthusiast of the sport.
The real development of the game began in the late 1800's with the formation of Badminton associations, establishment of official playing rules, and with regulated playing equipment. Badminton spread to Canada about 1890 and into the United States a few years later. Today, Badminton is played both indoors and outdoors, and is a fast game requiring concentration, teamwork, control, and coordination.

TERMS YOU SHOULD KNOW AND LEARN: 
Alley------ Extension of the court by 1/2 feet on both sides for doubles play
Back Alley-Area between back boundary and long service lines
Back-court-The back half of the court in the general area of the back boundary line
Backhand---The non-racket side of the body
Baseline---The lines parallel to the net which limit the playing area at the end boundaries of the court
Bird------A commonly used term for the shuttle, the missile used in place of a ball

Block-------Placing the racket in front of the shuttle and letting it rebound into the opponent's side of the court. Not a stroke.
Carry-------Momentarily holding the shuttle on the racket during the execution of a stroke. Also called a sling or a throw. This is an illegal procedure. 
Center or Basic Position-Position in which a player stands in relation to the lines of the court, the net, the opponent, and the shuttle. The spot approximately in the center of the court to which a player tries to return after each shot.
Clear-----Sometimes known as a "lob", this shot is hit high and deep to the back of the opponent's court.
Court----Area of play. Although the size varied during the 1800's, it has been standardized since the 1930's. It is 20' by 44' for doubles, and 17' by 44' for
singles. 
Crosscourt Shots---Shots hit diagonally from one side of the court to the other
Deception---The art of deceiving or outwitting one's opponent. Accomplished in badminton with deceptive stroking by changing the direction and speed of the shuttle at the last minute.
Double Hit---Hitting the shuttle twice in succession on the same stroke, An illegal procedure
Drive---A hard, flat shot which makes a horizontal flight across the net. Usually hit close to the net as it crosses and downward when possible
Drop Shot---Finesse stroke hit with very little speed which falls close to the net on the opponent's side

Fault---A violation of the rules. Faults can be during service, by both server and/or receiver, or during play 
First Service---The term used in doubles to indicate that the team still has both its serves
Flat---The flight of the shuttle with a level horizontal trajectory. Also, the angle of the face of the racket which does not impart spin to the shuttle
Forecourt---This is the area of the court nearest the net; usually refers to the area between the net and the short service line
Forehand---The racket side of the body. For right-handed players, it would be the right side of the body and includes all strokes made on this side
Game---The unit of points necessary to win the game. Seven points in both men's and women's play, singles and/or doubles
Hand-In---The term used to show that the player serving still retains the service
Hand-Down/Out---The term used to show that one player in doubles has lost his/her service. In doubles, each side has two hands down, except the very first time a team serves in a game.
In---A shot which lands on a line, or is hit by an opponent
Inning---The terms of service-the time during which a player or team holds the service
Kill---Fast, downward shot which usually cannot be returned. A put-away
Let---Any unforeseen or accidental hindrance. When the bird is served before the receiver is ready. When a let occurs, the play doesn't count and the serve is taken over
Long Serve---A serve that is used mostly in singles going high and deep into the court. It should land near the back alley.
Love---A term used to indicate no score, If the score is "3-love", it means the server has three and his opponent has zero. The umpire will usually start a singles game by calling "love-all, play."
Love-All---A term which indicates the score is 0-0. It is also used when a game has been SET
Match---A match is usually the best three out of five games
Match Point---The point which, if won by the server, wins the match
Mid-court---The center of the court area approximately halfway between the net and the back boundary line
Net Shot---A shot played in the forecourt that barely clears the net and then drops
Opponent---The person or team you are playing against
Out---A bird which lands out of the boundary lines
"Out" Side---Side receiving serve, opposite of "in" side
Passing Shot---A shot that goes past an opponent to the side, as contrasted to one going over his head
Place---To aim a shot so that it lands in a certain part of the court
Push Shot---A gentle net shot played by merely pushing the shuttle without force
Rally---The exchange of strokes back and forth while the shuttle is in play until it becomes dead
Ready Position---An alert body position enabling quick movement in any direction. This position should be assumed just before the opponent strokes the shuttle. It is usually with slightly flexed knees and the racket held about chest high
Receiver---The player who receives the service
Rush the serve---Quick move to the net by the receiver after the serve has been struck to put away a short serve that is weak. Used mostly in doubles and mixed doubles play
Second service---A term used in doubles play to indicate that one person has lost his/her service and is "down"; his partner still retains his serve
Serve/service---The act of putting the shuttle into play by hitting it into the opponent's court. Opening stroke of each exchange or rally
Setting---The method of extending the game by playing additional points when the score is tied at specific scores in a game. The player or team reaching this score first has the option of setting.
Short serve---A serve used mainly in doubles. It passes close to the top of the net and lands just past the short service line.
Short service line---The line 6 1/2 feet from the net that serves must cross to be legal
Shuttlecock---The official name for the shuttle or bird. The shuttles are of two types: (1) goose feathers, and (2) nylon
Side-In---This term refers to the side whose turn it is to serve
Side-Out---This occurs when the side that is serving loses the serve and becomes the receiving team
Side-by-Side Formation---A doubles formation used in either regular doubles or mixed doubles
Smash---The hard overhead stroke hit downward with great force. It is the principle attacking stroke in badminton
Underhand---A stroke which is made when the shuttle is contacted below the level of the shoulders. It usually refers to a shot being hit upward
Up and Back Formation---A doubles and mixed-doubles formation. The predominant formation that is used in mixed
Wood Shot---The shot that results when the shuttle is struck by the frame of the racket. A legal shot under the present rules

