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Chapter 2 

Basic Bridge Skills 

In This Chapter 

>- What a trick is 

> How tricks are played 

> Who keeps track of the tricks, and how 

> What the lead is, and who leads 

> Following suit 

> Reneging and revoking 

> An introduction to Bridge terminology 

ery card game is different. In Poker, for example, the game is based on nerve. Each 

L
awper bets that he has the best or worst hand at the table. The game is grounded on 
wing and losing money. In Gin Rummy, each player tries to accumulate groups of 
awe or more cards of the same rank or a sequence of three or more cards in the same suit 
and be the first to meld all his cards. These games are both extremely simple to learn and 
ad And You can play either with virtually no introduction, and just a short explana-
tom You might not be good at them, but you can play them. 

Source Acknowledgment, H. Anthony Medley, The Complete Idiot's Guide to Bridge, 
Alpha Books, 1997
Adelaide U3A Beginners Bridge. Tutor: Dr Alex Pouw-Bray



Part 1 )1- Introduction to Bridge 

Bridge, however, has a reputation for being difficult to learn. While it is not as simple as 
Poker or Gin Rummy, its basic principles are extremely easy to comprehend. However, 
Bridge is like Poker and Gin Rummy in that knowing how to play and knowing how to 
play well are two entirely different things. 

I'm going to teach you the rules of Bridge, so that you will know how to play. Getting to 

the point of playing well will be entirely up to you. I warn you, however, that I am 

teaching you an addiction. Once you know how to play 

Bridge, you will be hooked. It's more fun than you can 

possibly imagine. 

The basics of Bridge are very simple. This chapter will 

explain to you what these basics are. When you're fin-

ished with this chapter and the next two, which are fairly 

short, you will be able to play the game. As you read 

subsequent chapters, you will get even better. By the time 

you finish the book, you should be able to sit down with 

your Bridge-playing friends without trepidation. 

Lingo 
The term lead 
means to play 
the first card 
played to a 
trick. So when 
someone asks, 

"Is it my lead?" he is asking if he 
is supposed to start the trick. If 

you tell someone, "It's your 
play," it means that someone 
has led the first card of the trick 
and it is his turn to play a card 

to It. 
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In Bridge, the 
person sitting 
on your left is 

-' referred to as 
your left-hand 
opponent and 

the acronym LHO is used to 
describe him. The person sitting 
on your right is referred to as 
your right-hand opponent and 
the acronym RHO is used to 
cicAttl2e Wm. These acronyms 
LHO and RHO, are used 
throughout this book. 

Tricks 
When you deal the cards and start to play, the entire 
concept of the game is predicting how many tricks you or 

your opponents can take. What's a trick? Well, it's not a 

prank. A trick is of the very essence of Bridge. If you play a 

cat, everyone else llays a cud% skaitglgt tke. 
person on your left and going clockwise. Each of you has 

played a card. That's a trick. Each person can only play 

one card to a trick. Each person must play in order, 

clockwise from the person who led. 

Each hand consists of 13 tricks. Why? Because each 

person starts with 13 cards. The hand is over when each 

person is out of cards, which should happen simulta-

neously. If it doesn't, something is dreadfully wrong. 

There may have been a misdeal, or perhaps two cards 
md v14,NM. One; If a determinatioi 

of what happened can be made, appropriate Bridge laws 
apply. Otherwise, the hand is voided and redealt, which 
what normally happens in Rubber Bridge. 



Chapter Z .).- Basic Bridge Skill. 

Playing Ricks 
The highest card played of the suit led wins the trick. So let's say, for instance, that you 
lead and you play the Two of Hearts. Let's say your LHO plays the Three of Hearts. Now 
it's your partner's turn. So let's say your partner plays the Eight of Hearts. That leaves 
your RHO, who is sitting to your partner's left, to play. And let's say he plays the Five of 
Hearts. 

