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Bridge Score Sheet
Date

Table

Round Table

N–S E–W
DEAL CONTRACT AND RESULT N–S E–W

1 N · none

2 E · E–W

3 S · N–S

4 W · both

Round total

Won by net
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Scoring at a glance
Each trick bid and made: clubs or diamonds 20 · hearts or spades 30 · no
trump 40, then 30. Doubled ×2, redoubled ×4.
Game (100 or more contract points; partscores carry forward until a
game): bonus 300, or 500 vulnerable. Partscore made on the 4th deal:
100.
Overtricks: the trick’s value; doubled 100 (200 vulnerable); redoubled
200 (400). Making it doubled 50, redoubled 100.
Slams: small 500 (750 vulnerable) · grand 1,000 (1,500). Honors 100 or
150, if you count them.
Down (to the other side): 50 a trick, 100 vulnerable; doubled 100, 300,
500, 800, 1,100 (vulnerable 200, 500, 800, 1,100, 1,400), then 300 each.

Who deals, who is vulnerable
Deal 1: North deals, neither side vulnerable.
Deal 2: East deals, East–West vulnerable.
Deal 3: South deals, North–South vulnerable.
Deal 4: West deals, both sides vulnerable.
A deal passed out doesn’t count: the same dealer deals again.

House rules
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