BASIC STROKES TO KNOW AND DEMONSTRATE: 
1. High Overhead Clear 
2. High Underhand Clear 
3. Short Serve 
4. Long Serve
5. Smash
6. Drop Shot
7. Drives
8. Net Shots (Hairpin, Cross-court)
9. Round-the-Head

VALUABLE HINTS ON PLAY: 
Forehand Grip---In general, when gripping the racket, hold it as if you were shaking hands with it. This may seem unnatural to you, but practice and patience will make it become a habit.
Backhand Grip---Allow the hand to turn slightly placing your thumb against the back of the handle. The opposite side of the racket head is where you contact the shuttle for backhand strokes
Holding the Racket---Do not hold the racket too tightly for it makes your wrist and arm tense and strained. This is particularly important when serving low, short serves and making net shots.
Position of Racket---Keep the racket head well up and ready for any kind of shot at all times
Wrist---A stiff wrist, as used in tennis, is not used in badminton. Cock the wrist with the head of the racket back. If you swing through without a swishing
sound, your wrist is probably locked and you will lose the impetus of the racket head

Reaching---The majority of strikes utilize the full length of the arm, particularly overhead clears, smashes and drops, drives, and many net shots
Plan Ahead!!!---Know what you are going to do BEFORE hitting the bird. Aim for the empty spot. "Hit the shot where they are not". Keep your opponent on the move. Hit down as much as possible---this makes your opponent hit up so you can now SMASH a return.
Communicate---Partners should help one another when playing. Talk to each other: "Bird is short", "I'm back", "Cover the net", etc.
Footwork---Footwork is the most important factor in getting the body in position to make the correct stroke. Make forehand and backhand strokes at the net with the right foot forward; make all other forehand strokes with the left foot forward. Backhand strokes should be done with the right foot forward (reverse for left-handed players). Starting and turning quickness are more important than straight-away speed; short steps are better than long strides. 
Avoid striking with both feet directly facing the net.

POINTS TO REMEMBER DURING PLAY:
1. The low, short service to the center -line pocket is to be preferred to the serve to the outside pocket, the latter being a useful variation. The high serve to the backhand and forehand pocket can meet with great success against a ladies team with poor overhead shots and against a team that consistently rushes the service.
2. Do not move too close to the net when playing net position, but stay rather close to the short service line. Keep your racket at net level(ready position) in order to meet the bird at the highest possible point.
3. When one partner falls back to drop or smash, the other partner should go quickly to net position with his/her racket UP and their weight on the balls of the feet ready for action near the net. Partners should stay in these positions until the attack is lost.
4. If on e partner is forced to clear from the back of forecourt, he/she should then shift into the nearest side-by-side base while their partner takes the alternate side base.
5. All low shots, descending in the middle of the playing court, should be taken by the 
backhand player, and all high shots down the middle, should be made by the 
forehand player.
6. Try to PLACE all shots to the least obvious spots on the court and keep the bird 
going DOWN, aiming to force the opponent's to hit UP.
7. Play shots that will provide your partner with an opening to finish off the rally.
Never play a weak spot that will leave him/her in a poor defensive position.
8. RUSH any low serve that comes over the net too high, using only the wrist to flick
it down since no back swing and very little body action are needed so close to the
net.
9. SMASH whenever the opportunity arises and keep the bird low with drop shots, 
drives, half-court push shots, and flick down shots. The clear is not a good shot in 
this game unless absolutely necessary, but if forced to clear, clear to the BASELINE

RULES OF THE GAME:

