Red Bank Regional HS PE Mission Statement

The mission of the Red Bank Regional High School Physical Education Department is to educate, empower and develop healthy minds and bodies for all students. Our goal is to promote positive attitudes towards a lifetime of physical fitness, sports skills, nutrition and responsible lifestyle choices.

Badminton Packet
Balk (Baulk, Feint) - Any deceptive movement that disconcerts an opponent before or during the service. This is generally a fault. Note that by rule the server gets exactly one forward motion of the racket.

Bird (or Birdie) - A shuttlecock is sometimes called a "bird
Clear - A high and deep shot designed to push the receiver to the back of the court. A defensive clear is very high in order to give the hitter time to prepare for the return and hence to slow down the rally. An offensive or attacking clear is lower but still over the receiver's reach and is designed to push the receiver back quickly in the hopes of a weaker return.

Dead Bird - A birdie that has been hit out of play.
Defense - Defensive shots are generally those hit upward and the team on the defense is the one hitting upward. Serves are generally defensive since by rule they are hit upward.

Defensive Clear - A high deep clear used to gain time or place the shuttle deep enough that it is more difficult to attack. These are often hit very high, especially if used to regain position or slow down the rally.

Diagonal - In doubles a position in which the two players divide the court on a diagonal, as opposed to front-and-back or side-by-side which divide the court at right angles.

Double Hit - A shot that contacts the receiver's racket twice, either by one player or by both players. A double hit by two players is always a fault. The rules surrounding a double hit by a single player are more nuanced. If two strokes are used then the double hit is a fault. If a single stroke is used then historically a fault was called, but today the shot is legal.

Drive - A hard-hit flat stroke passing just above the net, generally from the front midline or sidelines. The drive is used when the shuttle is too low to be smashed but an attacking shot is still warranted. The drive can be very effective either to an empty spot in the court or directly at an opponent.
Drive Serve - A serve that is as flat as possible (must be legal and still clear net) and hard-hit such that it would fall at the back of the service court. This can be a useful alternative to usual short and long serves.

Drop - A shot hit such that it barely clears the net and falls in the court (hopefully in front of the short service line). Drops can be hit from anywhere in the court and from any height, but typically are downward overhead shots from back court or upward or flat shots hit from the front court. Hairpin drops are hit from very close to the net and travel upward and over the net. Drops hit from near the net are also called net shots.
Drop Serve - A serve in which the player drops the shuttle and lets it fall before hitting it. Almost exclusively used for forehand serves. 

Flick Serve - A deceptive serve which is intended to look like a short serve but instead is flicked into a high long serve. It is important for this serve to initially look just like a short serve since if the element of surprise is lacking, the flick will be a good invitation to attack rather than (hopefully) catch receiver off-guard.

Flick - A quick wrist and forearm rotation that surprises an opponent by changing an apparently 

Foot Fault - A fault that occurs when the server's or receiver's foot is touching one of the service court’s boundary lines at time of service or when the server or receiver moves or lifts their foot during the execution of the service.
Front and Back - In doubles a position in which one partner is in front of the other, generally near the middle line. This is typically considered to be an offensive position, allowing both players to attack freely since the court is well covered and hence possible returns are likely to allow continued attack. This position is most effective when the front player has fast reflexes and the rear player is quick and powerful. Doubles play generally rotates between front-and-back and side-by-side positions.
Jump Smash - As the name implies, a smash delivered by the player jumping as high as practical to maximize the angle and power of the smash. With a good jump smash one can get an excellent downward angle even from backcourt, where most jump smashes are used. The Jump Smash was introduced in Asia in the 50's.

Kill - A decisive power shot gaining a point for the hitting team. While most kills are smashes, other shots such as dabs and drops can also be kill shots.

Let - A legitimate cessation of play to allow a rally to be replayed. Lets are commonly called for rally interference (e.g. shuttle lands on court from adjacent court), ceiling obstructions where club rules specify a let, unsighted line calls, and premature serves (opponent not ready)
Lob - An underhand clear from near the net, generally used as an alternative shot after setting up for a drop.

Long Serve - A serve, typically a high serve that lands near the back line. For singles serve this would normally fall within the back alley.

