Bridge For Eight

Welcome to Bridge For Eight the perfect setup for a fun evening of bridge with friends.  If you are new to bridge, Bridge For Eight is an easy way to introduce you and your friends to comparison type scoring.  If you are an experienced tournament player you will find Bridge For Eight brings the thrill of Swiss Teams into you social bridge.  The following procedure for a bridge dinner party has been used successfully for over a decade.

What You Need:

Gather together eight bridge players, two bridge tables, eight chairs, four pencils, and the Bridge For Eight package.  The Bridge For Eight package includes seating charts, room score sheets, traveling score sheets, IMP scoring table, and character cards.

What To Do:

Preparation.  Invite your bridge friends for a bridge and dinner party.  You will need eight bridge players.  They will play with different partners so they need not be couples.  Allow at least five hours for the evening, e.g. if you expect them to leave at 10PM invite them for dinner at 5PM.  If you are not having dinner three and one half hours should be sufficient.

Before dinner hand each person his or her “character” assignment card.  There are four characters on a team and two teams.  Depending on the make up of your group you can have people randomly select a card or assign cards with the intention of balancing the teams’ strength, gender, disposition, etc.  The character cards tell the player which team he/she is on and will determine where they will sit for each of the three rounds of bridge play.  During the evening each person will play eight hands with each of their teammates.

You will need to setup two bridge tables with compass direction indicators.  The tables should be in different rooms so that players at one table cannot hear the bidding or follow the play at the other table.  Place at each table a seating chart, the score sheet for that room, two pencils, four bridgeboards (1-4 at one table and 5-8 at the other table), and the four corresponding traveling score sheets.

Round One.  Immediately after dinner have everyone go to his or her assigned position for round one.  Simply look on the seating chart and match their character name with the seat.  It maybe helpful to read aloud the assignments from the seating chart—“Rin Tin Tin is north in the living room playing with Lassie as south…”.  Players should shuffle the four boards at their table and begin play.  After each hand is played: replace the cards, write the score on the traveling score sheet for that board, fold and stuff the score sheet into the north hand.  Scores should include a bonus of 50 points for a part score, 300 points for a non-vulnerable game, 500 points for a vulnerable game, no points for honors.  The traveling score sheet has a separate line for each room.  Be sure to enter your score on the correct line.  Filling out the room score sheet is optional.  

After four boards have been played exchange them with the four boards that were played in the other room.  Do not shuffle these second four boards.  Simply remove the traveling score without opening it, play the hand, then open the traveling score, and enter your score.

After all eight boards of round one have been played, gather around one table and open the scores one at a time.  Enter the difference in the scores at the two tables in the net column.  The score boxes are color coded by team. Then enter that difference on the room score sheet in the IMPS column.  Have someone convert that score difference to IMPS (table provided) and enter it next to the total difference.  After all eight hands have been entered on the score sheet, total up the IMPS and write those totals in the row labeled “First Round Total”.  Announce the score—“Dogs are leading the Cats by 10 IMPS to 4 IMPS”.  Have everyone move for round two.

Round Two.  Set out the traveling score sheets for round two.  Make sure everyone is in their proper seat with a new partner for round two.  Round two proceeds as did round one starting with shuffling each of the eight boards.  The score after round two will the cumulative score for the first two rounds.

Desert.  After round two is a good time for desert.

Round Three.  Set out the traveling score sheets for round three.  Each player is now playing with his or her third partner. Round three proceeds as did rounds one and two starting with shuffling each of the eight boards.  The score after round three will determine the winning team for the evening.

What’s Next?

Arrange a time and place for your next bridge date!

