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  INTRODUCTION—DON’T SKIP THIS PART!




  Sometimes when I read a book, I skip the introduction and go right into the meat of the book, but I encourage you to spend a minute or two with me while I explain both the game of bridge and my approach to it in this book.




  First let me say that while this book is designed to intro duce a brand new player to the wonderful game of bridge, this book is also loaded with instruction that will be helpful for players who already have a rudimentary knowledge of the game and will offer the beginning player years of extra knowledge.




  Bridge is a complex card game. Its origins can be found in much older games, but bridge really became the game it is today in the 1920s. Because the game offers continuous challenges, even to the experts who rule the game, it caught on quickly, spread like crazy, and became a national pastime. But this is a “How To” book, not a history book, so let’s get down to the actual details of how the game is played.
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  Most explanations of a game begin with the “object of the game,” but bridge is so complicated that it’s hard to describe the object of the game until you know some aspects of the game. Still, pared down to its barest bones, you could say the object of bridge is to score higher than your opponents, or to take more tricks. But at this point, besides oversimplifying a complicated game, this information won’t get you started playing and ends up being more confusing than helpful.




  So I beg you to stick with this book from start to finish and to get comfortable with the fact that the object of the game will unfold as the game unfolds. Ultimately, you will be rewarded for enduring the process. You will grasp the goals of bidding, playing, defending, and scoring and how each hand involves all four aspects, and you will understand how they all relate to the ultimate goal of winning bridge. You’ll be hooked on the most challenging card game ever invented.
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  I’ve written this book to be read consecutively, but you absolutely do not have to follow that to the letter. For instance, you can skim over the equipment parts in Chapter 1 if that doesn’t interest you—although every other piece of Chapter 1 is essential. And in the scoring chapter, I explain several different types of scoring. As long as you read about the basics of scoring, you can return to the varieties of scoring later.
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  I guarantee you will feel overwhelmed. But persevere. For example, the chapter on scoring is placed second because the bidding makes no sense if you don’t understand the scoring. On the other hand, the scoring is one of the most complicated parts of playing the game. So get a feel for it, but don’t worry too much about grasping it fully right away.




  In this book, I begin with the bidding, because every hand starts with an auction. However, in my classes, I teach the play first, because it’s hard for players to know why they’re bidding if they haven’t played a hand yet. If that works better for you, feel free to skip ahead to the chapter on playing, returning to the bidding chapter a little later.




  [image: image]




  Finally, I want to tell you to practice, practice, practice. Deal out hands when you’re by yourself. Get a bridge com putergame that will deal them for you. Find three friends and just play. The game is the world’s best teacher, and if you’re a card fan, then you’ll quickly discover that bridge is the world’s best card game.
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  EQUIPMENT




  Everything you need to begin playing the game of bridge




  Bridge is a card game, so you’ll need a deck of cards. In fact, as long as you have cards and three other people, you can play the game. Everything else can be accommodated.




  But even though cards are the only absolute requirement, bridge does come with a few other needs. It’s a game that’s usually played around a square card table, one player on each side. Bridge is a partnership game, so the player sitting across from you at the table is your partner. The other two players are your opponents.




  Playing Cards
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        A package of bridge cards always has two decks.


      




      	

        Since the entire deck is dealt each time, it’s more efficient to have one person shuffling while another is dealing.


      




      	

        Bridge cards are about ⅛ of an inch thinner than poker cards to make it easier to hold 13 cards in your hand at once.


      




      	

        Aces are considered the high cards. Twos are at the bottom.


      


    


  




  Presumably when you play bridge, you’ll want to keep score, and like everything else in bridge, the score sheet is complicated. If you’re playing rubber bridge, you’ll want a score sheet that is divided into columns, with a line crossing the middle of it. If you’re playing duplicate bridge, the score sheet travels with the duplicate board. If you’re playing social bridge, then you’ll want a bridge tally, something that each individual player carries with her as she plays with different partners.




  The Venue
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        Bridge is usually played at a card table or a square game table.


      




      	

        The table can be folding or permanent.


      




      	

        There should be one chair on each side of the table.


      


    


  




  Now you have to pick your venue. If you’re starting your bridge career at a bridge club, you’ll probably jump right into duplicate bridge. In this case then, you’ll be using duplicate boards and bidding boxes. If, however, you begin by playing bridge in the home, you won’t need any more equipment than what I’ve already described.




