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BADMINTON RULES 

DEFINITIONS 

 Player: Any person playing Badminton. 
 Match: The basic contest in Badminton between opposing sides each 

of one or two players. 
 Singles: A match where there is one player on each of the opposing 

sides. 
 Doubles: A match where there are two players on each of the 

opposing sides. 
 Serving side: The side having the right to serve. 
 Receiving side: The side opposing the serving side. 
 Rally: A sequence of one or more strokes starting with the service, until the shuttle ceases to be in 

play. 
 Stroke: A movement of the player’s racket with an intention to hit the shuttle. 

SCORING SYSTEM 

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

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

7.3 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. 

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

CHANGE OF ENDS 

8.1 Players shall change ends: 

8.1.1 at the end of the first game; 

8.1.2 at the end of the second game, if there is to be a third game; and 

8.1.3 in the third game when a side first scores 11 points. 

SERVICE 

9.1 In a correct service: 

9.1.2 the server and the receiver shall stand within diagonally opposite service courts without 
touching the boundary lines of these service courts; 

9.1.9 in attempting to serve, the server shall not miss the shuttle. 
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9.4 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. 

9.5 In doubles, during the delivery of service, the partners may take up any positions within their 
respective courts, which do not unsight the opposing server or receiver.  

SINGLES 

10.1 Serving and receiving courts 

10.1.1 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. 

10.1.2 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. 

10.2 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. 

10.3 Scoring and serving 

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

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

DOUBLES 

11.1 Serving and receiving courts 

11.1.1 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. 

11.1.2 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. 

11.1.3 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. 

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

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



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

11.3 Scoring and serving 

11.3.1 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. 

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

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

FAULTS  
It shall be a "fault": 

13.1 if a service is not correct; 
13.2 if, in service, the shuttle: 
13.2.1 is caught on the net and remains suspended on its top; 
13.2.2 after passing over the net, is caught in the net; or 
13.2.3 is hit by the receiver's partner; 

13.3 if in play, the shuttle: 
13.3.1 lands outside the boundaries of the court (i.e. not on or within the boundary lines); 
13.3.2 passes through or under the net; 
13.3.3 fails to pass over the net; 
13.3.4 touches the ceiling or side walls; 
13.3.5 touches the person or dress of a player; 
13.3.6 touches any other object or person outside the court;  
13.3.7 is caught and held on the racket and then slung during the execution of a stroke; 
13.3.8 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"; 
13.3.9 is hit by a player and the player's partner successively; or 
13.3.10 touches a player's racket and does not travel towards the opponent's court; 

13.4 if, in play, a player: 

13.4.1 touches the net or its supports with racket, person or dress; 
13.4.2 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; 
13.4.3 invades an opponent's court under the net with racket or person such that an opponent is 
obstructed or distracted; or 
13.4.4 obstructs an opponent, i.e. prevents an opponent from making a legal stroke where the shuttle 
is followed over the net; 
13.4.5 deliberately distracts an opponent by any action such as shouting or making gestures; 
13.5 if a player is guilty of flagrant, repeated or persistent offences. 

 



LETS 

14.2 It shall be a "let”, if: 

14.2.1 the server serves before the receiver is ready; 
14.2.2 during service, the receiver and the server are both faulted; 
14.2.3 after the service is returned, the shuttle is: 

14.2.3.1 caught on the net and remains suspended on its top, or 
14.2.3.2 after passing over the net is caught in the net; 

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

CLEAR SHOTS 

Forehand Grip—“Shake hands” with the racquet handle so that the butt of the handle rests 
against the base of the hand. Form a V with the thumb and forefinger on the front bevel of the 
handle. Spread the forefinger and middle finger slightly apart and wrap the thumb around the 
handle.  

Backhand Grip—rotate the racquet a quarter-turn clockwise so that the V is over the top left 
bevel (diagonal side of handle). Extend the thumb along the back bevel of the handle for more 
power. 

 Overhand Clear Shot 

 Open = racquet angled back, behind head 

 Square = racquet perpendicular to floor, straight above head 

 Closed = “smash,” racquet angled forward, wrist bent, often used at the net as a tactic 
to end a rally 

 Underhand Clear Shot 

 Drop Shot 

 Use minimal force on the contact and follow through; slow the racquet speed 
considerably just before contact; follow through slightly (shuttle will barely clear the net 
and drop into the front court) 

 This is a deceptive shot meant to confuse an opponent 

 This shot should be used when an opponent is in midcourt to backcourt.  

Drive Shot 

 Path of shuttle is somewhat flat 

 Shot should be used to pass an opponent or to shot down the line 

 Contact the shuttle above shoulder height and follow through somewhat parallel to the 
floor in a slightly downward motion 


