Game and rubber

A rubber of bridge is over when one side wins two games. A game is won by scoring 100 or more points when declarer.


It is vital to understand how the game is scored, for this affects both the bidding and the play. Your aim is to score more points than the opposition. You may score points: (1) by bidding and making a contract as declarer (2) by defeating the opponents at their contract (3) by earning bonus points.


Some points are written above the line, some below the line on the scoresheet. When adding up the totals, all points count equally, but points below the line are especially valable, since these are the only points that count towards game. Only the declarer side can score points for game. That is the incentive for bidding higher than the opponents. You score points below the line by bidding and making a contract, according to this table:

NO-TRUMPS


40 points for the first trick (over six), 30 for each subsequent trick.


(NT)

(  )
SPADES


30 points for each trick (over six), in the major suits.

(  )
HEARTS

(  )
DIAMONDS

20 points for each trick (over six), in the minor suits.

(  )
CLUBS


Since game is 100 points or more, it takes a bid of 5 Clubs or 5 Diamonds to make game in the minors, while a bid of 4 Hearts or 4 Spades or more will score game in the majors. In no-trumps, it takes a bid of only 3NT to score a game.


The declaring side gets credit for the tricks it has taken, but only for the tricks bid and then taken. So if 4H is bid, and declarer makes 9 tricks, declarer does not get credit for 9 tricks but suffers a penalty for failing, by one trick, to make the contract.

Thus accuracy in bidding distinguishes contract bridge from auction bridge ( where you are given credit for what you make, even if you did not bid it ) and becomes the single most important element in the game’s winning strategy.


If declarer makes more tricks than the contract calls for, the extra tricks (‘overtricks’) are not lost, but are scored as bonuses above the line – they do not count towards the game.


Only points scored by winning the actual number of tricks of the contract are written below the line and only points below the line count towards winning games and the rubber.

A score below the line of less than 100 is called a part-score. You may combine two or more part-scores to score the 100 points for game. You cannot carry forward any points over and above 100 to the next game. After one side scores a game, a line is drawn across both columns and both sides start again from zero towards the next game. So, if you have a part-score but the enemy score a game before you have been able to convert your part-score into a game, you have to start again from zero for the next game… they have underlined you.

Doubles and redoubles

In the bidding, any player may at his turn double a bid made by an opponent. Say ‘Double’. If there is no further bidding, the double increases the rewards for success and the penalties for failure. After a double, the other side may redouble (say ‘Redouble’), increasing the rewards and penalties further.


Any double or redouble is cancelled by a bid, but there may be further doubles and redoubles of later bids. 1S making 7 tricks scores 30 below the line, but 1S doubled and redoubled making 7 tricks scores 120 below the line (the game!), plus 50 bonus points for making a doubled contract (‘for the insult’).

Other scoring

It is important to get to know the scoring, but since there is a lot of it, you need not to learn it all at once. There is a complete scoring table on page 91 to which you can refer if in doubt. You should know the trick value of each suit and no-trumps as set out above, and you should also know some of the more common scores which go above the line, but the rest of the scoring can be learned gradually, as you play.


As soon as a side has scored a game they are said to be vulnerable and need only one more game to complete the rubber. Penalties are more severe for failing to make a contract when vulnerable than when not vulnerable.


When one side fails to make its contract, the other side scores points above the line as follows:


The declarer side is not vulnerable: 50 points per undertrick,


The declarer side is vulnerable: 100 points per undertrick.


If the final contract is doubled or redoubled, the penalties are more severe (see the scoring table, page 91). Note that penalties are the same no matter what the contract is. One down is 2H is the same score as one down in 7NT.


You may score bonus points for finishing the rubber. If you end the rubber, you score above the line:


700 points if the opponents are not vulnerable ( 2 games to 0 ).


500 points if the opponents are vulnerable ( 2 games to 1 ).


You score bonus points for making overtricks in a doubled or redoubled contract ( see scoring table ) and also for being lucky enough to hold good cards, for holding ‘honors’. The honor cards are the A, K, Q, J and 10. You score above the line:


150 points for all 5 trump honors in one hand.


100 points for any 4 of the 5 trump honors in one hand.


150 points for 4 aces in one hand, but only if the contract is NT.


