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Home	»	Spades	Scoring	Explained	Scoring	is	an	aspect	of	the	Spades	rules	that	you	should	most	definitely	pay	close	attention	to.	It	doesn’t	matter	if	we	are	talking	about	the	regular	game	or	other	variation,	let’s	say	Spades	with	3	players.	You	have	to	learn	the	scoring	rules	system	in	detail.	Understanding	how	you	get	or	lose	points	in	Spades	is	as
necessary	as	knowing	how	to	play	the	game	itself.	We	will	focus	on	explaining	the	different	outcomes	when	calculating	the	score	for	the	Spades	Pairs	mode.	The	bidding	stage	determines	the	points	at	the	end	of	each	round.	When	a	team	successfully	wins	the	exact	amount	of	tricks	they	bid,	they	get	10	times	the	points.	For	example,	if	a	team	bid	6
tricks	combined	and	they	manage	to	win	it,	they	will	have	60	points.	A	team	has	to	make	its	combined	bid	to	score	points.	Meaning	that	it’s	ok	for	a	player	who	bids	3	tricks	to	win	only	2	as	long	as	the	other	player	on	their	team	wins	one	more	trick	than	his	initial	bid.	Overbidding	is	when	a	team	wins	more	points	than	its	bid.	If	this	happens,	the	team
will	still	score	points,	but	any	additional	tricks	will	be	counted	as	bags.	If	a	team	bids	5	tricks	but	wins	6,	it	will	score	50	points	plus	1	bag	because	of	the	overbid.	Collecting	10	bags	will	reduce	the	overall	score	by	100	points.	This	also	applies	to	the	2-player	Spades.	The	game	situation	when	a	team	wins	less	points	than	its	bid	is	called	underbidding.
In	that	case,	the	penalty	is	to	reduce	the	team’s	score	with	points	equal	to	10	times	the	bid.	If	a	team	bids	6	tricks	but	manages	to	win	only	5,	it	will	get	a	-60	points	penalty.	These	are	2	bids	in	Spades	that	differ	from	the	regular	ones.	When	playing	Spades	Pairs,	the	Nil	and	Blind	Nil	bids	are	individual.	So	if	a	player	bids	Nil,	that	doesn’t	mean	the
team	has	to	win	0	tricks	but	only	the	player	who	did	it.	A	successful	Nil	bid	is	rewarded	with	100	points.	However,	that	amount	will	be	reduced	if	it	fails.	Blind	Nil	is	a	strategy	with	high	risk,	so	use	it	only	in	certain	situations.	It	can	get	you	200	points,	but	in	case	you	are	unsuccessful,	you	will	lose	200	points.	When	playing	at	VIP	Spades,	the	first
team	with	200	points	wins	the	game.	On	the	other	hand,	a	team	can	lose	with	a	score	of	-150	points.	Here	is	a	simple	score	sheet	that	you	can	use	to	keep	track	of	the	points.	It’s	useful	when	you	are	not	playing	online.	Download	the	pdf	file	and	print	it	at	your	convenience.	Click	on	the	image	below.	If	you	are	still	new	to	the	game,	check	out	the
Spades	basics	article.	Create	an	account	for	free	and	start	playing	against	some	of	the	best	players	online.	Unlock	the	secrets	of	scoring	in	Spades	with	this	comprehensive	guide.	From	understanding	the	point	system	to	maximizing	your	team's	score,	delve	into	the	intricacies	contributing	to	victory.	Whether	you're	a	beginner	or	an	experienced
player,	this	guide	will	help	you	better	understand	scoring	in	Spades.	Basics	of	Scoring	in	Spades	Understanding	the	basics	of	scoring	is	fundamental	to	mastering	the	game	of	Spades.	Each	card	in	the	deck	carries	a	specific	point	value,	with	the	high-ranking	cards	contributing	more	points	than	lower	ones.	The	scoring	system	in	Spades	comprises
several	components,	including	the	number	of	tricks	bid	and	won,	bonuses	for	successfully	meeting	or	exceeding	the	bid,	and	penalties	for	falling	short.	A	successful	bid	involves	predicting	the	number	of	tricks	a	player	or	team	will	take	during	the	round.	Accurate	bids	contribute	positively	to	the	score,	while	underestimations	result	in	penalties.
Additionally,	Spades,	especially	the	Queen	of	Spades,	often	carry	penalties.	This	section	unravels	the	intricate	web	of	scoring	in	Spades,	providing	players	with	the	knowledge	to	navigate	the	game	and	ultimately	secure	victory.	How	Bidding	Affects	Scoring	Bidding	is	a	pivotal	aspect	of	scoring	in	Spades.	The	bid	represents	a	player	or	team's
prediction	of	the	number	of	tricks	they	aim	to	win	in	a	given	round.	Successfully	meeting	or	exceeding	the	bid	contributes	points	to	the	overall	score,	while	falling	short	incurs	penalties.	The	relationship	between	bids	and	points	is	direct	–	accurate	bids	are	rewarded,	enhancing	the	score,	while	overbidding	or	underestimating	the	number	of	tricks
carries	consequences.	Overbidding,	where	a	player	or	team	wins	fewer	tricks	than	their	bid,	results	in	penalties	that	subtract	from	the	score.	Conversely,	underbidding	can	lead	to	missed	opportunities,	as	players	forfeit	potential	points	for	successful	tricks.	Points	from	Tricks	and	Bags	In	the	scoring	system	of	Spades,	points	are	derived	from	both	the
tricks	won	and	the	bags	accumulated	throughout	the	game.	Each	trick	secured	adds	to	the	overall	score,	with	higher-ranking	cards	contributing	more	points.	However,	the	challenge	lies	in	managing	the	accumulation	of	bags—additional	tricks	beyond	the	bid.	While	bags	can	be	a	source	of	extra	points,	accruing	too	many	can	result	in	penalties	that
offset	the	gains	from	successful	bids.	Players	must	tread	a	delicate	balance,	strategically	aiming	to	fulfill	their	bid	while	avoiding	the	pitfalls	of	excessive	bags.	The	dynamic	interplay	between	points	from	tricks	and	bags	adds	a	layer	of	complexity	to	Spades'	strategy,	where	thoughtful	card	play	and	bid	management	become	crucial	for	maximizing
scores.	Achieving	Sandbags	and	the	Ramification	on	Score	In	Spades,	achieving	sandbags	involves	accumulating	excess	tricks	beyond	the	bid,	and	understanding	the	ramifications	of	the	score	is	crucial	for	strategic	gameplay.	While	bags	can	be	a	source	of	additional	points,	surpassing	a	specific	threshold	results	in	penalties	that	can	significantly
impact	the	overall	score.	Typically,	players	face	a	deduction	in	points	for	every	ten	bags	accumulated.	This	introduces	a	delicate	balance	in	Spades'	strategy,	as	players	must	weigh	the	temptation	of	earning	extra	points	against	the	risks	of	incurring	penalties.	Strategic	play	becomes	paramount	in	managing	bags	effectively,	requiring	players	to	assess
the	current	game	situation	and	adjust	their	tactics	accordingly.	Skilled	players	navigate	the	fine	line	between	maximizing	their	scores	through	successful	bids	and	controlling	the	accumulation	of	bags.	Strategies	for	Maximizing	Your	Team's	Score	Maximizing	your	team's	score	in	Spades	involves	a	multifaceted	approach,	blending	strategic	gameplay
and	effective	communication.	Balancing	aggressive	play	with	thoughtful	bidding	decisions	is	paramount.	While	aiming	for	high-value	tricks	contributes	to	a	potentially	game-winning	score,	bidding	within	the	team's	capabilities	makes	success	more	likely.	Players	should	capitalize	on	opportunities	to	win	tricks	without	overcommitting	and	risking
sandbags.	Effective	communication	allows	teammates	to	coordinate	bids	and	align	their	strategies.	Shared	signaling	or	understanding	of	each	other's	playing	styles	fosters	a	cohesive	team	dynamic.	Additionally,	players	should	remain	adaptable,	adjusting	their	strategies	based	on	the	evolving	game	dynamics	and	opponents'	styles.	Recognizing	when
to	take	calculated	risks	and	when	to	play	conservatively	enhances	the	team's	overall	scoring	potential.	By	mastering	these	strategies,	players	contribute	actively	to	their	team's	success,	ensuring	they	consistently	achieve	the	highest	possible	scores	in	Spades.	Top	4	Tips	for	Scoring	Success	in	Spades	To	attain	scoring	success	in	Spades,	consider	these
top	four	tips.	Know	Card	Values	-	First	and	foremost,	understanding	point	values	is	crucial.	Familiarize	yourself	with	the	assigned	values	for	each	card	to	make	well-informed	decisions	during	gameplay.	Next,	strategize	your	bidding.	Plan	your	bids	strategically	to	optimize	point	gains	while	steering	clear	of	penalties	for	overestimation	or
underestimation.	Watch	the	Bags	-	Keeping	a	vigilant	eye	on	bag	accumulation	is	another	crucial	aspect.	Monitor	the	number	of	bags	your	team	accumulates	to	avoid	penalties,	and	manage	them	strategically	to	maintain	a	balanced	score.	Communicate	Clearly	-	Effective	communication	is	pivotal,	so	coordinate	with	your	partner.	Establishing	clear	and
concise	communication	enhances	your	team's	scoring	potential,	allowing	for	synchronized	bids	and	strategic	play.	Be	Able	to	Adapt	-	Lastly,	adaptability	is	paramount	for	scoring	success.	Adjust	your	overall	scoring	strategy	based	on	the	playing	styles	of	your	opponents.	Recognizing	their	tendencies	and	adapting	your	approach	accordingly	provides	a
competitive	edge.	FAQs	-	Scoring	in	Spades	How	is	the	overall	score	calculated	in	Spades,	and	what	factors	contribute	to	a	team's	total	points?The	overall	score	in	Spades	is	calculated	by	combining	points	from	tricks	won,	successful	bids,	and	any	bonuses	or	penalties	incurred.	Factors	contributing	to	a	team's	total	points	include	accurate	bidding,
winning	tricks,	and	managing	bags	effectively.	What	are	the	penalties	for	accumulating	too	many	bags	in	Spades,	and	how	can	players	avoid	this?Accumulating	excess	bags	in	Spades	results	in	penalties,	typically	deducting	points	for	every	ten	bags.	Players	should	strategically	manage	their	bids	and	aim	to	fulfill	them	to	avoid	penalties	while
minimizing	the	accumulation	of	extra	tricks.	Do	different	variations	of	Spades	have	distinct	scoring	systems,	or	is	there	a	standardized	set	of	rules?While	some	variations	of	Spades	may	have	slight	rule	differences,	the	scoring	system	is	generally	standardized.	Points	from	tricks,	bids,	bonuses,	and	penalties	are	common	across	various	Spades	versions.
How	do	players	strategize	to	achieve	tricks	and	bids	to	maximize	their	score	in	Spades?Players	strategize	to	maximize	their	score	by	carefully	assessing	their	hands,	bidding	strategically,	and	executing	effective	card	play.	Balancing	successful	bids	with	winning	high-value	tricks	contributes	to	overall	scoring	success.	Are	there	specific	tactics	for
achieving	sandbags	without	incurring	penalties	in	Spades?Achieving	sandbags	without	penalties	requires	strategic	play.	Players	must	balance	the	temptation	of	earning	extra	points	with	the	risk	of	penalties,	adjusting	their	bids	and	card	play	to	strategically	control	the	accumulation	of	bags.	Important	Notice:	Traditional	Card	Games	are	popular	with
players	of	all	ages,	but	the	content	on	this	website	is	intended	only	for	adults,	over	the	required	age	for	gambling	online	in	your	location.	Celebrate	our	independence	by	playing	a	game	or	two	of	4th	of	July	Spades!	This	classic	spades	games	is	an	overall	favorite	for	American	Spades	players	as	it	offers	the	amazing	play	of	classic	spades	with	the	fun	of
4th	of	July	imagery!	Compete	in	teams	a	hand	at	a	time	while	playing	4th	of	July	Spades.	Initially	bid	each	deal	on	how	many	tricks	you	think	you	can	take.	Combine	that	number	with	your	partner	and	that	is	how	many	you	much	reach	during	that	4th	of	July	Spades	hand.	Start	each	trick	with	a	suit	of	the	first	players	choosing.	All	other	players	must
follow	with	that	suit	unless	they	do	not	have	that	suit	in	hand,	upon	which	they	can	play	any	other	suit.	Playing	a	Spade	will	trump	the	beginning	suit.	Highest	card	of	the	beginning	suit	when	no	spades	are	played,	wins.	If	spades	are	present,	highest	Spade	wins.	Play	these	tricks	out	until	the	hand	is	finished.	After	the	cards	are	all	played,	points	are
tallied.	10	points	for	each	trick	bid,	if	the	team	reaches	their	bid	number.	10	points	subtracted	for	each	trick	bid	if	they	do	not.	Every	overtrick	counts	for	a	point,	but	ten	overpoints	throughout	the	game	counts	for	-100	points,	so	be	careful!	Deal	and	play	another	hand	until	one	of	the	team	reaches	300	points.	If	both	reach	300	in	the	same	hand,
highest	point	count	wins	the	entire	game.	HOW	TO	KEEP	SCORE	The	most	popular	way	to	keep	score	in	the	game	of	Spades	involves	bidding.	However,	traditional	home	games	can	keep	a	running	score	based	solely	on	the	number	of	books	won	by	a	single	team.	This	method	requires	more	luck	based	on	your	dealt	cards	rather	than	the	skill	involved
between	each	player.	Therefore,	I	will	be	covering	the	topic	of	keeping	score	in	Spades	based	off	a	game	involving	bidding.	1.	A	bag	is	worth	+1	point.	Example:	Hero	bids	3	and	P	bids	2.	We	each	fulfill	our	combined	bid	of	5	but	we	also	accumulate	2	more	tricks,	resulting	in	7	total.	Since	we	only	bid	5,	the	additional	2	tricks	will	be	scored	as	bags.
Therefore,	our	score	for	said	round	is	+52	points.	(5	x	10	+	2	=	52)	♠	Quick	look	2.	Each	bid	is	worth	+10	points.	Example:	Hero	bids	5	and	P	bids	2.	Since	each	bid	is	worth	+10	points,	fulfilling	our	7	bid	will	result	in	a	score	of	+70	points	for	that	round.	(10	x	7	=	70)	♠	Quick	look	3.	A	Nil	bid	is	worth	+100	points.	Example:	Hero	bids	Nil	(0)	and	P
bids	4.	Fulfilling	both	bids	will	result	in	a	net	amount	of	+140	points.	(100	+	(4	x	10)	=	140)	♠	Quick	look	4.	A	Double	Nil	(Blind	Nil)	bid	is	worth	+200	points.	Example:	Hero	bids	Double	Nil	and	P	submits	a	bid	of	6.	Fulfilling	both	bids	will	result	in	a	combined	score	of	+260	points.	(200	+	(6	x	10)	=	260)	♠	Quick	look	5.	Being	set	is	worth	a	negative
point	value.	Example:	Hero	bids	2	and	P	bids	4	for	a	combined	bid	of	6.	At	the	end	of	the	round	our	team	has	only	won	5	tricks.	Since	our	anticipated	point	value	was	+60	points	(6	x	10),	we	will	lose	those	60	points.	Example	#2:	Hero	bid	Nil	and	P	bid	5.	If	hero	makes	Nil,	+100	points	is	awarded.	However,	P	was	set	because	he/she	only	won	4	tricks.
P	makes	-50	points	for	that	round.	+50	points	is	our	total	score	for	that	round	(100	–	50	=	50)	♠	Quick	look	6.	Setting	a	Nil	is	worth	-100	points.	Example:	Hero	bids	6	and	P	bids	Nil.	Since	P	has	committed	to	a	0	bid	he	must	avoid	winning	a	single	trick.	E1	and	E2	force	P	to	win	1	trick	and	Hero	attains	his	6	bid.	Altogether	7	tricks	are	won	for	Hero
and	P.	Hero	attains	+60	points	and	+1	point	for	the	bag,	+61.	P	was	set	so	he	receives	-100	for	not	completing	his	Nil	bid.	A	total	score	of	-39	points	is	awarded.	(-100	+	61	=	-39)	7.	Setting	a	Double	Nil	is	worth	-200	points.	Example:	Hero	bids	7	and	P	bids	Double	Nil.	Hero	fulfills	his	7	bid	evenly	for	a	+70	point	addition.	However,	P	won	1	trick	and
did	not	complete	his	Double	Nil	mission.	+1	point	is	awarded	for	the	bag	and	-200	points	will	be	subtracted.	A	combined	score	of	-129	points	are	given	to	Hero	and	P	this	round.	(-200	+	71	=	-129)	8.	“Bagging	out”	is	worth	-100	points.	Example:	Hero	and	P	are	in	their	6th	round	against	E1	and	E2.	Hero	and	P	have	already	accumulated	7	bags	through
6	rounds.	Hero	bids	3	and	P	bids	1.	At	the	end	of	the	round	they	combined	for	a	total	of	7	tricks,	3	more	than	accounted	for.	Therefore,	their	bags	go	up	to	10,	resulting	in	a	-100	point	value.	Since	they	did	complete	their	4	bid	they	will	be	awarded	+40	points	plus	the	3	bags,	+43	points.	-57	points	is	calculated	for	said	round.	(-100	+	43	=	-57)	♠	Quick
look	Next	Article:	Bidding	Download	Article	Learn	how	bidding	affects	your	score	for	this	classic	card	game	Download	Article	Spades	is	a	really	fun	trick-taking	game	for	4	players,	and	how	you	earn	points	depends	on	how	many	cards	your	team	thinks	they’ll	win	during	a	round.	Meeting	your	bid	exactly	gives	you	a	big	bonus,	but	missing	your	bid	may
result	in	penalties	like	losing	points	from	your	score.	While	the	scoring	rules	may	seem	a	little	tricky	at	first,	they’re	pretty	easy	to	understand	and	we’ll	walk	you	through	exactly	how	to	calculate	your	score.	Keep	reading	for	how	bids	affect	your	score,	how	many	points	you	need	to	win,	and	a	quick	refresher	on	the	game’s	rules.	Earn	10	points	per
trick	for	reaching	your	team’s	bid,	and	gain	1	point	for	any	additional	trick	you	won	over	your	bid.	Score	0	points	for	the	round	if	you	win	fewer	tricks	than	your	bid.	Score	100	or	200	points	respectively	for	making	a	Nil	or	Blind	Nil	bid	and	winning	0	tricks.	Lose	the	same	amount	of	points	for	these	bids	if	you	win	a	trick.	1	Score	10	times	your	bid
amount	if	you	win	that	many	tricks.	Look	at	the	combined	total	bid	for	you	and	your	teammate,	and	compare	it	to	how	many	tricks	you’ve	won.	If	you	won	a	number	of	tricks	equal	to	or	more	than	the	bid,	also	known	as	“making	your	contract,”	then	multiply	your	bid	by	10	to	score	that	many	points.[1]	Example:	If	your	team	bid	a	combined	total	of	8
and	together	you	win	8	tricks,	then	you’ll	score	80	points	for	the	round.	2	Gain	1	point	for	each	trick	you	win	over	your	initial	bid.	If	you	won	enough	tricks	to	meet	your	bid	and	a	few	extra,	still	multiply	your	bid	by	10	for	reaching	it.	Then,	each	additional	trick,	or	“bag,”	is	worth	1	extra	point.[2]	Example:	If	your	team	bid	5	and	you	win	7	tricks,	then
you	will	earn	50	points	for	making	your	contract.	Then,	add	2	points	for	the	2	additional	tricks	for	a	total	of	52	points	for	the	round.	Keep	track	of	how	many	bags	you	earn	throughout	the	rounds	of	the	game.	Each	time	your	team	accumulates	10	bags,	you	lose	100	points	from	your	total	score.	Advertisement	3	Earn	no	points	if	you	win	fewer	tricks
than	your	bid.	If	your	team	isn’t	able	to	win	enough	tricks	to	meet	the	combined	bid,	then	you	earn	0	points	for	the	round.[3]	Example:	If	your	team	has	a	combined	bid	of	5	tricks	but	you	only	win	3,	then	your	team	under-bid	and	doesn’t	receive	any	points.	Variation:	For	a	more	challenging	game,	lose	points	equal	to	10	times	your	bid	if	you	aren’t	able
to	reach	it.	For	example,	if	you	bid	3	but	only	win	2	tricks,	then	your	team	loses	30	points	for	the	round.[4]	4	Score	100	points	if	you	make	a	Nil	bid	and	win	no	tricks.	A	Nil	bid	means	you	think	you	won’t	be	able	to	win	any	tricks	with	your	hand	and	is	a	separate	bid	from	your	teammate.	If	you	made	the	Nil	bid	and	didn’t	win	any	tricks,	add	100	points
to	your	team’s	score.[5]	If	you	made	a	Nil	bid,	your	teammate	can	still	make	a	bid	for	how	many	tricks	they	think	they’ll	win	individually.	If	they	win	enough	tricks	to	reach	their	bid,	they	score	the	points	as	normal	in	addition	to	the	100	points	from	your	Nil	bid.	If	you	made	a	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	100	points	instead.	5
Win	200	points	for	making	a	Blind	Nil	bid	and	winning	0	tricks.	A	Blind	Nil	bet	is	when	you	independently	bid	0	tricks	without	looking	at	your	cards	first.	After	other	players	make	their	bids,	you’re	able	to	swap	2	cards	from	your	hand	with	your	teammate.	If	you	don’t	win	any	tricks	for	the	round,	then	your	team	earns	200	points	in	addition	to
whatever	your	teammate	scores	for	their	bid.[6]	If	you	made	a	Blind	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	200	points	instead.	Advertisement	500	points	After	each	round	of	the	game,	add	the	points	your	team	earned	from	the	round	and	add	them	to	your	total.	If	a	team	reaches	or	goes	over	500	points	at	the	end	of	a	round,	then
they’re	the	winners.[7]	If	both	teams	cross	500	points	during	the	same	round,	then	whoever	has	the	highest	score	wins.	Variation:	For	a	shorter	game	of	Spades,	play	until	a	team	reaches	200	or	300	points	instead.	1	Split	into	teams	of	2	and	deal	13	cards	to	each	player.	Play	spades	with	4	players	divided	into	2	teams.	Sit	around	a	table	so	you’re
across	from	your	teammate.	Choose	a	dealer	to	shuffle	a	deck	of	cards	excluding	the	jokers.	Deal	the	cards	out	to	each	player	so	each	person	has	13	cards	in	their	hand.[8]	Keep	your	cards	secret	from	other	players,	including	your	teammate.	2	Make	a	bid	based	on	how	many	tricks	you	think	you’ll	win	in	the	round.	Starting	with	the	player	to	the	left	of
the	dealer,	each	person	makes	a	bid	for	how	many	tricks	they	can	win	based	on	the	cards	they	have	in	their	hand.	Your	team	must	reach	the	combined	total	of	what	you	and	your	teammate	bid	(unless	one	of	you	bid	Nil	or	Blind	Nil).[9]	A	trick	is	another	name	for	a	single	turn	in	the	game	where	each	person	plays	1	card	from	their	hand.	Spades	are	the
most	powerful	suit	in	the	game	(also	known	as	the	“trump”),	and	aces	and	face	cards	have	the	highest	values	in	each	suit.	If	you	have	a	lot	of	spades	or	high-valued	cards,	then	consider	making	a	larger	bid.	3	Play	1	card	from	your	hand	to	the	trick	on	your	turn.	The	player	to	the	left	of	the	dealer	leads	the	first	trick	by	choosing	a	non-spade	card	from
their	hand	and	playing	it	to	the	middle	of	the	table.	When	it’s	your	turn,	play	a	card	from	your	hand	that	matches	the	led	suit	if	you’re	able	to.	If	you	don’t	have	a	card	in	the	led	suit,	then	you	may	play	any	card	from	your	hand.[10]	For	a	better	chance	of	winning	the	game,	play	higher-valued	cards	if	you	want	to	win	the	trick	and	lower-valued	cards	if
you	don’t	want	to	win	it.	Save	your	spades,	aces,	and	face	cards	because	they’ll	have	a	better	chance	at	winning	tricks	later	in	the	round.	4	Win	the	trick	for	playing	the	highest	value	card.	After	each	player	places	1	card	into	the	current	trick,	check	the	values	of	the	cards.	If	anyone	played	spades	into	the	current	trick,	the	highest	value	spade	wins	the
turn.	If	no	one	played	spades,	then	the	highest	card	in	the	led	suit	wins	the	trick.	The	winner	takes	all	the	cards	from	the	trick	and	places	them	in	a	face-down	pile	in	front	of	them.[11]	Example:	The	lead	card	of	the	trick	is	a	king	of	diamonds.	If	the	other	cards	in	the	trick	are	a	4	of	diamonds,	ace	of	diamonds,	and	6	of	diamonds,	the	player	who	puts
the	ace	down	wins	because	it	has	the	highest	value.	Example:	The	lead	card	of	the	trick	is	an	ace	of	clubs.	If	the	other	cards	played	are	the	queen	of	clubs,	2	of	spades,	and	4	of	hearts,	then	the	person	who	played	the	2	of	spades	is	the	winner	because	it	is	the	trump	suit.	5	Continue	playing	tricks	until	players	run	out	of	cards.	The	person	who	won	the
previous	trick	plays	the	first	card	into	the	next	trick.	Keep	playing	tricks	and	awarding	them	to	the	player	who	put	down	the	card	with	the	highest	value.	Once	everyone	plays	all	the	cards	from	their	hand,	the	round	ends.[12]	Unless	you	only	have	spades	in	your	hand,	you	can	not	lead	with	spades	until	another	player	places	one	into	a	trick	on	a
previous	turn.	6	Tally	scores	and	deal	new	hands	if	no	team	has	won.	Calculate	the	scores	for	your	team	based	on	your	combined	total	bid	and	how	many	tricks	you	earned	together.	If	a	team	hasn’t	crossed	500	points	yet,	collect	all	of	the	cards,	reshuffle	them,	and	deal	them	out	to	the	players	again.[13]	Advertisement	Ask	a	Question	Advertisement
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Games	Print	Send	fan	mail	to	authors	Thanks	to	all	authors	for	creating	a	page	that	has	been	read	12,909	times.	Prefer	learning	by	video?	Click	here.	These	are	the	rules	I	use	for	Spades.	I	got	them	from	John	McLeod's	pagat.com,	which	has	rules	for	pretty	much	all	card	games.	(C)	John	McLeod,	2011	-	reprinted	with	permission.	The	teams	The	four
players	are	in	fixed	partnerships,	with	partners	sitting	opposite	each	other.	Deal	and	play	are	clockwise.	Rank	of	Cards	A	standard	pack	of	52	cards	is	used.	The	cards,	in	each	suit,	rank	from	highest	to	lowest:	A,	K,	Q,	J,	10,	9,	8,	7,	6,	5,	4,	3,	2.	The	Deal	The	first	dealer	is	chosen	at	random,	and	the	turn	to	deal	rotates	clockwise.	The	cards	are	shuffled
and	then	dealt	singly,	in	clockwise	order	beginning	with	the	player	on	dealer's	left,	until	all	52	cards	have	been	dealt	and	everyone	has	13.	The	Bidding	In	Spades,	all	four	players	bid	a	number	of	tricks.	Each	team	adds	together	the	bids	of	the	two	partners,	and	the	total	is	the	number	of	tricks	that	team	must	try	to	win	in	order	to	get	a	positive	score.