  Duplicate Boards
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        Duplicate boards are metal or plastic devices used to keep the individual hands in a deal separate.


      




      	

        Each board has four slots, each able to hold 13 cards and marked with North, South, East, and West.


      




      	

        During the play, the players keep their cards in front of them. At the end, they return their 13 cards to the slot in front of them.


      




      	

        The board is then passed to another table to play.


      


    


  




  

    ZOOM


  




  

    The amount of extraneous paraphernalia that comes with the game is astounding. Some items, such as no-slip tablecloths, are more useful than others. But there are also trump indicators, cup holders, purse holders, card holders, and shuffling machines. And I won’t even get into the dinnerware, glassware, jewelry, and clothing accessories.


  




  Bidding Boxes
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        Bidding boxes are generally small plastic boxes that hold every single legal bridge bid.


      




      	

        The players use these boxes so that the bids are visual rather than verbal.


      




      	

        Bidding boxes were developed to remove the effect of voice inflection from bidding, but most players have come to appreciate the advantages of seeing the bidding, rather than just hearing it.


      


    


  




  DEAL OUT THE DECK




  It’s best to learn as you go, so deal the cards and jump right in




  To start a bridge game, one entire deck is dealt out to the four players. There are 52 cards in the deck, so that means that each player gets 13 cards. For now, we’ll say that the object of the game is to use your set of 13 cards in the most productive way possible.




  So let’s jump in. Players each look at their own hand, but they must keep it hidden from the other three players. As soon as you get your cards, you should sort them into suits.




  Sorting Your Hand
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        Most players find it helpful to sort numerically within the suit.


      




      	

        Many people seem to prefer to alternate red and black in order to visually keep the suits separate.


      




      	

        Others prefer to sort the suits in order of the suits rankings: spades, hearts, diamonds, clubs.


      


    


  




  Each hand begins with bidding—also called the auction—which is a method of describing your hand to your partner while competing with your opponents to choose the trump suit. (For those of you who haven’t played a card game with a trump suit, it will be explained shortly.)




  In an actual auction, bidders have a sense of how much money they want to spend on an item, which tells them how high they should bid. In a bridge auction, you don’t have money, but you use the value of the cards in your hand to give yourself some idea of how high you should go in the bidding. Most people use a 4 point evaluation system: 4 points for an ace, 3 points for a king, 2 points for a queen, and 1 point for a jack. These are usually referred to as “high card points.” These points have absolutely nothing to do with scoring. They are purely a way to evaluate the strength of your hand.




  Counting Your Points
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        Let’s count the points in this hand.


      




      	

        There is one ace. That’s 4 points.


      




      	

        Add that to two kings, each worth 3 points: 4+3+3.


      




      	

        Now add the one jack: 4+3+3+1. This hand is valued at 11 points.


      


    


  




  Now that you know “how much money you can spend,” you’re ready to bid. It seems simple, right? It’s not. Bridge has specific rules that govern what you can say and when you can say it. It’s almost like learning another language. Learning to communicate this way will take up the bulk of the book.




  Looking at the Suits
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        Once you know your point count, you now want to identify your best suit. In this hand, hearts are your best suit.


      




      	

        The reason you need to do this is that one suit will become the all-powerful “trump” suit, and the more trump that you have, the more successful you will be.


      




      	

        So, the bidding not only describes the value of your hand, but it also tells your partner what your best suit is.


      


    


  




  The Four Ds
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        Finally, someone will have “won” the auction.


      




      	

        That person is called “the declarer.” Now it’s time to play the hand out.


      




      	

        The partner of the declarer, the player opposite the declarer, is called the “the dummy.” After the lead, she puts all her cards on the table for everyone to see.


      




      	

        The other two players are “the defenders.”


      


    


  




  PLAYING OUT THE HAND




  All 52 cards get played one by one




  Once the auction is over, the hand must be played out. The person to the left of the declarer puts out a card face up. This is called the lead. The lead may be any card at all. In other words, there are no rule-based restrictions, although there are certainly some strategies that you’ll want to learn. Those I’ll get into later.