The 100 or 150 bonus for honors is scored whether or not the contract is made. Honors may be held by declarer , dummy or either defender. In order not to tell the opposition what cards you hold, honors are usually claimed after the hand has been played. Honors are not part of the scoring when playing tournament bridge (‘duplicate’).


A contract of six ( 12 tricks ) is called a small slam and if you bid and make a small slam, you score above the line:


500 points if not vulnerable.


750 points if vulnerable.


A contract of seven ( 13 tricks ) is called a grand slam, and if you bid and make a grand slam, you score above the line:


1000 points if not vulnerable.


1500 points if vulnerable.


The score for the rubber is entered next to each player’s name on a tally card and the next rubber is then started, either with the same partnerships or by drawing again for new partners. Bridge may be played without stakes or with stakes. The amount of the stakes will be by agreement among the players. The stakes are usually stipulated at so much per hundred points, e.g. 10p per hundred or one pound per hundred and agreed before play commences.

The aim of the game

The aim in bridge is to score more points than the opponents. The central feature is the game. If the partnership hands can produce a game and game is not bid, a valuable score has been lost. Similarly, if the partnership hands can produce a slam but slam is not bid, again a valuable score has been lost.


If the opposition bid and make a game or a slam, while you could have bid higher than their contract, even though you would have been defeated in your contract, you would have been better off to bid higher if the penalty for defeat would have been less than the value of their contract. Rather accept a small loss ( a ‘sacrifice’ ) than let the opposition score a game or a slam.


You need not succeed in every game you bid. The rewards for finishing a rubber are so great that failing now and again is no tragedy and a failure rate in games of 1 in 4 is normal and expected. Suppose that you bid 3NT four times and fail on two occasions but succeed on two occasions. Your success rate is only 50% but you are some 700 points in front. The moral is : Do not fret if you do not make every contract you bid.

A comparison of two rubbers
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( B )
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A: (1) 5C, 12 tricks
(2) 3NT, 12 tricks
Total: 1010, (+10)

B: (1) 6C, 12 tricks
(2) 6Nt, 12 tricks
Total: 2260, (+23)


Note that the tricks taken were the same for each pair but Pair B won more than twice as much as Pair A because Pair B bid their slams and won 500 and 750 extra bonus points. If you fail to bid an available slam, you have missed a large bonus.

Bridge behaviour and ethics

Bridge has a code of laws which includes a section on the proprieties which deals with proper behaviour at the bridge table. Table talk (anything other than the legal bids) is not welcome in a serious game. In particular, it is the height of rudeness to criticise partner or the opponents. You should be on your best behaviour at the bridge table at all times and a friendly, cheerful disposition will make you a welcome addition to any game. Above all, bridge is meant to be fun.

RUBBER BRIDGE SCORING TABLE

	POINTS TOWARDS GAME UNDER THE LINE:

No-trumps – First trick above six………………………….
40



      Each additional trick………………………… 30

Spades or Hearts ( major suits )……………………………
30

Diamonds or Clubs ( minor suits )…………………………
20

Final contract doubled and made : Double above values

Final contract redoubled and made : Above values x 4


BONUS POINTS ABOVE THE LINE:

OVERTRICKS





  Not vul.



   Vul.
For each overtrick
Not doubled………
Trick value


Trick value





Doubled………………..100



   200





Redoubled……………...200



   400

SLAMS BID AND MADE:


 
  Not vul.



   Vul.
Small slam…………………………………....500



   750

Grand slam…………………………………...1000



  1500

FOR DEFEATING A CONTRACT :

Not doubled, each undertrick is 50 not vul., 100 vulnerable

Doubled but not vulnerable, 1st undertrick 100, others 200

Doubled and vulnerable, 1st undertrick 200, others 300

Redooubled: All undertricks score at twice the doubled rate

FOR MAKING A DOUBLED CONTRACT OR A REDOUBLED CONTRACT :

50 (‘for the insult’)

FOR HONORS :

Four trumps honors in one hand……………………………
100

Five trumps honors in one hand……………………………
150

Four aces in one hand if contract is NT…………………….
150
(Either side can score honors which are claimed at the conclusion of play).

FOR WINNING THE RUBBER :

For winning by two games to nil…………………………..
700

For winning by two games to one………………………….
500

For one game if rubber is unfinished……………………….
300

For partscore if rubber is unfinished………………………..
50