Mixed Doubles - Same as doubles but played with teams comprising one male and one female player. Badminton is one of the few sports in which men and women compete together.

Net Shot - Shot hit from the forecourt very near the net that just clears the net and then falls rapidly. A net shot is one type of drop.
Offense (Attack) - Offensive shots are generally those hit downward and the team on the offense is the one hitting downward.

Passing Shot - A shot (typically a drive) that is pushed past an opponent, rather than away from, over, or at an opponent. This shot is typically within reach but is either delivered fast enough or with enough deception that it is not received or it is deliberately allowed to pass so that the rear partner can make a better return.

Patty-Cakes - A rally (typically by beginners) in which two players stand more-or-less immobile and trade half-paced drives until one misses.

Push Shot - Gentle shot played by pushing the shuttle with little wrist motion, usually from the net or midcourt to the opponent's midcourt. 

Rally - "A sequence of one or more strokes starting with the service, until the shuttle ceases to be in play." (2)
Serve (Service) - putting the birdie in play
Service Court - Area into which the serve must be delivered. Different for singles and doubles play. 

Serving Side - side having the right to serve
Short Serve - Serve that land on or near the short service line. Generally also flat since if the serve is much above the net it invites attack.
Slice (Cut) - A shot hit with the face of the racket at an angle instead off of perpendicular. When used at the net, the intent is typically to impart a backward spin (tumble) to the shuttle causing it to fall quickly and be more difficult to return. When used in backcourt it is typically used for deception. A full power swing that appears to be a smash can be converted into a drop by turning the racket face a little and thereby slicing and taking power off of the shot. Copious practice is needed of course to do this with reasonable accuracy.

Smash - Hard-hit overhead shot that forces the shuttle sharply downward. 
Stance - The position of one's body and feet while waiting for the opponent to hit the shuttle.

SCORING SYSTEM 

A match shall consist of the best of three games, unless otherwise arranged 

A game shall be won by the side which first scores 21 points 

The side winning a rally shall add a point to its score. A side shall win a rally, if the opposing side commits a "fault" or the shuttle ceases to be in play because it touches the surface of the court inside the opponent's court. 

If the score becomes 20-all, the side which gains a two point lead first, shall win that game. 

If the score becomes 29-all, the side scoring the 30th point shall win that game. 

The side winning a game shall serve first in the next game. 

1. CHANGE OF ENDS 

Players shall change ends: 

 at the end of the first game 

 at the end of the second game,
 if there is to be a third game, in the third game when a side first scores 11 points. 

2. SERVICE 

In a correct service: 

 neither side shall cause undue delay to the delivery of the service once the server and the receiver are ready for the service 

 the server and the 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 the receiver shall remain in contact with the surface of the court in a stationary position from the start of the service until the service is delivered 

 the server's racket shall initially hit the base of the shuttle 

 the whole shuttle shall be below the server's waist at the instant of being hit by the server's racket. The waist shall be considered to be an imaginary line round the body, level with the lowest part of the server's bottom rib 

 the shaft and the racket head of the server's racket at the instant of hitting the shuttle shall be pointing in a downward direction 

 the movement of the server's racket shall continue forwards from the start of the service until the service is delivered 

 the flight of the shuttle shall be upwards from the server's racket to pass over the net so that, if not intercepted, it shall land in the receiver's service court (i.e. on or within the boundary lines); and 

 in attempting to serve, the server shall not miss the shuttle 

 Once the players are ready for the service, the first forward movement of the server's racket head shall be the start of the service. 

 Once started the service is delivered when the shuttle is hit by the server's racket  or, in attempting to serve, the server misses the shuttle. 

 The server shall not serve before the receiver is ready. However, the receiver shall be considered to have been ready if a return of the service is attempted. 

 In doubles, during the delivery of service, the partners may take up any positions within their respective courts, that does not get in the way of the sightline of the opposing server or receiver. 

3. SINGLES 

 Serving and receiving courts 

 The players shall serve from, and receive in, their respective right service courts when the server has not scored or has scored an even number of points in that game. 

 The players shall serve from, and receive in, their respective left service courts when the server has scored an odd number of points in that game. 

 Order of play and position on court. 

In a rally, the shuttle may be hit by the server and the receiver alternately, from any position on that player's side of the net, until the shuttle ceases to be in play. 