  The next player is the dummy. He puts all his cards on the table for all to see. The dummy is not allowed to play any card in this hand. All decisions about the dummy’s hand must come from the declarer. If it’s just a social game of bridge, some dummies will use the opportunity to leave the table for a few minutes.




  The Lead
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        This player is on lead. The person to her right just won the auction, and spades have been declared the trump suit.


      




      	

        This player isn’t sure what to lead. Her partner didn’t bid. She settles on the 4 of hearts.


      




      	

        She pulls it out of her hand and places it face up on the table.


      


    


  




  So, now it’s up to the declarer’s dummy hand. He must “follow suit,” which means playing a card in the same suit. Then the third player plays a card, and finally the declarer plays a card. Each player contributes 1 card in that suit. This is called a “trick.” The player who owned the highest card in that suit is the winner of the trick. He collects the 4 cards and places them in front of him. He then leads to the next trick.




  The Dummy
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        After the lead, the dummy puts all her cards on the table for the other three players to see.


      




      	

        The cards should be lined up in columns, in descending order, except the trump suit should always be on the declarer’s left. The cards should be facing the declarer.


      




      	

        Once the dummy puts her hand down, her job is done for that round.


      


    


  




  Play continues in this manner until all 13 tricks have been taken. The game is scored, and you move on to the next deal.




  The First Trick
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        The declarer gets to play both her hand and the dummy’s hand, but she doesn’t get to pick and choose where the cards come from. It must be a clockwise progression.


      




      	

        Because hearts have been led, the declarer must now choose a heart from the dummy. She can choose the ace or the 2.


      




      	

        She chooses the 2 from the dummy after looking at her hand. She knows she’s going to have to play the king.


      


    


  




  

    ZOOM


  




  

    People collect their tricks in all sorts of different ways. Some alternate vertical and horizontal, some put them on a diagonal, some keep them all in the same direction, but layered so that they can be counted, and some players just make a mess of things. No matter what you choose, however, you just need to make sure you can count the individual tricks.


  




  Continuing the Play
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        Now this hand is halfway done.


      




      	

        Notice that there are five tricks in front of the declarer and two tricks in front of one of the defenders.


      




      	

        One defender collects all the tricks for the partnership so that they’re kept together.


      




      	

        They continue until all 13 cards have been played.


      


    


  




  TRUMP




  Trump is the all-powerful suit, and you want to be the one to choose it




  Bridge is a game with a trump suit. The trump suit is a suit that is considered more powerful than the other suits. Many card games use this concept of trump. In the game of Spades, for instance, the spade suit is always the trump suit. In most games, however, the trump suit changes with each deal, either chosen randomly or chosen by a player.




  Trumping In
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        Assume that this is your hand. You are the fourth person to play a card in this trick.


      




      	

        The 3 of hearts was led by your left hand opponent (LHO). Your partner played the queen, and your right hand opponent’s (RHO) king covered it.


      




      	

        You have no hearts to play. Clubs are trump. You have played the 2 of clubs to win the trick.


      


    


  




  In bridge, the trump suit is chosen by a player. During the bidding, the player not only describes the strength of his hand, but he also gives an indication of which suit he hopes will be the trump suit. The partnership tries to pick the suit that together gives them the most trump.




  As I mentioned earlier, a player must follow suit throughout the trick. If the first card of the trick is a heart, for example, everyone must play a heart. But what happens if you don’t have a heart?




  Discard Instead of Trumping
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        This time your partner is winning the trick with the queen of hearts.


      




      	

        You don’t have any hearts, but you don’t want to play a trump here, because your partnership has already won.


      




      	

        In this case you want to throw off the 3 of spades.


      




      	

        Even if you’d thrown the king of spades, your partner would still be winning with the queen of hearts.


      


    


  




  If you don’t have the suit that is led, you may choose a card from any of the other three suits. If you choose a card from the trump suit, it will beat the rest of the cards in the trick, no matter what the number of the trump card (unless someone else is also out of that suit in which case the highest trump wins the trick). If clubs are trump, even the 2 of clubs will beat any other card in any other suit.




  Overtrump
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        Again, let’s use your same hand.


      




      	

        The 6 of hearts was led, and your partner covered with the queen of hearts. Your RHO has a different hand, with no hearts. So she trumped your partner’s card with the 8 of clubs.