The	bidding	begins	with	the	player	to	dealer's	left	and	continues	clockwise	around	the	table.	Everyone	must	bid	a	number,	and	in	theory	any	number	from	0	to	13	is	allowed.	Unlike	other	games	with	bidding,	there	is	no	requirement	for	each	bid	to	be	higher	than	the	last	one,	and	players	are	not	allowed	to	pass.	There	is	no	second	round	of	bidding	-
bids	once	made	cannot	be	altered.	Example:	South	deals;	West	bids	3;	North	bids	1;	East	bids	4;	South	bids	4.	The	objective	of	North	and	South	is	to	win	at	least	5	tricks	(4+1),	East	and	West	try	to	win	at	least	7	(4+3).	A	bid	of	0	tricks	is	known	as	Nil.	This	is	a	declaration	that	that	the	player	who	bid	Nil	will	not	win	any	tricks	during	the	play.	There	is
an	extra	bonus	for	this	if	it	succeeds	and	a	penalty	if	it	fails.	The	partnership	also	has	the	objective	of	winning	the	number	of	tricks	bid	by	the	Nil's	partner.	It	is	not	possible	to	bid	no	tricks	without	bidding	a	Nil.	If	you	don't	want	to	go	for	the	Nil	bonus	or	penalty	you	must	bid	at	least	1.	The	Play	of	the	Hand	The	player	to	dealer's	left	leads	any	card
except	a	spade	to	the	first	trick.	Each	player,	in	turn,	clockwise,	must	follow	suit	if	able;	if	unable	to	follow	suit,	the	player	may	play	any	card.	A	trick	containing	a	spade	is	won	by	the	highest	spade	played;	if	no	spade	is	played,	the	trick	is	won	by	the	highest	card	of	the	suit	led.	The	winner	of	each	trick	leads	to	the	next.	Spades	may	not	be	led	until
either	some	player	has	played	a	spade	(on	the	lead	of	another	suit,	of	course),	or	the	leader	has	nothing	but	spades	left	in	hand.	Playing	the	first	spade	is	known	as	"breaking"	spades.	A	Boston	is	when	one	team	gets	all	13	tricks	in	a	round.	Scoring	A	side	that	takes	at	least	as	many	tricks	as	its	bid	calls	for	receives	a	score	equal	to	10	times	its	bid.
Additional	tricks	(overtricks)	are	worth	an	extra	one	point	each.	Sandbagging	rule:	Overtricks	are	colloquially	known	as	bags.	A	side	which	(over	several	deals)	accumulates	ten	or	more	bags	has	100	points	deducted	from	its	score.	Any	bags	beyond	ten	are	carried	over	to	the	next	cycle	of	ten	overtricks	-	that	is	if	they	reached	twenty	overtricks	they
would	lose	another	100	points	and	so	on.	Example:	Suppose	a	team	whose	score	is	337	bids	5	tricks	and	they	have	7	bags	carried	over	from	the	previous	rounds.	If	they	win	7	tricks	they	score	52,	taking	their	score	to	389	(and	their	bags	to	9).	If	they	win	8	tricks	they	score	53,	but	lose	100	because	they	now	have	10	bags,	and	their	score	becomes	290
(337	+	53	-	100).	If	they	win	9	tricks	they	score	54	and	lose	100,	bringing	their	score	to	291.	If	a	side	does	not	make	its	bid,	they	lose	10	points	for	each	trick	they	bid.	If	a	bid	of	nil	is	successful,	the	nil	bidder's	side	receives	100	points.	This	is	in	addition	to	the	score	won	(or	lost)	by	the	partner	of	the	nil	bidder	for	tricks	made.	If	a	bid	of	nil	fails	-	that
is,	the	bidder	takes	at	least	one	trick	-	the	bidder's	side	loses	100	points,	but	still	receives	any	amount	scored	for	the	partner's	bid.	When	a	nil	fails,	the	tricks	won	by	the	nil	bidder	do	not	count	towards	making	the	partner's	bid,	but	do	count	as	bags	for	the	team.	The	side	which	reaches	500	points	first	wins	the	game.	If	both	sides	reach	500	points	in	a
single	deal,	the	side	with	the	higher	score	wins.	Scoring	in	a	game	of	Spades	follows	a	predictable	path	—	but	beware	the	sting	in	the	tail	that	comes	from	going	set,	or	from	underbidding,	and	racking	up	the	overtricks!	Dealing	with	undertricks	If	you	fall	short	in	your	bid,	no	matter	by	how	many	tricks,	you	lose	ten	times	the	value	of	your	bid.	For
example,	if	you	bid	10	and	fail,	you	lose	100	points.	Scoring	nil	bids	If	you	bid	nil	and	make	it,	you	score	50	points,	but	bidding	nil	and	failing	costs	you	50	points.	Bidding	blind	nil	gains	you	or	costs	you	100	points,	depending	on	whether	you	succeed	or	not.	Win	or	lose	on	a	nil	bid,	these	points	do	not	affect	your	partner’s	bid,	which	is	scored	in	the
normal	fashion.	If	you	fail	in	a	bid	of	nil,	the	rules	vary	as	to	what	happens	to	your	tricks.	Some	versions	play	that	your	tricks	count	toward	helping	your	partner	make	his	bid;	other	variations	say	that	you	ignore	your	tricks	for	that	purpose.	The	more	standard	position	is	to	allow	your	tricks	to	count	toward	your	partner’s	target.	Getting	sandbagged
with	overtricks	If	you	bid	and	make	your	contract,	either	exactly	or	with	overtricks	(tricks	over	your	bid),	you	multiply	your	bid	by	10	and	score	that	total.	Any	overtricks	you	accrue	count	1	point	each.	For	example,	bidding	seven	and	collecting	nine	tricks	scores	72	points	—	not	all	that	much	different,	you	may	think,	from	bidding	eight	and	scoring
nine	tricks	for	81	points	or	actually	hitting	the	nail	on	the	head	with	a	bid	of	nine	for	90	points.	You	may	see	little	reason	to	be	cautious	in	the	bidding	—	because	a	slight	underbid	hardly	seems	to	matter	—	but	that’s	before	you	experience	the	true	joy	of	overtricks.	Here’s	a	shock	for	your	system:	When	you	accumulate	10	overtricks,	you	automatically
get	100	points	deducted	from	your	total,	and	the	clock	starts	again.	In	the	standard	version	of	the	scoring,	the	10	overtrick	points	you	gathered	during	the	course	of	play	are	also	canceled	out,	although	some	versions	allow	you	to	rack	up	your	10	as	you	lose	100.	But	the	mainstream	approach	dictates	that	if	you’re	at	458	points,	for	example,	and	you
bid	five	tricks	and	make	seven	after	racking	up	eight	overtricks,	your	score	becomes	400,	not	410	(458	+	52	-	100	(the	10-point	overtrick	deduction)	=	400).	You	can	consider	overtaking	your	partner’s	trick	or	even	trumping	it	if	you	seem	to	be	making	your	contract	with	ease.	This	may	well	be	a	sensible	strategy	to	reduce	your	side’s	trick-taking
potential,	particularly	when	the	combined	number	of	tricks	contracted	for	by	both	sides	is	less	than	10.	If	you	know	you	can	defeat,	or	set,	your	opponents,	don’t	make	it	too	obvious	too	soon!	Otherwise,	both	opponents	will	sacrifice	tricks	to	give	you	bags.	Take	this	hypothetical	situation	for	an	example:	If	your	opponents	bid	eight	and	you	bid	five,
your	opponents	are	far	better	off	taking	four	tricks	—	giving	you	nine	and	thus	four	bags	(which	could	be	deemed	to	have	a	real	value	of	-40)	—	than	they	are	taking	six	tricks.	Going	set,	no	matter	by	how	many	tricks,	still	loses	them	the	same	80	points	while	you	collect	your	50,	but	it	only	costs	you	two	bags,	and	thus	a	notional	20	points.	When	either
your	team	or	the	other	team	is	sitting	at	eight	or	nine	bags,	go	for	the	set,	because	if	you	know	you’re	to	lose	that	100	points,	you	may	as	well	get	a	set	out	of	it	if	you	can.	(Remember	that	if	your	opponents	bid	five	and	go	set,	it	costs	them	100	points,	in	a	sense,	because	they	lose	50	instead	of	gaining	that	number.)	If	your	opponents	are	getting	close
to	losing	100,	they’re	more	likely	to	overbid	their	hands	and	are	more	likely	to	overtake	their	winners.	In	turn,	this	makes	them	perfect	targets	for	a	set.	Scoring	revokes	The	failure	to	follow	suit	(or	the	failure	to	follow	with	your	lowest	club	on	the	first	trick	if	playing	that	variation)	is	a	serious	crime.	Such	revoking	or	reneging	carries	varying
consequences.	Gracious	players	will	choose	to	award	the	non-offending	side	a	15-point	bonus	and	abandon	the	hand.	But	the	usual,	more	severe,	penalty	is	that	the	offenders	are	deemed	to	have	failed	in	their	contract(s),	and	the	other	side	scores	their	contract.	This	may	be	generous	to	the	innocent	parties,	but	it	does	help	to	remind	the	guilty	players
of	the	gravity	of	their	offense.	Download	Article	Learn	how	bidding	affects	your	score	for	this	classic	card	game	Download	Article	Spades	is	a	really	fun	trick-taking	game	for	4	players,	and	how	you	earn	points	depends	on	how	many	cards	your	team	thinks	they’ll	win	during	a	round.	Meeting	your	bid	exactly	gives	you	a	big	bonus,	but	missing	your	bid
may	result	in	penalties	like	losing	points	from	your	score.	While	the	scoring	rules	may	seem	a	little	tricky	at	first,	they’re	pretty	easy	to	understand	and	we’ll	walk	you	through	exactly	how	to	calculate	your	score.	Keep	reading	for	how	bids	affect	your	score,	how	many	points	you	need	to	win,	and	a	quick	refresher	on	the	game’s	rules.	Earn	10	points
per	trick	for	reaching	your	team’s	bid,	and	gain	1	point	for	any	additional	trick	you	won	over	your	bid.	Score	0	points	for	the	round	if	you	win	fewer	tricks	than	your	bid.	Score	100	or	200	points	respectively	for	making	a	Nil	or	Blind	Nil	bid	and	winning	0	tricks.	Lose	the	same	amount	of	points	for	these	bids	if	you	win	a	trick.	1	Score	10	times	your	bid
amount	if	you	win	that	many	tricks.	Look	at	the	combined	total	bid	for	you	and	your	teammate,	and	compare	it	to	how	many	tricks	you’ve	won.	If	you	won	a	number	of	tricks	equal	to	or	more	than	the	bid,	also	known	as	“making	your	contract,”	then	multiply	your	bid	by	10	to	score	that	many	points.[1]	Example:	If	your	team	bid	a	combined	total	of	8
and	together	you	win	8	tricks,	then	you’ll	score	80	points	for	the	round.	2	Gain	1	point	for	each	trick	you	win	over	your	initial	bid.	If	you	won	enough	tricks	to	meet	your	bid	and	a	few	extra,	still	multiply	your	bid	by	10	for	reaching	it.	Then,	each	additional	trick,	or	“bag,”	is	worth	1	extra	point.[2]	Example:	If	your	team	bid	5	and	you	win	7	tricks,	then
you	will	earn	50	points	for	making	your	contract.	Then,	add	2	points	for	the	2	additional	tricks	for	a	total	of	52	points	for	the	round.	Keep	track	of	how	many	bags	you	earn	throughout	the	rounds	of	the	game.	Each	time	your	team	accumulates	10	bags,	you	lose	100	points	from	your	total	score.	Advertisement	3	Earn	no	points	if	you	win	fewer	tricks
than	your	bid.	If	your	team	isn’t	able	to	win	enough	tricks	to	meet	the	combined	bid,	then	you	earn	0	points	for	the	round.[3]	Example:	If	your	team	has	a	combined	bid	of	5	tricks	but	you	only	win	3,	then	your	team	under-bid	and	doesn’t	receive	any	points.	Variation:	For	a	more	challenging	game,	lose	points	equal	to	10	times	your	bid	if	you	aren’t	able
to	reach	it.	For	example,	if	you	bid	3	but	only	win	2	tricks,	then	your	team	loses	30	points	for	the	round.[4]	4	Score	100	points	if	you	make	a	Nil	bid	and	win	no	tricks.	A	Nil	bid	means	you	think	you	won’t	be	able	to	win	any	tricks	with	your	hand	and	is	a	separate	bid	from	your	teammate.	If	you	made	the	Nil	bid	and	didn’t	win	any	tricks,	add	100	points
to	your	team’s	score.[5]	If	you	made	a	Nil	bid,	your	teammate	can	still	make	a	bid	for	how	many	tricks	they	think	they’ll	win	individually.	If	they	win	enough	tricks	to	reach	their	bid,	they	score	the	points	as	normal	in	addition	to	the	100	points	from	your	Nil	bid.	If	you	made	a	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	100	points	instead.	5
Win	200	points	for	making	a	Blind	Nil	bid	and	winning	0	tricks.	A	Blind	Nil	bet	is	when	you	independently	bid	0	tricks	without	looking	at	your	cards	first.	After	other	players	make	their	bids,	you’re	able	to	swap	2	cards	from	your	hand	with	your	teammate.	If	you	don’t	win	any	tricks	for	the	round,	then	your	team	earns	200	points	in	addition	to
whatever	your	teammate	scores	for	their	bid.[6]	If	you	made	a	Blind	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	200	points	instead.	Advertisement	500	points	After	each	round	of	the	game,	add	the	points	your	team	earned	from	the	round	and	add	them	to	your	total.	If	a	team	reaches	or	goes	over	500	points	at	the	end	of	a	round,	then
they’re	the	winners.[7]	If	both	teams	cross	500	points	during	the	same	round,	then	whoever	has	the	highest	score	wins.	Variation:	For	a	shorter	game	of	Spades,	play	until	a	team	reaches	200	or	300	points	instead.	1	Split	into	teams	of	2	and	deal	13	cards	to	each	player.	Play	spades	with	4	players	divided	into	2	teams.	Sit	around	a	table	so	you’re
across	from	your	teammate.	Choose	a	dealer	to	shuffle	a	deck	of	cards	excluding	the	jokers.	Deal	the	cards	out	to	each	player	so	each	person	has	13	cards	in	their	hand.[8]	Keep	your	cards	secret	from	other	players,	including	your	teammate.	2	Make	a	bid	based	on	how	many	tricks	you	think	you’ll	win	in	the	round.	Starting	with	the	player	to	the	left	of
the	dealer,	each	person	makes	a	bid	for	how	many	tricks	they	can	win	based	on	the	cards	they	have	in	their	hand.	Your	team	must	reach	the	combined	total	of	what	you	and	your	teammate	bid	(unless	one	of	you	bid	Nil	or	Blind	Nil).[9]	A	trick	is	another	name	for	a	single	turn	in	the	game	where	each	person	plays	1	card	from	their	hand.	Spades	are	the
most	powerful	suit	in	the	game	(also	known	as	the	“trump”),	and	aces	and	face	cards	have	the	highest	values	in	each	suit.	If	you	have	a	lot	of	spades	or	high-valued	cards,	then	consider	making	a	larger	bid.	3	Play	1	card	from	your	hand	to	the	trick	on	your	turn.	The	player	to	the	left	of	the	dealer	leads	the	first	trick	by	choosing	a	non-spade	card	from
their	hand	and	playing	it	to	the	middle	of	the	table.	When	it’s	your	turn,	play	a	card	from	your	hand	that	matches	the	led	suit	if	you’re	able	to.	If	you	don’t	have	a	card	in	the	led	suit,	then	you	may	play	any	card	from	your	hand.[10]	For	a	better	chance	of	winning	the	game,	play	higher-valued	cards	if	you	want	to	win	the	trick	and	lower-valued	cards	if
you	don’t	want	to	win	it.	Save	your	spades,	aces,	and	face	cards	because	they’ll	have	a	better	chance	at	winning	tricks	later	in	the	round.	4	Win	the	trick	for	playing	the	highest	value	card.	After	each	player	places	1	card	into	the	current	trick,	check	the	values	of	the	cards.	If	anyone	played	spades	into	the	current	trick,	the	highest	value	spade	wins	the
turn.	If	no	one	played	spades,	then	the	highest	card	in	the	led	suit	wins	the	trick.	The	winner	takes	all	the	cards	from	the	trick	and	places	them	in	a	face-down	pile	in	front	of	them.[11]	Example:	The	lead	card	of	the	trick	is	a	king	of	diamonds.	If	the	other	cards	in	the	trick	are	a	4	of	diamonds,	ace	of	diamonds,	and	6	of	diamonds,	the	player	who	puts
the	ace	down	wins	because	it	has	the	highest	value.	Example:	The	lead	card	of	the	trick	is	an	ace	of	clubs.	If	the	other	cards	played	are	the	queen	of	clubs,	2	of	spades,	and	4	of	hearts,	then	the	person	who	played	the	2	of	spades	is	the	winner	because	it	is	the	trump	suit.	5	Continue	playing	tricks	until	players	run	out	of	cards.	The	person	who	won	the
previous	trick	plays	the	first	card	into	the	next	trick.	Keep	playing	tricks	and	awarding	them	to	the	player	who	put	down	the	card	with	the	highest	value.	Once	everyone	plays	all	the	cards	from	their	hand,	the	round	ends.[12]	Unless	you	only	have	spades	in	your	hand,	you	can	not	lead	with	spades	until	another	player	places	one	into	a	trick	on	a
previous	turn.	6	Tally	scores	and	deal	new	hands	if	no	team	has	won.	Calculate	the	scores	for	your	team	based	on	your	combined	total	bid	and	how	many	tricks	you	earned	together.	If	a	team	hasn’t	crossed	500	points	yet,	collect	all	of	the	cards,	reshuffle	them,	and	deal	them	out	to	the	players	again.[13]	Advertisement	Ask	a	Question	Advertisement
This	article	was	reviewed	by	Ashton	Wu	and	by	wikiHow	staff	writer,	Hunter	Rising.	Ashton	Wu	is	a	Board	Game	expert	at	Shelfside.	After	delving	into	the	Yugioh	tournament	community	while	growing	up,	Ashton	launched	himself	into	the	board	gaming	community	in	2014	and	went	into	reviewing	board	games	as	a	career	full-time	in	2019.	His
YouTube	channel	Shelfside	has	over	35K	subscribers	and	over	4	million	views,	assisted	by	written	reviews	on	the	Shelfside	website	and	BoardGameGeek.com.	He	also	consults	with	gaming	companies	to	build	high-quality	gaming	products.	Ashton	is	a	tournament	commentator,	board	game	playthrough	director,	and	host	of	the	Shelfside	Podcast,
where	he	talks	about	board	games	with	his	business	partner,	Daniel.	He	received	a	Bachelor	of	Arts	in	Economics	at	the	University	of	California,	Santa	Barbara,	in	addition	to	the	Technology	Management	Certificate.	This	article	has	been	viewed	12,909	times.	Co-authors:	1	Updated:	October	29,	2023	Views:	12,909	Categories:	Trick	Taking	Card
Games	Print	Send	fan	mail	to	authors	Thanks	to	all	authors	for	creating	a	page	that	has	been	read	12,909	times.	Download	Article	Learn	how	bidding	affects	your	score	for	this	classic	card	game	Download	Article	Spades	is	a	really	fun	trick-taking	game	for	4	players,	and	how	you	earn	points	depends	on	how	many	cards	your	team	thinks	they’ll	win
during	a	round.	Meeting	your	bid	exactly	gives	you	a	big	bonus,	but	missing	your	bid	may	result	in	penalties	like	losing	points	from	your	score.	While	the	scoring	rules	may	seem	a	little	tricky	at	first,	they’re	pretty	easy	to	understand	and	we’ll	walk	you	through	exactly	how	to	calculate	your	score.	Keep	reading	for	how	bids	affect	your	score,	how	many
points	you	need	to	win,	and	a	quick	refresher	on	the	game’s	rules.	Earn	10	points	per	trick	for	reaching	your	team’s	bid,	and	gain	1	point	for	any	additional	trick	you	won	over	your	bid.	Score	0	points	for	the	round	if	you	win	fewer	tricks	than	your	bid.	Score	100	or	200	points	respectively	for	making	a	Nil	or	Blind	Nil	bid	and	winning	0	tricks.	Lose	the
same	amount	of	points	for	these	bids	if	you	win	a	trick.	1	Score	10	times	your	bid	amount	if	you	win	that	many	tricks.	Look	at	the	combined	total	bid	for	you	and	your	teammate,	and	compare	it	to	how	many	tricks	you’ve	won.	If	you	won	a	number	of	tricks	equal	to	or	more	than	the	bid,	also	known	as	“making	your	contract,”	then	multiply	your	bid	by
10	to	score	that	many	points.[1]	Example:	If	your	team	bid	a	combined	total	of	8	and	together	you	win	8	tricks,	then	you’ll	score	80	points	for	the	round.	2	Gain	1	point	for	each	trick	you	win	over	your	initial	bid.	If	you	won	enough	tricks	to	meet	your	bid	and	a	few	extra,	still	multiply	your	bid	by	10	for	reaching	it.	Then,	each	additional	trick,	or	“bag,”
is	worth	1	extra	point.[2]	Example:	If	your	team	bid	5	and	you	win	7	tricks,	then	you	will	earn	50	points	for	making	your	contract.	Then,	add	2	points	for	the	2	additional	tricks	for	a	total	of	52	points	for	the	round.	Keep	track	of	how	many	bags	you	earn	throughout	the	rounds	of	the	game.	Each	time	your	team	accumulates	10	bags,	you	lose	100	points
from	your	total	score.	Advertisement	3	Earn	no	points	if	you	win	fewer	tricks	than	your	bid.	If	your	team	isn’t	able	to	win	enough	tricks	to	meet	the	combined	bid,	then	you	earn	0	points	for	the	round.[3]	Example:	If	your	team	has	a	combined	bid	of	5	tricks	but	you	only	win	3,	then	your	team	under-bid	and	doesn’t	receive	any	points.	Variation:	For	a
more	challenging	game,	lose	points	equal	to	10	times	your	bid	if	you	aren’t	able	to	reach	it.	For	example,	if	you	bid	3	but	only	win	2	tricks,	then	your	team	loses	30	points	for	the	round.[4]	4	Score	100	points	if	you	make	a	Nil	bid	and	win	no	tricks.	A	Nil	bid	means	you	think	you	won’t	be	able	to	win	any	tricks	with	your	hand	and	is	a	separate	bid	from
your	teammate.	If	you	made	the	Nil	bid	and	didn’t	win	any	tricks,	add	100	points	to	your	team’s	score.[5]	If	you	made	a	Nil	bid,	your	teammate	can	still	make	a	bid	for	how	many	tricks	they	think	they’ll	win	individually.	If	they	win	enough	tricks	to	reach	their	bid,	they	score	the	points	as	normal	in	addition	to	the	100	points	from	your	Nil	bid.	If	you
made	a	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	100	points	instead.	5	Win	200	points	for	making	a	Blind	Nil	bid	and	winning	0	tricks.	A	Blind	Nil	bet	is	when	you	independently	bid	0	tricks	without	looking	at	your	cards	first.	After	other	players	make	their	bids,	you’re	able	to	swap	2	cards	from	your	hand	with	your	teammate.	If	you	don’t
win	any	tricks	for	the	round,	then	your	team	earns	200	points	in	addition	to	whatever	your	teammate	scores	for	their	bid.[6]	If	you	made	a	Blind	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	200	points	instead.	Advertisement	500	points	After	each	round	of	the	game,	add	the	points	your	team	earned	from	the	round	and	add	them	to	your	total.
