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Whist, like the game Euchre, is a 
great introduction to a few fun-
damentals that are the basis for 

Bridge. It is simple and easy to learn. Whist 
originated in Britain and was widely popular 
in the eighteenth and nineteenth centuries. 
Some say the name is derived from wistful, 
which can mean pensive or attentive. 
Benjamin Franklin, Henry Clay, Nathaniel 
Hawthorne, Napoleon, and Washington 
Irving played the game, and Edgar Allan Poe 
was such a fan that he featured it in his story 
“Murders in the Rue Morgue.” The char-
acters in Jane Austen’s Pride and Prejudice 
while away the hours playing whist.

WHIST
WELCOME TO THE WORLD OF TRICKS AND TRUMPS
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SIMPLE RULES FOR CARD GAMES40

RATING Easy

PLAYERS 4 players. In this traditional version of Whist, there are two 

teams of two. Partners sit across from each other, and each partnership 

scores, rather than each player.

DECK One full deck of 52 cards without Jokers.

RANKING Standard ranking with ace high and 2 low.

OBJECTIVE The fi rst team to score 7 points wins.

HOW TO PLAY

DEAL THE CARDS. Dealer passes out all the cards, facedown, 13 to each 
player, one at a time— except the fi nal card, which the dealer places 
faceup. The suit of this card will be trump for the hand. Trump suit 
cards beat all other suits (regardless of the rank of the card). Once 
all players have seen this card, the dealer returns it to her hand.

TAKING TRICKS. To get points, teams must win tricks. Tricks are sim-
ply a round of cards that each player places in the middle. To begin, 
the player to the dealer’s left (the eldest) puts any card from her hand 
in the center of the table, establishing the leading suit for that trick.

Going clockwise around the table, each player then has to follow suit. 
The player who puts down the highest card in that suit wins the pile, 
unless someone plays a card in the trump suit.

If a player cannot follow suit, she may play a trump suit card or any 
other suit. A trump card of any rank will win the trick; any other suit 
will not win. If two players put down a trump card, the higher trump 
card wins.
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WHIST 41

Dealer shows a 3♦ as the fi nal card dealt, making diamond 
the trump suit.

The eldest (fi rst to the dealer’s left) starts the game with the high 
A♣, thinking that everyone probably has at least one club and will 
have to follow suit.

PLAYER 2 has clubs, so she plays the 8♣.

PLAYER 3, the partner of the eldest, also has clubs and plays the low-
est in her hand (4♣)— saving higher clubs for a possible win later 
in the hand.

THE DEALER, however, has no clubs. So she plays her lowest trump 
card (5♦) and wins the trick. She collects the cards in the center and 
places the pile by her side.

Remember, as you play, you’re not just trying to win tricks for your-
self. You’re working with a partner, so you have to be sensitive and 
aware of the cards that your partner is playing.

After each trick, the trick winner begins the next round, placing a 
card in the center.

ENDING THE HAND. At the end of the hand, after all 13 cards are 
played, teams tally their tricks. Then the next player to the left 
becomes dealer and a new round begins.

 EXAMPLE

A♣ 4♣8♣ 5♦

Eldest DealerPlayer 2 Player 3
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SIMPLE RULES FOR CARD GAMES42

SCORING

You might expect that you should win one point for each trick but 
scoring doesn’t work that way. A team must win more than 6 tricks 
to get a point. If a team wins 7 tricks, for example, it gets 1 point. If a 
team only wins 5 tricks, it doesn’t get any points.

VARIATION

SCOTCH WHIST

You can call this Whist with a Twist. Scotch Whist is a variation on 
Whist that is also known as Catch the Ten (possibly because winning 
the trump 10 offers some big points) and Catch Honors. If you want to 
really get in the mood, you might want to play it with a glass of scotch 
in hand. You may need a scotch to wrap your head around the rules.

DECK 36 cards, ace through 6.

RANKING Traditional ranking with ace high and 6 low, except in the trump 

suit, jack is high.

So, if ♥ is the trump suit, then the ranking is J♥, A♥, K♥, Q♥, 10♥, 9♥, 

8♥, 7♥, 6♥. Cards in all other suits follow the standard rank.

OBJECTIVE First team to score 41 points wins.
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WHIST 43

HOW TO PLAY

DEAL THE CARDS. Dealer passes out all the cards facedown, nine to 
each player, one at a time— except the fi nal card, which the dealer 
places faceup. The suit of the face- up card will be trump for the hand. 
Once all players have seen the card, the dealer returns it to his hand.

TAKING TRICKS. Play is exactly the same as regular Whist, however, 
since trump cards won in tricks provide valuable points, your strategy 
is based on trying to win these cards.

SCORING

These trump cards provide the following points when won in tricks:

JACK = 11 points
10 = 10 points
ACE = 4 points
KING = 3 points
QUEEN = 2 points

First, both partnerships tally up the number of points earned by the 
trump cards in their piles.

Next, if your partnership wins the majority of tricks (5 or more) you 
get additional points. To calculate these points, take the total number 
of cards that you’ve won and subtract 18 (the number of cards you and 
your partner were originally dealt). So if your partnership won 6 tricks:

6 tricks x 4 cards = 24 cards –  18 cards = 6 additional points

The fi rst team to get 41 points wins. If there is a tie, you can play 
another hand and see who then has the most points.

Pott_9780770433857_4p_all_r2.indd   43Pott_9780770433857_4p_all_r2.indd   43 13-4-11   ��2:2213-4-11   ��2:22



http://www.amazon.com/gp/product/0770433855?ie=UTF8&tag=randohouseinc4865-20&linkCode=as2&camp=1789&creative=9325&creativeASIN=0770433855
http://search.barnesandnoble.com/booksearch/isbnInquiry.asp?ISBSRC=Y&ISBN=9780770433857&cm_mmc=Random%20House-_-Simple+Rules+for+Card+Games-HC--ScribdCrown-9780770433857-_-Simple+Rules+for+Card+Games-HC--ScribdCrown-9780770433857-_-Simple+Rules+for+Card+Games
http://www.indiebound.org/product/info.jsp?affiliateId=randomhouse1&isbn=0770433855
http://www.crownpublishing.com



