Cardiff Bridge Tutors Hand Replay
A short guide to bidding and playing a hand
Cardiff Bridge Tutors · Lisvane Improvers
The page walks you through one board at a time in four steps. The step bar across the top — 1 Deal, 2 Bid, 3 Target, 4 Play — shows where you are, and Back and Next move you between steps. Work left to right the first few times; once you know your way around you can jump straight to any step.
Nothing you load ever leaves your machine. PBN files are read by the page in your own browser.
Step 1 — Deal
This week's boards are already loaded when the page opens.
1. Play this week's boards opens Board 1 and takes you straight to the bidding.
1. Generate hand deals a fresh random 52-card hand instead — useful for practice between club nights.
1. Boards lets you pick any board from the drop-down, or step through them with the arrow buttons. You can also load your own .pbn file or a whole folder of them.
1. Current deal / PBN opens a panel showing the deal in PBN notation, with Copy PBN if you want to paste it elsewhere.
Step 2 — Bid
Only the hand whose turn it is to call is shown. You cannot see the other three, and the answer stays hidden — exactly as at the table.
1. Check Dealer and To bid at the top of the panel.
1. Look at the hand displayed, then choose your call from the buttons: pick a level (1–7) and a strain (♣ ♦ ♥ ♠ NT), or press Pass, Dbl or Rdbl.
1. The auction fills in as you go. Illegal calls are simply not offered.
1. Repeat for each seat in turn until three passes end the auction.
Undo bid takes back the last call. Clear auction starts the bidding over from the dealer.
When the auction is complete, the button What contract should I find? appears. Press it when you are ready to see how you did.
Step 3 — Target
This is the teaching step. It shows the contract the cards will actually support, alongside the one you bid.
1. The makeable table gives the number of tricks available to each declarer in each strain.
1. Suggested contracts appear as chips you can click to load one straight into the play step.
1. Your auction is compared with the target so you can see where the bidding went astray.
Where a PBN file carries Bridgewebs double-dummy data, the answer appears instantly. Otherwise the page works it out for itself — press Check all contracts, or Check selected contract for a single one. Stop halts a long calculation.
Revealing the target does not change your contract. The declarer and contract from your auction are carried through to the play step. Only if the hand was passed out, or you never bid it, does the page fall back to its own suggestion.
Step 4 — Play
All four hands are now visible, and you play the cards for everyone — both defenders and declarer.
Starting
The opening leader is highlighted in green. Click any card in that hand to lead and the deal begins. You do not have to press anything first. If you prefer, Start play in the Choose / play contract panel does the same thing.
To replay the board in a different contract, set the Declarer, Level and Strain in that panel before you start.
Playing the cards
Play runs clockwise. Click a card and it goes to the centre of the table. Only legal cards can be played — if you must follow suit, the rest of the hand is greyed out.
After the fourth card, the winner is announced and the trick sits on the table so you can study it. Press Next trick to gather it up; the winner then leads to the next one.
Undo takes back one card at a time, as far as the opening lead. Reset clears the play and returns the cards to the four hands.
Reading the table
1. The contract and the running score sit at the top of the green felt.
1. NS tricks and EW tricks count the tricks won by each side.
1. The status line tells you whose turn it is, who won the trick, and — at the end — whether the contract made, by how many overtricks, or how far it went down.
1. Each hand is labelled with its role for this deal: LHO · lead, Dummy, RHO, Declarer.
Using the app on a phone
The four hands cannot sit around a table on a narrow screen, so they stack in a column instead — and they stack in the order the cards are played:
LHO (who leads)  →  Dummy  →  RHO  →  Declarer
1. The green felt stays pinned to the top of the screen, so you can always see the current trick, the status line and the Next trick button, whichever hand you have scrolled to.
1. After each card is played, the next hand to play slides up to sit directly under the felt. You should not need to scroll during a trick.
1. When the fourth card lands, the view returns to the top of the board so you can see the completed trick in full before pressing Next trick.
On a tablet or computer the hands stay in the usual compass positions, with North at the top and the table in the middle.
Quick reference
	Control
	What it does

	Play this week's boards
	Open Board 1 and go straight to bidding

	Generate hand
	Deal a fresh random hand

	Undo bid / Clear auction
	Take back the last call, or restart the auction

	What contract should I find?
	Reveal the target contract once the auction is complete

	Check all contracts
	Work out the makeable tricks for every declarer and strain

	Check selected contract
	Work out just the contract currently chosen

	Start play
	Begin play (or simply click a card in the lead hand)

	Next trick
	Gather the completed trick; the winner leads on

	Undo
	Take back one card

	Reset
	Clear the play and restore all four hands

	Back / Next
	Move between the four steps



Deal, bid, reveal, play. If you only remember one thing: bid the hand honestly before you press What contract should I find? — the value of the exercise lies in the gap between the two.