If	a	team	reaches	or	goes	over	500	points	at	the	end	of	a	round,	then	they’re	the	winners.[7]	If	both	teams	cross	500	points	during	the	same	round,	then	whoever	has	the	highest	score	wins.	Variation:	For	a	shorter	game	of	Spades,	play	until	a	team	reaches	200	or	300	points	instead.	1	Split	into	teams	of	2	and	deal	13	cards	to	each	player.	Play	spades
with	4	players	divided	into	2	teams.	Sit	around	a	table	so	you’re	across	from	your	teammate.	Choose	a	dealer	to	shuffle	a	deck	of	cards	excluding	the	jokers.	Deal	the	cards	out	to	each	player	so	each	person	has	13	cards	in	their	hand.[8]	Keep	your	cards	secret	from	other	players,	including	your	teammate.	2	Make	a	bid	based	on	how	many	tricks	you
think	you’ll	win	in	the	round.	Starting	with	the	player	to	the	left	of	the	dealer,	each	person	makes	a	bid	for	how	many	tricks	they	can	win	based	on	the	cards	they	have	in	their	hand.	Your	team	must	reach	the	combined	total	of	what	you	and	your	teammate	bid	(unless	one	of	you	bid	Nil	or	Blind	Nil).[9]	A	trick	is	another	name	for	a	single	turn	in	the
game	where	each	person	plays	1	card	from	their	hand.	Spades	are	the	most	powerful	suit	in	the	game	(also	known	as	the	“trump”),	and	aces	and	face	cards	have	the	highest	values	in	each	suit.	If	you	have	a	lot	of	spades	or	high-valued	cards,	then	consider	making	a	larger	bid.	3	Play	1	card	from	your	hand	to	the	trick	on	your	turn.	The	player	to	the
left	of	the	dealer	leads	the	first	trick	by	choosing	a	non-spade	card	from	their	hand	and	playing	it	to	the	middle	of	the	table.	When	it’s	your	turn,	play	a	card	from	your	hand	that	matches	the	led	suit	if	you’re	able	to.	If	you	don’t	have	a	card	in	the	led	suit,	then	you	may	play	any	card	from	your	hand.[10]	For	a	better	chance	of	winning	the	game,	play
higher-valued	cards	if	you	want	to	win	the	trick	and	lower-valued	cards	if	you	don’t	want	to	win	it.	Save	your	spades,	aces,	and	face	cards	because	they’ll	have	a	better	chance	at	winning	tricks	later	in	the	round.	4	Win	the	trick	for	playing	the	highest	value	card.	After	each	player	places	1	card	into	the	current	trick,	check	the	values	of	the	cards.	If
anyone	played	spades	into	the	current	trick,	the	highest	value	spade	wins	the	turn.	If	no	one	played	spades,	then	the	highest	card	in	the	led	suit	wins	the	trick.	The	winner	takes	all	the	cards	from	the	trick	and	places	them	in	a	face-down	pile	in	front	of	them.[11]	Example:	The	lead	card	of	the	trick	is	a	king	of	diamonds.	If	the	other	cards	in	the	trick
are	a	4	of	diamonds,	ace	of	diamonds,	and	6	of	diamonds,	the	player	who	puts	the	ace	down	wins	because	it	has	the	highest	value.	Example:	The	lead	card	of	the	trick	is	an	ace	of	clubs.	If	the	other	cards	played	are	the	queen	of	clubs,	2	of	spades,	and	4	of	hearts,	then	the	person	who	played	the	2	of	spades	is	the	winner	because	it	is	the	trump	suit.	5
Continue	playing	tricks	until	players	run	out	of	cards.	The	person	who	won	the	previous	trick	plays	the	first	card	into	the	next	trick.	Keep	playing	tricks	and	awarding	them	to	the	player	who	put	down	the	card	with	the	highest	value.	Once	everyone	plays	all	the	cards	from	their	hand,	the	round	ends.[12]	Unless	you	only	have	spades	in	your	hand,	you
can	not	lead	with	spades	until	another	player	places	one	into	a	trick	on	a	previous	turn.	6	Tally	scores	and	deal	new	hands	if	no	team	has	won.	Calculate	the	scores	for	your	team	based	on	your	combined	total	bid	and	how	many	tricks	you	earned	together.	If	a	team	hasn’t	crossed	500	points	yet,	collect	all	of	the	cards,	reshuffle	them,	and	deal	them	out
to	the	players	again.[13]	Advertisement	Ask	a	Question	Advertisement	This	article	was	reviewed	by	Ashton	Wu	and	by	wikiHow	staff	writer,	Hunter	Rising.	Ashton	Wu	is	a	Board	Game	expert	at	Shelfside.	After	delving	into	the	Yugioh	tournament	community	while	growing	up,	Ashton	launched	himself	into	the	board	gaming	community	in	2014	and
went	into	reviewing	board	games	as	a	career	full-time	in	2019.	His	YouTube	channel	Shelfside	has	over	35K	subscribers	and	over	4	million	views,	assisted	by	written	reviews	on	the	Shelfside	website	and	BoardGameGeek.com.	He	also	consults	with	gaming	companies	to	build	high-quality	gaming	products.	Ashton	is	a	tournament	commentator,	board
game	playthrough	director,	and	host	of	the	Shelfside	Podcast,	where	he	talks	about	board	games	with	his	business	partner,	Daniel.	He	received	a	Bachelor	of	Arts	in	Economics	at	the	University	of	California,	Santa	Barbara,	in	addition	to	the	Technology	Management	Certificate.	This	article	has	been	viewed	12,909	times.	Co-authors:	1	Updated:
October	29,	2023	Views:	12,909	Categories:	Trick	Taking	Card	Games	Print	Send	fan	mail	to	authors	Thanks	to	all	authors	for	creating	a	page	that	has	been	read	12,909	times.	CardGames.io	is	a	game	site	focused	on	classic	card	and	board	games.	Our	goal	is	to	make	great	versions	of	the	games	you	already	know	and	love	in	real	life.	We	try	very	hard
to	make	the	games	simple	and	easy	to	use,	and	hope	you	enjoy	playing	them	as	much	as	we	enjoy	making	them	.	Q:	Why	won't	you	add	rule-variations/replayable-games/any-other-feature?	It	would	make	the	game	much	better.	A:	We	get	a	lot	of	requests	from	people	that	just	want	one	tiny	little	feature	added	to	a	game.	What	they	don't	realize	is	that	if
we	start	implementing	all	the	suggestions	we	get	then	the	games	will	no	longer	be	simple.	The	number	one	praise	we	get	is	that	the	interface	is	simple	and	uncluttered	and	it's	easy	to	play.	That's	very	much	deliberate.	There	is	no	login,	no	loading	screens,	as	few	options	as	possible.	We	want	to	keep	it	as	simple	as	possible,	and	that	means	each	game
only	has	one	set	of	rules,	you	can't	choose	variations,	we	try	to	add	as	few	controls	as	possible	to	the	screen	etc.	So,	don't	feel	bad	if	you	make	a	suggestion	and	I	deny	it,	we	deny	99%	of	all	suggestions.	Q:	Why	can't	I	see	my	statistics	on	another	computer?	A:	This	goes	back	to	simplicity	again.	We	don't	want	people	to	have	to	login	to	the	site.	We
don't	want	to	keep	passwords	in	a	database	and	be	responsible	for	them.	Your	statistics	are	stored	in	your	browser,	we	don't	store	them	anywhere.That	means	that	as	soon	as	you	switch	browsers	you	won't	see	the	same	statistics.	Q:	Does	this	site	use	cookies	and/or	track	people?	A:	Yes,	this	site	uses	cookies.	They	are	used	for	game	purposes,	like
remembering	your	scores	between	rounds,	but	also	to	gather	aggregate	data	on	people's	browsers,	screen	resolutions	and	more,	which	helps	us	figure	out	what	we	need	to	support.	Finally	they	are	also	used	for	advertising	purposes.	A	more	detailed	description	of	our	cookie	use	can	be	found	in	our	Privacy	Policy,	and	you	can	always	reach	out	and
contact	us	if	you're	concerned	about	it.	Q:	Do	the	computer	players	cheat?	Are	the	games	fixed?	A:	No.	In	all	the	games	the	cards	are	dealt	randomly	at	the	start,	and	the	computer	players	make	their	decisions	based	only	on	knowledge	of	their	own	hands,	and	knowledge	of	what	has	been	played.	Basically	they	use	the	same	information	as	a	human
player	would	have	available	to	them.	Q:	I	saw	an	offensive	ad.	Can	you	remove	it?	A:	If	you	see	an	ad	that	is	offensive	to	you	then	please	contact	us	and	we'll	try	our	best	to	block	it.	Due	to	the	way	advertising	works	we	can't	always	immediately	find	the	ads	to	block	them,	but	if	you	send	a	screenshot	of	it,	or	you	remember	any	text	on	it	or	a	url	then
there's	a	much	higher	chance	that	we	can	find	it	and	block	it.	Q:	I	have	an	amazing	business	proposal	for	you!	A:	Thank	you	for	your	interest.	You're	free	to	send	it	our	way,	but	do	note	that	we	are	a	fairly	insular	company	and	aren't	very	receptive	to	unsolicited	business	offers.	Please	read	this	answer	on	the	longer	FAQ	page	before	contacting	us.	Q:	I
have	a	question	that	wasn't	covered	in	this	FAQ!	A:	That	technically	isn't	a	question,	but	that	aside:	these	questions	are	the	most	commonly	asked	ones,	but	for	a	few	more	questions	that	commonly	pop	up	in	our	support	email	you	may	find	your	answer	on	this	page,	which	covers	things	like	what	the	green	checkmarks	mean,	if	we	will	add	specific
games	or	options,	and	so	on	and	so	forth.	Solitaire	is	a	single-player	card	game	in	which	you	try	to	arrange	all	of	your	cards	into	foundation	piles.	While	“Solitaire”	typically	refers	to	classic	Klondike	Solitaire,	there	are	many	versions	and	difficulty	levels	such	Klondike	Solitaire	Turn	3	and	FreeCell.	The	game	was	first	known,	and	is	still	called
"Patience,"	reflecting	the	patience	needed	to	win	a	game.	On	Solitaired,	you	can	play	unlimited	online	Solitaire	games	for	free	on	your	phone,	desktop,	or	in	full	screen.	Objective	Your	goal	is	to	arrange	all	cards	into	the	4	empty	foundation	piles,	organized	by	suit	in	ascending	order,	starting	with	an	Ace	and	progressing	to	a	King.	You	achieve	this	by
moving	face-up	cards	from	the	stock	pile	and	the	tableau.	Solitaire	Setup	Setting	up	Solitaire	is	simple.	There	four	basic	piles	that	you	use	to	play	the	game:	The	tableau:	The	main	area	of	gameplay	is	the	tableau,	which	is	made	up	of	7	columns	of	28	cards	laid	out	from	left	to	right.	The	first	column	consists	of	one	card,	and	the	subsequent	columns
have	an	additional	card	until	the	last	column	has	7.	The	last	card	in	each	column	is	face-up,	while	the	rest	remain	face-down	until	revealed.	The	stockpile:	The	remaining	24	cards,	placed	face-down,	become	the	stockpile,	which	you	draw	from	1	at	a	time	when	you	run	out	of	moves	on	the	tableau.	The	waste	pile	(or	talon):	Any	cards	you	flip	from	the
stockpile	move	face-up	into	the	waste	pile.	The	face-up	card	that	is	revealed	can	be	used	to	make	plays.	The	foundation	piles:	These	are	the	4	piles	you	arrange	your	cards	into.	Each	pile	is	organized	by	suit,	and	cards	are	placed	in	ascending	order,	starting	with	an	Ace	and	ending	with	a	King.	Solitaire	Rules	Arrange	cards	by	making	moves	according
to	these	rules:	Move	face-up	cards	only.	A	face-down	card	in	the	tableau	cannot	be	overturned	and	played	until	the	face-up	card	on	top	of	it	is	removed.	If	you	play	a	face-up	card	from	the	waste	pile,	it	will	reveal	another	face-up	card	that	can	then	be	played	on	the	foundation	piles	or	tableau	columns.	Move	a	card	from	one	tableau	column	to	another	if
the	card	is	the	alternate	color	and	one	rank	lower.	For	example,	a	6	of	Clubs	can	be	placed	on	top	of	a	7	of	Diamonds	or	Hearts.	Move	a	group	of	sequenced	cards.	To	do	so,	the	highest-ranking	card	in	the	group	must	be	placed	on	a	card	that	is	an	alternate	higher	and	one	rank	higher.	Reveal	face-down	cards	in	tableau	columns.	Once	a	face-up	card
on	top	of	a	face-down	card	is	moved,	it	will	be	turned	face-up	and	available	to	play.	Build	foundation	piles.	Begin	foundation	piles	with	an	Ace	then	add	cards	of	the	same	suit	to	each	pile	in	ascending	order.	In	the	Spades	foundation,	the	next	card	after	the	Ace	of	Spades,	for	example,	will	be	a	2	of	Spades.	Place	Kings	into	empty	columns.	Only	Kings
or	a	group	of	sequenced	cards	with	a	King	can	be	played	in	empty	columns.	Flip	cards	from	the	stock	pile	when	you	get	stuck.	If	you	can’t	make	a	move	with	the	cards	on	the	tableau,	flip	a	card	from	the	stock	pile.	Continue	flipping	until	you	can	move	a	card	to	the	tableau	or	foundation..	Redeal	the	stockpile.	Once	all	of	the	stock	pile	cards	have	been
placed	into	the	waste	pile,	you	can	click	the	waste	pile	so	that	the	cards	flip	face-down	back	into	the	stockpile	to	be	used	again.	Watch	our	instructional	video	here,	or	learn	more	with	our	guide	on	Solitaire.	Strategies	to	Win	Solitaire	Increase	your	chances	of	winning	by	using	the	following	Solitaire	strategies:	Focus	on	revealing	face-down	cards.
Surfacing	as	many	cards	as	possible	increases	the	options	you’ll	have	for	making	moves	and	allows	you	to	plan	ahead.	Turn	over	the	first	card	from	the	stock	pile	before	you	make	any	moves.	You	should	consider	the	first	card	in	the	stock	pile	as	part	of	your	option	set	to	make	your	initial	moves.	For	example,	you	may	find	that	the	first	card	from	the
stock	pile	can	create	a	sequence,	which	can	then	help	reveal	another	card.	Check	out	the	tableau	before	making	a	move.	When	you	first	start	the	game,	quickly	check	out	the	tableau	in	conjunction	with	the	card	that	is	face-up	in	your	waste	pile	and	assess	the	moves	you	can	make.	Play	Aces	and	2s	right	away.	Get	your	foundation	piles	started	as	soon
as	possible.	If	any	Aces	are	playable,	move	them	to	your	foundation	piles.	As	soon	as	2s	are	available,	play	those	as	well.	Move	cards	from	the	larger	tableau	columns	first.	The	larger	tableau	columns	have	more	face-down	cards	you	will	need.	Many	of	these	cards	may	be	important	to	sequence	and	solve	the	game.	It's	important	to	focus	on	revealing
these	cards	first	if	possible,	as	the	shorter	tableau	columns	have	fewer	cards	and	therefore	are	easier	to	surface.	Use	face-up	cards	on	the	tableau	first	before	moving	them	to	the	foundation	piles.	While	it	sounds	counterintuitive,	you	may	need	these	cards	to	make	moves	and	reveal	face-down	cards.	You	never	need	an	Ace	or	2	in	your	tableau,	but	you
might	need	other	ranks	to	build	on	a	sequence.	So	if	you	reveal	a	4	of	Diamonds	that	could	go	into	the	Diamond	foundation	pile,	check	to	make	sure	it	can’t	be	used	in	a	sequence	or	elsewhere	that	can	help	reveal	another	card.	Use	cards	from	the	foundation	piles,	if	necessary.	For	the	same	reasons	described	in	the	bullet	above,	you	might	need	to
replay	foundation	cards	into	the	tableau	to	open	more	options	for	play.	Clear	tableau	columns	for	kings.	Whether	you	have	a	king	showing	or	not,	try	to	clear	tableau	columns	so	that	you	can	fill	them	with	Kings	when	a	King	becomes	available.	Use	the	hint	or	undo	button.	You	can	use	our	hint	button	to	help	you	identify	which	cards	to	move	or	our
undo	button	to	try	different	moves.	Be	sure	to	check	out	our	strategy	guide	to	learn	all	the	ways	to	win.	How	Difficult	is	Solitaire?	Classic	or	Klondike	Solitaire	is	considered	easy	in	difficulty.	When	looking	at	2,898,974	random	Solitaire	Turn	1	games	played,	955,805	(33.0%)	were	won.	Turn	3,	which	has	a	win	rate	of	11.1%,	is	considered	medium	in
difficulty.	What	is	the	difference	between	Turn	1	and	Turn	3	Solitaire?	In	Turn	1,	one	card	is	turned	over	from	the	stock	pile	at	a	time.	In	Turn	3,	3	cards	are	turned	over	at	a	time,	making	it	a	harder	game.	Recommended	Games	Whether	you	enjoy	Classic	Solitaire	or	want	to	try	something	new,	we	have	a	large	library	of	games	you	can	enjoy	and	offer
daily	Solitaire	challenges.	Solitaire	Games	If	you	like	classic	Solitaire,	increase	the	difficulty	by	playing	these	variations.	Spider	Solitaire	Games	Spider	Solitaire	card	games	offer	an	engaging	twist	on	the	classic	Solitaire	format,	involving	eight	tableau	piles	that	build	down	in	sequences	regardless	of	suit.	FreeCell	Games	In	FreeCell	games,	cards	are
face-up,	giving	you	full	visibility	for	strategic	decisions.	The	game's	unique	feature	allows	any	card	to	be	moved	to	an	empty	space,	a	free	cell,	allowing	flexibility	and	planning.	Yukon	GamesYukon	is	a	Solitaire	variant	where	you	can	move	a	group	of	tableau	cards	even	if	they	are	not	in	order.	Word	Games	If	you’re	looking	for	a	break	from	card	games,
challenge	yourself	to	some	our	of	original	word	games.	Trick-Taking	Games	If	you’re	looking	for	a	card	game	that	you	don’t	play	solo,	try	a	trick-taking	game.	View	all	our	free	card	games	here.	Want	to	get	updates	or	connect	with	other	card	game	players?	Join	our	Facebook	community.	Spades	scoring	rules	can	seem	complex,	but	understanding	how
points	are	calculated	is	essential	for	mastering	the	game.	From	meeting	your	bids	to	managing	bags	and	avoiding	penalties	for	underbidding	or	reneging,	each	element	of	scoring	plays	a	vital	role	in	determining	the	outcome	of	the	game.	Missteps	like	misdeals	or	failing	to	meet	your	bid	can	lead	to	steep	penalties,	while	strategic	moves	like	Nil	bids
can	offer	game-changing	rewards.	This	guide	will	break	down	the	scoring	rules	in	detail,	offering	tips	and	strategies	to	help	you	maximize	points,	minimize	risks,	and	maintain	fair	play	throughout	every	round.	In	Spades,	the	foundation	of	gameplay	revolves	around	accurate	bidding	and	scoring.	Players	score	points	based	on	the	number	of	tricks	they
bid	and	win	during	a	round.	Each	round	challenges	players	to	strike	a	balance	between	risk	and	reward,	as	overbidding	or	underbidding	can	significantly	impact	their	overall	score.	Key	terms	to	know:	Bid:	The	number	of	tricks	a	player	or	team	predicts	they	will	win.	Bids	are	made	at	the	start	of	each	round	and	form	the	basis	for	scoring.	Trick:	A	set
of	cards	played	in	one	round,	with	the	highest-ranking	card	winning	the	trick.	The	ability	to	“take	a	trick”	depends	on	strategic	card	play	and	understanding	the	card	hierarchy	in	Spades.	Bag:	Any	trick	won	beyond	the	initial	bid	is	referred	to	as	a	bag	or	overtrick.	While	bags	earn	small	positive	points,	accumulating	too	many	can	lead	to	penalties.	Nil
Bid:	A	bold	strategy	where	a	player	predicts	they	will	win	no	tricks	during	the	round.	If	successful,	a	Nil	bid	can	yield	significant	bonus	points,	but	failure	results	in	a	hefty	penalty.	Why	Scoring	Matters:Understanding	Spades	scoring	isn’t	just	about	tallying	points—it’s	about	shaping	your	strategy.	By	knowing	how	each	point	is	earned	or	lost,	you	can
adjust	your	gameplay	to	maximize	gains	and	minimize	risks.	For	example:	Underbidding	may	help	you	avoid	bag	penalties	but	can	cost	you	potential	points.	Overbidding	might	score	bags,	but	it	risks	penalties	if	your	bid	isn’t	met.	A	well-timed	Nil	bid	can	turn	the	tide	of	a	game,	but	only	if	executed	flawlessly.	By	mastering	these	basics,	you	set	the
stage	for	developing	advanced	strategies	that	can	help	you	outplay	your	opponents.	Scoring	is	more	than	math—it’s	the	heartbeat	of	every	successful	Spades	game.	In	Spades,	the	core	of	scoring	revolves	around	meeting	the	bids	you	and	your	partner	declare	at	the	start	of	each	round.	Successful	bids	are	rewarded	with	significant	points,	making
accurate	bidding	a	critical	skill.	Each	trick	you	bid	is	worth	10	points,	but	you	must	win	the	exact	number	of	tricks	(or	more)	to	earn	these	points.	For	example:	If	a	team	bids	5	tricks	and	successfully	wins	5	tricks,	they	earn	50	points	(10	points	per	trick).	If	they	win	fewer	tricks	than	their	bid	(e.g.,	4	tricks	after	bidding	5),	they	lose	50	points,
emphasizing	the	importance	of	accurate	bidding.	Spades	is	often	played	as	a	partnership	game,	meaning	the	combined	tricks	of	both	players	on	a	team	determine	whether	the	bid	is	met.	Communication	and	synergy	with	your	partner	are	essential	for	meeting	your	bids.	Example:	If	Player	A	bids	3	tricks	and	Player	B	bids	4	tricks,	the	team	must
collectively	win	7	tricks	to	score	70	points.	Players	must	strategically	play	to	cover	their	bids	while	considering	their	partner’s	strengths	and	weaknesses	in	each	round.	Analyze	Your	Hand:	Count	high	cards	(aces,	kings)	and	spades	(trump	cards),	as	they	are	more	likely	to	win	tricks.	Consider	Table	Dynamics:	Observe	your	opponents’	bidding
patterns	and	adjust	your	bid	accordingly.	Account	for	Your	Partner’s	Bid:	Your	partner’s	bid	influences	the	team’s	total	target,	so	balance	your	bid	to	complement	their	strategy.	Avoid	Overconfidence:	Overestimating	your	hand	can	lead	to	penalties,	so	bid	conservatively	when	in	doubt.	House	rules	may	introduce	modifications	to	scoring,	such	as
bonuses	for	bidding	and	successfully	meeting	higher	bids	(e.g.,	a	team	that	bids	10	tricks	might	receive	a	bonus	if	they	succeed).	Familiarize	yourself	with	the	specific	scoring	rules	before	starting	a	game	to	make	the	most	of	your	bids.	Accurate	bidding	is	the	foundation	of	Spades	scoring.	Bidding	too	high	increases	the	risk	of	penalties,	while	bidding
too	low	may	limit	your	team’s	potential	score.	Successful	bidding	requires	a	mix	of	card	evaluation,	strategic	thinking,	and	collaboration	with	your	partner.	Understanding	how	to	maximize	points	from	successful	bids	allows	you	to	control	the	game’s	pace	and	ultimately	increase	your	chances	of	victory.	By	refining	your	bidding	strategy,	you	set	the
stage	for	consistently	strong	scores	in	every	round.	In	Spades,	bags	(also	known	as	overtricks)	are	both	a	blessing	and	a	curse.	While	they	offer	small	rewards	for	extra	tricks	won	beyond	your	bid,	they	can	also	lead	to	penalties	if	not	managed	carefully.	Learning	how	to	handle	bags	effectively	is	a	critical	part	of	Spades	strategy.	A	bag	is	any	trick	won
beyond	your	team’s	original	bid.	While	each	bag	adds	1	point	to	your	score,	collecting	too	many	bags	can	lead	to	a	hefty	penalty.	This	mechanic	encourages	players	to	focus	on	accurate	bidding	rather	than	overestimating	their	hand	or	playing	overly	aggressively.	Example	of	Bag	Scoring:	If	a	team	bids	5	tricks	but	wins	7,	they	score:	50	points	for
meeting	the	bid	(5	tricks	x	10	points	each).	2	points	for	the	2	additional	tricks	(bags).	Total	Score:	52	points.	Bags	come	with	a	cumulative	penalty	designed	to	prevent	teams	from	consistently	overbidding	or	taking	unnecessary	tricks.	10	Bags	Penalty:	When	a	team	accumulates	10	bags	over	multiple	rounds,	they	incur	a	-100-point	penalty	and	reset
their	bag	count	to	zero.	Strategic	Implications:	Teams	must	carefully	balance	their	trick-taking	to	avoid	unintentionally	crossing	the	10-bag	threshold.	Bags	force	players	to	think	critically	about	their	gameplay.	While	it	might	seem	tempting	to	take	extra	tricks,	the	risk	of	penalties	makes	this	a	double-edged	sword.	Early	Rounds:	Accumulating	a	few
bags	in	early	rounds	can	be	manageable,	especially	if	you’re	ahead	in	points.	Later	Rounds:	In	the	final	rounds,	avoid	unnecessary	bags	at	all	costs,	as	the	penalties	can	swing	the	game	against	you.	Bid	More	Accurately:	The	most	effective	way	to	avoid	bags	is	to	bid	closer	to	the	actual	number	of	tricks	your	team	expects	to	win.	Play	to	Your	Bid:	Once
your	team	meets	its	bid,	focus	on	minimizing	extra	tricks.	Hold	back	high	cards	or	avoid	trumping	unnecessarily.	Communicate	with	Your	Partner:	A	strong	partnership	is	crucial	for	managing	bags.	Coordinate	your	play	to	avoid	accidentally	winning	extra	tricks.	Force	Opponents	into	Bags:	If	your	opponents	are	nearing	the	10-bag	penalty,	play	to
force	them	into	overtricks.	This	can	shift	the	momentum	of	the	game	in	your	favor.	Scenario	1:	Team	Bid:	6	tricks.	Tricks	Won:	9	tricks.	Score:	60	points	for	the	bid	+	3	points	for	the	bags	=	63	points.	Impact:	A	few	extra	points,	but	closer	to	the	10-bag	penalty.	Scenario	2:	Team	Bid:	7	tricks.	Tricks	Won:	7	tricks.	Score:	70	points.	Impact:	No	bags,	no
penalties—an	ideal	round.	Scenario	3:	Accumulated	Bags:	9	bags	from	previous	rounds.	Team	Bid:	4	tricks.	Tricks	Won:	6	tricks.	Score:	40	points	for	the	bid	+	2	points	for	bags	=	42	points,	minus	100	points	for	reaching	10	bags	=	-58	points	total.	Some	Spades	games	use	alternative	bag	penalties	to	create	unique	dynamics:	5-Bag	Penalty:	Instead	of
waiting	for	10	bags,	a	penalty	is	applied	every	5	bags	accumulated.	Progressive	Penalties:	Each	bag	beyond	the	bid	subtracts	a	point	(e.g.,	instead	of	+1	per	bag,	each	bag	results	in	-1	point).	Bag	Forgiveness:	Some	games	allow	players	to	reset	their	bag	count	after	a	specified	number	of	rounds	without	penalty.	Bags	are	a	minor	reward	that	can
quickly	become	a	major	liability.	Accurate	bidding	and	strategic	trick-taking	are	essential	to	minimizing	their	impact.	Use	bags	to	your	advantage	by	pressuring	opponents	and	carefully	managing	your	own	scores.	By	mastering	bag	management,	you	can	turn	this	scoring	element	into	a	tool	for	success	rather	than	a	source	of	penalties,	keeping	your
team’s	score	on	track	and	positioning	yourself	for	victory.	In	Spades,	underbidding	is	one	of	the	most	common	mistakes	players	make,	and	it	can	significantly	impact	your	team’s	score.	While	bidding	conservatively	may	seem	safe,	failing	to	meet	your	bid	results	in	a	penalty	that	can	turn	the	tide	of	the	game.	This	section	explores	what	underbidding	is,
how	it	affects	your	score,	and	strategies	to	avoid	it.	Underbidding	occurs	when	a	team	fails	to	win	the	number	of	tricks	they	declared	in	their	bid	at	the	beginning	of	a	round.	Each	trick	bid	carries	a	value	of	10	points,	and	missing	your	bid	results	in	a	penalty	of	-10	points	per	trick	bid.	Example	of	Underbidding	Penalty:	Team	Bid:	6	tricks.	Tricks	Won:
4	tricks.	Penalty:	-60	points	(6	x	-10	points	for	failing	to	meet	the	bid).	Lost	Points:	Missing	your	bid	means	you	not	only	lose	the	opportunity	to	score	positive	points	but	also	suffer	a	significant	penalty.	Opponent	Advantage:	Underbidding	often	hands	extra	tricks	to	your	opponents,	allowing	them	to	achieve	their	bids	more	easily	or	collect	bags.
