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  “Got any plans for the next ten minutes?”


  Since its introduction in the 1920s, Bridge has become one of the most popular card games in the world. It’s a game for four players, two playing against two.


  Playing Bridge is a chance to socialise, use your brain and enjoy a card game that can be equally rewarding whether winning or losing. Although Bridge is complex, the basic rules are quite easy to learn. So let’s get started.


  Bridge is played with two packs of 52 cards. Two packs are used so that one can be shuffled while the other is being dealt. Open a pack now. It will be useful as you read the book.
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  The pack is spread face down on the table and each player takes a card. The two who draw the highest cards play together against the other two. Partners sit opposite each other. Sometimes husbands, wives and lovers are persuaded not to play together, in case of bickering. Bridge is a game in which egos are easily bruised and, as with driving lessons, couples often make poor partners. So, at the table you should have two opponents and one friend.
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  “Right - cards, card table -Are you with me so far?”


  The player with the highest card deals first, starting with the player to his left. All 52 cards are dealt, each player receiving one card at a time. After the cards have been dealt, the players pick up their cards.
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  They will have 13 each.


  


  Sorting out your hand


  First, sort out your cards. All the Spades together, then the Hearts, Clubs and Diamonds. Now they’ll be arranged so they’re black, red, black, red, which makes them easier to see and helps you to avoid mistakes.


  Then place them so each suit ranks from high to low.
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  The cards rank from the Ace down to the Two.


  Ace, King, Queen and Jack are called Honour Cards. Sometimes the Ten is considered an Honour Card when it’s accompanied by the Jack. Spades, Hearts, Diamonds and Clubs are the suits, and rank down in that order. Spades and Hearts are called major suits; Diamonds and Clubs are minor suits.
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  Judging your hand


  You do this by counting your points. Here’s how it works:


  
    
      	Jack

      	1 point
    


    
      	Queen

      	2 points
    


    
      	King

      	3 points
    


    
      	Ace

      	4 points
    

  


  If your hand looks like this, how many points do you have?
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  The answer is 10 points, an average hand.


  As each pack amounts to 40 points, you’ll need at least 12 points to make an opening bid. Each pair bids against the other to win the contract. Just like at Sotheby’s, the prize goes to the highest bidder.
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  “Shame he cant play Bridge like he shuffles.”


  


  Bidding


  The two partnerships bid against each other to decide who will make the contract, which suit will be Trumps, or whether there will be no Trumps. No Trumps is a higher bid than a suit bid.


  Trumps


  A suit that has been chosen as the master suit is called the Trump suit. If a suit has been led in which you hold no cards, you may use a card from the Trump suit to trump the trick. Trick: four cards, one from each player. The player who plays the higher card wins the ‘trick’. If another player does not play a higher Trump card, the trick is yours.


  No Trumps


  If no master suit has been chosen, all suits are equal.


  The dealer always bids first, and bidding then continues round the table clockwise. Each bid must contract to make a greater number of tricks than the previous bid or the same number of tricks in a higher suit. If a player chooses not to bid he says ‘no bid’. If none of the players makes a bid, the hands are thrown in and the cards are re-dealt. The lowest bid is one, a contract to win seven tricks. The highest bid is seven, a contract to win all 13 tricks.
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  “He’s up to his tricks again.”


  


  How bidding works


  The dealer always bids first, and bidding continues round the table clockwise. The lowest possible bid is 1 Club (a contract to make seven tricks with Clubs as trumps). Then 1 Diamond, 1 Heart, 1 Spade, 1 No Trump, and so on. So the bid above 1 No Trump is 2 Clubs, and so on. A player can only bid a greater number of tricks than the previous bid, or an equal number of tricks in a higher suit or No Trumps.


  Bidding is a way of talking to your partner and giving information about your hand. When a player bids he is trying to tell his partner how many tricks, in excess of six, he expects to win. He is also trying to tell him which suit is his strongest, or whether he has a balanced hand.


  When a player responds to his partner’s bid, he is trying to give him some idea about the shape and strength of his own hand, and whether he can support his chosen suit or give him strength in another suit. Having five or more cards in a suit is a huge advantage. Length is strength.
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  “I’Cm bid six diamonds! Going once… going twice…”


  


  Evaluating tricks


  As the first six tricks are taken for granted, only a contract to make seven tricks or more is of interest.


  A partnership should hold at least 20 points to make seven tricks.
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  25/28 points will probably make a game with nine or ten tricks.


  36 points or more should be enough to take them all.


  Even if you’re dealt this hand, try to look on the bright side. At least you’ll know it can’t get any worse.
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  The player who wins the contract is called the declarer. The player on the left of the declarer leads the first card. The partner of the declarer then lays down his hand, one suit at a time, face up on the table. Now everyone can see his hand. This is called the Dummy. He takes no further part in the game. The play continues as in all trick-taking games: if a player can, he must follow suit. If he can’t, he can trump or discard.