      




      	

        In this case, you can’t trump in with the 2 of clubs any more. You choose the 9 of clubs to win the trick.


      


    


  




  You aren’t required to play trump. If your partner has played the highest card in the trick, and you don’t have a card in that suit, you may throw off a card in another suit. In this case a card in another suit has no value whatsoever, no matter what its number. Unless it’s a card from the trump suit, it cannot take the trick.




  Pulling Trump
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        If you know you and your partner have a lot more trump than the opponents, then most of the time a good strategy would be to lead a trump.


      




      	

        This is called “pulling trump,” and it’s usually done by the declarer.


      




      	

        By taking the opponents’ trump you reduce the possibility of them trumping in on the remaining tricks.


      


    


  




  BIDDING RULES




  Follow the strict bidding guidelines to get to the right bid




  Now that you understand what a trick is and what the trump suit is, and you have a sense of how a hand is played out, let’s talk about the rules for the bidding.




  When you bid, you are only allowed to choose from a word bank of 15 words. The 15 words are pass, one, two, three, four, five, six, seven, clubs, diamonds, hearts, spades, double, redouble, and “no trump.” (The phrase “no trump” could technically bring it to 16 words, but since you can’t say one of them without the other, then we might as well keep it at 15.)




  

    The Ranking of the Suits




    ♠  Spades




    ♥  Hearts




    ◆  Diamonds




    ♣  Clubs


  




  The auction begins with the dealer. The dealer analyzes his hand and decides whether or not he’s interested in entering the auction based on the number of points in his hand. If he’s not interested, he says “pass” and the bid moves clockwise to the next player. That person may either bid or pass.




  The Book
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        In the game of bridge, they expect you to only enter the bidding if you think you can take more than half the tricks.


      




      	

        These first 6 tricks are called “the book.”


      




      	

        This is what you have to take before you can start counting the tricks you got.


      




      	

        So the “1” in the “1 heart” bid means “1 over book” or 7 tricks. You can’t bid anything lower than 7 tricks.


      


    


  




  Eventually someone will be interested in bidding. Let’s say the third player has 13 high card points and a 6-card heart suit. He will say 1 heart. The “1” in this bid refers to the number of tricks he expects to take—more on that later—and the “heart” part of the bid indicates the suit that the bidder would prefer as the trump suit.




  Now it’s the next player’s turn. He may pass or bid. If he wants to bid, he must bid higher than the previous bid. He can beat the previous bid by raising the number or bidding a higher suit, because the suits are ranked. Clubs are the lowest, followed by diamonds, then hearts, then spades.




  A 1 Heart Bid
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        The player holding this hand would bid 1 ♥.


      




      	

        Hearts is the best suit in this hand, and the bid starts at the lowest level—1—meaning 7 tricks.


      




      	

        Here’s the translation of 1 ♥ in English: “Partner, I’m comfortable saying that we can take 7 tricks if hearts are the trump suit.”


      


    


  




  An easy way to remember the order of the suits is to realize that it’s alphabetical, starting with the lowest ranked suit.




  The Next Bid
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        The player with this hand is next clockwise around the table.


      




      	

        If this player wants to bid, he will have to beat the 1 ♥ bid.


      




      	

        He has two good suits. He could say 1 ♠, which beats the previous bid with a higher ranking suit. Or he could say 2 ♣, which beats the bid with more tricks.


      




      	

        He may not say 1 ♣.


      


    


  




  THE BIDDING CONTINUES




  Players bid on, going higher and higher until there’s a winner




  If we build on the bidding we just described, the bids so far have been 1 ♥ and then 1 ♠. Bidding continues clockwise around the table, and it’s now the partner of the 1 ♥ bidder who makes the next bid.




  Because bridge is a partnership game, this person has more to think about than just what cards are in his hand. He has to think about what his partner has said as well. Remember that we translated the 1 ♥ bid into “I think we can make 7 tricks if hearts are trump.” We can add a sentence to that now. It really means “I think we can make 7 tricks if hearts are trump, so how do you feel about hearts, partner?”




  Using the Bidding Box
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        Most casual bridge is bid verbally, with the players saying their bids out loud.


      




      	

        At the higher levels of bridge, or in any duplicate bridge game, bidding boxes are used.