Momentum	Shift:	A	single	underbidding	round	can	swing	the	momentum	of	the	game,	especially	in	close	matches.	Underbidding	often	results	from	misjudging	your	hand	or	playing	too	cautiously.	Common	causes	include:	Underestimating	High	Cards:	Players	may	fail	to	consider	the	winning	potential	of	their	high	cards	(aces,	kings)	or	trump	cards
(spades).	Poor	Communication:	In	partnership	games,	a	lack	of	coordination	with	your	partner	can	lead	to	mismatched	strategies	and	missed	opportunities.	Fear	of	Overbidding:	Players	afraid	of	penalties	for	overbidding	may	err	too	far	on	the	side	of	caution.	Evaluate	Your	Hand	Thoroughly:	Assess	your	high	cards,	trump	cards,	and	any	long	suits



(multiple	cards	of	the	same	suit).	This	helps	predict	the	number	of	tricks	you	can	realistically	win.	Understand	the	Table	Dynamics:	Consider	your	opponents’	bids	and	strategies,	as	they	can	affect	how	many	tricks	you’re	likely	to	take.	Communicate	with	Your	Partner:	Share	key	observations	and	align	your	bids	for	a	more	accurate	team	strategy.	For
example,	if	your	partner	has	a	strong	hand,	you	might	bid	conservatively	to	avoid	overestimating	your	combined	potential.	Balance	Risk	and	Reward:	Strive	for	a	balanced	bid	that	minimizes	the	risk	of	underbidding	without	overcommitting.	While	underbidding	is	generally	penalized,	there	are	situations	where	it	can	be	a	strategic	choice:	Avoiding
Bags:	If	your	team	is	close	to	the	10-bag	penalty,	you	might	intentionally	bid	lower	to	avoid	taking	extra	tricks.	Disrupting	Opponents:	In	some	cases,	underbidding	can	force	opponents	to	play	more	aggressively,	increasing	their	risk	of	overbidding	or	taking	bags.	Some	house	rules	modify	how	underbidding	penalties	are	applied,	such	as:	Progressive
Penalties:	Larger	penalties	for	missing	higher	bids	(e.g.,	losing	15	points	per	trick	for	bids	of	8	or	more).	Lenient	Scoring:	Allowing	partial	credit	for	tricks	won,	even	if	the	bid	isn’t	fully	met.	Scenario	1:	Team	Bid:	8	tricks.	Tricks	Won:	7	tricks.	Score:	-80	points	for	failing	to	meet	the	bid.	Scenario	2:	Team	Bid:	5	tricks.	Tricks	Won:	3	tricks.	Score:	-50
points	for	underbidding.	Scenario	3	(Strategic	Underbid):	Team	Bid:	3	tricks.	Tricks	Won:	5	tricks.	Score:	30	points	for	the	bid	+	2	points	for	the	bags	=	32	points,	avoiding	a	bag	penalty.	Underbidding	penalties	are	harsh	but	prevent	players	from	bidding	recklessly	low.	Accurate	hand	evaluation	and	effective	partner	communication	are	the	keys	to
avoiding	underbidding.	Strategic	underbidding	is	rare	but	can	be	useful	in	specific	situations,	such	as	avoiding	a	bag	penalty.	By	mastering	the	art	of	bidding,	you	can	minimize	the	risk	of	underbidding	and	maximize	your	score,	keeping	your	team	competitive	in	every	round	of	Spades.	In	Spades,	accurate	bidding	is	crucial,	as	penalties	for
underbidding	can	significantly	impact	your	score	and	even	cost	you	the	game.	Underbidding	occurs	when	a	team	fails	to	win	the	number	of	tricks	they	declared	in	their	bid	at	the	start	of	a	round.	While	bidding	conservatively	might	seem	like	a	safe	option,	it	often	leads	to	missed	opportunities	and	severe	penalties.	This	guide	explores	what
underbidding	is,	its	impact	on	gameplay,	and	actionable	strategies	to	avoid	it.	Underbidding	happens	when	a	player	or	team	wins	fewer	tricks	than	they	initially	bid.	For	every	trick	bid	but	not	won,	the	team	loses	10	points	per	trick.	This	penalty	is	designed	to	encourage	accurate	bidding	and	strategic	gameplay.	Example	of	Underbidding	Penalty:	Bid:
6	tricks	Tricks	Won:	4	tricks	Score:	-60	points	(6	x	-10	points	for	the	missed	tricks).	Significant	Point	Losses:	Unlike	overbidding,	which	only	affects	your	score	with	minor	adjustments	(bags),	underbidding	directly	penalizes	your	bid	and	can	result	in	steep	point	losses.	Missed	Scoring	Opportunities:	Failing	to	meet	your	bid	means	losing	potential
points,	which	can	shift	the	game’s	momentum	in	favor	of	your	opponents.	Impact	on	Partner	Play:	In	partnership	games,	underbidding	by	one	player	may	leave	your	partner	with	an	unrealistic	burden	to	meet	the	team’s	bid.	Misjudging	Your	Hand:	Players	often	underestimate	the	potential	of	their	cards,	such	as	high-ranking	cards	or	trump	cards
(spades).	Overly	Conservative	Bidding:	Fear	of	overbidding	can	lead	to	bids	that	are	too	low,	increasing	the	risk	of	underbidding	penalties.	Lack	of	Coordination	with	Partner:	Poor	communication	can	result	in	unbalanced	bids	between	partners,	leading	to	unmet	targets.	Opponent	Interference:	Skilled	opponents	can	disrupt	your	strategy,	making	it
harder	to	meet	your	bid.	Thoroughly	Evaluate	Your	Hand:	Assess	your	high	cards	(aces,	kings,	queens)	and	trump	cards	(spades).	Consider	how	your	cards	may	interact	with	your	partner’s	play	to	win	tricks.	Count	potential	tricks	conservatively	but	realistically	to	avoid	errors.	Communicate	Effectively	with	Your	Partner:	Discuss	likely	bids	before
committing,	ensuring	your	team	has	a	cohesive	strategy.	If	your	partner	has	a	strong	hand,	you	may	bid	lower	to	balance	the	total	bid.	Understand	the	Table	Dynamics:	Pay	attention	to	your	opponents’	bids	and	playing	styles,	as	they	can	influence	the	number	of	tricks	you’re	likely	to	win.	Adjust	your	bid	accordingly	if	you	expect	aggressive	or
defensive	gameplay	from	opponents.	Consider	Risk	and	Reward:	Balance	your	desire	to	avoid	penalties	with	the	opportunity	to	score	points.	Avoid	bidding	too	low	out	of	fear	of	missing	your	bid;	instead,	aim	for	accuracy.	Practice	Consistent	Gameplay:	Over	time,	experience	will	help	you	better	predict	how	your	hand	will	perform,	making	it	easier	to
avoid	underbidding	penalties.	In	rare	cases,	underbidding	can	be	a	deliberate	strategy:	To	Avoid	Bag	Penalties:	If	your	team	is	close	to	accumulating	10	bags,	bidding	conservatively	and	taking	fewer	tricks	might	prevent	the	100-point	penalty.	To	Disrupt	Opponents:	Intentionally	underbidding	can	sometimes	force	your	opponents	to	win	additional
tricks,	increasing	their	risk	of	overbidding	or	bag	penalties.	Different	versions	of	Spades	may	adjust	how	underbidding	penalties	are	applied:	Scaled	Penalties:	Larger	penalties	for	missing	higher	bids	(e.g.,	losing	15	points	per	trick	for	bids	of	8	or	more).	Partial	Credit:	Some	house	rules	may	award	partial	points	for	tricks	won,	even	if	the	bid	isn’t	fully
met.	Lenient	Rules:	A	few	variations	reduce	or	eliminate	penalties	for	underbidding,	though	these	are	less	common.	Scenario	1:	Minimal	Underbid	Team	Bid:	5	tricks	Tricks	Won:	4	tricks	Score:	-50	points	for	the	missed	trick.	Scenario	2:	Significant	Underbid	Team	Bid:	8	tricks	Tricks	Won:	5	tricks	Score:	-80	points	(8	x	-10	points).	Scenario	3:	Partner
Compensation	Player	A	Bid:	3	tricks	Player	B	Bid:	4	tricks	Team	Total	Bid:	7	tricks	Tricks	Won:	6	tricks	(Player	A	won	3,	Player	B	won	3).	Score:	-10	points	for	the	one	trick	underbid.	Underbidding	penalties	are	harsh	but	play	an	essential	role	in	balancing	the	game	and	rewarding	accurate	bidding.	Misjudging	your	hand,	lack	of	communication,	or
overly	cautious	gameplay	often	leads	to	underbidding.	Accurate	evaluation	of	your	hand,	strong	partner	coordination,	and	awareness	of	the	game	dynamics	are	the	keys	to	avoiding	penalties.	By	mastering	these	strategies,	you	can	minimize	the	risks	of	underbidding	and	maximize	your	scoring	potential,	ensuring	that	your	team	stays	competitive	in
every	round.	A	Nil	bid	is	one	of	the	riskiest	and	most	rewarding	strategies	in	Spades.	When	a	player	declares	a	Nil	bid,	they	predict	that	they	will	win	zero	tricks	during	the	round.	If	successful,	the	Nil	bid	can	result	in	a	significant	bonus,	but	if	even	a	single	trick	is	won,	the	penalties	can	be	severe.	Understanding	how	Nil	bids	work	and	when	to	use
them	is	crucial	for	players	looking	to	master	the	game.	A	Nil	bid	is	a	bold	declaration	that	you	will	not	win	any	tricks	in	the	round.	It	adds	a	layer	of	complexity	to	gameplay,	as	you	must	carefully	avoid	winning	tricks	while	your	partner	adjusts	their	strategy	to	support	you.	If	a	player	successfully	avoids	winning	any	tricks	during	the	round,	they	earn	a
bonus	of	50	or	100	points	(depending	on	house	rules).	Example:	If	your	team	bids	a	combined	7	tricks,	including	your	Nil	bid,	and	you	win	no	tricks	while	your	partner	wins	7,	the	team	earns	the	points	for	the	bid	(70	points)	plus	the	Nil	bonus	(e.g.,	50	points),	for	a	total	of	120	points.	If	a	player	wins	even	a	single	trick	after	declaring	a	Nil	bid,	they
face	a	penalty	of	-50	or	-100	points	(depending	on	house	rules).	Additionally,	any	tricks	won	by	the	Nil	bidder	are	added	to	their	partner’s	total	for	the	round,	which	can	disrupt	the	team’s	ability	to	meet	their	bid.	Example:	Team	Bid:	6	tricks	(including	Nil	bid).	Nil	Player	Wins	1	Trick:	-50	points	for	the	failed	Nil	bid.	Partner	Wins	5	Tricks:	Team	earns
50	points	for	meeting	the	bid,	resulting	in	a	net	score	of	0	points	(50	–	50).	Some	variations	of	Spades	allow	for	a	Blind	Nil	bid,	where	a	player	declares	Nil	before	even	looking	at	their	hand.	This	daring	move	can	earn	100	or	more	bonus	points	if	successful	but	carries	a	steep	penalty	if	failed.	Weak	Hand:	If	your	hand	has	no	high-ranking	cards	or
spades,	you’re	less	likely	to	win	tricks,	making	Nil	a	viable	option.	Strategic	Opportunity:	If	your	team	is	trailing	in	points,	a	successful	Nil	bid	can	help	you	close	the	gap.	Partner	Support:	If	your	partner	has	a	strong	hand,	they	can	more	easily	compensate	for	your	Nil	bid	by	winning	additional	tricks.	Avoid	Leading	High	Cards:	Play	low-ranking	cards
whenever	possible	to	avoid	accidentally	winning	tricks.	Sacrifice	Cards	Early:	Get	rid	of	any	high-ranking	cards	or	spades	early	in	the	round	to	minimize	risk.	Rely	on	Your	Partner:	Your	partner	should	aim	to	win	enough	tricks	to	cover	the	team’s	overall	bid	while	protecting	you	from	accidentally	taking	tricks.	Watch	Opponent	Behavior:	Pay	attention
to	how	opponents	are	playing,	as	they	may	intentionally	force	you	to	win	a	trick	to	break	your	Nil.	Underestimating	Opponents:	Skilled	opponents	may	deliberately	play	low-ranking	cards	to	force	you	to	win	a	trick.	Poor	Communication:	Without	clear	communication,	your	partner	may	inadvertently	hinder	your	Nil	attempt.	Overestimating	Your	Hand:
A	hand	with	too	many	middle-ranking	cards	(e.g.,	9s,	10s)	can	make	it	difficult	to	avoid	tricks.	Partner’s	Role:	Your	partner	must	adjust	their	play	to	protect	your	Nil	bid	while	ensuring	the	team	meets	its	overall	bid.	This	often	involves	taking	tricks	you	might	otherwise	win.	Risk	vs.	Reward:	A	Nil	bid	can	drastically	alter	the	game’s	dynamics,	either	by
boosting	your	team’s	score	significantly	or	causing	a	steep	penalty	if	unsuccessful.	Bonus	Points:	Some	games	award	a	higher	bonus	for	successful	Nil	bids,	such	as	100	points	instead	of	50.	Partial	Penalties:	In	some	variations,	the	penalty	for	a	failed	Nil	bid	may	be	reduced	if	the	player	only	wins	one	trick.	Blind	Nil	Bonuses:	Blind	Nil	bids	often
receive	higher	rewards	(e.g.,	200	points)	but	carry	heavier	penalties	for	failure.	Scenario	1:	Successful	Nil	Bid	Player	A	bids	Nil,	and	Player	B	bids	4	tricks.	Player	A	wins	0	tricks,	and	Player	B	wins	4	tricks.	Score:	40	points	for	the	bid	+	50	points	for	the	Nil	=	90	points.	Scenario	2:	Failed	Nil	Bid	Player	A	bids	Nil,	and	Player	B	bids	5	tricks.	Player	A
wins	1	trick,	and	Player	B	wins	4	tricks.	Score:	50	points	for	meeting	the	bid	–	50	points	for	the	failed	Nil	=	0	points.	Scenario	3:	Blind	Nil	Bid	Player	A	bids	Blind	Nil,	and	Player	B	bids	3	tricks.	Player	A	wins	0	tricks,	and	Player	B	wins	3	tricks.	Score:	30	points	for	the	bid	+	100	points	for	Blind	Nil	=	130	points.	A	successful	Nil	bid	can	be	a	game-
changing	strategy,	offering	significant	bonus	points.	Failing	a	Nil	bid	carries	steep	penalties,	making	careful	play	and	partner	support	essential.	Evaluate	your	hand,	your	partner’s	strengths,	and	the	game	dynamics	before	committing	to	a	Nil	bid.	By	mastering	Nil	bids	and	understanding	when	to	use	them,	you	can	add	a	powerful	tool	to	your	Spades
strategy,	helping	your	team	secure	victory	even	in	challenging	games.	In	Spades,	proper	gameplay	requires	players	to	follow	strict	rules	for	dealing	cards	and	playing	in	turn.	When	these	rules	are	violated,	it	results	in	penalties	that	can	disrupt	the	game’s	flow	and	significantly	impact	the	score.	Understanding	misdeal	and	reneging	penalties	is	crucial
for	avoiding	costly	mistakes	and	ensuring	fair	play.	A	misdeal	occurs	when	the	cards	are	dealt	improperly,	making	the	game	unplayable.	Common	reasons	for	a	misdeal	include:	Incorrect	Card	Count:	A	player	receives	too	many	or	too	few	cards.	Revealed	Cards:	One	or	more	cards	are	accidentally	exposed	during	the	deal.	Unshuffled	Deck:	The	deck
wasn’t	shuffled	adequately,	leading	to	an	unfair	distribution	of	cards.	Penalty	for	a	Misdeal:	Typically,	a	misdeal	does	not	carry	a	point	penalty.	Instead,	the	cards	are	reshuffled,	and	a	new	deal	begins.	In	some	house	rules,	repeated	misdeals	by	the	same	player	may	result	in	penalties	or	restrictions,	such	as	forfeiting	the	right	to	deal	in	subsequent
rounds.	How	to	Avoid	Misdeals:	Shuffle	thoroughly	before	dealing.	Deal	cards	carefully,	one	at	a	time,	and	ensure	that	each	player	receives	the	correct	number	of	cards.	Avoid	distractions	during	the	deal	to	minimize	mistakes.	Reneging,	also	known	as	“revoking,”	occurs	when	a	player	fails	to	follow	suit	despite	having	a	card	of	the	required	suit	in
their	hand.	This	violation	is	considered	cheating	in	many	versions	of	Spades,	whether	intentional	or	accidental.	Examples	of	Reneging:	A	player	leads	with	hearts,	and	another	player	discards	a	spade	despite	having	hearts	in	their	hand.	A	player	trumps	a	suit	when	they	still	have	cards	in	the	led	suit.	Penalty	for	Reneging:Reneging	is	a	serious	offense
and	carries	stiff	penalties	to	deter	players	from	violating	the	rules.	Common	Penalties:	The	reneging	team	loses	50	points	or	more,	depending	on	house	rules.	In	some	variations,	the	round	is	replayed,	and	the	reneging	team	forfeits	their	bid	for	that	round.	Strategic	Impact:	Reneging	not	only	costs	points	but	also	disrupts	the	game’s	integrity,
potentially	leading	to	arguments	or	disputes	among	players.	Pay	Attention	to	the	Suit	Led:	Always	check	your	hand	carefully	before	playing	a	card	to	ensure	you	are	following	the	correct	suit.	Communicate	Clearly:	In	partnership	games,	discuss	the	importance	of	following	suit	with	your	partner	before	the	game	starts	to	avoid	misunderstandings.
Practice	Good	Sportsmanship:	If	you	realize	you’ve	reneged,	admit	it	immediately	to	maintain	fairness.	Deliberate	reneging	is	considered	unsportsmanlike	and	can	damage	trust	among	players.	Different	groups	or	house	rules	may	alter	how	misdeals	and	reneging	are	handled:	Stricter	Penalties	for	Reneging:	Some	rules	impose	heavier	point	losses,
such	as	100	points,	or	award	points	to	the	opposing	team.	Automatic	Round	Forfeit:	In	some	games,	a	team	that	reneges	forfeits	the	entire	round,	giving	the	opponents	full	credit	for	their	bid.	Lenient	Misdeal	Rules:	Casual	games	may	allow	one	free	misdeal	per	player	before	any	restrictions	or	penalties	are	enforced.	Call	Out	Issues	Immediately:	If
you	notice	a	misdeal	or	suspect	a	renege,	bring	it	to	the	table’s	attention	as	soon	as	possible.	Delaying	may	complicate	resolving	the	issue.	Stay	Focused:	Avoid	multitasking	or	distractions	during	the	game,	as	these	can	lead	to	accidental	misdeals	or	reneges.	Learn	the	Rules:	Familiarize	yourself	with	the	house	rules	regarding	misdeal	and	reneging
penalties	before	starting	a	game	to	ensure	you	understand	the	consequences	and	how	to	respond.	Adapt	Strategically:	If	an	opponent	reneges,	use	the	penalty	as	an	opportunity	to	regain	momentum	and	adjust	your	gameplay	to	capitalize	on	their	mistake.	A	misdeal	typically	results	in	a	new	deal,	but	repeated	mistakes	may	lead	to	restrictions	or
penalties.	Reneging	is	a	serious	violation	that	carries	heavy	point	penalties	and	disrupts	the	game’s	fairness.	Careful	attention	to	card	play	and	adherence	to	the	rules	can	prevent	these	issues,	ensuring	a	smooth	and	enjoyable	game	for	all	players.	By	understanding	and	avoiding	misdeal	and	reneging	penalties,	you	can	maintain	fair	gameplay,	uphold
the	integrity	of	the	game,	and	enhance	your	Spades	experience.	To	clarify	how	scoring	works,	here	are	a	few	examples:	Scenario	1:	Bid:	4	tricks	Tricks	Won:	6	Score:	40	points	for	the	bid	+	2	points	for	2	bags	=	42	points.	Scenario	2:	Bid:	7	tricks	Tricks	Won:	5	Score:	-70	points	for	failing	to	meet	the	bid.	Scenario	3:	Nil	Bid:	Successful	Score:	50
points	for	the	Nil	bid.	Scenario	4:	Nil	Bid:	Unsuccessful	(won	1	trick)	Score:	-50	points	for	the	failed	Nil	bid,	plus	tricks	won	count	toward	the	team	total.	Many	Spades	games	include	variations	based	on	house	rules.	Common	adjustments	include:	Changing	the	value	of	a	successful	Nil	bid	(e.g.,	100	points	instead	of	50).	Introducing	penalties	for
specific	behaviors,	like	talking	during	bidding.	Allowing	Blind	Nil	(bidding	Nil	before	seeing	your	cards),	which	often	awards	100	points	if	successful.	Bid	conservatively	to	avoid	penalties	for	underbidding.	Manage	bags	carefully	to	prevent	accumulating	a	bag	penalty.	Use	the	Nil	bid	strategically	when	you	have	a	weak	hand.	Communicate	effectively
with	your	partner	to	maximize	your	score	as	a	team.	Understanding	the	scoring	rules	in	Spades	is	the	foundation	of	successful	gameplay.	Whether	it’s	accurately	meeting	your	bid,	strategically	managing	bags,	or	navigating	the	risks	and	rewards	of	Nil	bids,	each	scoring	element	offers	opportunities	to	improve	your	strategy.	Avoiding	penalties	for
underbidding,	reneging,	or	misdeals	ensures	that	you	stay	competitive	and	maintain	the	integrity	of	the	game.	By	mastering	these	scoring	principles,	you	can	make	more	informed	decisions,	enhance	your	teamwork,	and	enjoy	Spades	with	greater	confidence.	Scoring	isn’t	just	about	tallying	points—it’s	about	leveraging	the	rules	to	outsmart	your
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card	that	is	a	spade	beats	any	other	card	that	isn’t	a	spade	regardless	of	rank.	Played	with	a	standard	52-card	deck,	the	game	of	spades	hinges	on	how	well	you	estimate	how	many	tricks	you	can	win.	Spades	scoring	is	based	on	the	combined	bids	between	you	and	your	partner	and	how	many	combined	tricks	you	actually	win.	Teams	gain	or	lose	points
depending	on	whether	you	underbid,	overbid,	or	meet	your	bid,	and	the	first	team	to	reach	500	points	wins.	If	you	want	to	play	Spades	and	win,	this	post	explains	spade	scoring	and	how	best	to	make	your	bid	so	your	team	earns	maximum	points.	Quickstart	Gameplay	Rules	The	game	rules	for	Spades	are	simple,	but	spades	scoring	is	based	on	the	bids
you	make	at	the	beginning	of	each	hand.	Two	players	team	up	against	the	other	two	players,	and	scoring	is	based	on	each	team’s	ability	to	meet	their	combined	bid.	So	you	need	to	understand	how	the	game	works	to	get	your	bid	right	and	maximize	your	team’s	score.	Like	playing	Hearts,	this	game	uses	tricks,	where	a	player	leads	with	a	card	and
each	player	plays	one	card	into	the	middle,	following	suit,	if	possible.	So	each	round	consists	of	13	tricks.	But	there	are	significant	differences	between	Hearts	and	Spades.	For	example,	with	a	Spades	card	game,	spades	is	always	the	trump	suit.	So	if	a	jack	of	hearts	leads	and	then	players	play	an	ace	of	hearts,	five	of	hearts,	and	a	three	of	spades,	the
person	who	played	the	three	of	spades	wins	the	trick	because	they	trumped	the	suit	that	led.	All	cards	of	all	suits,	including	spades,	follow	their	rank	with	aces	high	and	twos	low.	The	following	overview	can	give	you	a	better	understanding	of	how	to	play	Spades.	Make	your	bid.	After	the	dealer	deals	all	the	playing	cards	in	the	deck	(13	to	each
player),	each	player	takes	turns	bidding	on	the	number	of	tricks	they	think	they	can	take.	Play	13	tricks.	The	person	to	the	left	of	the	dealer	leads	the	first	trick,	but	a	spade	cannot	lead	this	first	hand.	For	each	trick,	all	players	must	follow	suit,	if	possible.	If	they	can’t	follow	suit	they	can	play	any	other	card.	If	a	player	can’t	follow	suit	and	plays	a
spade,	then	spades	are	broken.	Once	spades	are	broken	any	suit	can	lead.	The	player	with	the	highest	rank	of	the	suit	that	led	or	the	highest	spade	wins	the	trick.	The	person	who	wins	the	trick	leads	the	next	trick.	Spades	can	be	led	if	they	are	broken	or	if	the	person	leading	has	no	other	cards	in	their	hand	except	spades.	Subsequent	tricks	follow	this
pattern	of	the	winner	from	the	previous	trick	leading,	everyone	following	suit,	if	possible,	until	all	cards	have	been	played.	Score	the	round.	Once	a	round	of	13	tricks	has	been	played,	teams	must	compare	the	tricks	won	as	a	team	to	the	tricks	bid	as	a	team.	They	score	points	or	are	penalized	based	on	whether	they	met	their	bid.	Play	to	500	points.
