
PLAYING IN A BBO ONLINE TOURNAMENT. 

 

1. Between registration and commencement of play** 

 

a. Please remain online. 

b. Should you lose connection, please reconnect as quickly as you can 

as described in the “How to Register” guide. 

c. If you are unable to rejoin, please call the Director of the day before 

the scheduled start time. 

d. Please keep an eye on your partner to ensure connection is 

maintained and advise the Director if there is a problem. 

e. Keep an eye on your chat box for announcements about play 

arrangements and other messages from the Tournament Director 

(TD). 

f. Watch the countdown clock. This will tell you how long it is before 

you get your first cards. This time may change. 

g. NOTE that if you or your partner are not online as the tournament 

begins you will both be excluded from the initial line up. Should this 

happen get back online as soon as you can notifying the Director. If 

it is possible you will both receive an invite which you must accept.  

h. Regrettably if more than one pair is incomplete at the start both 

pairs will be excluded from play 

 

2. After the Tournament starts. 

 

a. Check that all players are present at your table and notify TD 

immediately if not. TD will always use the username: CCBC2019. 

b. Introduce yourself and your partner to your opponents. 

c. Watch for a chat from TD notifying the availability of the table layout 

on your email. This will enable you to see who your opponents will be. 

d. Keep a copy of the BBO usernames to hand. This will give you the real 

names of all players. 

e. Watch the clock on the side of your screen. This will tell you how long 

you have until a move but remember that the move will happen as 



soon as the last card is played at the last table. This may well be 

earlier. 

f. Take time to congratulate or commiserate with your partner or 

opponents but be careful not to criticise. 

g. Advise TD promptly of any lost connection. TD will keep an eye on the 

situation at your table. The player will automatically reseat unless a 

sub has been put in place (see below). 

h. TD is likely to bring in a sub for any delays of longer than 3 minutes. 

This sub could be anybody or even a Robot. 

i. If you have been disconnected and get back online to find your seat 

occupied, notify TD who will arrange for you to return to your seat as 

soon as possible. 

j. The duration of each round will have been notified by TD and can be 

seen on the clock. If your table is unlikely to complete within the 

specified time, you must notify TD. TD has the ability to extend the 

round or take other measures.  

k. If the time expires and you are still playing, play will immediately 

cease. The system will award a score of 50%. This can be adjusted by 

TD but this will only happen in extreme cases. 

l. Moves will take place immediately the last table playing has played the 

last card if this happens within the specified time. In normal play this is 

quite likely. In the absence of problems players should expect and aim 

for an average of 7.5 minutes per board 

m. It is recommended that you exchange pleasantries with your 

opponents as soon as you finish the last board of the round.  

n. If you find that you are moved on before you can thank your 

opponents, you have the ability to use the Chat facility after the move. 

o. Throughout play you have the ability to chat to the whole Tournament 

and/or to TD. The former should be used sparingly. 

p. At the end of each round, you can see your running score. 

q. Some players like to see scores as they are going along and you can do 

this through the “History” facility. 

 

 

3. Bringing the Tournament to a conclusion. 

 

a. TD will notify all players when the last round commences. 



b. Your game will complete as soon as the last card is played at your 

table. You will not have time to chat. 

c. In light of this it is recommended that you exchange pleasantries 

before the last board. 

d. Scores will be available online as soon as the last table completes.  

e. Scores will be on the Club’s website shortly after this and there will 

be a congratulatory message from the website to announce this. 

 

4. Playing etiquette. 

a. Please allow undos where possible. However, when asking for an 

undo the player concerned must have made a genuine mistake. A 

change of mind does not justify an undo request. Undos during play 

may not always be granted particularly if cards have been played on 

the “undo” card. 

b. Your partner alerts your bids. We do not use the BBO self alert 

button. Please give a brief explanation, e.g. “majors” or Stayman, 

but be ready to answer questions if asked. 

c. If you have any basic system aside from Acol, perhaps 5 card 

majors. It is friendly to inform your opponents as they arrive at your 

table. You can prepare the text for this and use Chat Manager if you 

wish. 

d. The time allowed is a maximum not a guide as to how quickly you 

should play. In the absence of problems it is expected that boards 

will be played in about 7.5 minutes. 

 

 

5. Objective. Your objective should match that of the Club. We play 

bridge in “gently competitive spirit in a congenial and relaxing 

environment”.  

 

 

**PLEASE SEE ALSO GUIDANCE BELOW GIVEN ON 17TH MARCH FOR GREATER 

DETAIL: 

 



 

1. Sign up as usual in “Find a Partner”.  

  

2. The list will not close until registration opens on the day of play. 

 

3. If you have no partner you should add your name to the event on Find a Partner 

showing that you are looking for a partner. If none comes forward, you may 

register to play with a Robot. Note: by adding your name as looking for a partner 

you agree to play with any member. It follows that the ability to play with a robot 

is limited to only one player. 

 

  

4. Arrange with your partner which of you will register and fix a time to be online 

no later than 15 minutes before the start. 

  

5. Remain online and keep an eye on your partner in Friends to ensure no 

connection has been lost. 

  

6. Advise CCBC2019 immediately if a connection is lost and when it is regained. 

  

7. 5 minutes before start time the Director will unregister offline teams and inform 

all registered online players of this using the Chat facility. 

  

8. As soon as this message is received, check on your partner following steps 4 and 

5 if necessary. 

  

9. As start time gets near at, say, two minutes check again. The knowledge of the 

Director is only what you tell them. The Director can delay the start if necessary. 

  



10. If you are not included when play starts, advise the Director immediately. If the 

line up contains a sitout this needs to be filled as play has already started. In the 

absence of being advised within a minute or so of start time, the sitout will be 

filled with Robots. 

  

11. If there is a sitout and you have told the Director you have been missed out, the 

Director will try to get the seats back for you. Any invites from CCBC2019 must be 

accepted. 

  

12. Efforts will be made for a reasonable time to get you and your partner to the 

table after which the seat will be filled by the Director with a third party or a 

Robot. You may choose to withdraw or to play with the new person or Robot. 

  

13. If there was no sitout, any pair not together online at the start will be excluded. 

  

This may surprise some of you so, for those of you who are interested, the reasons for 

implementing the change are detailed further below but may be only for those who have 

an interest in the somewhat esoteric workings of BBO. You will see why we need you to 

help by keeping the Director informed and in so doing how you will help yourself. 

 Put simply the Director can only know who is offline if you tell him. This is why: 

 *As you register, the Director can see the entries on screen. However, these are not 

numbered and they are instantly re-ordered alphabetically. This means that the Director 

has to “find” new entrants. 

 *To make matters worse, if players register twice by going offline and returning, they 

appear twice or more on the Director’s list.  

 * The Director has the facility to “unregister offline pairs”. However, we have no means 

of knowing which pairs, if any, are unregistered. This is why we ask you to tell us if you 

“lose” your partner in the build up. We simply do not know. 

 * The Director can delay the start but will only do so if a pair who have signed up have 

not registered or, more importantly, if we are told of a problem. 



 * When we start the Director can then see the table plan. This is the first time the players 

are allocated seats. He cannot know from the plan whether all players are there. If the 

layout is complete, play will start with those included. 

 * If there is a half table, it will be shown as”Sit Out”. Again the Director does not know 

who is missing. A laborious check needs to be made but can be shortened and most 

easily rectified if the Director is informed. Steps can then be taken to get invites to the 

missing pair. 