      




      	

        This is what our bidding would look like if we had been using bidding boxes.


      


    


  




  So the player looks at his hand. If his partner hadn’t asked that question, he might have bid something different, but he first wants to take a look at his hearts. In other words, in polite conversation you really should answer a question before posing one of your own. He does like hearts, so he says 2 ♥, which beats the previous 1 ♠ bid.




  Bidding High Up
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        In this auction, the opponents weren’t bidding at all.


      




      	

        The auction went 1 ♥ by the opener and then the partner went all the way to 4 ♥.


      




      	

        This is where it differs from a regular auction where you want to get the cheapest bid possible.


      




      	

        In bridge you are rewarded for bidding higher, even without competition.


      


    


  




  The fourth and final player at the table now gets to bid. He has a terrible hand. He just says pass.




  Bidding continues until there are three passes in a row. Once this happens, the last bid before the three passes is the winner of the auction. The suit he declared on that bid is the trump suit, and he’s required to get a certain number of tricks.




  Competitive Bidding




  

    [image: The declarer]




    

      	

        This auction had lots of bidding.


      




      	

        The last bid before the three passes was 5 ◆. So diamonds are trump, and that partnership has committed to taking 11 of the 13 tricks (the book of 6 plus the 5 that was bid).


      




      	

        The declarer is the player who “declared” the diamonds first, not the one who ended up with the last bid.


      


    


  




  Three passes usually mean the auction is over, but if the first three bids are pass without the fourth player ever getting a chance to bid, he’s allowed to bid. As soon as one player bids, however, then it’s three passes and the auction is over.




  

    Bidding Box Tips




    

      	

        Put your thumb on the bid you want and pull it out with all the other cards behind it.


      




      	

        Place the bid facing your partner.


      




      	

        Begin your bids on the left and work right.


      




      	

        Make sure all of the bids are showing.


      


    


  




  




  SCORING BASICS




  All bridge scoring methods have a few things in common




  There are actually several different ways to play bridge, depending on how many players you have and what type of scoring you use. The bidding and the playing rules are all the same, but it’s really the scoring that makes all the difference.




  In its earliest days, bridge had one way of scoring. That type is known as contract bridge, auction bridge, or most commonly, rubber bridge.




  Scoring Your Tricks
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        Now you have to score. Refer back to the auction. How many tricks did you say you’d take?


      




      	

        Let’s say you bid 2 ♠—meaning the 6 tricks for book, plus 2 more—in other words, 8 tricks.


      




      	

        If you won 8 tricks, you get the score. If you only got 7, the defenders get the score.


      




      	

        Only one pair gets the score on each hand.


      


    


  




  At the same time as the game was exploding in popularity, it was also gathering a following of players who wanted to remove the influence of the “luck of the cards.” Because the game is such an intellectual challenge, it was very frustrating to lose—not because of poor playing or bidding, but merely because you weren’t dealt good cards that day. Duplicate bridge—and a new way to score—was born.




  The Majors
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        As you know, the suits are ranked. Spades and hearts are the two higher ranked suits. These are called the majors.


      




      	

        If you choose a major for trump, you get 30 points per trick.


      




      	

        The tricks in the “book” do not count toward scoring.


      




      	

        So if you bid 2 ♠ and make 2 ♠, you get 60 points. 2×30 = 60.


      


    


  




  Duplicate required at least two tables, though, so players who liked that scoring but only had one table used something called Chicago scoring.




  And finally, for those players who are interested in a purely social game but end up with more than four players, a version called social bridge evolved.




  Despite all these different ways of scoring the game, there are some things about the scoring that all types have in common: Only one pair at a time can score, the majors are worth 30 points a trick, the minors are worth 20 points a trick, and no trump is 40 for the first trick and 30 for every subsequent trick.




  The Minors
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        Clubs and diamonds are referred to as the minors.


      




      	

        If you choose a minor to be trump, you get 20 points per trick.


      




      	

        If you bid 2 ◆ and make 2 ◆, you get 40 points. 2×20 = 40.


      




      	

        If you bid 2 ◆, but make 4 over book (10 tricks), then you also get to count the 40 points for the 2 overtricks.


      


    


  




  Duplicate scoring was further honed to include scoring and games with names such as IMPS, Victory Points, Board-a-Match, Knockouts, and Swiss Teams.