Play	as	many	rounds	as	needed	for	a	team	to	win.	When	a	team	reaches	500	points,	they	win.	Rules	for	Scoring	Spades	Spades	scoring	revolves	completely	around	your	bids.	The	number	of	points	your	team	scores	is	dependent	on	the	combined	bids	you	make	and	the	combined	tricks	you	win.	A	bid	indicates	how	many	tricks	you	think	you	can	take.	A
team’s	combined	bid	is	then	compared	to	the	combined	tricks	they	take	in.	So	if	one	player	bid	3	and	their	partner	bid	2,	then	they	should	take	a	combined	number	of	5	tricks	as	a	team—it	doesn’t	matter	which	player	wins	the	tricks	as	long	as	they	win	5	total	as	a	team.	The	only	exception	to	the	combined	bid	rule	is	when	a	player	places	a	nil	bid,
which	means	they	bid	for	zero	tricks.	In	addition	to	Spades	scoring	rules,	you	might	want	to	establish	house	rules	for	things	like:	Reneging:	Most	players	will	want	a	rule	about	reneging,	not	following	suit.	If	you’re	playing	online,	you	will	not	be	able	to	renege,	but	if	you’re	playing	in	person,	you	might	consider	establishing	house	rules	to	penalize
players	who	don’t	follow	suit.	Blind	nil:	A	blind	nil	means	a	player	bids	for	zero	tricks	without	looking	at	their	hand.	This	type	of	bid	isn’t	possible	online,	but	if	you’re	playing	in	person,	you	may	want	to	establish	whether	you’ll	allow	players	to	make	blind	bids.	Blind	double	nil:	Like	the	nil	bidder,	this	type	of	bid	means	that	both	players	on	a	team	bid
for	zero	tricks	without	looking	at	their	hands.	Again,	you	can’t	make	this	bid	online,	but	you	can	do	so	when	playing	person.	So	having	a	rule	about	whether	this	type	of	bid	is	allowed	helps	you	bid	and	score	accurately.	These	sections	break	down	the	different	scenarios	for	bidding	and	winning	tricks	and	how	to	score	them.	Because	you	have	to	track
more	than	just	points,	you	can	use	our	downloadable	score	sheet	to	easily	keep	track	of	bids,	tricks,	and	points	while	you	play.	Download	Spades	Score	Sheet	If	a	team	wins	the	exact	amount	of	tricks	they	bid	for,	then	scoring	is	straightforward.	The	team	receives	10	points	for	each	trick	bid	that	the	team	won.	So	if	the	team	bid	6	tricks	and	won	6
tricks,	they	receive	60	points	(6	tricks	x	10	points	each).	Bids	and	winning	tricks	are	a	team	effort.	It	doesn’t	matter	if	you	bid	4	tricks	and	your	partner	bid	2.	As	long	as	you	win	6	tricks	combined,	you’ve	met	your	bid	and	get	60	points.	So	if	you	only	won	1	trick	but	your	partner	won	5,	they	still	add	up	to	6	combined,	even	though	the	tricks	you
personally	won	didn’t	match	what	you	personally	bid.	The	combined	tricks	won	still	match	the	combined	bid.	Winning	More	Tricks	Than	What	Your	Team	Bid	When	you	win	additional	tricks	above	what	your	team	bid,	your	team	has	overbid.	Although	overbidding	is	typically	associated	with	bidding	too	high,	in	Spades,	this	means	your	team	bid	too	low
and	took	more	tricks	than	what	you	bid	as	a	team.	Some	players	call	these	extra	tricks	bags,	sandbags,	and	overtricks.	When	your	team	overbids,	you	have	two	different	parts	to	score:	Bids	won:	You	get	10	points	for	every	trick	you	won	that	matches	your	bid.	Bags:	Your	team	receives	1	point	for	each	bag	(extra	trick)	your	team	won	above	what	your
team	bid.	So	if	your	team	bid	5	tricks	but	won	7,	then	you	get	52	points.	Bids	won:	50	points	(10	points	x	5	tricks	that	you	bid	and	won)	Bags:	2	points	(1	point	x	2	additional	tricks	you	won)	The	extra	points	you	get	for	bags	may	tempt	you	to	bid	low,	but	there	is	a	catch	called	bagging	out.	Once	your	team	accumulates	10	total	bags,	you	bag	out,	which
means:	You’re	penalized	100	points.	The	bag	count	is	reset	to	zero.	But	you	still	get	points	for	tricks	won	and	bags.	So	if	your	team	had	a	total	of	9	bags	and	346	points	but	bid	3	tricks	and	won	6	in	the	next	round,	your	team	would	then	have	a	total	of	279	points:	Bagging	out	penalty:	Your	team	would	be	penalized	-100	points.	Points	for	tricks	won:	You
receive	30	points	for	tricks	(10	points	x	3	tricks	won).	Points	for	bags	won:	You	receive	3	points	for	bags	(1	point	x	3	bags	won).	Bag	count	reset:	Your	team	would	start	the	next	hand	with	2	bags	in	the	count.	Although	you	had	a	total	of	12	bags	(9	plus	the	3	bags	you	just	won),	the	bag	count	resets	at	10,	so	that	would	give	you	2	bags.	Winning	Fewer
Tricks	Than	What	Your	Team	Bid	Underbidding	may	sound	like	you’re	bidding	low,	but	in	a	game	of	Spades,	it	means	that	a	team	takes	fewer	tricks	than	they	bid.	For	example,	they	bid	a	total	of	7	but	only	won	5.	When	your	team	underbids,	you	get	no	points	for	any	tricks	won.	Instead	you	are	penalized	10	points	for	every	trick	you	bid.	So	if	you	bid	7
and	only	won	5,	you	get	70	points	deducted	from	your	score	and	receive	no	points	for	any	of	the	bids	you	won.	When	a	single	player	bids	for	zero	tricks,	it’s	called	a	nil	bid.	In	this	case,	the	team	doesn’t	combine	bids	or	tricks.	A	nil	bid	can	pose	a	big	risk	for	your	team	or	a	big	payoff.	To	be	successful	with	a	nil	bid,	you	must	win,	as	an	individual,	zero
tricks.	If	you	win	any	tricks	at	all,	your	team	receives	a	100-point	penalty,	and	you	get	no	points	for	the	tricks	you	won	with	your	nil	bid.	If	you	make	a	successful	nil	bid,	however,	your	team	scores	100	points.	Regardless	of	your	nil	bid	outcome,	your	partner	still	can	count	points	(or	penalties)	for	the	tricks	they	won	compared	to	the	tricks	they	bid	for.
If	both	players	on	a	team	bid	nil,	it’s	called	a	double	nil,	and	it	pays	off	with	double	the	points	or	double	the	penalties.	If	your	team	is	successful,	you	get	200	points,	but	if	you	win	even	one	trick,	you’re	penalized	200	points.	Winning	a	Blind	Nil	Bid	A	blind	nil	bid	is	a	risky	move	because	it	means	you	bid	for	zero	tricks	without	looking	at	your	cards.
Because	it’s	so	risky,	the	payoff	is	even	bigger.	If	the	blind	nil	bidder	wins	zero	tricks,	the	team	gets	400	points,	but	if	they	win	even	1	trick,	the	team	is	penalized	400	points.	The	blind	nil	bidder	receives	no	points	for	any	tricks	won	if	they	fail	the	bid,	but	their	partner	still	receives	points	(or	penalties)	for	tricks	they	win	compared	to	the	tricks	they	bid
for.	If	both	players	on	the	team	bid	for	zero	tricks	without	looking	at	their	cards,	it’s	called	a	double	blind	nil	bid.	The	team	must	win	no	tricks	for	this	bid	to	be	successful.	If	successful,	the	team	wins	800	points,	but	if	not	successful,	the	team	is	penalized	800	points.	You	can’t	make	this	sort	of	a	bid	online,	but	you	can	bid	this	way	when	playing	in
person.	Because	it’s	such	a	risky	move	that	faces	a	steep	penalty,	many	players	prefer	to	establish	a	house	rule,	before	they	begin	playing,	for	whether	blind	nil	bids	can	be	made.	Strategies	for	Making	the	Right	Bid	When	playing	Spades,	placing	the	right	bid	maximizes	your	team’s	score.	You	get	a	higher	score	for	matching	the	tricks	won	with	the
tricks	bid—those	are	worth	10	points	each.	However,	sandbagging	only	gains	you	1	point	per	extra	trick	(or	bag)	and	can	even	lead	you	to	a	100-point	penalty.	So	use	these	strategies	to	make	an	accurate	bid.	The	two	highest	cards	are	aces	and	kings,	which	means	if	you	have	these	cards,	you’re	more	likely	to	get	tricks	when	that	suit	is	led.	For
example,	if	you	have	an	ace	of	hearts	and	hearts	leads	the	trick,	you	will	likely	win	that	trick.	However,	“likely”	is	the	key	word—a	trump	card	wins	the	trick	no	matter	how	high	ranking	your	card	is.	So	take	a	moment	to	assess	how	many	of	these	high-ranking	kings	and	aces	you	have.	Then	balance	that	information	by	considering	how	quickly	those
will	be	played.	For	example,	if	you	have	an	ace	of	hearts,	a	king	and	ace	of	clubs,	and	a	queen	and	king	of	diamonds,	you	have	to	weigh	the	likelihood	of	whether	all	of	those	high	cards	can	be	played	without	being	trumped.	The	more	tricks	that	are	played,	the	more	likely	you	are	to	play	with	spades	broken.	So	a	king	and	ace	won’t	matter	much	against
a	trump	card.	So	don’t	bid	for	every	single	ace	and	king	you’re	dealt	every	hand.	Consider	how	many	might	play	in	early	tricks,	especially	if	you	can	take	the	lead.	If	you	happen	to	be	to	the	left	of	the	dealer,	you	have	a	distinct	advantage	because	you’ll	know	you	can	take	and	maintain	the	lead	for	the	first	few	tricks.	Account	Carefully	for	Spades
Spades	are	always	trump,	but	that	doesn’t	mean	you	should	bid	on	every	spade	you’re	holding.	Higher	spades	like	aces	and	kings	are	a	better	bet,	especially	if	you	have	other	lower	ranking	spades	you	can	throw	to	keep	higher	spades	in	play.	For	example,	if	you	have	the	king	but	an	opposing	player	led	the	ace	of	spades,	if	you	have	a	lower	rank,	like
a	six	of	spades,	you	can	play	that	and	save	your	king	for	another	trick	because	it	will	be	the	highest	card	once	the	ace	has	been	played.	However,	if	you	have	a	lot	of	spades,	their	rank	may	not	matter	as	much	as	when	your	hand	is	sparse	with	the	suit.	With	a	lot	of	spades,	you	end	up	having	to	play	them	on	off-suit	tricks,	winning	the	tricks.	So	after
you	assess	how	many	other	aces	and	kings	are	in	your	hand,	look	at	how	your	spades	are	balanced.	If	you	only	have	a	few	mid-ranking	spades,	those	may	get	taken	in	other	tricks,	but	high-ranking	ones	are	good	to	count	on	for	your	bid.	Decide	Whether	You	Can	Make	a	Successful	Nil	Bid	A	nil	bid	offers	a	great	deal	of	points	(100)	if	successful	and
simply	requires	a	strategy	of	avoidance.	So	you	must	take	a	look	at	what	high	cards	you	have	for	each	suit	and	decide	whether	you	can	discard	them	as	an	off-suit	play.	For	example,	if	you	have	the	queen	of	hearts	but	have	a	buffer	of	three	or	more	lower	ranking	hearts,	you	have	a	good	chance	of	being	able	to	play	those	lower	ranks	when	hearts	is
led,	saving	the	queen	to	play	as	an	off	suit	when	another	suit	leads.	Play	the	Bid	You	Made,	Not	the	Hand	You’re	Dealt	Once	you	make	your	bid,	play	to	make	that	bid	work.	A	hand	can	be	played	in	several	different	ways,	so	consider	your	bid	the	driver	for	your	gameplay	strategy.	That	means	you	may	need	to	play	off	suit	to	protect	a	queen	you	need
later,	or	you	may	need	to	trump	early	to	take	the	lead.	Try	to	minimize	the	bags	you	take	so	you’re	not	penalized	later,	and	do	your	best	to	not	only	get	your	bid	but	to	also	help	your	partner	if	it	looks	like	their	strategy	is	falling	apart.	Put	Spades	Scoring	to	Work	on	Solitaired	If	you	want	to	try	out	these	strategies	and	level	up	your	skills	for	making
accurate	bids,	the	best	way	is	through	practice.	So	play	Spades	online	as	often	as	you	like	for	free	at	Solitaired,	and	learn	how	spades	scoring	can	work	to	your	team’s	advantage.	Spades	is	a	trick-taking	card	game,	typically	played	with	four	people	who	partner	in	pairs,	where	spades	is	always	the	trump	suit.	That	means	a	card	that	is	a	spade	beats
any	other	card	that	isn’t	a	spade	regardless	of	rank.	Played	with	a	standard	52-card	deck,	the	game	of	spades	hinges	on	how	well	you	estimate	how	many	tricks	you	can	win.	Spades	scoring	is	based	on	the	combined	bids	between	you	and	your	partner	and	how	many	combined	tricks	you	actually	win.	Teams	gain	or	lose	points	depending	on	whether
you	underbid,	overbid,	or	meet	your	bid,	and	the	first	team	to	reach	500	points	wins.	If	you	want	to	play	Spades	and	win,	this	post	explains	spade	scoring	and	how	best	to	make	your	bid	so	your	team	earns	maximum	points.	Quickstart	Gameplay	Rules	The	game	rules	for	Spades	are	simple,	but	spades	scoring	is	based	on	the	bids	you	make	at	the
beginning	of	each	hand.	Two	players	team	up	against	the	other	two	players,	and	scoring	is	based	on	each	team’s	ability	to	meet	their	combined	bid.	So	you	need	to	understand	how	the	game	works	to	get	your	bid	right	and	maximize	your	team’s	score.	Like	playing	Hearts,	this	game	uses	tricks,	where	a	player	leads	with	a	card	and	each	player	plays
one	card	into	the	middle,	following	suit,	if	possible.	So	each	round	consists	of	13	tricks.	But	there	are	significant	differences	between	Hearts	and	Spades.	For	example,	with	a	Spades	card	game,	spades	is	always	the	trump	suit.	So	if	a	jack	of	hearts	leads	and	then	players	play	an	ace	of	hearts,	five	of	hearts,	and	a	three	of	spades,	the	person	who	played
the	three	of	spades	wins	the	trick	because	they	trumped	the	suit	that	led.	All	cards	of	all	suits,	including	spades,	follow	their	rank	with	aces	high	and	twos	low.	The	following	overview	can	give	you	a	better	understanding	of	how	to	play	Spades.	Make	your	bid.	After	the	dealer	deals	all	the	playing	cards	in	the	deck	(13	to	each	player),	each	player	takes
turns	bidding	on	the	number	of	tricks	they	think	they	can	take.	Play	13	tricks.	The	person	to	the	left	of	the	dealer	leads	the	first	trick,	but	a	spade	cannot	lead	this	first	hand.	For	each	trick,	all	players	must	follow	suit,	if	possible.	If	they	can’t	follow	suit	they	can	play	any	other	card.	If	a	player	can’t	follow	suit	and	plays	a	spade,	then	spades	are	broken.
Once	spades	are	broken	any	suit	can	lead.	The	player	with	the	highest	rank	of	the	suit	that	led	or	the	highest	spade	wins	the	trick.	The	person	who	wins	the	trick	leads	the	next	trick.	Spades	can	be	led	if	they	are	broken	or	if	the	person	leading	has	no	other	cards	in	their	hand	except	spades.	Subsequent	tricks	follow	this	pattern	of	the	winner	from	the
previous	trick	leading,	everyone	following	suit,	if	possible,	until	all	cards	have	been	played.	Score	the	round.	Once	a	round	of	13	tricks	has	been	played,	teams	must	compare	the	tricks	won	as	a	team	to	the	tricks	bid	as	a	team.	They	score	points	or	are	penalized	based	on	whether	they	met	their	bid.	Play	to	500	points.	Play	as	many	rounds	as	needed
for	a	team	to	win.	When	a	team	reaches	500	points,	they	win.	Rules	for	Scoring	Spades	Spades	scoring	revolves	completely	around	your	bids.	The	number	of	points	your	team	scores	is	dependent	on	the	combined	bids	you	make	and	the	combined	tricks	you	win.	A	bid	indicates	how	many	tricks	you	think	you	can	take.	A	team’s	combined	bid	is	then
compared	to	the	combined	tricks	they	take	in.	So	if	one	player	bid	3	and	their	partner	bid	2,	then	they	should	take	a	combined	number	of	5	tricks	as	a	team—it	doesn’t	matter	which	player	wins	the	tricks	as	long	as	they	win	5	total	as	a	team.	The	only	exception	to	the	combined	bid	rule	is	when	a	player	places	a	nil	bid,	which	means	they	bid	for	zero
tricks.	In	addition	to	Spades	scoring	rules,	you	might	want	to	establish	house	rules	for	things	like:	Reneging:	Most	players	will	want	a	rule	about	reneging,	not	following	suit.	If	you’re	playing	online,	you	will	not	be	able	to	renege,	but	if	you’re	playing	in	person,	you	might	consider	establishing	house	rules	to	penalize	players	who	don’t	follow	suit.	Blind
nil:	A	blind	nil	means	a	player	bids	for	zero	tricks	without	looking	at	their	hand.	This	type	of	bid	isn’t	possible	online,	but	if	you’re	playing	in	person,	you	may	want	to	establish	whether	you’ll	allow	players	to	make	blind	bids.	Blind	double	nil:	Like	the	nil	bidder,	this	type	of	bid	means	that	both	players	on	a	team	bid	for	zero	tricks	without	looking	at
their	hands.	Again,	you	can’t	make	this	bid	online,	but	you	can	do	so	when	playing	person.	So	having	a	rule	about	whether	this	type	of	bid	is	allowed	helps	you	bid	and	score	accurately.	These	sections	break	down	the	different	scenarios	for	bidding	and	winning	tricks	and	how	to	score	them.	Because	you	have	to	track	more	than	just	points,	you	can	use
our	downloadable	score	sheet	to	easily	keep	track	of	bids,	tricks,	and	points	while	you	play.	Download	Spades	Score	Sheet	If	a	team	wins	the	exact	amount	of	tricks	they	bid	for,	then	scoring	is	straightforward.	The	team	receives	10	points	for	each	trick	bid	that	the	team	won.	So	if	the	team	bid	6	tricks	and	won	6	tricks,	they	receive	60	points	(6	tricks
x	10	points	each).	Bids	and	winning	tricks	are	a	team	effort.	It	doesn’t	matter	if	you	bid	4	tricks	and	your	partner	bid	2.	As	long	as	you	win	6	tricks	combined,	you’ve	met	your	bid	and	get	60	points.	So	if	you	only	won	1	trick	but	your	partner	won	5,	they	still	add	up	to	6	combined,	even	though	the	tricks	you	personally	won	didn’t	match	what	you
personally	bid.	The	combined	tricks	won	still	match	the	combined	bid.	Winning	More	Tricks	Than	What	Your	Team	Bid	When	you	win	additional	tricks	above	what	your	team	bid,	your	team	has	overbid.	Although	overbidding	is	typically	associated	with	bidding	too	high,	in	Spades,	this	means	your	team	bid	too	low	and	took	more	tricks	than	what	you
bid	as	a	team.	Some	players	call	these	extra	tricks	bags,	sandbags,	and	overtricks.	When	your	team	overbids,	you	have	two	different	parts	to	score:	Bids	won:	You	get	10	points	for	every	trick	you	won	that	matches	your	bid.	Bags:	Your	team	receives	1	point	for	each	bag	(extra	trick)	your	team	won	above	what	your	team	bid.	So	if	your	team	bid	5	tricks
but	won	7,	then	you	get	52	points.	Bids	won:	50	points	(10	points	x	5	tricks	that	you	bid	and	won)	Bags:	2	points	(1	point	x	2	additional	tricks	you	won)	The	extra	points	you	get	for	bags	may	tempt	you	to	bid	low,	but	there	is	a	catch	called	bagging	out.	Once	your	team	accumulates	10	total	bags,	you	bag	out,	which	means:	You’re	penalized	100	points.
The	bag	count	is	reset	to	zero.	But	you	still	get	points	for	tricks	won	and	bags.	So	if	your	team	had	a	total	of	9	bags	and	346	points	but	bid	3	tricks	and	won	6	in	the	next	round,	your	team	would	then	have	a	total	of	279	points:	Bagging	out	penalty:	Your	team	would	be	penalized	-100	points.	Points	for	tricks	won:	You	receive	30	points	for	tricks	(10
points	x	3	tricks	won).	Points	for	bags	won:	You	receive	3	points	for	bags	(1	point	x	3	bags	won).	Bag	count	reset:	Your	team	would	start	the	next	hand	with	2	bags	in	the	count.	Although	you	had	a	total	of	12	bags	(9	plus	the	3	bags	you	just	won),	the	bag	count	resets	at	10,	so	that	would	give	you	2	bags.	Winning	Fewer	Tricks	Than	What	Your	Team
Bid	Underbidding	may	sound	like	you’re	bidding	low,	but	in	a	game	of	Spades,	it	means	that	a	team	takes	fewer	tricks	than	they	bid.	For	example,	they	bid	a	total	of	7	but	only	won	5.	When	your	team	underbids,	you	get	no	points	for	any	tricks	won.	Instead	you	are	penalized	10	points	for	every	trick	you	bid.	So	if	you	bid	7	and	only	won	5,	you	get	70
points	deducted	from	your	score	and	receive	no	points	for	any	of	the	bids	you	won.	When	a	single	player	bids	for	zero	tricks,	it’s	called	a	nil	bid.	In	this	case,	the	team	doesn’t	combine	bids	or	tricks.	A	nil	bid	can	pose	a	big	risk	for	your	team	or	a	big	payoff.	To	be	successful	with	a	nil	bid,	you	must	win,	as	an	individual,	zero	tricks.	If	you	win	any	tricks
at	all,	your	team	receives	a	100-point	penalty,	and	you	get	no	points	for	the	tricks	you	won	with	your	nil	bid.	If	you	make	a	successful	nil	bid,	however,	your	team	scores	100	points.	Regardless	of	your	nil	bid	outcome,	your	partner	still	can	count	points	(or	penalties)	for	the	tricks	they	won	compared	to	the	tricks	they	bid	for.	If	both	players	on	a	team
bid	nil,	it’s	called	a	double	nil,	and	it	pays	off	with	double	the	points	or	double	the	penalties.	If	your	team	is	successful,	you	get	200	points,	but	if	you	win	even	one	trick,	you’re	penalized	200	points.	Winning	a	Blind	Nil	Bid	A	blind	nil	bid	is	a	risky	move	because	it	means	you	bid	for	zero	tricks	without	looking	at	your	cards.	Because	it’s	so	risky,	the
payoff	is	even	bigger.	If	the	blind	nil	bidder	wins	zero	tricks,	the	team	gets	400	points,	but	if	they	win	even	1	trick,	the	team	is	penalized	400	points.	The	blind	nil	bidder	receives	no	points	for	any	tricks	won	if	they	fail	the	bid,	but	their	partner	still	receives	points	(or	penalties)	for	tricks	they	win	compared	to	the	tricks	they	bid	for.	If	both	players	on
the	team	bid	for	zero	tricks	without	looking	at	their	cards,	it’s	called	a	double	blind	nil	bid.	The	team	must	win	no	tricks	for	this	bid	to	be	successful.	If	successful,	the	team	wins	800	points,	but	if	not	successful,	the	team	is	penalized	800	points.	You	can’t	make	this	sort	of	a	bid	online,	but	you	can	bid	this	way	when	playing	in	person.	Because	it’s	such
a	risky	move	that	faces	a	steep	penalty,	many	players	prefer	to	establish	a	house	rule,	before	they	begin	playing,	for	whether	blind	nil	bids	can	be	made.	Strategies	for	Making	the	Right	Bid	When	playing	Spades,	placing	the	right	bid	maximizes	your	team’s	score.	You	get	a	higher	score	for	matching	the	tricks	won	with	the	tricks	bid—those	are	worth
10	points	each.	However,	sandbagging	only	gains	you	1	point	per	extra	trick	(or	bag)	and	can	even	lead	you	to	a	100-point	penalty.	So	use	these	strategies	to	make	an	accurate	bid.	The	two	highest	cards	are	aces	and	kings,	which	means	if	you	have	these	cards,	you’re	more	likely	to	get	tricks	when	that	suit	is	led.	For	example,	if	you	have	an	ace	of
hearts	and	hearts	leads	the	trick,	you	will	likely	win	that	trick.	However,	“likely”	is	the	key	word—a	trump	card	wins	the	trick	no	matter	how	high	ranking	your	card	is.	So	take	a	moment	to	assess	how	many	of	these	high-ranking	kings	and	aces	you	have.	Then	balance	that	information	by	considering	how	quickly	those	will	be	played.	For	example,	if
you	have	an	ace	of	hearts,	a	king	and	ace	of	clubs,	and	a	queen	and	king	of	diamonds,	you	have	to	weigh	the	likelihood	of	whether	all	of	those	high	cards	can	be	played	without	being	trumped.	The	more	tricks	that	are	played,	the	more	likely	you	are	to	play	with	spades	broken.	So	a	king	and	ace	won’t	matter	much	against	a	trump	card.	So	don’t	bid	for
every	single	ace	and	king	you’re	dealt	every	hand.	Consider	how	many	might	play	in	early	tricks,	especially	if	you	can	take	the	lead.	If	you	happen	to	be	to	the	left	of	the	dealer,	you	have	a	distinct	advantage	because	you’ll	know	you	can	take	and	maintain	the	lead	for	the	first	few	tricks.	Account	Carefully	for	Spades	Spades	are	always	trump,	but	that
doesn’t	mean	you	should	bid	on	every	spade	you’re	holding.	Higher	spades	like	aces	and	kings	are	a	better	bet,	especially	if	you	have	other	lower	ranking	spades	you	can	throw	to	keep	higher	spades	in	play.	For	example,	if	you	have	the	king	but	an	opposing	player	led	the	ace	of	spades,	if	you	have	a	lower	rank,	like	a	six	of	spades,	you	can	play	that
and	save	your	king	for	another	trick	because	it	will	be	the	highest	card	once	the	ace	has	been	played.	However,	if	you	have	a	lot	of	spades,	their	rank	may	not	matter	as	much	as	when	your	hand	is	sparse	with	the	suit.	With	a	lot	of	spades,	you	end	up	having	to	play	them	on	off-suit	tricks,	winning	the	tricks.	So	after	you	assess	how	many	other	aces
and	kings	are	in	your	hand,	look	at	how	your	spades	are	balanced.	If	you	only	have	a	few	mid-ranking	spades,	those	may	get	taken	in	other	tricks,	but	high-ranking	ones	are	good	to	count	on	for	your	bid.	Decide	Whether	You	Can	Make	a	Successful	Nil	Bid	A	nil	bid	offers	a	great	deal	of	points	(100)	if	successful	and	simply	requires	a	strategy	of
avoidance.	So	you	must	take	a	look	at	what	high	cards	you	have	for	each	suit	and	decide	whether	you	can	discard	them	as	an	off-suit	play.	For	example,	if	you	have	the	queen	of	hearts	but	have	a	buffer	of	three	or	more	lower	ranking	hearts,	you	have	a	good	chance	of	being	able	to	play	those	lower	ranks	when	hearts	is	led,	saving	the	queen	to	play	as
an	off	suit	when	another	suit	leads.	Play	the	Bid	You	Made,	Not	the	Hand	You’re	Dealt	Once	you	make	your	bid,	play	to	make	that	bid	work.	A	hand	can	be	played	in	several	different	ways,	so	consider	your	bid	the	driver	for	your	gameplay	strategy.	That	means	you	may	need	to	play	off	suit	to	protect	a	queen	you	need	later,	or	you	may	need	to	trump
early	to	take	the	lead.	Try	to	minimize	the	bags	you	take	so	you’re	not	penalized	later,	and	do	your	best	to	not	only	get	your	bid	but	to	also	help	your	partner	if	it	looks	like	their	strategy	is	falling	apart.	Put	Spades	Scoring	to	Work	on	Solitaired	If	you	want	to	try	out	these	strategies	and	level	up	your	skills	for	making	accurate	bids,	the	best	way	is
through	practice.	So	play	Spades	online	as	often	as	you	like	for	free	at	Solitaired,	and	learn	how	spades	scoring	can	work	to	your	team’s	advantage.	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The
licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or
build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain
or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Spades	is	a	trick-taking	strategy	card	game.	It’s	a	four-player
game	contested	in	pairs,	in	which	each	team	attempts	to	earn	points	by	bidding	on	how	many	‘tricks’	they	think	they’ll	win	in	the	game.	Points	are	then	awarded	for	every	trick	won	–	with	additional	points	for	those	won	within	the	pair’s	bid	value	–	and	deducted	for	pairs	that	win	fewer	tricks	than	they	bid	on.	In	games	like	Spades	and	Hearts,	a	‘trick’
