4 STEPS IN PLAYING A DEAL OF MINIBRIDGE

MiniBridge is a trick-taking, partnership
game played with a standard pack of
cards. See below about taking tricks.

1. Shuffle the cards and deal out 13
cards to each of the four players.
The players each sort their cards
into suits, in order (ace high) within
suits.

In MiniBridge the partnership with the stronger hands will
choose a trick target (contract) to aim for. The evaluation is
based on high card points.

HIGH CARD POINTS

used to assess potential

ACE 4 2. Each player adds up their high card point

KING 3 (HCP) score and announces it to the table.
QUEEN 2 The total should add to 40.

JACK 1

The pair with the highest total becomes the declaring side, the others the defenders.

3. The player in the declaring side with fewer HCP (dummy) tells
how many cards they have in each suit, and their partner, as
declarer, chooses the trump suit (if any) and trick target.

Declarer chooses any trick target, looking below at the HCP guide and the scoring
table, and being as ambitious as they dare.

IF DECLARER REACHES THEIR TARGET .....
HIGH TRUMPS NO-TRUMPS
CARD EXPECTED SCORE SCORE EXPECTED SCORE
POINTS TRICKS WITH &/ ¢ WITH v/aA TRICKS
21-22 7 70 80 7 90
23-24 8-9 90/110 110/140 8 120
25-26 10 130 420 9 400
27-31 i1l 400 450 10-11 430-460
32-35 12 920 980 12 990
36-40 13 1440 1510 13 1520
EXTRA TRICKS: score +30 per trick in ¥/&/NT, score +20 per trick in o/ ¢
FAILURES: defenders score +50 for every trick declarer is short




Thirteen tricks will now be played out; players play in clockwise order, and
the highest trump wins the trick, or the highest card of the suit led if none
of the trump suit has been played. Declarer controls the dummy hand.

4. The player to the left of declarer makes the first lead. Dummy
lays their hand on the table. Now all thirteen tricks are played,
with declarer telling dummy which card to play at their turn.
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{! OTHER USEFUL INFORMATION {4
TRICK TAKING
1. The first player puts their card face up on the table in front of

them.

2. All players do the same, in clockwise order. Players must
follow suit if they can.

3. The highest trump, or else the highest card of the suit led,
wins the trick. Once it is agreed which card has won the trick,
the cards are turned face-down.

4. The side winning the trick lay the cards vertically in front of WA ea
them; The side losing the trick lay the cards horizontally. we won the first two tricks

TRUMP SUITS

e Declarer can identify one suit as the boss suit = trump suit.

e The top trump played on any trick will win the trick.

e When a plain suit is led, and you have none, you can win by playing a trump.

e The highest trump card will always win the trick, even if lower than other cards
in the suit led; having more trumps than the opponents is important.

e Hearts and spades as trump suits score higher than clubs and diamonds.



