Fairmont State
Intramurals
Spades
1) Players/Equipment – four handed with two sets of partnerships playing opposite each other.  The Pack – a standard 52 card deck is used.  There are four suits and the cards of each suit rank as follows: Ace (high), King, Queen, Jack, 10, 9, and so forth down to the deuce.  Spades are always trump and outrank the other three suits.

2) Object of the Game – each partnership strives to win the highest score which is usually 500 points.  This is accomplished by capturing tricks (books), setting or defeating the opponent’s contracts and avoiding the accumulation of overtricks(bags).  There are penalties for defeated contracts, as well as the accumulation of overtricks.  

3) Scoring – each successful contract scores 10 points for every trick bid and made as well as one point for every additional trick.  (Do not calculate additional tricks earned to your total score, track bags in the separate column on score sheet.)  If you are unsuccessful in making your bid (set) your team loses 10 points for every trick bid.  Remember, partnership bids are combined and the total made or set is the basis of the scoring.  
A successful nil bid (no tricks) scores 100 points, and defeated nil bids have a penalty of minus 100 points.  

*A nil bid is an individual contract and the partner of the nil bidder has his/her score calculated separately.  Tricks taken by a nil bidder do not count toward the total of the other partner’s bid.
A successful blind nil earns 200 points, and a defeated blind nil is penalized minus 200 points.

Bags are a penalty for over-conservative bidding.  Every additional trick (over trick) in a successful contract counts as one bag.  An accumulation of 10 bags results in a penalty of 100 points.

4) Play Structure – play will last 30 minutes or 500 points, whichever shall come first.

There will be no talking or communication between partners.
         1st offense = warning 
2nd offense = loss of hand
Forfeit time is five minutes from scheduled starting time.

Player to left of dealer plays the first card of the hand.  Play continues in a clockwise pattern.  

Trump may not be led until spades have been broken (played) or that player has nothing left in his hand but spades.

Dealer rotates clockwise each hand.  The cards are shuffled and then dealt singly, in clockwise order, beginning with the player on the dealers left.
A misdeal ‘may’ be called if a hand contains 0 spades, 7 or more of the same suit, or no face cards.  A misdeal must be called before a partner discloses any information about his hand.

Penalty for renege (revoke) is complete loss of bid by the offender.
