Whist

When the card-tables were
placed, [Mr. Collins] had an
opportunity of obliging her in
return, by sitting down to whist.

“I know little of the game at
present,” said he, “but I shall be
glad to improve myself, for in
my situation of life -

... The whist party soon
afterwards breaking up, the
players gathered round the other
table, and Mr. Collins took his
station between his cousin
Elizabeth and Mrs. Philips. The usual inquiries as to his

success were made by the latter. It had not been very

great: he had lost every point.
—Pride and Prejudice

forerunner of modern bridge, whist is a trick-
taking partner game that was very popular in the
eighteenth and nineteenth centuries. It can be played

with or without wagering.

Number of players: 4, playing in two partnerships
Complexity: Low
Equipment: Standard s2-card deck

Square or round table

Pen and paper for scoring

Coins or counters (optional)



Object

To be the first partnership to win 10 points.

Preliminaries
Players sit at a square or round table with
partners opposite each other.

If wagering, players agree on the amount staked
per point. (For new players, we suggest 1 coin.) At
the start of a new game, each player should be
equipped with an equal number of coins or
counters.

Determine which player will deal first. The deal

subsequently moves clockwise to the next player.

Deal
The dealer shuffles the cards, offers them to the
player on her right to cut, then deals them all out
one at a time (13 cards per player). The last card of
the dealer’s hand is turned face-up to reveal the
trump suit.

Play

1) The player to the dealer’s left leads the first

trick by placing any card face up in the middle
of the table.

2) The other players, moving clockwise, then
each play a card of the same suit. If a player
cannot follow suit, she may play any card.

3) The 4 cards on the table (the “trick”) are won
by whoever played the highest trump or, if no
trump were played, the highest card of the suit
originally led. (Aces are high.) He collects the

cards into a small pile and sets it on the table

beside him.

4) The winner of each trick leads the next trick,
until all cards have been played and little piles
of tricks adorn the table beside their respective
winners.

Scoring
The partnership with the most tricks wins the
round, receiving 1 point for each trick above 6.
The first team to earn 10 points wins the game.

It is customary to play a rubber of whist (best of
three games).

Wagering
In games where wagering takes place, the teams
settle up at the end of each game:

(1) If the losing side has 7, 8, or 9 points, each
partner pays out the predetermined stake.

(2) If it has 1 to 6 points, each partner pays
double.

(3) If no points, they each pay out triple the

original wager.



