
 
 

Game Play 

GOOD LUCK, HAVE FUN, RESPECT THE GAME 
 
 

PITT BOSS SPADES TOURNAMENT HOUSE RULES 
 

Please read the House Rules completely! If you have any questions make sure 
to get clarification PRIOR to the start of the tournament. Not knowing the rules 
is not an exemption from loss or penalty! 
 

16 teams/ Double Elimination 
1st Place - $300 + Trophies 

2nd Place - $100 
3rd Place - $50 

 
 
Teams must pre-register online  https://forms.gle/L2aqLtPVUZCPA6bdA 
 or on-site at least one hour before tournament begins at 4:00pm on July 3rd, 
2021. Two individuals register as a team for the chance to win the Grand Prize 
of $300.00 ($150.00 pp).  
 
Double elimination play to 350 points.  Teams eliminated during the first round 
will enter loser bracket and still have a chance to win the third prize of $50.00.  
A second loss will eliminate you from tournament completely. 
 
There will be a 45-minute time limit per round. The team that wins two out of 
three matches per round advances.  If neither team has won the match in the 
time allotted, the team ahead in points at the "stop" time will be declared the 
winner. If a hand is in progress at "stop" time, it will be played out and the 
results added to the score to determine a winner. Should there be a tie score 
at the end of 45 minutes, a one hand overtime will be played. The team with 
the highest score after the hand is played will be declared the winner. 
 



CARD RANK 
The card ranking for this tournament will be Big Joker, Little Joker, Ace of 
Spades, and so on (natural cards). The deuce of diamonds, hearts and spades 
have NO added value. Based on the brand cards used, the big joker will clearly 
be acknowledged before the game begins. With the inclusion of the jokers, 
the red deuces will be removed from the deck to make a total card count of 52. 
 
THE DEAL 
The first dealer is chosen by a draw for high card, and thereafter the turn to 
deal proceeds clockwise. The entire deck is dealt one at a time, face down, 
beginning on the dealer's left.  NO CARDS MAY BE DEALT OUT OF TURN. 
You may not flip a card during the deal for a spades check. This will result in a 
misdeal and your turn to deal will be forfeited. 

The player to the dealer's left plays first ("leads"). He/She may not lead with a 
spade unless his hand only includes spades. In fact, unless a player has no 
option, spades may never be led until the suit is "broken" (see below). 

Play continues clockwise. Each player must follow suit (i.e. play the same suit 
that was led) if possible. 

Generally, each trick is won by the player who played the highest rank of the 
suit led. However, if one or more players played spades, the trick is won by the 
player who played the highest rank of spades. 

When a trick is won, the winning player sets the trick in front of himself/herself 
so that it's easy to tell how many tricks each player has won. 

BREAKING SPADES  
Spades are broken when a player cannot follow suit and chooses to play a 
spade. When a player cannot follow suit, he/she may choose to play spades, 
but is not required to. 

Note: Spades are also broken if a player has no option and leads with spades. 

Example: Alex leads with hearts. Beth and Charlie both play hearts as well. 
David has no hearts, so he could choose to play spades instead. But David 
could also choose to play clubs or diamonds. 



SCORING  
Each trick in a bid counts for 10 points if a partnership meets its bid. Tricks won 
above the bid are worth 1 point each. 
Example: Beth and David bid 5 tricks and they won 7 tricks. They score 52 
points (50 for the tricks bid, plus 2 for the extras, which are known as "bags.") 

If a partnership does not meet its bid, it scores 10 negative points for each trick 
it bid. 

Scoring for Nil and Double Nil bids take place as described above. When a 
player bidding Nil fails, tricks won by that player don't count toward making 
his/her partner's bid, but they do count as bags for the partnership. 

SANDBAGGING  
A partnership should avoid winning too many tricks above its bid. Each time a 
partnership wins 10 or more bags (cumulative through a game), that 
partnership receives a 100-point penalty. 
Example: Alex and Charlie bid 4 tricks and win 7, then they bid 3 and win 6, 
then they bid 4 and win 9. They now have 11 bags (3+3+5) and receive a 100-
point penalty. The additional bag carries over. If Alex and Charlie win 9 more 
bags, they receive another penalty. 