  No Trump
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        Sometimes a pair is going to choose to play without a trump suit (more on that later).


      




      	

        If a pair plays in no trump (NT) then it’s 40 points for the first trick over book and 30 points for every subsequent trick.


      




      	

        If you bid 3NT and make 3NT then it’s 40+30+30 = 100.


      


    


  




  GETTING TO GAME




  After you score points for each trick, what happens?




  Understanding the scoring is vital to understanding the bidding. Take some time to really grasp the scoring part of the game, because otherwise you may not comprehend why some bids are better than others.




  So here’s a little summary of your scoring knowledge so far:




  1. You know you get 20, 30, or 40 points for a trick, depending on what you bid.




  2. You know that the tricks taken for the book do not count toward the score.




  3. You also know that if you underbid, you still get the points for the tricks that you take that are over what you bid.




  4. And finally, you know that if you don’t make your bid, the defenders will get the points.




  Scoring Affects Bidding
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        In this hand, you have five clubs and five spades.


      




      	

        Because you know that minors are only worth 20 points, and majors are worth 30 points, you know it’s better to bid the spades even though the jack is your highest spade.


      




      	

        You’ll still win some tricks with the high clubs, but this way you’ll get 30 points per trick, not just 20 points per trick.


      


    


  




  So now you’re probably assuming that players only bid as high as they need to in order to win the bid, just as you would in a regular auction. This would be a good assumption if the game of bridge didn’t throw in another wrinkle—getting to game.




  Bidding to Game




  

    [image: image]




    

      	

        Bidding 4 of a major gets you to game, because 4×30 = 120, which is over 100. You have to take 10 of the 13 tricks.


      




      	

        Bidding 5 of a minor gets you to game, because 5×20 = 100, which is the goal. You have to take 11 tricks.


      




      	

        Bidding 3 of no trump is game, because 40+30+30 = 100. You have to take 9 tricks.


      


    


  




  In bridge, you get rewarded if you reach 100 points as a declarer. The actual reward differs depending on which type of bridge you’re playing, but in each type, the reward is significant and the goal of 100 points is the same. This is referred to as “bidding game” or “getting to game.”




  So if you bid 2 ♥, you get 60 points (2×30). However, if you bid 4 ♥, you get 120, which is over 100 and therefore you reached game. Now you get the big reward.




  Getting Set
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        If you don’t reach your contract, it’s called “getting set.”


      




      	

        In this case, the defenders get the points. Only one pair gets points on a hand.


      




      	

        The defenders don’t get points for their tricks. They get points for the tricks you didn’t get but said you would in the auction.


      




      	

        If you bid 4 ♥ (10 tricks), and make only 3 (9 tricks), the defenders get points for 1 trick. You don’t get any credit for the 9 tricks you did get.


      


    


  




  So the question you probably have now is what if you bid 2 ♥ and make 4 ♥? In that case, you get 2×30 = 60 (your bid). It’s not over 100. You don’t get your reward. However, you still get to keep the extra 60 points for the two extra tricks. If you don’t bid game than you don’t get the reward even if you make game.




  Defender Scoring
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        The defenders get 50 points—no matter which suit is trump—for each trick that the declarer is short in their contract.


      




      	

        If the declarer bid 4 ♥, but made only 3, he is short 1 trick. The defenders get 50 points. If he was short by 3, the defenders get 150 points.


      




      	

        Defenders cannot “get to game” so getting over 100 points doesn’t give them anything extra.


      


    


  




  RUBBER BRIDGE




  Bridge the way tt was originally intended




  Rubber bridge is the original way that bridge was scored. At its most basic level, the score sheet features two columns, with a line across the middle. More complicated rubber bridge score sheets could include several columns at once, places for the names of the players, or scoring cheat sheets.




  In rubber bridge, the object of the game is to have amassed more points than your opponents at the end of the rubber. The rubber is over after one side makes two games.




  Partial Game with Overtrick
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        In the first deal, the Team 1 partnership bid 3 ♥, but made 4.


      




      	

        They multiply their bid (3) times the value of a major (30 points a trick), to come up with 90 points. This goes below the line.


      




      	

        However, once they played, they were able to make one more trick than they bid. This goes above the line.


      




      	

        The defenders get nothing.
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