THE MECHANICS AND RULES OF BRIDGE – HOW THE GAME IS PLAYED
This section will help to dispel any doubts you might have about the rules or details when playing bridge.


Bridge is a game for four players, playing in two partnerships. It represents a head-to-head battle – your side against their side. Partners sit opposite each other. Partnerships are chosen by agreement or by lot. The most common method is for each player to choose the two highest cards as one partnership against the players selecting the two lowest cards. After a rubber has been completed, new partnerships are selected.

The bridge pack

A regular pack of 52 cards is used and there are no jokers and no cards of any exceptional rank or function.


There are four suits:

(  )SPADES  (  )HEARTS  (  )DIAMONDS  (  )CLUBS


Each suit consists of thirteen cards which in order of rank are: A, K, Q, J, 10, 9, 8, 7, 6, 5, 4, 3, 2. An ace beats a king, a king beats a queen, a queen beats a jack, a jack beats a ten and so on. The top five cards in each suit, namely A, K, Q, J and 10, are known as the honor cards or honors.


The suits also have a ranking order: CLUBS(  ) is the lowest suit, then come DIAMONDS(  ) and HEARTS(  ) to the highest ranking suit, SPADES(  ). NO-TRUMPS ranks higher than any suit. The order of the suits – C, D, H, S, - is no accident. They are in alphabetical order.


When selecting partnerships, if two cards of the same rank are chosen(e.g. two eights) and the tie needs to be broken, it is decided by suit order ( e.g. the D8 would outrank the C8).
Dealing
The person who drew the highest card is the dealer on the first hand and has the right to choose seats and the pack of cards with which to deal. The next dealer will be the person on the left of the previous dealer and so on, in clockwise rotation.


The cards are shuffled by the person on the dealer’s left. The dealer passes the pack across the table to the person on the dealer’s right to be cut. The dealer than deals the cards, one at a time, face down, in clockwise direction, starting with the player on the left, until all 52 cards are dealt, 13 each.


It is courteous to leave your cards face down until the dealer has finished dealing. A misdeal may be corrected if the players have not seen the cards. While the dealer is dealing, the partner of the dealer is shuffling the other pack in preparation for the next deal. Two packs are used in order to speed up the game. After the shuffling is finished the cards are put down on the shuffler’s right, ready for the next dealer to pick up.

The start of play

When you pick up your 13 cards, you sort them into suits. It is normal to separate the red suits and black suits so that you can easily see where one suit ends and the next suit begins.


The bidding starts with the dealer. After the bidding is over, the side that has bid higher wins the right to play the hand. One member of this side, called the declarer, plays the hand while the opponents defend the hand. The person on the left of the declarer makes the opening lead. The partner of the declarer, called the dummy, now puts all thirteen cards face up on the table and arranged in suits. The dummy takes no further part in the play, declarer playing both hands. Each player can see 26 cards, the 13 in hand plus the 13 in dummy.


Declarer plays one of the cards from dummy, then the third player plays a card and so does declarer. The four cards now face up on the table are called a trick. A trick always consists of four cards played in clockwise sequence, one from each hand.


Each deal in bridge is a battle over thirteen tricks, declarer trying to win as many as nominated in the bidding, while the defenders try to win enough tricks to defeat declarer. A trick is won by the highest card played. The player who wins the trick gathers the four cards together, puts them face down neatly and then leads to the next trick, and so on until all thirteen tricks have been played. ( In tournament bridge, called ‘duplicate’, the cards are not gathered together. Each player keeps their own cards in front of them. )

Following suit

The player who plays the highest ranking cards of the suit led wins the trick. What if two or more cards of the same rank are played to one trick, who wins then? The basic rule of play is : YOU MUST FOLLOW SUIT, i.e. you must play a card of the same suit led. If hearts are led, then you must play a heart if you have one and the trick is won by the highest heart played. So that if the two of hearts is led, and the other cards on the trick are the ten of hearts, the queen of spades and the ace of clubs, the trick is won by the ten of hearts. If you are unable to follow suit, you may play any other card at all, but remember it is the highest card of the first suit which wins. If the king of spades is led, it will do you no good to play the ace of clubs – only the ace of spades beats the king of spades.

Trumps

There is one exception to this. Where one of the four suits is, in the bidding, made the trump suit, then any card in the trump suit is higher than any card, even an ace, in one of the other suit. So if hearts are trumps, the two of hearts would beat the ace of clubs even when the clubs are led. But, first and foremost, you must follow suit. Only when you are out of a suit can you beat a high card of another suit with a trump.


If you are unable to follow suit, you are allowed to trump, but it is not obligatory. You may choose to discard and if, for example, partner has already won the trick, it may be foolish to trump partner’s winner.


A winner that does not contain a trump is won by the highest card in the suit led. A trick that contains a trump is won by the highest trump in the trick. If you fail to follow suit when able to do so, you have ‘revoked’ ( or ‘reneged’). The penalty for a revoke is to transfer one or two tricks to the other side, one trick if you do not win the revoking trick, two tricks if you do win the revoking trick.

The Bidding

The play is preceded by the bidding, also called ‘auction’. Just as in an auction an item goes to the highest bidder, so in the bridge auction each side tries to outbid the other for the right to be declarer and play the hand.


The dealer makes the first bid, then the player on dealer’s left and so on in clockwise rotation. Each player may pass (say ‘No Bid’) or make a bid. A player who has previously passed may still make a bid later in the auction. A bid consists of a number ( 1, 2, 3, 4, 5, 6 or 7) followed by a suit or no-trumps, e.g. three hearts, two spades, four no-trumps, seven diamonds. ‘No-Trumps’ means that there is to be no trump suit on the deal.


Whenever a bid is made, the bidder is stating the number of tricks above six intended to be won in the play. The minimum number of tricks that you may contract for is seven. A bid of 1 Club contracts to make seven tricks with clubs as trumps. The number in the bid is the number of tricks to be won over and above six tricks. (Six tricks is not even halfway and you have to bid for more than half the tricks.) The final bid is the ‘contract’.


If all players pass without a bid on the first round, there is no play, there is no score, the cards are thrown in and the next dealer deals a new hand. When a player makes a bid on the first round, the auction has started and will be won by the side that bids higher. The auction continues, with each player making a bid or passing, and concludes as soon as a bid is followed by three passes. The side that bids higher sets the trump suit (or no-trumps) and the number of tricks to be won in the play: this is set by the final bid and the member of the side who first bid the trump suit ( or no-trumps) becomes the declarer.


After a bid, any player in turn may make a higher bid. A bid is higher than a previous bid if it is a larger number than the previous bid, or the same number but in a higher ranking denomination. The order of ranking is:









NO-TRUMPS









SPADES









HEARTS









DIAMONDS









CLUBS

A bid of 1 Heart is higher than a bid of 1 Club. If you want to bid clubs and the previous bid was 2 Spades, you would have to bid 3 Clubs. 2 Clubs would not be higher than 2 Spades.