1. Starting the Game---Start the game by a toss, or spinning the racket. You may
also hit the bird up and see which way it points when it lands.
a. The winner may choose to:
1) serve or receive
(2)or the side of the court they wish to play on 
b. The loser of the toss has the remaining choice 
2. Serving---Either foot forward may be used, but most players find it more
comfortable to have the left foot in front (right for lefties). Drop the shuttle with arm extended and strike it below the waist. To avoid service faults, have the racket shaft pointed downward upon contact with the shuttle. Vary the 
type and location of your serves.
In a correct service:
a. Neither side shall cause undue delay to the delivery of the service
b. The server and receiver shall stand within diagonally opposite service courts without touching the boundary lines of these service courts. Some part of both feet of the server and receiver must remain in contact with the surface of the court in a stationary position until the service is delivered.
c. The player who serves at the start of any game, shall serve from, or receive in, the right service court when that player's side has not scored or has scored an even number of points in that game, and the left service court otherwise.
d. The server' s racket shall initially hit the base of the shuttle while the whole of the shuttle is below the server's waist. 
e. The shaft of the server's racket, at the instant of hitting the shuttle, shall be pointing in a downward direction to such an extent that the whole of the head of the racket is discernible below the whole of the server's hand holding the racket.
f. The movement of the server's racket must continue forwards after the start of the service until the service is delivered.
g. The flight of the shuttle shall be upwards from the server's racket to pass over the net, so that, if not intercepted, it falls in the receiver's service court.
h. Once the players have taken their positions, the first forward movement of the server's racket is the start of the service.
i. The server shall not serve before the receiver is ready, but the receiver shall be considered to have been ready if a return of service is attempted.
j. The service is delivered when, once started, the shuttle is hit by the server's racket or the shuttle lands on the floor.
k. In doubles, the partners may take up any position which does not unsight the opposing server or receiver.
l. If the bird lands in the correct court, although it touches the net, it is legal and play continues.
Players shall change ends:
1. At the end of the first game
2. Prior to the beginning of the 3rd game
3. In the 5th game, when the leading score reaches 4 in a 7pt. Game
3. Scoring---Games are usually 15 points. If the score is tied at 6 all, it can be a "set" 
game. You may then elect to play or not to play extra points to finish the game.
This is called "setting the game". In a game of 15 points and when the score is 
14-all, the side which first reached 14 may "set" for an additional 3 points. In any
case, if you decide not to set the game, the game will continue to 15 points. Women's singles play to 11 points with a possible "set" at 10 for 2 additional points.
4. Faults---The following is an attempt to describe some of the more common faults
to be called in a Badminton match.
a. If the shuttle is hit twice in succession by the same player or by a player and 
partner successively
b. If the shuttle on the racket during the execution of the stroke is caught and slung instead of being distinctly hit
c. If you stand on a boundary line when serving or receiving the serve
d. If, while serving, you hit the shuttle when it is above the waist
e. If, while serving, you hit the shuttle at a time when any part of the head of the racket is higher than any part of your hand.
f. If you touch the net or posts with your racket or any part of your person or clothing while the shuttle is in play. Also, you cannot invade your opponent's court with person or racket while the shuttle is in play, except to follow through a shot.
g. If, when serving or receiving, and after you have taken position in your court, you lift either foot off the floor or slide it out of its original position after the server has started his motion and before the shuttle is hit. You may raise part of one or both of your feet, but some part of each foot must remain in contact with the floor and in a stationary position until the shuttle is hit by the server.
h. If, before or during the delivery of the service, you or your partner make a preliminary feint or otherwise intentionally balk either of your opponents.
i. If you reach over the net to hit the shuttle. But, you may hit it on your side and follow-through over the net, providing your follow-through does not hit the net.
j. If the server, in attempting to serve, misses the shuttle, it is a fault
5. Lets---"Let" is called to halt play
a. A "let" may be given for any unforeseen or accidental occurrence
b. If a shuttle, after passing over the net, is caught in or on the net, it is a "let" 
except during service
c, If during service, the receiver and server are both faulted at the same time
d. If the server serves before the receiver is ready
e. If during play, the shuttle disintegrates and the base completely separates from the rest of the shuttle
f. When a "let" occurs, the play since the last service shall not count, and the player who served shall serve again
6. Line Call-A shuttle falling on a line shall be deemed to have fallen in the court or service-court of which such line is a boundary
7. Sportsmanship--
----- Introduce yourself and your partner to your opponents
-----Call "service" before serving to warn your opponent
-----Never criticize your partner on a bad play. The next mistake may be yours
-----Compliment any player on a good shot
-----Announce the score before serving, giving yours first
-----Call your own faults when they happen
-----Always walk around the outside of a court when people are playing.