is	the	name	given	to	a	single	turn	in	which	a	player	bids	one	card	from	their	hand	of	13	cards.	Four	cards	in	total	are	therefore	played	to	the	table,	making	a	‘trick’.	One	player	‘wins’	each	trick,	based	on	the	cards	played	and	their	values.	Spades	is	a	four-player	card	game	that	sees	a	standard	deck	of	52	cards	split	between	the	players	–	giving	each
player	a	hand	of	13	cards.	The	four	players	then	split	into	two	teams	of	pairs.	The	first	step	is	for	each	player	to	‘bid’	on	how	many	tricks	they	think	they’ll	win	during	the	game.	Each	of	the	four	players	makes	a	personal	bid	and	each	pair’s	bids	are	added	together	to	make	a	team	total.	The	first	dealer	is	initially	chosen	via	a	draw	for	the	highest	card
or	randomly	when	playing	online.	Players	then	take	turns	clockwise,	playing	one	card	each.	To	begin,	any	card	can	be	played	other	than	a	spade	–	until	the	first	instance	in	which	a	player	cannot	play	any	other	card.	For	example,	if	the	dealer	plays	a	heart	card	and	the	next	player	has	no	heart	cards,	they	are	then	allowed	to	play	a	spade	card.	Once	the
first	spade	card	has	been	played,	the	suit	is	said	to	be	‘broken’	–	meaning	any	player	can	then	play	a	spade	card	at	any	time.	The	player	that	wins	each	trick	of	four	cards	will	depend	on	the	cards	played.	Each	player	is	expected	to	‘follow	suit’	(play	a	card	of	the	same	suit	as	the	dealer)	unless	they	cannot	do	so.	If	all	four	played	cards	are	of	the	same
suit,	the	highest	value	card	wins.	Aces	are	high	in	Spades.	If	a	player	is	forced	to	play	a	heart,	diamond,	or	club	that	does	not	follow	suit,	their	card	is	void	and	they	cannot	win	the	trick.	If	a	player	is	forced	to	play	a	spade	out-of-suit,	the	spade	card	trumps	all	others,	and	the	player	automatically	wins	the	trick.	If	multiple	spades	are	played	in	any	hand,
the	highest	card	wins	the	trick.	There	are	13	‘tricks’	in	a	round,	with	players	eventually	playing	every	card	in	their	hand.	Once	all	cards	are	played,	the	scores	for	that	round	are	totaled.	How	to	keep	score	in	Spades	A	pair	is	awarded	10	points	for	every	trick	won	within	their	bid	amount.	For	example,	if	the	pair	bid	a	combined	seven	tricks	and	win
eight,	they	will	be	awarded	10	points	for	the	seven	they	bid	on.	They	also	win	an	extra	point	(a	‘bag’)	for	any	tricks	won	beyond	their	bid	amount.	So,	in	the	previous	example,	their	total	score	would	be	71	points.	Pairs	continue	to	win	one	point	for	every	‘bag’.	However,	if	a	pair	win	10	bags	throughout	a	game,	they	are	deducted	100	points.	If	a	pair
fail	to	meet	their	minimum	bid,	they	are	deducted	10	points	for	every	trick	bid.	For	example,	if	the	pair	bid	to	win	seven	tricks	and	only	win	four,	they	will	be	penalized	70	points	–	10	for	each	trick	bid.	When	a	pair	fail	to	meet	their	minimum	bid,	they	are	awarded	no	points	for	the	tricks	they	do	win	–	so,	their	total	final	score	for	that	round	would	be
-70.	There	is	no	limit	on	playable	rounds	in	Spades,	and	the	game	instead	continues	until	one	pair	reach	a	minimum	score	threshold.	This	is	typically	500	points,	however,	the	winning	score	may	be	200	points	in	a	shorter	game.	The	basic	scoring	system	for	Spades	is	as	follows:	10	points	for	every	trick	won	within	the	bid	1	point	for	every	‘bag’	won
beyond	the	bid	10	points	deducted	for	every	bid	if	the	bid	minimum	is	not	met	Once	a	team	reach	500	points	(sometimes	200	points)	they	win	the	game	Rules	of	Spades	There	are	certain	rules	in	Spades	that	make	the	game	unique	from	similar	trick	games	like	Hearts.	The	key	rules	of	Spades	include:	Each	player	must	make	an	individual	bid	on	the
tricks	they	believe	their	pair	will	win	–	this	is	then	added	to	their	partner’s	bid	to	make	a	combined	total	Each	player	must	play	one	card	per	‘trick’	and	the	card	must	follow	the	suit	of	the	dealer’s	card	if	possible	If	the	player	does	not	have	a	card	in	the	dealer’s	suit,	they	may	play	any	card	in	their	hand	Spade	cards	cannot	be	played	until	forced,	e.g.,	a
player	cannot	play	a	card	in	the	dealer’s	suit	–	however,	once	the	first	spade	card	has	been	played,	they	are	free	to	be	played	for	the	remainder	of	the	game	A	spade	card	trumps	all	other	cards	in	a	trick	–	if	only	one	spade	appears	in	a	trick,	its	player	automatically	wins	the	trick,	and	if	multiple	spades	are	played,	the	highest	value	card	wins	Points	are
totaled	for	each	round	after	all	13	cards	in	a	hand	are	played	The	first	team	to	reach	the	minimum	winning	points	threshold	wins	–	if	both	pairs	pass	it	in	the	same	round,	the	highest-scoring	team	wins	How	to	win	at	Spades	While	it	isn’t	possible	to	win	every	game	of	Spades	–	as	it’s	a	multi-player	game	and	two	pairs	are	competing	with	each	other	–
there	are	some	tips	and	tricks	that	can	improve	a	player’s	chances	of	winning.	Review	your	hand	before	bidding	–	your	cards	will	reflect	your	likelihood	of	winning	tricks,	so	review	your	hand	before	bidding.	For	example,	if	you	have	multiple	aces	or	kings,	you’re	likely	to	win	multiple	tricks,	so	you	should	bid	higher.	Avoid	bidding	too	conservatively	–	if
a	pair	wins	10	‘bags’	in	a	game,	they	will	be	deducted	100	points.	So,	it’s	important	to	strike	a	balance	between	realistic	bidding	without	being	too	conservative.	Bid	on	top	spades	–	as	the	game’s	name	suggests,	spades	are	the	most	valuable	suit	in	the	game	–	trumping	all	others.	For	each	of	the	most	valuable	spade	cards	(typically	10	and	picture
cards)	in	your	hand,	you’ll	likely	win	the	trick.	So,	bid	on	these.	Don’t	waste	valuable	cards	–	valuable	cards	are	more	likely	to	win	you	a	trick,	so	don’t	waste	them.	For	example,	if	the	dealer	leads	with	a	king	of	hearts	and	you	have	a	queen	of	hearts	and	a	three	of	hearts,	play	the	three	and	save	the	queen	for	a	later	trick	when	it	has	a	chance	of
winning.	Use	your	partner	–	remember,	spades	is	a	team	game.	Pay	attention	to	the	cards	played	by	your	partner	–	if	they’ve	played	a	high-value	card,	it	represents	an	opportunity	to	play	one	of	your	lower	cards,	allowing	them	to	win	the	trick.	Bid	nil	as	a	last	resort	–	bidding	nil	is	risky,	but	the	rewards	are	high.	If	you	bid	to	win	no	tricks	and	do	so,
you’ll	win	a	100-point	bonus.	However,	winning	no	tricks	over	a	whole	hand	is	tricky,	so	this	should	be	a	last	resort	tactic	when	trailing	heavily	in	a	game.	Alternatives	to	Spades	There	are	plenty	of	games	that	are	similar	to	Spades	in	either	their	trick-tacking	format	or	in	the	demand	for	patience	and	strategy.	Some	common	trick	games	that	are
similar	to	Spades	include:	Some	games	that	are	similar	to	Spades	in	their	patience	and	strategy	requirements	include:	Spider	Solitaire	Solitaire	Klondike	Solitaire	Freecell	Mahjong	At	Solitaired,	we	have	over	500	free	games	to	play.	Spades	Frequently	Asked	Questions	(FAQs)	How	to	play	Spades	for	beginners?	Beginner	players	should	start	by
learning	the	rules	and	key	terms	of	the	game	–	including	the	scoring	system.	The	next	step	is	creating	a	sensible	bidding	strategy	based	on	the	cards	in	their	hand,	as	well	as	understanding	how	points	are	awarded	and	deducted,	to	avoid	costly	punishments.	New	players	can	then	use	online	platforms	like	Solitaired.com	to	practice	their	new	strategies,
with	unlimited	games	against	AI.	What	is	the	object	of	the	game	Spades?	The	aim	of	the	game	spades	is	to	win	as	many	tricks	as	possible	while	considering	your	initial	bid	amount.	This	is	because	players	are	awarded	points	for	each	trick	they	win	within	their	initial	bid.	When	a	trick	is	won	beyond	the	bid	amount,	this	is	called	a	‘bag’	–	and	when	a
pair	hits	10	bags	in	a	game	they	are	deducted	100	points.	So,	the	key	to	winning	at	spades	is	creating	a	successful	bid	strategy	that	maximizes	points	won	while	minimizing	points	deducted.	Which	card	leads	in	Spades?	The	dealer	can	lead	with	any	card	in	their	hand	except	a	spade.	Spades	must	be	‘broken’	by	a	player	who	cannot	follow	suit	in	one
round.	Once	this	first	spade	card	has	been	played,	spades	are	said	to	be	‘broken’	–	and	can	be	played	at	any	point	by	any	player,	including	leading	a	trick.	What	happens	if	you	bid	nil	in	Spades?	Bidding	nil	in	Spades	is	a	risky	strategy	but	has	the	potential	to	turn	a	losing	game	into	a	winning	game.	When	a	pair	bid	nil,	it	means	they	expect	or	intend	to
lose	all	13	tricks	in	the	round.	The	likelihood	of	a	pair	losing	all	13	tricks	is	minimal.	When	a	pair	bid	nil	and	win	nil,	they	are	awarded	100	points.	If	a	pair	bid	nil,	they	will	win	a	‘bag’	for	each	trick	they	do	win	in	the	round.	When	10	bags	are	won	over	the	whole	game,	the	pair	are	deducted	100	points.	How	do	you	count	bids	in	Spades?	Bids	are
determined	by	each	individual	player,	with	both	bids	in	a	pair	added	together	to	give	a	total	team	bid.	Players	will	calculate	their	bids	based	on	the	cards	available	in	the	hand	–	and	whether	or	not	they	feel	they	have	a	high	chance	of	winning	many	tricks.	For	example,	if	a	player	has	multiple	aces	and	kings,	they	will	typically	bid	higher	as	these	cards
are	likely	to	win	a	trick.	What	is	the	winning	score	in	Spades?	In	a	traditional	game	of	spades,	a	pair	wins	when	they	reach	500	points.	There	is	no	standard	‘winning	score’	and	the	winning	team	is	simply	the	first	to	reach	this	500-point	minimum.	If	both	pairs	reach	the	500-point	minimum	in	the	same	round,	the	winner	is	the	pair	with	the	highest	total
score.	In	some	variations	of	Spades,	the	winning	score	is	adjusted	to	200	points	to	make	the	game	quicker.	Spades	Glossary	Below	is	a	list	of	the	key	terms	used	in	Spades	that	you	may	come	across	in	this	guide	or	while	playing	the	game.	We’ve	even	included	a	definition	of	each	term	to	help	you	better	understand	the	game	and	improve	your
gameplay:	Bag	–	a	bag	refers	to	a	trick	that	is	won	after	a	pair	have	already	won	all	the	tricks	in	their	bid.	For	example,	if	the	pair	bid	on	five	tricks	and	have	already	won	five	in	the	round,	each	trick	won	beyond	this	is	a	‘bag’.	A	bag	is	worth	one	additional	point	until	a	pair	hit	10	total	bags,	when	they	are	then	deducted	100	points.	Bid	–	a	bid	is	a
pair’s	estimate	of	how	many	tricks	they	will	win	in	a	round.	Points	are	won	and	deducted	based	on	tricks	won	compared	with	the	initial	bid	–	with	points	deducted	if	a	pair	doesn’t	reach	their	bid	amount,	and	points	awarded	for	every	trick	won	when	a	pair	hits	their	bid	amount.	Boston	–	refers	to	a	round	in	which	a	single	pair	win	all	13	tricks.	Trick	–	a
trick	refers	to	a	single	play	of	four	cards.	The	highest	card	in	a	trick	wins	–	with	spades	trumping	all	other	suits	in	a	trick.	View	our	free	games	–	including	Spades	and	other	trick	games	like	Hearts	–	all	of	which	are	completely	free	to	play,	now.	In	a	game	of	Spades,	each	team	earns	10	points	per	winning	trick	bid	and	one	point	per	trick	beyond	that
(also	known	as	a	“bag”)	in	each	round.	If	a	team	gets	10	bags	during	a	game,	they	receive	a	100-point	penalty	for	“sandbagging.”A	single	player	may	also	bid	nil,	meaning	they	don’t	believe	they’ll	win	any	trick	during	the	round.	Successfully	bidding	nil	after	seeing	their	cards	earns	a	single	player	100	points,	or	200	points	on	a	blind	nil	bid	(done
before	viewing	their	hand).The	game	ends	when	the	first	team	reaches	500	points	(or	another	predetermined	number	of	points).	The	team	with	the	highest	score	wins,	even	if	both	teams	surpass	500	in	the	last	round.Spades,	a	trick-taking	card	game,	is	a	popular	choice	among	many	card	game	enthusiasts,	and	understanding	the	scoring	rules	is
crucial	to	enjoying	the	game	and	enhancing	your	gameplay.	This	quick	list	of	all	the	scoring	and	penalties	in	a	traditional	game	of	Spades	will	help	you	get	started:	EventPointsDescription	Winning	a	trick	within	your	bid10	per	trick	bidEach	trick	a	team	wins	that	aligns	with	their	bid	is	worth	10	points.	For	instance,	if	your	team	bids	5	tricks	and	wins
exactly	5,	your	team	earns	50	points.	Overtricks	(up	to	9;	also	called	bags	or	overbooks)1	per	bagEach	trick	won	beyond	the	team's	bid	becomes	a	“bag”	or	“overtrick,”	adding	an	extra	point	to	the	team's	score	for	that	round.	For	example,	winning	6	tricks	when	you	bid	5	earns	your	team	51	points.	Successful	Nil	Bid	(single	player)100If	a	player
successfully	bids	“nil”	after	seeing	their	hand,	meaning	they	win	no	tricks	during	a	round,	their	team	is	awarded	100	bonus	points.	Successful	Blind	Nil	Bid	(single	player)200If	a	player	bids	“nil”	before	seeing	their	hand	and	wins	no	tricks	during	that	round,	their	team	gains	200	bonus	points.	Successful	Double	Nil	Bid	(both	players)400Both	players
on	a	team	may	bid	“nil”	in	a	single	round	after	seeing	their	hands.	If	neither	player	wins	a	trick	that	round,	the	team	gets	400	points.	This	rule	variant	is	only	allowed	if	agreed	to	by	all	players	beforehand.	Successful	Double	Blind	Nil	Bid	(both	players)800	(game)Both	players	on	a	team	may	bid	“nil”	in	a	single	round	before	seeing	their	hands.	To	gain
800	points	(and	win	the	game),	neither	player	may	win	a	single	trick.	This	rule	variant	is	only	allowed	if	agreed	to	by	all	players	beforehand.	Underbidding	(Penalty)-10	per	trick	bidIf	a	team	fails	to	meet	their	bid,	they	lose	10	points	for	each	trick	they	bid.	For	example,	if	a	team	bids	5	tricks	but	only	wins	3,	they	lose	50	points.	Sandbag	(10
overtricks/bags)	(Penalty)-100Once	a	team	collects	10	overtricks	or	“bags,”	they	get	a	100-point	penalty.	This	means	you	must	be	strategic	in	the	number	of	tricks	your	team	wins	each	round.	This	is	sometimes	called	“bagging	out,”	and	may	occur	multiple	times	in	a	single	game.	Failure	to	Follow	Suit	(Penalty)All	round	points	awarded	to	the	opposing
teamIf	a	player	reneges	by	not	following	the	lead	suit	even	when	they	have	a	matching	card	and	is	caught,	all	points	for	that	round	are	given	to	the	other	team.	Leading	with	a	Spade	Before	Spades	is	Broken	(Penalty)All	round	points	awarded	to	the	opposing	teamIf	a	player	reneges	by	leading	a	turn	with	a	Spade	suit	before	Spades	has	been	broken,
all	points	for	that	round	are	given	to	the	other	team.	Failed	Nil	Bid	(Penalty)-100If	a	player	bids	“nil”	but	wins	at	least	one	trick,	they	subtract	100	points	from	their	team's	score.	Failed	Blind	Nil	Bid	(Penalty)-200If	a	player	bids	“blind	nil”	but	wins	a	trick,	a	200-point	penalty	is	applied.	Failed	Double	Nil	Bid	(Penalty)-400If	both	players	on	a	team	bid
“nil”	but	one	of	them	wins	a	trick,	the	team	receives	a	400-point	penalty.	Failed	Blind	Double	Nil	Bid	(Penalty)-800	(game	loss)In	the	rare	case	that	two	players	on	a	team	bid	“nil”	before	seeing	their	cards	but	win	at	least	a	single	trick,	they	get	a	penalty	of	800	points	and	lose	the	game.	Here's	a	straightforward	guide	to	the	basic	scoring	rules	for	a
standard	52-card	deck	Spades	game	with	4	people.The	first	step	in	learning	how	to	play	Spades	is	understanding	the	concept	of	a	"trick."	A	trick	(also	called	a	“book”)	refers	to	a	turn	where	each	player	plays	one	card	from	their	hand.	The	player	with	the	highest	card	of	the	suit	led	(or	the	highest	spade,	if	a	spade	is	played)	wins	the	trick.The	order	of
cards	from	high	to	low	for	scoring	each	trick	is	as	follows:	A,	K,	Q,	J,	10,	9,	8,	7,	6,	5,	4,	3,	and	2.	The	Spade	suit	is	always	trump,	meaning	any	Spade	will	outrank	cards	from	other	suits	in	a	trick.Before	the	first	trick,	each	player	bids	(predicts)	the	number	of	tricks	they	believe	they	can	win	in	that	round.	These	player	bids,	also	known	as	“contracts,”
are	essential,	as	they	determine	how	scores	are	allocated.For	each	trick	a	player	bids	and	wins,	their	receive	10	points	at	the	end	of	the	round	as	long	as	the	team	meets	their	contracts	for	their	combined	bids.Example	Scoring:	If	a	player	bids	four	and	their	partner	bids	two,	they	score	60	points	if	they	win	exactly	6	tricks.	After	the	initial	bid,	the
combined	bid	(contract)	is	all	that	matters	—	the	partner	who	bid	four	doesn’t	need	to	win	that	many	tricks	if	their	partner	can	win	them	instead.It’s	easy	to	make	a	contract	when	you	have	the	high	cards	in	your	hand.	For	example,	if	you	hold	the	Ace,	King,	and	Queen	of	Spades,	you	have	a	guaranteed	3-trick	hand	—	no	one	can	win	a	turn	on	which
you	play	any	of	those	cards.Failing	to	win	the	number	of	tricks	you	predicted	results	in	a	penalty.	If	a	team	does	not	win	as	many	tricks	as	they	bid	together,	they	lose	10	points	for	each	trick	they	bid.	This	is	why	it’s	very	important	that	you	and	your	partner’s	bid	are	reasonably	based	on	the	cards	in	your	hand.Example	Scoring:	If	a	team	bids	five	and
only	wins	four	tricks,	they	would	lose	50	points.	This	is	still	the	case	if	they	win	one	trick	—	the	penalty	is	always	-10	per	trick	bid	for	a	failed	contract.Any	extra	tricks	won	beyond	the	initial	bid	are	referred	to	as	overtricks	or	"bags,"	which	are	worth	an	extra	point	each.Example	Scoring:	If	a	team	bids	five	tricks	but	wins	six,	they	score	51	points	—	50
for	the	tricks	bid	and	one	extra	point	for	the	additional	trick	won.Once	a	team	accumulates	10	bags,	they	get	a	sandbag	penalty	of	-100	points.	This	penalty	is	added	to	any	points	won	that	round.Example	Scoring:	If	a	team	bids	4	but	wins	6,	they	get	42	points.	If	those	two	bags	add	up	the	running	total	of	bags	to	10,	they	also	get	a	-100	penalty	for
sandbagging.	In	total,	the	team	gets	-58	points	that	round.The	game	of	Spades	also	includes	special	bids	known	as	nil	and	blind	nil	bids.	When	a	player	bids	nil,	they	are	predicting	they	will	win	no	tricks	during	the	round.Can	your	partner	win	a	trick	if	you	bid	nil	in	spades?	Yes,	your	partner’s	bid	(contract)	must	still	be	met	even	if	you	bid
nil.Successfully	achieving	a	nil	bid	earns	the	player	100	points,	but	failing	to	do	so	costs	them	100	points.	In	shorter	games	with	a	game	top	score	of	only	250,	this	penalty	or	bonus	is	only	50	points.Example	Scoring:	Say	Player	A	on	a	team	bids	nil	after	seeing	their	cards,	and	Player	B,	their	partner,	bids	four.	If	Player	A	wins	zero	tricks	and	Player	B
wins	four	tricks,	their	team	gets	a	combined	140	points	for	that	round	(100	for	the	successful	nil	bid	and	40	for	Player	B’s	successful	contract).A	blind	nil	bid	is	a	more	high-stakes	version	of	the	nil	bid.	In	this	case,	the	player	makes	a	nil	bid	without	looking	at	their	cards,	which	if	successful	earns	them	200	points,	and	if	failed,	costs	them	200
points.Again,	this	bonus	or	penalty	is	halved	in	a	game	of	Spades	played	to	only	250	total	points.If	agreed	to	ahead	of	time,	some	games	allow	for	“double	nil”	or	“double	blind	nil”	bids.	In	these	cases,	both	members	of	a	team	may	make	a	bid	of	nil	in	a	single	round.Bonus	points	and	penalties	for	double	nil	bids	are	400	in	a	standard	game,	and	800	if
the	double	nil	is	blind.The	penalties	in	standard	Spades	include:Underbidding:	10-point	penalty	per	trick	bid	when	a	team	fails	to	win	the	number	of	tricks	they	bidSandbagging:	100-point	penalty	for	getting	10	bags	(overtricks)	during	gameplay;	overbidding	to	a	sandbag	can	happen	more	than	once	in	a	single	gameNil	failure:	100-point	penalty	for
bidding	nil,	then	winning	a	trick	during	a	round	(only	the	nil	bidder	must	win	no	tricks)Blind	nil	failure:	200-point	penalty	for	a	blind	bid	of	nil,	then	winning	a	trick	during	a	round	(only	the	nil	bidder	must	win	no	tricks)Reneging:	All	of	the	rounds’	points	go	to	the	opponent	when	a	player	fails	to	follow	suit	when	they	are	able	or	if	a	player	leads	with	a
Spade	suit	card	before	Spades	has	been	“broken”And	yes,	while	it’s	a	little	confusing,	“overbidding”	means	bidding	fewer	tricks	than	you	actually	win.	“Underbidding”	means	bidding	too	many	tricks	and	failing	to	meet	your	contract.	What	is	the	penalty	for	underbidding	in	Spades?	If	a	player	fails	to	win	as	many	tricks	as	they	predicted,	they	lose	10
points	for	each	trick	they	bid.	For	example,	if	a	player	bids	for	four	tricks	but	only	wins	three,	they	would	incur	a	penalty	of	40	points.The	most	common	rule	violations	that	cause	penalties	for	reneging	are	failing	to	follow	suit	when	possible	and	leading	with	a	Spade	before	Spades	were	broken.	In	both	cases,	all	points	for	the	round	(completed
contracts	plus	bags)	are	awarded	to	the	opposing	team.All	players	must	follow	the	suit	of	the	card	played	first	in	each	turn	unless	they	have	no	cards	left	in	that	suit.	A	player	may	play	a	Spade	(the	trump	suit)	if	they	have	no	more	of	the	lead	suit	and	want	to	try	winning	the	trick	—	this	is	called	“breaking	Spades.”	Until	Spades	have	been	broken,	no
player	may	lead	a	trick	with	a	Spade.Penalties	are	also	assigned	for	specific	actions	in	certain	variations	of	Spades,	such	as	the	Joker's	variation,	where	using	the	Joker	card	incorrectly	can	result	in	penalties.	These	penalties	differ	based	on	the	rules	of	the	specific	game	variation	being	played.Some	games	are	also	played	with	house	rules	that	carry
harsher	penalties	for	repeated	failed	nil	bids.Scoring	for	Spades	Game	VariationsJust	like	the	standard	game	of	Spades,	its	variations	also	come	with	unique	scoring	rules	that	add	a	twist	to	the	gameplay.	Let's	explore	a	few	popular	variations	of	Spades,	namely	Whist,	Euchre,	and	Joker's,	and	how	scoring	works	in	each	of	these.WhistWhist,	a
predecessor	to	Spades,	uses	fairly	simple	scoring	rules.	The	team	that	wins	the	most	tricks	in	each	round	earns	a	point.	The	first	team	to	reach	a	predetermined	score	—	often	5	or	7	points	—	wins	the	game.	There's	no	concept	of	bidding	in	Whist,	making	it	a	simpler	trick-taking	game	than	Spades.EuchreNext	is	Euchre,	another	trick-taking	game	that
uses	a	smaller	deck	of	24,	28,	or	32	cards,	unlike	the	standard	52	card	deck	used	in	Spades.	In	Euchre,	each	trick	won	scores	one	point,	with	an	extra	point	awarded	for	winning	all	five	tricks	in	a	round	—	a	feat	known	as	a	"march."	The	game	typically	ends	when	a	team	reaches	10	points.Joker’sIn	this	Spades	variation,	the	two	Joker	cards	—	one
regarded	as	the	Big	Joker	(the	highest	card)	and	the	other	as	the	Little	Joker	—	are	added	to	the	deck.	Scoring	follows	standard	Spades	rules	with	some	additions:	capturing	the	Big	Joker	earns	the	team	an	additional	2	points,	while	capturing	the	Little	Joker	awards	1	point.	However,	failing	to	win	a	trick	with	a	Joker	results	in	a	2-point	penalty.Joker-
Joker-Deuce-DeuceBuilding	on	the	Joker’s	variation,	one	of	the	black	ways	to	play	Spades	is	Joker-Joker-Deuce-Deuce.	To	begin,	add	both	Jokers	and	remove	the	two	of	Hearts	and	two	of	Clubs	for	an	even	52	cards.This	variant	demotes	the	Ace	of	Spades	from	its	top	score	value	and	insteads	assigns	four	cards	as	higher	scores,	in	this	order:Big	Joker
(highest	card)Little	JokerTwo	(deuce)	of	DiamondsTwo	(deuce)	of	SpadesAll	four	of	these	cards	count	as	Spades	for	the	purposes	of	following	suit.From	there,	other	playing	cards	are	ranked	the	same.New	York	StyleThis	version,	made	popular	by	Christian	A.	Baxter,	builds	on	Joker-Joker-Deuce-Deuce	with	a	few	additional	scoring	rules.Partnership
bidding	is	used,	with	the	minimum	bid	being	4	and	the	maximum	being	10.	However,	there	are	no	nil	bids.	If	a	team	is	trailing	by	at	least	100	points,	they	may	choose	to	bid	"blind"	without	looking	at	their	cards.	A	successful	blind	bid	scores	double,	but	a	failed	one	scores	only	singly.	In	this	case,	players	aren’t	bidding	nil	—	they’re	making	a	blind
guess	as	to	the	number	of	tricks	they	win.For	a	standard	(non-blind)	bid	between	4	and	9,	the	team	must	win	the	number	of	tricks	bid,	and	can	have	one	or	two	overtricks,	but	not	more.	A	successful	standard	bid	scores	10	times	the	number	bid,	but	if	a	team	falls	short	or	wins	three	or	more	sandbags,	they	lose	10	points	per	trick	bid.A	distinctive
feature	of	the	New	York	Style	Spades	is	the	concept	of	a	"Boston"	—	a	team	that	takes	all	13	tricks.	This	achievement	even	gives	the	team	"bragging	rights"	(but	no	extra	points).	For	a	non-blind	bid	of	10,	the	team	scores	200	points	if	they	take	10,	11	or	12	tricks.	If	they	bid	10	and	win	all	13	tricks,	they	win	the	whole	game.	In	contrast,	if	they	take
fewer	than	10	tricks,	they	lose	200.	The	first	hand	of	a	new	game	is	usually	played	without	bidding	and	teams	aim	to	win	as	many	tricks	as	possible,	scoring	10	points	per	trick.	The	game	concludes	either	with	a	Boston,	a	team	losing	twice	in	a	row,	or	when	a	team	reaches	or	exceeds	a	score	of	500.	First	7	-	Any	team	to	win	the	first	7	books	of	any
hand	receives	100	bonus	points	10-FOR-200	-	Any	team	to	bid	and	successfully	win	10	books	during	any	hand	will	receive	200	points.		The	team	loses	100	points	if	bid	is	unsuccessful.	No	Blinds,	No	Nines	-	Neither	blind	bids	nor	a	cumulative	team	bid	of	9	books	is	allowed.	Blind	Bidding	-	Any	team	down	100+	points	can	place	a	(minimum	6)	blind	bid.