 Scoring and serving 

 If the server wins a rally, the server shall score a point. The server shall then serve again from the alternate service court. 

 If the receiver wins a rally the receiver shall score a point. The receiver shall then become the new server. 

4. DOUBLES 

Serving and receiving courts 

 A player of the serving side shall serve from the right service court when the serving side has not scored or has scored an even number of points in that game. 

 A player of the serving side shall serve from the left service court when the serving side has scored an odd number of points in that game. 

 The player of the receiving side who served last shall stay in the same service court from where he served last. The reverse pattern shall apply to the receiver's partner. 

 The player of the receiving side standing in the diagonally opposite service court to the server shall be the receiver. 

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

 Service in any turn of serving shall be delivered from the service court corresponding to the serving side's score. 

 Order of play and position on court 

After the service is returned, in a rally, the shuttle may be hit by either player of the serving side and either player of the receiving side alternately, from any position on that player's side of the net, until the shuttle ceases to be in play. 

 Scoring and serving 

 If the serving side wins a rally, the serving side shall score a point. The server shall then serve again from the alternate service court. 

 If the receiving side wins a rally, the receiving side shall score a point. The receiving side shall then become the new serving side. 

 Sequence of serving 

In any game, the right to serve shall pass consecutively: 

 from the initial server who started the game from the right service court 

 to the partner of the initial receiver. 

 to the partner of the initial server 

 to the initial receiver, 

 to the initial server and so on. 

 No player shall serve or receive out of turn, or receive two consecutive services in the same game. 

 Either player of the winning side may serve first in the next game, and either player of the losing side may receive first in the next game. 

5. SERVICE COURT ERRORS 

A service court error has been made when a player: 

 has served or received out of turn; or 

 has served or received from the wrong service court; 

 If a service court error is discovered, the error shall be corrected and the existing score shall stand. 

6. FAULTS 
It shall be a "fault": 

       if a service is not correct 

 if, in service, the shuttle: 

 is caught on the net and remains suspended on its top 

 after passing over the net, is caught in the net or 

 is hit by the receiver's partner 

 if in play, the shuttle: 

 lands outside the boundaries of the court (i.e. not on or within the boundary lines) 

 passes through or under the net 

 fails to pass over the net 

 touches the ceiling or side walls 

 touches the person or dress of a player 

 touches any other object or person outside the court 

 is caught and held on the racket and then slung during the execution of a stroke 

    is hit twice in succession by the same player. However, a shuttle hitting the head and the stringed area of the racket in one stroke shall not be a "fault" 

    is hit by a player and the player's partner successively or touches a player's racket and does not travel towards the opponent's court 

if, in play, a player: 

 touches the net or its supports with racket, person or dress 

 invades an opponent's court over the net with racket or person except that the striker may follow the shuttle over the net with the racket in the course of a stroke after the initial point of contact with the shuttle is on the striker's side of the net 

 invades an opponent's court under the net with racket or person such that an opponent is obstructed or distracted or  obstructs an opponent, i.e. prevents an opponent from making a legal stroke where the shuttle is followed over the net  deliberately distracts an opponent by any action such as shouting or making gestures 

 if a player is guilty of flagrant, repeated or persistent offences 

7. LETS 

 "Let" shall be called by the umpire, or by a player (if there is no umpire), to halt play. 

 It shall be a "let”, if: 

 the server serves before the receiver is ready 

 during service, the receiver and the server are both faulted

 after the service is returned, the shuttle is: 

 caught on the net and remains suspended on its top, or 

 after passing over the net is caught in the net 

 during play, the shuttle disintegrates and the base completely separates from the rest of the shuttle; 

 in the opinion of the umpire, play is disrupted or a player of the opposing side is distracted by a coach; 

 a line judge is unsighted and the umpire is unable to make a decision; or 

 any unforeseen or accidental situation has occurred. 

 When a "let" occurs, play since the last service shall not count and the player who served last shall serve again 

8. SHUTTLE NOT IN PLAY 
A shuttle is not in play when: 

 it strikes the net or post and starts to fall towards the surface of the court on the striker's side of the net; 

 it hits the surface of the court; or 

 a "fault" or a "let" has occurred. 

