Badminton

Week 6: Games Week

Warm Up

 Progression

Equipment

. Racket each
. Shuttles

~ Net

- Badminton post

Play with Non-Dominant Hand - Play with your
non-dominant hand so if you're right-handed, play
left-handed and vice versa. This helps bring the play back to
basics and gets players thinking about the technique.
Champion - 1 court hall

Players around one court. Have one side of the court as the
‘Champion Side' and the other as the ‘challengers’ side'. The
Champion always serves and if they win the first point then
they automatically win the game and remain the champ. If
the challenger wins they become the champ and progress to
the champions side with the objective of staying there as ‘
long as possible, until time is up.

Corners
@ Divide players into 4 equal teams and put each time in a

different corner of the area. Place a hula hoop full of
Equipment shuttles in the middle of the area. On “Go” 1 player from

each corner runs in a takes one shuttle back to their corner.
Hula hoop Once they return player 2 goes, then 3 and so on. Keep this
Box of shuttles going until every shuttle is gone from the middle. Keep with
Appropriate footwear the most shuttles win.

Then to finish the warmup, same rules apply but now the

players return the same shuttles they took and put them

back into the middle. First team to complete this will win.
Drill Around the world

The first game is around the world. There are 2 variations to

explain. For set up in both variations, you should split

players up into two groups. Then have the two groups split
Equipment to t.he-two sides.

Variation 1
Racket each In this variation, a player would serve to the other side to
Shuttles start a rally. After the first player serves, he needs to run to
Net the right to the back of the line on the other side. A player
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on the other side would receive the serve and once again
run to the right to the back of the other line.

Keep going until someone hits the shuttle out or misses it. If
someone hits it out or misses it they either lose a life or get
eliminated, depends on you. Then the side with more
players would serve and the cycle restarts. Once you end up
with only 2 players, you basically have them play a short
game against each other. You would probably want to add
some variation like a spin after each shot.

Conditioned
Game

Equipment

- Racket each
| Shuttles

. Net

- Badminton post

Champion - 2 Courts or more ;
Top court is the champion’s court. The challengers play each
other on other courts, if a challenger wins a game, they :
progress to the next court up and challenges the person
waiting on that court. If you lose a game you remain on that
court until you win, unless you lose on the champions court,
in that case you would move to the bottom court and work
your way back up. Champion at the end of the time frame
wins.

Cool Down

Equipment

Stop Watch

Guess the time

Players sit with their legs crossed and hands behind their
backs. The aim of the game is for the children to stand up |
when they think the allocated time has passed. For example,
the leader will ask the children to stand up after 30secs has
passed. You will tell them when the time starts. Players
closest to the time gets a point. A great cool down game,
and it provides a great insight to a Child's perception of
time! The person closest to the time given by the leader is
the winner.




	warmup text: Corners 

Divide players into 4 equal teams and put each time in a different corner of the area. Place a hula hoop full of shuttles in the middle of the area. On “Go” 1 player from each corner runs in a takes one shuttle back to their corner. Once they return player 2 goes, then 3 and so on. Keep this going until every shuttle is gone from the middle. Keep with the most shuttles win. 

Then to finish the warmup, same rules apply but now the players return the same shuttles they took and put them back into the middle. First team to complete this  will win.
	drill text: Around the world  
The first game is around the world. There are 2 variations to explain. For set up in both variations, you should split players up into two groups. Then have the two groups split to the two sides.
Variation 1 
In this variation, a player would serve to the other side to start a rally. After the first player serves, he needs to run to the right to the back of the line on the other side. A player on the other side would receive the serve and once again run to the right to the back of the other line.
Keep going until someone hits the shuttle out or misses it. If someone hits it out or misses it they either lose a life or get eliminated, depends on you. Then the side with more players would serve and the cycle restarts. Once you end up with only 2 players, you basically have them play a short game against each other. You would probably want to add some variation like a spin after each shot.
	progression text: Play with Non-Dominant Hand - Play with your non-dominant hand so if you’re right-handed, play left-handed and vice versa. This helps bring the play back to basics and gets players thinking about the technique. 
Champion - 1 court hall
Players around one court. Have one side of the court as the 'Champion Side' and the other as the 'challengers’ side'. The Champion always serves and if they win the first point then they automatically win the game and remain the champ. If the challenger wins they become the champ and progress to the champions side with the objective of staying there as long as possible, until time is up.
	game text: 
Champion - 2 Courts or more
Top court is the champion’s court. The challengers play each other on other courts, if a challenger wins a game, they progress to the next court up and challenges the person waiting on that court. If you lose a game you remain on that court until you win, unless you lose on the champions court, in that case you would move to the bottom court and work your way back up. Champion at the end of the time frame wins.
	cooldown text: Guess the time
Players sit with their legs crossed and hands behind their backs. The aim of the game is for the children to stand up when they think the allocated time has passed. For example, the leader will ask the children to stand up after 30secs has passed. You will tell them when the time starts. Players closest to the time gets a point. A great cool down game, and it provides a great insight to a Child's perception of time! The person closest to the time given by the leader is the winner.
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