	The	team	must	declare	this	bid	before	the	cards	are	dealt.		Successfully	winning	the	blind	bid	doubles	the	point	total	for	that	hand.		Team	is	considered	set	is	the	bid	is	unsuccessful.	Nil	Bidding	-	Objective	for	Nil	bidder	is	to	make	no	books	during	the	hand.		The	players	partner	can	make	a	normal	bid.		If	the	Nil	bidder	makes	no	books	they	receive
the	Nil	bonus.		If	unsuccessful	the	Nil	bonus	is	subtracted	from	their	score.	Sandbagging	-	Any	team	to	reach	10	sandbags	in	a	game	loses	100	points.	Sandbags	are	recorded	and	tallied	up	at	the	bottom	of	the	GOS	score	pad	after	each	hand.		Download	Article	Learn	how	bidding	affects	your	score	for	this	classic	card	game	Download	Article	Spades	is
a	really	fun	trick-taking	game	for	4	players,	and	how	you	earn	points	depends	on	how	many	cards	your	team	thinks	they’ll	win	during	a	round.	Meeting	your	bid	exactly	gives	you	a	big	bonus,	but	missing	your	bid	may	result	in	penalties	like	losing	points	from	your	score.	While	the	scoring	rules	may	seem	a	little	tricky	at	first,	they’re	pretty	easy	to
understand	and	we’ll	walk	you	through	exactly	how	to	calculate	your	score.	Keep	reading	for	how	bids	affect	your	score,	how	many	points	you	need	to	win,	and	a	quick	refresher	on	the	game’s	rules.	Earn	10	points	per	trick	for	reaching	your	team’s	bid,	and	gain	1	point	for	any	additional	trick	you	won	over	your	bid.	Score	0	points	for	the	round	if	you
win	fewer	tricks	than	your	bid.	Score	100	or	200	points	respectively	for	making	a	Nil	or	Blind	Nil	bid	and	winning	0	tricks.	Lose	the	same	amount	of	points	for	these	bids	if	you	win	a	trick.	1	Score	10	times	your	bid	amount	if	you	win	that	many	tricks.	Look	at	the	combined	total	bid	for	you	and	your	teammate,	and	compare	it	to	how	many	tricks	you’ve
won.	If	you	won	a	number	of	tricks	equal	to	or	more	than	the	bid,	also	known	as	“making	your	contract,”	then	multiply	your	bid	by	10	to	score	that	many	points.[1]	Example:	If	your	team	bid	a	combined	total	of	8	and	together	you	win	8	tricks,	then	you’ll	score	80	points	for	the	round.	2	Gain	1	point	for	each	trick	you	win	over	your	initial	bid.	If	you	won
enough	tricks	to	meet	your	bid	and	a	few	extra,	still	multiply	your	bid	by	10	for	reaching	it.	Then,	each	additional	trick,	or	“bag,”	is	worth	1	extra	point.[2]	Example:	If	your	team	bid	5	and	you	win	7	tricks,	then	you	will	earn	50	points	for	making	your	contract.	Then,	add	2	points	for	the	2	additional	tricks	for	a	total	of	52	points	for	the	round.	Keep
track	of	how	many	bags	you	earn	throughout	the	rounds	of	the	game.	Each	time	your	team	accumulates	10	bags,	you	lose	100	points	from	your	total	score.	Advertisement	3	Earn	no	points	if	you	win	fewer	tricks	than	your	bid.	If	your	team	isn’t	able	to	win	enough	tricks	to	meet	the	combined	bid,	then	you	earn	0	points	for	the	round.[3]	Example:	If
your	team	has	a	combined	bid	of	5	tricks	but	you	only	win	3,	then	your	team	under-bid	and	doesn’t	receive	any	points.	Variation:	For	a	more	challenging	game,	lose	points	equal	to	10	times	your	bid	if	you	aren’t	able	to	reach	it.	For	example,	if	you	bid	3	but	only	win	2	tricks,	then	your	team	loses	30	points	for	the	round.[4]	4	Score	100	points	if	you
make	a	Nil	bid	and	win	no	tricks.	A	Nil	bid	means	you	think	you	won’t	be	able	to	win	any	tricks	with	your	hand	and	is	a	separate	bid	from	your	teammate.	If	you	made	the	Nil	bid	and	didn’t	win	any	tricks,	add	100	points	to	your	team’s	score.[5]	If	you	made	a	Nil	bid,	your	teammate	can	still	make	a	bid	for	how	many	tricks	they	think	they’ll	win
individually.	If	they	win	enough	tricks	to	reach	their	bid,	they	score	the	points	as	normal	in	addition	to	the	100	points	from	your	Nil	bid.	If	you	made	a	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	100	points	instead.	5	Win	200	points	for	making	a	Blind	Nil	bid	and	winning	0	tricks.	A	Blind	Nil	bet	is	when	you	independently	bid	0	tricks
without	looking	at	your	cards	first.	After	other	players	make	their	bids,	you’re	able	to	swap	2	cards	from	your	hand	with	your	teammate.	If	you	don’t	win	any	tricks	for	the	round,	then	your	team	earns	200	points	in	addition	to	whatever	your	teammate	scores	for	their	bid.[6]	If	you	made	a	Blind	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses



200	points	instead.	Advertisement	500	points	After	each	round	of	the	game,	add	the	points	your	team	earned	from	the	round	and	add	them	to	your	total.	If	a	team	reaches	or	goes	over	500	points	at	the	end	of	a	round,	then	they’re	the	winners.[7]	If	both	teams	cross	500	points	during	the	same	round,	then	whoever	has	the	highest	score	wins.
Variation:	For	a	shorter	game	of	Spades,	play	until	a	team	reaches	200	or	300	points	instead.	1	Split	into	teams	of	2	and	deal	13	cards	to	each	player.	Play	spades	with	4	players	divided	into	2	teams.	Sit	around	a	table	so	you’re	across	from	your	teammate.	Choose	a	dealer	to	shuffle	a	deck	of	cards	excluding	the	jokers.	Deal	the	cards	out	to	each
player	so	each	person	has	13	cards	in	their	hand.[8]	Keep	your	cards	secret	from	other	players,	including	your	teammate.	2	Make	a	bid	based	on	how	many	tricks	you	think	you’ll	win	in	the	round.	Starting	with	the	player	to	the	left	of	the	dealer,	each	person	makes	a	bid	for	how	many	tricks	they	can	win	based	on	the	cards	they	have	in	their	hand.
Your	team	must	reach	the	combined	total	of	what	you	and	your	teammate	bid	(unless	one	of	you	bid	Nil	or	Blind	Nil).[9]	A	trick	is	another	name	for	a	single	turn	in	the	game	where	each	person	plays	1	card	from	their	hand.	Spades	are	the	most	powerful	suit	in	the	game	(also	known	as	the	“trump”),	and	aces	and	face	cards	have	the	highest	values	in
each	suit.	If	you	have	a	lot	of	spades	or	high-valued	cards,	then	consider	making	a	larger	bid.	3	Play	1	card	from	your	hand	to	the	trick	on	your	turn.	The	player	to	the	left	of	the	dealer	leads	the	first	trick	by	choosing	a	non-spade	card	from	their	hand	and	playing	it	to	the	middle	of	the	table.	When	it’s	your	turn,	play	a	card	from	your	hand	that	matches
the	led	suit	if	you’re	able	to.	If	you	don’t	have	a	card	in	the	led	suit,	then	you	may	play	any	card	from	your	hand.[10]	For	a	better	chance	of	winning	the	game,	play	higher-valued	cards	if	you	want	to	win	the	trick	and	lower-valued	cards	if	you	don’t	want	to	win	it.	Save	your	spades,	aces,	and	face	cards	because	they’ll	have	a	better	chance	at	winning
tricks	later	in	the	round.	4	Win	the	trick	for	playing	the	highest	value	card.	After	each	player	places	1	card	into	the	current	trick,	check	the	values	of	the	cards.	If	anyone	played	spades	into	the	current	trick,	the	highest	value	spade	wins	the	turn.	If	no	one	played	spades,	then	the	highest	card	in	the	led	suit	wins	the	trick.	The	winner	takes	all	the	cards
from	the	trick	and	places	them	in	a	face-down	pile	in	front	of	them.[11]	Example:	The	lead	card	of	the	trick	is	a	king	of	diamonds.	If	the	other	cards	in	the	trick	are	a	4	of	diamonds,	ace	of	diamonds,	and	6	of	diamonds,	the	player	who	puts	the	ace	down	wins	because	it	has	the	highest	value.	Example:	The	lead	card	of	the	trick	is	an	ace	of	clubs.	If	the
other	cards	played	are	the	queen	of	clubs,	2	of	spades,	and	4	of	hearts,	then	the	person	who	played	the	2	of	spades	is	the	winner	because	it	is	the	trump	suit.	5	Continue	playing	tricks	until	players	run	out	of	cards.	The	person	who	won	the	previous	trick	plays	the	first	card	into	the	next	trick.	Keep	playing	tricks	and	awarding	them	to	the	player	who
put	down	the	card	with	the	highest	value.	Once	everyone	plays	all	the	cards	from	their	hand,	the	round	ends.[12]	Unless	you	only	have	spades	in	your	hand,	you	can	not	lead	with	spades	until	another	player	places	one	into	a	trick	on	a	previous	turn.	6	Tally	scores	and	deal	new	hands	if	no	team	has	won.	Calculate	the	scores	for	your	team	based	on
your	combined	total	bid	and	how	many	tricks	you	earned	together.	If	a	team	hasn’t	crossed	500	points	yet,	collect	all	of	the	cards,	reshuffle	them,	and	deal	them	out	to	the	players	again.[13]	Advertisement	Ask	a	Question	Advertisement	This	article	was	reviewed	by	Ashton	Wu	and	by	wikiHow	staff	writer,	Hunter	Rising.	Ashton	Wu	is	a	Board	Game
expert	at	Shelfside.	After	delving	into	the	Yugioh	tournament	community	while	growing	up,	Ashton	launched	himself	into	the	board	gaming	community	in	2014	and	went	into	reviewing	board	games	as	a	career	full-time	in	2019.	His	YouTube	channel	Shelfside	has	over	35K	subscribers	and	over	4	million	views,	assisted	by	written	reviews	on	the
Shelfside	website	and	BoardGameGeek.com.	He	also	consults	with	gaming	companies	to	build	high-quality	gaming	products.	Ashton	is	a	tournament	commentator,	board	game	playthrough	director,	and	host	of	the	Shelfside	Podcast,	where	he	talks	about	board	games	with	his	business	partner,	Daniel.	He	received	a	Bachelor	of	Arts	in	Economics	at
the	University	of	California,	Santa	Barbara,	in	addition	to	the	Technology	Management	Certificate.	This	article	has	been	viewed	12,909	times.	Co-authors:	1	Updated:	October	29,	2023	Views:	12,909	Categories:	Trick	Taking	Card	Games	Print	Send	fan	mail	to	authors	Thanks	to	all	authors	for	creating	a	page	that	has	been	read	12,909	times.
Download	Article	Learn	how	bidding	affects	your	score	for	this	classic	card	game	Download	Article	Spades	is	a	really	fun	trick-taking	game	for	4	players,	and	how	you	earn	points	depends	on	how	many	cards	your	team	thinks	they’ll	win	during	a	round.	Meeting	your	bid	exactly	gives	you	a	big	bonus,	but	missing	your	bid	may	result	in	penalties	like
losing	points	from	your	score.	While	the	scoring	rules	may	seem	a	little	tricky	at	first,	they’re	pretty	easy	to	understand	and	we’ll	walk	you	through	exactly	how	to	calculate	your	score.	Keep	reading	for	how	bids	affect	your	score,	how	many	points	you	need	to	win,	and	a	quick	refresher	on	the	game’s	rules.	Earn	10	points	per	trick	for	reaching	your
team’s	bid,	and	gain	1	point	for	any	additional	trick	you	won	over	your	bid.	Score	0	points	for	the	round	if	you	win	fewer	tricks	than	your	bid.	Score	100	or	200	points	respectively	for	making	a	Nil	or	Blind	Nil	bid	and	winning	0	tricks.	Lose	the	same	amount	of	points	for	these	bids	if	you	win	a	trick.	1	Score	10	times	your	bid	amount	if	you	win	that
many	tricks.	Look	at	the	combined	total	bid	for	you	and	your	teammate,	and	compare	it	to	how	many	tricks	you’ve	won.	If	you	won	a	number	of	tricks	equal	to	or	more	than	the	bid,	also	known	as	“making	your	contract,”	then	multiply	your	bid	by	10	to	score	that	many	points.[1]	Example:	If	your	team	bid	a	combined	total	of	8	and	together	you	win	8
tricks,	then	you’ll	score	80	points	for	the	round.	2	Gain	1	point	for	each	trick	you	win	over	your	initial	bid.	If	you	won	enough	tricks	to	meet	your	bid	and	a	few	extra,	still	multiply	your	bid	by	10	for	reaching	it.	Then,	each	additional	trick,	or	“bag,”	is	worth	1	extra	point.[2]	Example:	If	your	team	bid	5	and	you	win	7	tricks,	then	you	will	earn	50	points
for	making	your	contract.	Then,	add	2	points	for	the	2	additional	tricks	for	a	total	of	52	points	for	the	round.	Keep	track	of	how	many	bags	you	earn	throughout	the	rounds	of	the	game.	Each	time	your	team	accumulates	10	bags,	you	lose	100	points	from	your	total	score.	Advertisement	3	Earn	no	points	if	you	win	fewer	tricks	than	your	bid.	If	your	team
isn’t	able	to	win	enough	tricks	to	meet	the	combined	bid,	then	you	earn	0	points	for	the	round.[3]	Example:	If	your	team	has	a	combined	bid	of	5	tricks	but	you	only	win	3,	then	your	team	under-bid	and	doesn’t	receive	any	points.	Variation:	For	a	more	challenging	game,	lose	points	equal	to	10	times	your	bid	if	you	aren’t	able	to	reach	it.	For	example,	if
you	bid	3	but	only	win	2	tricks,	then	your	team	loses	30	points	for	the	round.[4]	4	Score	100	points	if	you	make	a	Nil	bid	and	win	no	tricks.	A	Nil	bid	means	you	think	you	won’t	be	able	to	win	any	tricks	with	your	hand	and	is	a	separate	bid	from	your	teammate.	If	you	made	the	Nil	bid	and	didn’t	win	any	tricks,	add	100	points	to	your	team’s	score.[5]	If
you	made	a	Nil	bid,	your	teammate	can	still	make	a	bid	for	how	many	tricks	they	think	they’ll	win	individually.	If	they	win	enough	tricks	to	reach	their	bid,	they	score	the	points	as	normal	in	addition	to	the	100	points	from	your	Nil	bid.	If	you	made	a	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	100	points	instead.	5	Win	200	points	for	making
a	Blind	Nil	bid	and	winning	0	tricks.	A	Blind	Nil	bet	is	when	you	independently	bid	0	tricks	without	looking	at	your	cards	first.	After	other	players	make	their	bids,	you’re	able	to	swap	2	cards	from	your	hand	with	your	teammate.	If	you	don’t	win	any	tricks	for	the	round,	then	your	team	earns	200	points	in	addition	to	whatever	your	teammate	scores	for
their	bid.[6]	If	you	made	a	Blind	Nil	bid	and	won	1	or	more	tricks,	then	your	team	loses	200	points	instead.	Advertisement	500	points	After	each	round	of	the	game,	add	the	points	your	team	earned	from	the	round	and	add	them	to	your	total.	If	a	team	reaches	or	goes	over	500	points	at	the	end	of	a	round,	then	they’re	the	winners.[7]	If	both	teams
cross	500	points	during	the	same	round,	then	whoever	has	the	highest	score	wins.	Variation:	For	a	shorter	game	of	Spades,	play	until	a	team	reaches	200	or	300	points	instead.	1	Split	into	teams	of	2	and	deal	13	cards	to	each	player.	Play	spades	with	4	players	divided	into	2	teams.	Sit	around	a	table	so	you’re	across	from	your	teammate.	Choose	a
dealer	to	shuffle	a	deck	of	cards	excluding	the	jokers.	Deal	the	cards	out	to	each	player	so	each	person	has	13	cards	in	their	hand.[8]	Keep	your	cards	secret	from	other	players,	including	your	teammate.	2	Make	a	bid	based	on	how	many	tricks	you	think	you’ll	win	in	the	round.	Starting	with	the	player	to	the	left	of	the	dealer,	each	person	makes	a	bid
for	how	many	tricks	they	can	win	based	on	the	cards	they	have	in	their	hand.	Your	team	must	reach	the	combined	total	of	what	you	and	your	teammate	bid	(unless	one	of	you	bid	Nil	or	Blind	Nil).[9]	A	trick	is	another	name	for	a	single	turn	in	the	game	where	each	person	plays	1	card	from	their	hand.	Spades	are	the	most	powerful	suit	in	the	game	(also
known	as	the	“trump”),	and	aces	and	face	cards	have	the	highest	values	in	each	suit.	If	you	have	a	lot	of	spades	or	high-valued	cards,	then	consider	making	a	larger	bid.	3	Play	1	card	from	your	hand	to	the	trick	on	your	turn.	The	player	to	the	left	of	the	dealer	leads	the	first	trick	by	choosing	a	non-spade	card	from	their	hand	and	playing	it	to	the
middle	of	the	table.	When	it’s	your	turn,	play	a	card	from	your	hand	that	matches	the	led	suit	if	you’re	able	to.	If	you	don’t	have	a	card	in	the	led	suit,	then	you	may	play	any	card	from	your	hand.[10]	For	a	better	chance	of	winning	the	game,	play	higher-valued	cards	if	you	want	to	win	the	trick	and	lower-valued	cards	if	you	don’t	want	to	win	it.	Save
your	spades,	aces,	and	face	cards	because	they’ll	have	a	better	chance	at	winning	tricks	later	in	the	round.	4	Win	the	trick	for	playing	the	highest	value	card.	After	each	player	places	1	card	into	the	current	trick,	check	the	values	of	the	cards.	If	anyone	played	spades	into	the	current	trick,	the	highest	value	spade	wins	the	turn.	If	no	one	played	spades,
then	the	highest	card	in	the	led	suit	wins	the	trick.	The	winner	takes	all	the	cards	from	the	trick	and	places	them	in	a	face-down	pile	in	front	of	them.[11]	Example:	The	lead	card	of	the	trick	is	a	king	of	diamonds.	If	the	other	cards	in	the	trick	are	a	4	of	diamonds,	ace	of	diamonds,	and	6	of	diamonds,	the	player	who	puts	the	ace	down	wins	because	it
has	the	highest	value.	Example:	The	lead	card	of	the	trick	is	an	ace	of	clubs.	If	the	other	cards	played	are	the	queen	of	clubs,	2	of	spades,	and	4	of	hearts,	then	the	person	who	played	the	2	of	spades	is	the	winner	because	it	is	the	trump	suit.	5	Continue	playing	tricks	until	players	run	out	of	cards.	The	person	who	won	the	previous	trick	plays	the	first
card	into	the	next	trick.	Keep	playing	tricks	and	awarding	them	to	the	player	who	put	down	the	card	with	the	highest	value.	Once	everyone	plays	all	the	cards	from	their	hand,	the	round	ends.[12]	Unless	you	only	have	spades	in	your	hand,	you	can	not	lead	with	spades	until	another	player	places	one	into	a	trick	on	a	previous	turn.	6	Tally	scores	and
deal	new	hands	if	no	team	has	won.	Calculate	the	scores	for	your	team	based	on	your	combined	total	bid	and	how	many	tricks	you	earned	together.	If	a	team	hasn’t	crossed	500	points	yet,	collect	all	of	the	cards,	reshuffle	them,	and	deal	them	out	to	the	players	again.[13]	Advertisement	Ask	a	Question	Advertisement	This	article	was	reviewed	by
Ashton	Wu	and	by	wikiHow	staff	writer,	Hunter	Rising.	Ashton	Wu	is	a	Board	Game	expert	at	Shelfside.	After	delving	into	the	Yugioh	tournament	community	while	growing	up,	Ashton	launched	himself	into	the	board	gaming	community	in	2014	and	went	into	reviewing	board	games	as	a	career	full-time	in	2019.	His	YouTube	channel	Shelfside	has	over
35K	subscribers	and	over	4	million	views,	assisted	by	written	reviews	on	the	Shelfside	website	and	BoardGameGeek.com.	He	also	consults	with	gaming	companies	to	build	high-quality	gaming	products.	Ashton	is	a	tournament	commentator,	board	game	playthrough	director,	and	host	of	the	Shelfside	Podcast,	where	he	talks	about	board	games	with
his	business	partner,	Daniel.	He	received	a	Bachelor	of	Arts	in	Economics	at	the	University	of	California,	Santa	Barbara,	in	addition	to	the	Technology	Management	Certificate.	This	article	has	been	viewed	12,909	times.	Co-authors:	1	Updated:	October	29,	2023	Views:	12,909	Categories:	Trick	Taking	Card	Games	Print	Send	fan	mail	to	authors	Thanks
to	all	authors	for	creating	a	page	that	has	been	read	12,909	times.	Spades	is	a	popular	trick-taking	card	game	that	has	been	played	around	the	globe	for	nearly	a	century	and	enjoyed	significant	growth	throughout	the	early	days	of	PC	and	online	gaming.	With	no	two	games	being	the	same,	thanks	to	635,013,559,600	different	possible	hand
combinations,	it	is	a	game	that	can	keep	players	entertained	for	life.	Before	playing	the	incredible	multiplayer	game,	either	with	real	cards	or	in	the	digital	arena,	you	must	first	learn	how	to	play	Spades	correctly.	In	this	quick	guide,	we’ll	discuss	the	rules,	tactics,	and	best	places	to	take	part	in	one	of	the	most	addictive	card	games	on	the	planet.
Contents:	An	Introduction	to	Spades	The	Rules	of	Spades	How	to	Play	Spades	in	5	Steps	Top	Tactics	to	Become	a	Better	Spades	Player	Stat	Playing	Spades	Today	An	Introduction	to	Spades	Spades	is	a	game	that	is	believed	to	have	originated	in	Cincinnati	in	the	late	1930s	and	is	a	descendant	of	Whist,	thus	making	it	very	closely	related	to	Bridge,
Hearts,	Pinochle,	Euchre.	and	Oh	Hell.	The	game	is	usually	played	by	four	people,	although	six-player	games	are	possible,	using	a	standard	deck	of	52	cards.	The	game	spread	its	way	across	America	and	around	the	globe	throughout	World	War	II	by	soldiers,	who	used	it	as	a	popular	pastime.	Its	simplicity,	both	in	terms	of	rules	and	equipment,	saw
Spades	become	commonly	played	at	home	and	by	students	on	college	campuses.	While	still	a	very	popular	traditional	card	game,	Spades	quickly	became	a	classic	video	game	towards	the	end	of	the	20th	century	due	to	the	growing	accessibility	of	PC	CD	roms	and	flash-based	web	titles.	Fast-forward	to	2024	and	millions	of	hands	are	still	played	daily.