  The trick is won by the player who plays the highest card of the suit led, or by the highest Trump. The player who wins the trick plays the next card. If the Dummy hand wins the trick, the next trick is led from there.


  Play continues until all 13 tricks have been played. At the end of a game a score is taken. The objective of the game is to win a Rubber. A Rubber is the best of three games.


  As in life, it pays to make the most of the hand you are dealt. Don’t complain about your cards. We all get bad hands. Remember, playing defence can be very rewarding, especially when you bring down the contract. So winning the contract is not the point. The point is to win the Rubber.


  

  How a game works


  In Bridge the players are denoted by the four points of the compass. North plays with South, and East plays with West.
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  The dealer is North, so he bids first. In this game, he only has nine points, so he says ‘no bid’. Moving clockwise, East is next to bid.


  He has 13 points, so he opens ‘1 Club’. South can’t bid as he only has two points. He says ‘no bid’. West has 16 points and a long suit of Hearts. He knows his partner must have at least 12 points, as he opened the bidding and will have good Clubs.


  He now has a chance to tell his partner something else about his hand. Instead of bidding ‘1 Heart’ he bids ‘2 Hearts’, to let his partner know that he has a very powerful hand with strength in Hearts.


  North will pass. East will probably take the bid to 3 Hearts, offering some support in Hearts. South will pass and West can then decide whether to bid 4 Hearts. To make 4 Hearts he will have to make at least 10 tricks out of the 13. Can it be done?


  Answer: in fact they could have made all 13 tricks, a grand slam, but as a beginner you will have done well to bid 4 Hearts and make the game.


  Although West and East hold only 29 points, their hands are stronger because of the ‘stopper’ Ace in the Spades suit and the length of both Hearts and Clubs.


  In fact, whatever card South had led, he couldn’t have prevented the Grand Slam.


  

  Sorry, time’s up


  Well, your 10 minutes are up and you’ll have to find some friends, sit around a table and deal the cards. The important thing is to start playing as soon as possible. Scoring, strategies, bidding systems, signals and discards can be picked up along the way. You’ll find explanations of some of them on the following pages.


  If you do get hooked and want to go on to play in the world championships, have some lessons, join a bridge club and buy a thicker book than this one. Learning to play Bridge well is the work of a lifetime.


  Play as much as you can, but be warned. Bridge is addictive. The way to learn is by playing with better players. Don’t feel intimidated by playing with people at a higher level.


  If you do decide to join a Bridge club, they will welcome you with open arms. They love a convert and always like to see a new face across the table.


  [image: ]


  “It’s been fun, but our game isn’t going to improve if we keep playing with you two.”


  

  Scoring


  When all 13 tricks have been played, the scores are recorded.
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  ‘We’ and ‘They’ always go at the top. So much nicer than ‘Us’ and ‘Them’. ‘We’ could be Bob and Carol, ‘They’ might be Ted and Alice.


  On the scoring shown on page 27, in the left-hand column ‘We’ won the contract with a bid of 2 Spades. In fact, they made 3 Spades, so they scored 60 points below the line and the extra trick is scored above the line. Only below-the-line scores can be counted towards the game.


  In the right-hand column, ‘They’ bid 4 Hearts, winning the contract and the game. So they score 120 points below the line. That’s 30 points for each trick: 4 Hearts = 120 points.


  In the next game ‘They’ bid 3 No Trump, which they make, scoring 100 points below the line. That’s 40 points for the first trick and 30 points for the other two: 3 No Trump = 100 points. That second game wins the Rubber 2:0, giving them an extra 700 points. Well done, Ted and Alice.


  So the final score is ‘We’ 90 points, ‘They’ 920 points.
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  The main objective is to win a Rubber, the best of three games. A game is nine tricks in No Trump, 10 tricks in Spades or Hearts, 11 tricks in Diamonds or Clubs.


  How to work out the score


  No Trump:


  40 points for the first trick and 30 points for each subsequent trick.


  Spades and Hearts:


  30 points for each trick.


  Diamonds and Clubs:


  20 points for each trick.


  If you win a Rubber by 2:1, you get 500 points.


  If you win a Rubber by 2:0, you get 700 points.


  Non-vulnerable:


  Small Slam: 500 points


  Grand Slam: 1,000 points


  Vulnerable:


  Small Slam: 750 points


  Grand Slam: 1,500 points


  When a contract is made, the score for tricks won is entered below the horizontal line. A partnership scoring less than a game in one deal is said to have a part score. Each successful contract is scored below the line. Everything else is scored above the line. You need 100 points or more below the line to win a game in one or more deals.


  Once you have won a game you are vulnerable. You’ll get higher bonuses if you make a contract, and added penalties if you fail


  

  

  

  

  Who scores?


  

  Overtricks


  

  Undertricks
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