
  

 

Bridge 
Game Setup/Play Rank of Suits: Spades (High), hearts, diamonds, clubs. 
Rank of Cards: A (High), K, Q, J, 10, 9, 8, 7, 6, 5, 4, 3, 2 
 

The Deal 
The dealer distributes 13 cards to each player, one card at a time, face down, beginning with the 
player on his left. 
 

Object of the Game 
Each partnership attempts to score points by making its bid, or by defeating the opposing 
partnership's bid. At the end of play, the side with the most points wins. 
 

The Bidding 
Calls - Once the cards are dealt, each player picks up his hand and, beginning with the dealer, makes a 
call (pass, bid, double or redouble). 
 
Passing-When a player does not wish to bid, double, or redouble, he says, "Pass." If all four players 
pass in the first round, the deal is "passed out," and the next dealer in turn deals a new hand. 
 
Bidding a Suit- Bid a number of tricks greater than six that the bidder expects to win, and a suit which 
will become the trump suit. 
Ex. = "One Spade" is a bid to win seven tricks (6+1) with spades as trumps. 
A bid may be made in "Notrump", meaning that there will be no trump suit. The lowest possible bid is 
one, and the highest possible bid is seven. 
 
Each bid must name a greater number of odd tricks than the last bid, or an equal number but in a 
higher denomination. Notrump is the highest denomination, outranking spades.  
Ex. =  "Two Notrump" will overcall a bid of "Two Hearts", and a bid of "Four Clubs" is required to 
overcall a bid of "Three Notrump". 
 
Doubling and Redoubling-Any player may double the last preceding bid if it was made by an opponent.  
Any player may redouble the last preceding bid if it was made by his side and doubled by an 
opponent.  
 
A doubled or redoubled bid may be overcalled by any bid which would have been sufficient to overcall 
the same contract undoubled.  
Ex. ="Two Spades" is doubled and redoubled, it may still be overcalled by a bid of "Two Notrump," a 
bid of "Three Clubs," or by any other higher bid. 
 



  

 

Final Bid and the Declarer- When a bid, double, or redouble is followed by three consecutive passes, 
the bidding is closed. The final bid in the auction becomes the contract. The player who, for his side, 
first bid the denomination named in the contract becomes the "declarer." If the contract names a 
trump suit, every card of that suit becomes a trump. The declarer's partner becomes the "dummy," 
and the opposing players become the "defenders." 
 

The Play 
Take a card and place it, face up, in the center of the table. Four cards so played, one from each hand 
in rotation, constitute a trick. The first card played to a trick is a lead. The leader to a trick may lead 
any card. The other three hands must follow suit if they can. If a player is unable to follow suit, he may 
play any card. For the first trick, the defender on the declarer's left makes the first lead (the opening 
lead). 
 
Facing the Dummy Hand - As soon as the opening lead has been made, the dummy then spreads his 
hand face up, grouped in suits, with each suit vertically arranged so that the other three players can 
easily view all 13 cards. The suits may be placed in any order as long as the trump suit (if any) is placed 
to the declarer's left. There is no particular order for placing the suits down in a Notrump bid. 
 
Winning of Tricks - A trick containing a trump is won by the hand playing the highest trump. A trick not 
containing a trump is won by the hand playing the highest card of the suit led. The winner of each trick 
leads next. 
 
Declarer's Play - The declarer plays his own cards and the dummy's cards, but each in proper turn, 
since the dummy does not take an active part in the play. 
 
Played Card - The declarer plays a card from his own hand when he places it on the table or when it is 
named as an intended play. When the declarer touches a card in the dummy hand, it is considered 
played (except when he is merely arranging the dummies cards). Alternatively, the declarer may name 
a card in the dummy and such a card must be played. A defender plays a card when he exposes it so 
that the other defender can see its face. A card once played may not be withdrawn, except to correct 
a revoke or other irregularity. 
 
Taking in Tricks Won - A completed trick is gathered and turned face down on the table. The declarer 
and one of the defenders should keep all tricks won in front of them, and the tricks should be 
arranged so that the quantity and the order of the tricks played are apparent. 
 
When the last (13th) trick has been played, the tricks taken by the respective sides are counted, and 
the points earned are then entered to the credit of that side on the score sheet. Any player may keep 
score. If only one player keeps score, both sides are equally responsible to see that the score for each 
deal is correctly entered. 
 



  

 

The score sheet is ruled with a vertical line making two columns that are headed We and They. The 
scorekeeper enters all scores made by his side in the We column and all scores made by the 
opponents in the They column. A little below the middle of the score sheet is a horizontal line. Scores 
designated as "trick score" are entered below the line; all other scores are "premium scores" and and 
are written above the line. 
 
Trick Score - If the declarer fulfills his bid by winning as many or more odd-tricks as the contract called 
for, his side scores below the line for every odd-trick named in the contract. Thus, if the declarer wins 
eight tricks and the bid is Two Hearts, the score for making "two" in a bid of hearts would be credited, 
as per the Scoring Table. 
 
Overtricks - Odd-tricks won by the declarer in excess of the contract are called "overtricks" and are 
scored to the credit of his side as premium score. 
 
The Game - When a side has scored 100 or more points below the line, it has won a "game." To show 
this, the scorekeeper draws a horizontal line across the score sheet, below the score which ended the 
game. This signifies that the next game will begin. A game may be made in more than one deal, such 
as by scoring 60 and later 40, or it may be scored by making a larger bid and earning 100 or more 
points in a single deal. Once the next game begins, if the opponents had a score below the line for 
making a bid, such as 70, this score does not carry over, and each side needs the full 100 points to win 
the next game. 
 
Vulnerable - A side that has won its first game becomes "vulnerable," and that side's objective is to 
win a second game and thus earn a bonus for the "rubber." When a side scores its second game, the 
rubber is over, and the scores are totaled. The winning partnership is the side with the most points. A 
vulnerable side is exposed to increased penalties if it fails to fulfill a future bid, but receives increased 
premiums for certain other bids that are fulfilled. 
 
Honors - When there is a trump suit, the ace, king, queen, jack, and ten of trumps are "honors." If a 
player holds four of the five trump honors, that partnership scores 100 above the line; all five honors 
in one hand score 150. If the contract is in Notrump, a player holding all four aces scores 150 above 
the line for his side. Note that the points for honors are the same whether the side is not vulnerable or 
vulnerable, and that the defenders can also score for honors. 
 
Slam Bonuses - Other premium scores are awarded for bidding and making a "small slam" (a bid at the 
six-level, such as Six Hearts) or a "grand slam" (a contract at the seven-level, such as Seven Spades or 
Seven Notrump). 
 
Doubled or Redoubled Contract - When the declarer makes a doubled contract, a premium bonus is 
scored. Making a redoubled contract scores an even bigger premium bonus - this is a recent change in 
scoring. Note that doubling and redoubling do not affect honor, slam, or rubber bonus points. 
 
Unfinished Rubber - If the players are unable to complete a full rubber and only one side has a game, 
that side scores a 300 bonus. If only one side has a part score, that side earns a 100 bonus. 



  

 

 
Back Score - After each rubber, each player's standing, plus (+) or minus (-), in even hundreds of 
points, is entered on a separate score called the "back score." An odd 50 points or more count 100, so 
if a player wins a rubber by 950 he is +10, if he wins it by 940 the player is +9. 
 
 
 
 
 