The	Rules	of	Spades	As	a	first-time	player,	Spades	may	seem	a	little	daunting.	However,	the	rules	are	actually	very	simple	to	learn.	It	is	a	far	less	complex	game	than	Bridge,	so	anyone	who	is	familiar	with	the	latter	should	pick	up	the	rules	of	Spades	within	a	few	hands.	Spades	may	be	played	in	several	variants,	including	solo	play	(also	known	as
cutthroat	spades)	and	six-player	spades	where	players	are	split	into	either	six	individuals,	three	pairs,	or	two	trios.	The	most	traditional	version	-	which	is	the	game	you	will	find	here	at	247	Spades	-	sees	two	teams	of	two	players	compete	against	each	other.	As	a	player,	you	will	be	paired	with	the	person	opposite	you	while	the	players	to	your	left	and
right	are	the	opponents.	Before	playing,	you	should	know	that;	The	game	is	won	by	the	first	team	to	score	500	points	-	we’ll	discuss	points	scoring	below.	Alternatively,	the	game	can	be	lost	if	either	team	reaches	a	score	of	negative	200	points.	Cards	are	ranked	from	highest	to	lowest,	with	Ace	high.	A,	K,	Q,	J,	10,	9,	8,	7,	6,	5,	4,	3,	2.	Spades	are	always
the	trump	suit.	A	card	from	the	lead	suit	will	beat	cards	from	the	other	two	suits	(not	Spades).	The	game	is	broken	into	several	key	phases,	as	detailed	below:	Dealing	&	Bidding	As	a	trick-taking	game,	each	hand	involves	13	tricks.	So,	each	of	the	four	players	is	dealt	13	cards	in	a	clockwise	order	(13	x	4	=	52	cards).	Cards	should	be	facedown.	When
playing	with	a	real	deck,	the	dealer	can	be	selected	by	drawing	for	the	highest	card	or	first	spade.	When	playing	a	video	game	version,	the	deal	happens	automatically.	Bidding	can	be	completed	either	before	you	see	your	cards	(blind)	or	after	you	have	seen	them.	When	bidding	blind,	you	will	have	to	bid	“nil”,	which	means	you	are	planning	not	to	win
any	tricks.	You	will	be	rewarded	if	you	manage	to	avoid	taking	any	of	the	13	tricks,	but	penalized	for	each	trick	that	does	head	your	way.	When	you	place	a	bid	based	on	seeing	your	cards,	you	can	choose	any	number	between	0	(Nil)	and	13.	Generally	speaking,	if	you	have	a	lot	of	high-value	cards	from	the	Suit	of	Spades,	you’ll	probably	fancy	your
chances	of	winning	some	hands.	If	both	players	bid	nil,	it	is	known	as	a	“Double	Nil	Bid”.	Game	Play	To	start	a	hand,	the	player	next	to	the	dealer	(clockwise)	will	open	the	first	trick	by	playing	any	of	the	13	cards	that	they	hold.	This	is	known	as	a	lead.	However,	you	cannot	lead	with	a	Spade	card	on	the	first	trick	of	any	hand.	In	fact,	you	cannot	lead
with	a	Spade	in	any	trick	until	at	least	one	Spade	has	already	been	played	in	a	previous	trick	-	which	is	known	as	“breaking	Spades”	in	a	very	similar	vein	to	“breaking	Hearts”	in	Hearts.	Continuing	clockwise,	each	of	the	remaining	three	players	will	play	a	card	too,	ending	with	the	dealer.	If	possible,	players	2-4	should	play	a	card	from	the	same	suit
as	the	lead	card.	However,	if	they	do	not	have	any	lead	suit	cards,	they	may	play	any	card	-	this	includes	playing	a	trump	card	to	break	Spades.	At	the	end	of	the	trick,	there	will	be	a	pile	of	four	cards	in	the	middle	of	the	table.	The	trick	is	won	(also	known	as	taken)	by	the	person	who	played	the	highest	card	of	the	lead	suit.	However,	if	trumps	are
played	(Spade	cards),	the	person	who	played	the	highest	trump	card	will	take	the	hand.	Some	examples	are;	P1:	King	Diamonds.	P2:	7	Diamonds.	P3:	9	Diamonds.	P4:	2	Diamonds.	P1	takes	trick.	P1:	Jack	Hearts.	P2:	9	Hearts.	P3:	4	Diamonds.	P4:	King	Hearts.	P4	takes	trick.	P1:	7	Clubs.	P2:	8	Clubs	P3:	4	Spades.	P4:	10	Clubs.	P3	takes	trick.	P1:	10
Spades.	P2:	Ace	Spades.	P3:	5	Hearts.	P4:	3	Spades.	P2	takes	trick.	P1:	Ace.Hearts	P2:	7	Hearts.	P3:	5	Hearts.	P4:	7	Spades.	P4	takes	trick.	The	player	who	takes	the	trick	will	place	the	cards	face-down	in	a	pile	next	to	them	(this	is	automated	on	web	games	like	247	Spades)	and	leads	the	following	trick.	The	hand	is	completed	when	the	13th	and	final
trick	has	been	completed.	Scoring	Scoring	does	differ	slightly	from	one	variant	to	the	next.	However,	for	a	traditional	2v2	game	of	Spades,	the	scoring	is	linked	to	the	bidding	process	and	does	not	occur	until	the	end	of	the	hand.	Firstly,	the	contract	score	will	be	calculated	by	counting	the	number	of	tricks	that	each	player	took.	So,	the	total	number	of
all	four	players	combined	will	be	13.	The	two	teams	will	add	the	tricks	of	both	players	together	to	gain	a	team	count.	This	is	then	compared	to	the	contract	from	the	bidding	process;	If	you	make	the	number	of	tricks	(or	more)	that	you	bid	for,	10	points	are	awarded	for	each	trick	-	a	bid	of	2	gets	20	points,	3	gets	30	points,	and	so	on.	If	you	do	not	win
enough	tricks	to	match	or	surpass	the	bid,	you	lose	10	points	multiplied	by	the	bid	-	a	bid	of	5	is	minus	50	points,	for	example.	When	you	take	more	tricks	than	you	bid,	a	“bag”	(worth	one	point)	is	also	awarded	for	each	trick	above	the	bid	-	if	you	got	6	tricks	after	bidding	4,	you’ll	get	2	bags.	If	a	team	accumulates	10	bags	during	the	course	of	the
game,	normally	over	multiple	hands,	they	will	be	deducted	100	points.	Meanwhile,	if	a	nil	bid	or	double	nil	bid	is	made,	you	will	need	to	know	the	following	possibilities:	No	Tricks	Taken	One	Or	More	Tricks	Taken	Nil	bid	100	-100	Blind	nil	bid	200	-200	Double	nil	bid	400	0	/	-200	Double	blind	nil	bid	800	(game	won)	0	/	-400	At	the	end	of	a	hand,	a
scorecard	(which	can	also	be	accessed	at	any	time	by	clicking	the	pencil	icon)	will	be	shown	to	explain	the	points.	An	example	is	shown	below:	When	playing	at	247	Spades,	the	game	plays	until	one	of	the	teams	hits	the	+500	/	-200	points	threshold.	For	real-life	games,	you	may	also	decide	to	play	a	set	number	of	hands.	In	this	case,	all	players	should
agree	on	this	before	the	first	hand.	How	to	Play	Spades	in	5	Steps	Step	1:	Start	a	Game	Before	you	can	deal	first	hand,	you	must	first	open	a	game.	When	playing	at	247	Spades,	you	will	notice	that	several	themed	variants	are	available	including	Spring	Spades,	Summer	Spades,	Easter	Spades,	4th	of	July	Spades,	Thanksgiving	Spades,	and	more.	The
only	difference	is	the	appearance	of	the	deck	and	the	table	-	all	gameplay	and	rules	remain	identical.	All	games	are	offered	for	free	while	the	Flash-based	titles	work	on	all	browsers.	The	smooth	graphics,	easy	controls,	and	quick	gameplay	make	it	a	great	platform	for	playing	Spades.	There	are	four	levels	of	play,	with	the	AI	opponents	becoming
increasingly	clever	as	you	progress	through	them.	The	options	are;	Easy:	Spencer	as	your	teammate;	Tyler	and	Steve	as	your	opponents.	Medium:	Deja	as	your	teammate;	Mike	and	Maya	as	your	opponents.	Hard:	John	as	your	teammate;	Ruth	and	Eleanor	as	your	opponents.	Expert:	Ada	as	your	teammate;	Grace	and	Einstein	as	your	opponents.	After
choosing	your	difficulty,	simply	click	the	box	and	the	game	will	soon	start	with	the	first	hand	automatically	being	dealt	as	soon	as	the	table	loads.	Step	2:	Bid	Once	the	first	hand	has	been	dealt,	you	will	need	to	complete	the	bidding/contract	process	before	the	first	trick.	You	will	be	given	two	options	-	“See	Cards”	and	“Bid	Blind	Nil”.	The	latter	is	self-
explanatory	and	will	automatically	set	your	bid	to	0.	If	you	click	“See	Cards”,	you	will	see	the	options	of	N-13	(as	shown	in	the	“Place	bid”	image	above).	After	confirming	your	bid,	the	bids	of	all	four	players	will	be	shown	next	to	their	names.	In	the	image	below,	we	can	see	that	you	have	placed	a	bid	of	4	while	teammate	Spencer	has	bid	three	for	a
total	team	bid	of	7.	Tyler	and	Steve	have	bid	for	2	tricks	and	5	tricks	respectively,	giving	them	a	total	of	7	too.	Bonus	Tip:	Because	the	cumulative	total	of	the	two	team	bids	is	14	when	there	are	only	13	tricks	in	a	hand,	we	already	know	that	one	team	will	fall	short	of	their	target.	Step	3:	Play	the	First	Trick	After	the	first	lead	card	is	played,	the	game
will	progress	clockwise.	When	it	arrives	at	you,	you’ll	need	to	play	within	the	rules	stated	above	to	play	a	card	from	the	lead	suit	if	possible.	In	the	instance	above,	playing	the	Queen	of	Diamonds	will	beat	the	5	of	Diamonds	and	can	only	be	beaten	if	another	player	plays	the	King	or	Ace	of	Diamonds	-	or	a	Spade.	Whoever	plays	the	highest	ranked	card,
whether	that	be	a	Spade	or	the	highest	card	from	the	lead	suit,	will	collect	the	four	cards	from	the	first	trick.	Step	4:	Play	Tricks	2-13	The	winner	of	the	first	trick	will	lead	the	second	trick,	and	the	same	pattern	will	follow.	When	you	win	a	trick,	you	will	be	able	to	lead	the	next.	However,	if	“breaking	Spades”	has	not	happened,	you	will	have	to	lead
with	a	card	from	one	of	the	other	suits:	You	will	continue	to	play	tricks	until	all	52	cards	have	been	played.	At	the	end	of	each	trick,	you	will	notice	that	the	winner’s	score	increases	by	one.	The	aim	is	for	both	players	on	the	team	to	match	or	surpass	their	bids.	At	the	end,	a	scoreboard	like	the	one	in	the	image	above	in	the	“Scoring”	section	will	be
shown.	Assuming	that	neither	team	has	hit	the	+500	or	-200	points	mark,	the	game	will	continue	to	a	second	hand.	Step	5:	Play	Subsequent	Hands	You	will	then	repeat	the	same	process	as	the	first	hand.	This	begins	with	making	a	bid	and	then	revealing	the	contracts	made	by	the	two	teams.	Once	the	cards	are	turned,	the	first	trick	is	played	and	the
winner	gets	one	trick	point	before	leading	the	second	trick.	All	tricks	are	completed	and	the	scores	from	the	hand	are	calculated.	They	are	then	added	to	the	scores	from	the	first	hand	to	see	if	either	team	hits	the	+500	or	-200	points	mark.	If	they	do	not,	you	will	play	a	third	hand.	And	then	a	fourth.	And	so	on.	The	scoreboard	will	be	shown	and
updated	at	the	end	of	each	hand.	Once	one	of	the	teams	surpasses	the	+	of	-	benchmark,	the	game	will	be	over.	In	this	instance,	Steve	and	Tyler	won.	When	played	in	real	life,	games	can	last	for	around	90	minutes.	Thanks	to	the	instant	nature	of	dealing	cards,	however,	you	can	expect	a	game	at	247	Spades	to	last	about	30	minutes.	However,	this	will
depend	on	how	many	hands	are	required	as	each	hand	should	only	take	3-5	minutes.	Top	Tactics	to	Become	a	Better	Spades	Player	While	Spades	is	a	game	where	players	can	win	hands	through	luck,	it	is	certainly	a	game	of	skill.	Like	many	trick-taking	card	games,	though,	it	is	easy	to	learn	but	very	difficult	to	master.	Naturally,	regular	practice	will
make	you	a	better	player.	You’ll	naturally	discover	strategies	by	yourself	while	also	picking	up	tips	from	other	players	(AI	or	human)	throughout	your	experiences	of	the	game.	In	time,	you	should	become	better	equipped	to	make	faster	decisions	while	simultaneously	thinking	a	few	tricks	ahead.	As	a	beginner,	some	key	tips	that	may	help	include;	Start
with	the	beginner	level	on	247	Spades.	Otherwise,	you	may	become	overawed	and	frustrated	by	the	expert	AI	players.	Do	not	compete	against	the	card	that	your	teammate	has	already	played,	if	they	are	already	set	to	win	the	trick.	When	you	can’t	win	a	trick,	play	the	lowest	value	card	in	the	suit	-	playing	the	2	now	to	save	a	10	could	help	you	win	a
later	trick.	Similarly,	if	you	can	win	a	trick	as	the	last	player,	you	should	play	the	lowest-value	card	that	allows	you	to	do	this.	Where	possible,	try	to	keep	your	hand	of	Hearts,	Diamonds,	and	Clubs	evenly	distributed	as	it’ll	keep	you	competitive	in	more	tricks.	While	you	can’t	predict	which	cards	an	opponent	will	play	on	any	given	trick,	you	can	make
an	educated	guess	about	what	cards	they	hold.	Obviously,	if	you	hold	the	Ace	of	Spades,	you	will	win	the	trick	when	this	card	is	played.	Similarly,	if	you	hold	the	10	of	Spades,	you	know	you’ll	win	if	the	J,	Q,	K,	and	A	have	been	played.	Learning	to	track	the	cards	that	have	been	played	while	also	comparing	them	to	your	cards	is	one	of	the	keys	to
future	success.	When	starting	with	247	Spades,	you	may	want	to	write	down	all	52	cards	and	then	tick	them	off	as	they	are	played.	It	isn’t	a	tactic	that	can	be	used	for	real-life	games	but	using	online	Spades	to	train	your	brain	into	noticing	patterns	and	working	probability	in	your	favor	will	make	you	a	far	better	player	over	time.	As	a	trick-taking
game	of	the	whist	family,	time	spent	playing	any	similar	game	will	naturally	help	you	develop	the	skills	to	thrive	at	Spades.	Alternatively,	other	strategy	games	like	Minesweeper	and	Mahjong	may	help.	Stat	Playing	Spades	Today	Whether	you’re	a	seasoned	trick-taking	card	game	player	or	not,	you	should	now	feel	comfortable	with	the	rules	and	basic
tactics	of	how	to	play	Spades.	The	only	thing	left	to	do	is	head	over	to	a	virtual	table	here	at	247	Spades	and	test	your	skills	hours.	A	lifetime	of	fun,	fast-paced	play	awaits.	Page	2	Celebrate	our	independence	by	playing	a	game	or	two	of	4th	of	July	Spades!	This	classic	spades	games	is	an	overall	favorite	for	American	Spades	players	as	it	offers	the
amazing	play	of	classic	spades	with	the	fun	of	4th	of	July	imagery!	Compete	in	teams	a	hand	at	a	time	while	playing	4th	of	July	Spades.	Initially	bid	each	deal	on	how	many	tricks	you	think	you	can	take.	Combine	that	number	with	your	partner	and	that	is	how	many	you	much	reach	during	that	4th	of	July	Spades	hand.	Start	each	trick	with	a	suit	of	the
first	players	choosing.	All	other	players	must	follow	with	that	suit	unless	they	do	not	have	that	suit	in	hand,	upon	which	they	can	play	any	other	suit.	Playing	a	Spade	will	trump	the	beginning	suit.	Highest	card	of	the	beginning	suit	when	no	spades	are	played,	wins.	If	spades	are	present,	highest	Spade	wins.	Play	these	tricks	out	until	the	hand	is
finished.	After	the	cards	are	all	played,	points	are	tallied.	10	points	for	each	trick	bid,	if	the	team	reaches	their	bid	number.	10	points	subtracted	for	each	trick	bid	if	they	do	not.	Every	overtrick	counts	for	a	point,	but	ten	overpoints	throughout	the	game	counts	for	-100	points,	so	be	careful!	Deal	and	play	another	hand	until	one	of	the	team	reaches	300
points.	If	both	reach	300	in	the	same	hand,	highest	point	count	wins	the	entire	game.	Spades	is	a	classic	trick-taking	card	game	typically	played	by	four	players	in	teams	of	two.	The	game	is	played	with	a	standard	52-card	deck,	and	the	objective	is	to	win	as	many	tricks	as	possible	by	having	the	highest	card	in	the	lead	suit	or	by	playing	Spades,	the
trump	suit.	Before	each	round,	players	bid	on	the	number	of	tricks	they	expect	to	win.	The	team	that	accurately	predicts	and	wins	the	most	tricks	scores	points,	while	failing	to	meet	their	bid	results	in	a	penalty.	The	game	continues	until	a	team	reaches	the	pre-determined	winning	score.	This	post	contains	affiliate	links.	For	more	information,	see	our
disclosures	here.	Work	together	with	your	partner	to	win	the	most	tricks	(card	captures)	during	a	round	and	fulfill	your	team’s	bid	by	winning	a	specific	number	of	tricks.	Number	of	Players:	2	teams	of	2	players	(4	players	total)	Deal	the	Cards:	The	dealer	(chosen	randomly	or	rotating	turns)	shuffles	the	deck	and	deals	13	cards	face	down	to	each
player.	Forming	Partnerships:	Players	sit	opposite	each	other,	and	partners	typically	sit	across	from	each	other.	The	bidding	phase	is	crucial	in	Spades,	as	it	sets	the	goal	for	each	team	and	adds	a	layer	of	strategy:	Bidding	Order:	Starting	with	the	player	to	the	left	of	the	dealer,	each	player	bids	on	the	number	of	tricks	they	believe	their	team	can	win
during	the	round.	Bids	can	range	from	“Nil”	(winning	no	tricks)	to	“13”	(winning	all	tricks).	Blind	Bidding	(Optional):	Some	variations	include	a	“blind	bidding”	round	where	players	make	their	bids	without	looking	at	their	cards.	This	adds	an	extra	element	of	risk	and	deduction.	No	Passing:	Players	cannot	skip	bidding.	If	a	player	is	confident	they	can’t
win	any	tricks,	they	can	still	bid	“Nil.”	Once	the	bidding	is	complete,	the	fun	part	begins	–	playing	the	tricks!	Here’s	how	it	unfolds:	Leading	the	First	Trick:	The	player	to	the	left	of	the	dealer	leads	the	first	trick	by	playing	any	card	they	choose	(except	a	spade)	face	up	to	the	center	of	the	table.	Following	Suit:	Each	player,	in	turn,	clockwise	around	the
table,	must	play	a	card	that	follows	the	suit	led	(e.g.,	if	hearts	are	led,	all	players	must	play	a	heart	if	they	have	one).	Playing	a	Trump	(Spade):	If	a	player	cannot	follow	suit,	they	can	play	any	card	from	their	hand,	including	a	spade.	Spades	are	the	trump	suit	in	this	game,	meaning	they	outrank	all	other	suits.	The	highest-ranked	spade	played	on	a
trick	wins	that	trick,	regardless	of	the	leading	suit.	Winning	the	Trick:	The	player	who	played	the	highest-ranked	card	of	the	suit	led,	or	the	highest-ranked	spade	if	spades	were	played,	wins	the	trick	and	collects	all	the	played	cards.	Leading	the	Next	Trick:	The	winner	of	the	trick	leads	the	next	trick	by	playing	any	card	from	their	hand.	A	team	with	a
Nil	bid	has	a	special	challenge.	They	must	avoid	winning	any	tricks	throughout	the	round.	If	they	succeed	in	winning	zero	tricks,	they	score	a	bonus	of	50	points	(or	100	points	in	some	variations).	However,	if	they	win	even	one	trick,	their	team	is	penalized	all	bids	made	by	both	players,	and	the	opposing	team	automatically	wins	the	round.	Tricks	and
Points:	Each	trick	won	is	worth	one	point.	At	the	end	of	the	round,	each	team	calculates	the	total	number	of	tricks	they	won	and	compare	it	to	their	bid.	Fulfilling	the	Bid:	If	a	team	wins	exactly	the	number	of	tricks	they	bid	on,	they	score	their	bid	value	in	points	(e.g.,	bidding	and	winning	7	tricks	scores	7	points).	Underbidding:	If	a	team	wins	more
tricks	than	they	bid	on,	they	score	only	the	number	of	tricks	they	bid	on	(e.g.,	bidding	on	5	tricks	but	winning	8	tricks	only	scores	5	points).	Overbidding:	If	a	team	wins	fewer	tricks	than	they	bid	on,	they	score	nothing	for	that	round.	The	game	typically	continues	for	a	predetermined	number	of	rounds	(e.g.,	10	rounds).	The	team	with	the	highest
cumulative	score	at	the	end	of	all	rounds	wins	the	game!	Breaking	Spades:	Spades	cannot	be	led	until	they	have	been	“broken,”	which	means	a	player	has	played	a	spade	when	they	couldn’t	follow	suit.	Blind	Nil:	A	player	can	bid	Blind	Nil	before	looking	at	their	cards,	earning	a	bonus	of	200	points	if	successful	or	losing	200	points	if	they	win	any
tricks.	Reneging:	If	a	player	fails	to	follow	suit	when	they	are	able	to,	it	is	called	reneging,	and	the	team	loses	the	round	with	a	penalty	(usually	the	opposing	team	is	awarded	the	number	of	tricks	the	reneging	player	bid).	Spades	is	a	versatile	game	that	offers	a	balance	of	strategy,	communication	(with	your	partner),	and	a	bit	of	luck.	With	its	easy-to-
learn	rules	and	exciting	gameplay,	Spades	is	a	perfect	choice	for	game	nights,	family	gatherings,	or	whenever	you’re	looking	for	a	fun	and	engaging	card	game	experience.	Page	2	3	Up	3	Down	is	a	fast-paced	card	game	that’s	easy	to	learn	and	fun	for	all	ages.	The	goal	is	simple:	be	the	first	to	get	rid	of	all	your	cards!	Each	player	starts	with	three	face-
down	cards	(3	Down),	three	face-up	cards	on	top	of	them	(3	Up),	and	a	hand	of	three	cards.	Players	take	turns	playing	cards	onto	the	discard	pile,	following	a	simple	rule:	the	card	played	must	be	equal	to	or	higher	than	the	previous	card.	If	a	player	can’t	play,	they	must	pick	up	the	discard	pile.	It’s	a	mix	of	luck	and	strategy,	making	every	round
exciting.	Want	a	game	that’s	easy	to	pick	up	but	keeps	everyone	engaged?	3	Up	3	Down	is	a	great	choice!	This	post	contains	affiliate	links.	For	more	information,	see	our	disclosures	here.	The	objective	of	3	Up	3	Down	is	to	be	the	first	player	to	play	all	of	your	cards.	Number	of	Players:	2-6	1.	Each	player	selects	three	more	cards	from	their	hand	and
places	them	face	up	on	top	of	the	face-down	cards	(these	are	the	“3	Up”	cards).	The	remaining	three	cards	form	the	player’s	starting	hand.	2.	Deal	Cards:	Shuffle	the	deck	and	deal	nine	cards	to	each	player.	3.	Set	Up	Three	Piles:Each	player	selects	three	cards	from	their	hand	and	places	them	face	down	in	front	of	them	(these	are	the	“3	Down”	cards
and	are	not	looked	at	again	until	the	end	of	the	game).	Starting	the	Play:	The	remaining	cards	form	a	draw	pile	in	the	center.	The	top	card	of	the	draw	pile	is	turned	over	to	start	the	discard	pile.	Playing	Cards:	The	player	to	the	left	of	the	dealer	starts	the	game	by	playing	a	card	from	their	hand	that	matches	or	beats	the	top	card	of	the	discard	pile	in
rank	(e.g.,	a	5	can	be	played	on	a	4,	a	9	can	be	played	on	a	7,	etc.).	If	a	player	cannot	play	a	card	from	their	hand,	they	must	pick	up	the	entire	discard	pile	and	add	it	to	their	hand.	After	playing	a	card,	players	draw	from	the	draw	pile	until	they	have	three	cards	in	their	hand.	If	the	draw	pile	is	empty,	players	do	not	draw	and	play	with	the	cards	they
have.	Play	continues	clockwise.	Special	Cards:	2:	Can	be	played	on	any	card	and	resets	the	discard	pile.	The	next	player	can	play	any	card.	10:	Can	be	played	on	any	card	and	clears	the	discard	pile.	The	player	who	plays	the	10	goes	again	with	any	card	from	their	hand.	Playing	the	“3	Up”	and	“3	Down”	Cards:	Once	a	player	has	played	all	the	cards	in
their	hand	and	draw	pile,	they	begin	playing	the	“3	Up”	cards.	These	must	be	played	in	order,	one	at	a	time.	After	the	“3	Up”	cards	are	played,	the	player	moves	on	to	the	“3	Down”	cards.	These	cards	are	played	blindly;	the	player	flips	one	card	at	a	time	and	plays	it	if	possible.	If	the	card	cannot	be	played,	the	player	picks	up	the	entire	discard	pile	and
continues	play	from	their	hand.	The	first	player	to	get	rid	of	all	their	cards,	including	the	“3	Down”	cards,	wins	the	game.	Stacking:	Multiple	cards	of	the	same	rank	can	be	played	together	(e.g.,	two	7s	can	be	played	at	once).	Clearing	the	Pile:	If	four	cards	of	the	same	rank	are	played	consecutively,	the	discard	pile	is	cleared,	and	the	player	who
completed	the	set	goes	again.	Endgame	Strategy:	Save	special	cards	like	2s	and	10s	for	strategic	moments,	especially	as	you	approach	playing	the	“3	Down”	cards.	Card	Management:	Keep	track	of	the	cards	you	have	and	plan	to	use	special	cards	wisely.	Memory:	Remember	which	cards	have	been	played	and	which	might	still	be	in	opponents’	hands.
Timing:	Play	your	high-value	cards	strategically	to	avoid	picking	up	the	discard	pile.	3	Up	3	Down	is	an	engaging	card	game	that	combines	luck,	strategy,	and	quick	thinking.	Its	simple	rules	and	dynamic	gameplay	make	it	a	great	choice	for	family	and	friends.
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