Since your pair has played the highest card in the suit on this trick (your partner's Eight 
of Hearts), your pair wins the trick. But you no longer have the lead. Why? One of the 
rules of Bridge is that the person who plays the highest card in the suit (and who, thus, 
wins the trick) also wins the lead. So your partner, who won the trick with the Eight of 
Hearts, now gets to lead. 

And she can lead anything she wants. She can lead another Heart, or any other suit. If she 
leads the King of Spades and your RHO plays the Ace of Spades and you play the Seven of 
Spades and your LHO plays the Six of Spades, then your RHO has won the trick because 
the Ace is the strongest card in the suit. Since your RHO has won the trick, it is his lead. 

Keeping Track of Tricks 
The person who wins the trick takes all the cards played on that trick and places them in 
front of her, all four cards in a unit, so that they look like one card. One player from each 
team keeps all the tricks for that team. It doesn't matter which one does it. 

That's the gist of the game. It occurs 13 times each 
hand, since there are 13 tricks. When the last card 
has been played, you count the tricks you've taken, 
and the tricks your opponents have taken, and that's 
the result of the hand. If you've played correctly, the 
total should add up to 13. 

Two Rules on Tricks 
There are a couple of rules you should know. First, 

you must follow suit. That means that if someone 

leads a Heart, for instance, and you have a Heart, 

you must play it. You can't play a Spade or any other 

card from any other suit if you have a Heart when a 

Heart is led. This is called following suit. If you have 

a Heart but play a card from another suit instead of a 

Heart, you are said to have reneged or revoked, and 

there are penalties for that. 

-........ 

Tricks of the 
Trade 
When you win 
one trick, place 
all the cards 
sideways. Then 
when you win another trick, 
place that trick on top of the 
last trick you won, but slightly 
to the right of it, and at right 
angles to it. That way it's easy 
to differentiate one trick from 
another and to keep count of 
how many tricks your side has 
won. Keep doing this with each 
subsequent trick. 

',.......... 

) 
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*We will use a different method that will be
explained in lesson.



Part 1 It- Introduction to Bridge 

Although it can be more complicated, a revoke is established when someone has led to 
the next trick. The punishment for a revoke is normally that the revoking team is penal-
ized two tricks. For example, if the revoking team took eight tricks during the play of the 
hand, when the hand is completed it only gets credit for taking six tricks. 

If you revoke and you realize what you have done before someone leads to the next trick, 
you can bring your revoke to everyone's attention and withdraw it by playing a card from 
the suit led. The players who played to the trick after you are then given the right to 
withdraw the card they played to that trick and substitute a different card. 

Second, if you don't have a card from the suit led, you can 
play any card from any suit you like. This is called a 
discard. But that card is worthless as far as taking the trick 
is concerned. If your opponent leads the Two of Hearts 
and you don't have any Hearts, you can play the Ace of 
Spades if you like. But the Ace of Spades can't take the 
current trick. When a Heart is led, the Two of Hearts is 
more powerful than the Ace of Spades. 

Now you know how tricks are played, so stop and play 
some. Deal out some hands and play the tricks. It's better 
if you have three companions, so each of you can have a 
hand. But if you don't, you can do it open-handed. Just 
deal out four hands and play the tricks looking at each 
hand in turn. Do this until you're comfortable with the 
concept of tricks and how they're played. 

Tricks of the 
Trade 
Because an Ace 

may very well take a 
later trick, it would be 
better strategy to 

discard a low ranking 
card in a suit other than the 
one led if you are unable to 
follow suit. In choosing discards 
you want to pick your least 
important card unless you are 
using a discard as a signal to 
your partner. But we'll cover 
that in Chapter 22. 

The Least You Need to Know 
> A trick consists of one card from each player played face up on the table. 

• Play proceeds in a clockwise rotation. 

• Each trick is won by the highest card played of the suit that was led. 

> The player winning the current trick leads a card to start the next trick. 

)0. A player must follow suit if possible. If not, he or she may discard any card. 

• Completed tricks are kept by one member of the pair winning the trick. 

> You and your partner as a team want to win as many tricks as possible in each hand. 
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