CONTINUING PLAY  

After scoring a hand, if neither partnership has reached 350 points, the player 
to the dealer's left becomes the new dealer. 
 
WINNING  
The first partnership to reach 350 points is the winner. If both partnerships 
reach 350 in the same hand, the partnership with the highest score is the 
winner. If there's a tie, teams will play another hand. If neither team has won the 
match in the time allotted, the team ahead in points at the "stop" time will be 
declared the winner. If a hand is in progress at "stop" time, it will be played out 
and the results added to the score to determine a winner. Should there be a tie 
score at the end of 45 minutes, a one hand overtime will be played. The team 
with the highest score after the hand is played will be declared the winner. 

 

 



 

Scoring Rules: 
1. First 7 - Any team to win the first 7 books of any hand receives 100 bonus points 

2. 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. 

3. 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 
if the bid is unsuccessful. 

4. 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. 
100 points if met, -100 points if took more. 

5. 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. 

 
SPADES GLOSSARY 

• Bid - The number of books each player will predict to win during a hand, announced 
by each player before the hand begins.  The bid is the sum of each team members 
single bid which are combined to determine the total team bid.  The bid equals the 
total number of books the team must win, or risk being set. 

• Blind Bid - The act of bidding the hand before each team member has seen their 
cards.  The point total is typically doubled for a successful blind bid.  If not successful 
the team is considered to be set and loses points.  Most games dictate a team must 
be down a minimum of 100 points to blind bid and also incorporate a minimum blind 
bid, typically starting at 6. 

• Book - The sum of all four cards played by each player during a hand.  The player 
who plays the highest-ranking card wins the book.  Books should be kept face down 
on the table in the order they were won.  

• Board - The minimum amount of books any team can bid each hand.  Board is 
traditionally 4 books. 

• Boston - The act of embarrassing your opponent by winning all 13 books in a 
hand.  Most Spades games determine this an automatic win.  



• Breaking Spades - Playing the first Spade of a hand as a cut card.  Spades cannot be 
used as the lead suit in any hand until this occurs. 

• Cross-boarding - Any form of verbal and/or non-verbal communication during a 
hand which directly or indirectly reveals the contents of a players hand or game 
strategy.  This is considered cheating and highly frowned upon.    

• Cut or Cutting - When the lead (non-spade) suit being played gets beat by a Spade 
from a player who does not have any cards from the lead suit remaining. Cutting also 
occurs when one partner beats their partners winning card.   

• Following Suit - Playing a card from the same suit as the first card played.  

• Hand - The process of dealing, bidding and playing all cards until 13 books are 
won.  Each game is made up of several hands during which teams will either add or 
subtract points.  

• Misdeal - Any deal resulting in the incorrect number of cards for each player or 
dealer not receiving the last card.  Some games also consider any player not having 
Spades and/or face-cards a misdeal.  The hand is voided and re-dealt if this occurs.  

• Nil - A bid to win no books during the hand. A bonus is usually awarded if achieved 
or penalty incurred if unsuccessful.   

• Renege - When a player has a card from the lead suit and can follow suit but does 
not.  Reneging is considered cheating and penalized if proven occurred. If a team 
challenges reneging has occurred they must identify which book on the table the 
player did not follow suit. The losing team of the renege challenge is typically 
penalized 3 books.  

• Sandbag or "Bag" - The number of books by a player or team won in excess of the 
bid amount.  Depending on house rules Sandbags can impact teams scores in 
various ways.  

• Sandbagging - Intentionally or unintentionally underbidding the number of books 
predicted to be won for a given hand.  This can be the result of strategy and/or not 
counting your books correctly during the bidding process.  

• Set - If any team is unable to win the number of books bid during any hand they are 
considered set and will lose points to their total score.  
 
 

 
 


