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500orFive	Hundredis	a	trick-taking	game	with	some	ideas	from	Bridge.	The	game	described	here	is	for	four	players.	The	game	is	played	over	a	series	of	hands.	You	win	the	game	by	earning	500	points	or	forcing	your	opponents	to	reach	500	points.	Our	site	will	tell	you	the	rules	of	the	game.	This	stage	is	about	sorting	out	teams,	the	cards	and	dealing
your	first	hand.	Find	three	other	people	to	play	with	you.Choosetwo	teamsoftwo.	Sit	opposite	your	partner.	Sort	out	the	cardsRemove3	2in	the	red	suits	and4	3	2	1in	the	black	suits.	You	must	have	one	joker.	Deal	the	cardsDealthree	cardsto	each	player	starting	on	your	left.	Putone	cardin	the	middle	of	the	table.	Then	dealfour	cardsto	each	player.
Placeone	cardin	the	middle.	Then	dealthree	cardsto	each	player.	Put	thefinal	cardin	the	middle.	This	is	where	each	player	says	how	many	rounds	or	tricks	they	think	they	can	win.	You	decide	your	bid	on	the	hand	you	have	and	what	other	people	are	bidding.	The	team	who	wins	the	bid	is	the	team	that	wins	or	loses	points	at	the	end	of	the	hand.	Decide
on	a	trump	suitThis	will	usually	be	the	suit	you	have	the	most	and	highest	cards	in.	You	can	also	bidNo	Trumps,Mesire(You	will	lose	all	tricks	&	your	partner	sits	out.)	andOpen	Mesire(You	will	lose	all	tricks	with	an	open	hand	&	your	partner	sits	out).	Decided	on	how	many	tricks	could	you	winThe	minimum	is6,	the	maximum	is10.	Each	bid	has	a	score
value	based	on	the	suit	and	the	number	of	tricks	bid.	Each	bid	must	be	higher	than	the	last	bid.	See	theScore	Cardfor	the	value	of	bids.	Make	your	bidAn	example	of	a	bid	is7	Spadesor7	Diamonds.	You	can	alsopassif	you	dont	feel	like	you	have	a	strong	enough	hand.	Once	you	pass,	you	can	no	longer	bid.	The	bid	winner	takes	the	pot	(or	kitty)The
person	with	the	highest	bid	takes	the	pot	(the	four	cards	in	the	middle).	They	add	the	pot	to	their	hand	and	discard	the	four	least	useful	cards	back	to	the	table	face	down.	Working	together	with	your	partner,	you	try	to	either	win	the	number	of	tricks	you	bid,	or	stop	the	other	team	winning.	Opening	the	first	roundThe	player	who	wins	the	pot	plays
first.	Any	card	may	be	led.	The	other	player	must	follow	suit,	playing	around	clockwiseIf	you	have	cards	in	your	hand	that	are	the	same	suit	as	the	leading	card,	you	must	play	those	first	then	you	can	play	cards	of	your	choice.	The	Joker	defaults	to	the	trump	suit	set	in	the	bidding	round	and	should	be	treated	as	the	same	suit.	The	Jack	of	the	same
colour	as	the	trump	suit	(red	or	black)	is	know	as	the	Left	Bower.	It	is	also	considered	the	same	suit	as	the	trump	suit.	(e.g.	If	hearts	are	trump	the	Jack	of	diamonds	is	also	considered	a	heart)	Deciding	the	winner	of	a	trickOnce	everyone	has	placed	one	card	down,	the	winner	of	the	trick	needs	to	be	determined.	The	Joker	is	the	highest	trump.	The
second-highest	card	is	the	Jack	of	trumps	(Right	Bower),	and	the	third-highest	is	the	Jack	of	the	other	suit	of	the	same	colour	as	the	trump	(Left	Bower).	The	ranks	continue	from	Ace	(High)	to	4	(Or	5	if	the	Trump	is	red).	The	highest	card	in	the	suit	wins	the	trick	unless	a	trump	suit	is	played.	If	more	than	one	trump	is	played,	the	highest	trump	wins.	If
no	trumps	are	played,	the	highest	card	of	the	lead	suit	wins	the	trick.	Continue	to	play	the	remainder	of	your	handsThe	winner	of	the	tricks	takes	that	cards	and	places	them	in	independent	piles	face	down	in	front	of	them.	This	allows	everyone	to	keep	track	of	how	many	tricks	they	have	won	by	each	team.	The	winner	of	a	trick	leads	to	the	next	trick.
Continue	playing	your	cards	until	either	the	team	who	won	the	bid	has	won	the	number	of	tricks	they	bid,	or	it	no	longer	possible	for	them	to	reach	their	bid.	The	goal	of	the	game	is	to	keep	playing	hands	until	one	team	wins	by	reaches	500	or	loses	by	reach	-500.	Adding	or	subtracting	pointsIf	you	win	the	bid	and	win	the	number	of	tricks	you	bid,	you
receive	the	number	of	points	designated	on	theScore	Card.	If	you	win	more	tricks	than	the	bid,	you	receive	no	additional	points.	For	example,	if	you	bid	8	diamonds	and	win	9	tricks,	you	still	score	280	points,	not	380	points.If	your	team	fails	to	make	the	bid,	you	must	deduct	that	number	of	points	from	your	teams	running	score.	It	is	possible	to	be	in
the	negative.	Winning	the	gameRotate	the	dealer	to	the	left	and	continue	dealing,biddingandplaying	handsuntil	either	one	team	has	500	points	or	more	or	negative	500	points	or	less.	Thanks	to	his	articles	and	experience,	you	can	significantly	expand	your	knowledge	of	gambling	and	some	narrow	areas.	Thanks	to	him,	you	can	be	sure	that	your
gaming	experience	will	be	exciting.	Five	Hundred	is	a	trick-taking	card	game	that	features	a	unique	bidding	system	and	a	variable	trump	suit.	This	page	provides	a	clear	breakdown	of	the	rules,	guiding	you	through	the	bidding	process,	trump	selection,	and	trick-taking	strategies	that	define	this	game.	With	its	blend	of	strategic	bidding	and	tactical
card	play,	Five	Hundred	offers	an	engaging	experience	for	card	game	enthusiasts.	Get	ready	to	bid,	call	trump,	and	work	with	your	partner	to	capture	tricks	and	score	points.	This	post	contains	affiliate	links.	For	more	information,	see	our	disclosureshere.	Although	Five	Hundred	is	now	Australias	national	card	game,	it	originated	in	the	USA,	where
the	US	Playing	Card	Company	copyrighted	its	rules	in	1904.	The	games	name	comes	from	the	goalbeing	the	first	team	or	player	to	reach	500	points.	It	evolved	from	Euchre,	incorporating	these	key	changes:	Each	player	receives	10	cards	instead	of	5.	Trump	is	chosen	by	the	highest	bidder	rather	than	being	turned	up.	The	deck	is	adjusted	so	all	cards
are	dealt,	except	for	a	three-card	kitty	available	to	the	highest	bidder.	From	the	start,	special	decks	were	produced	to	accommodate	six	players.	Arnetta	Lee	reported	owning	a	61-card	BIJOU	deck	by	the	US	Playing	Card	Co.,	including	a	joker	and	11-	and	12-spot	cards,	with	a	patent	from	June	30,	1896.	The	US	Playing	Card	Museum	noted	that	the	61-
card	deck	was	first	patented	in	1881.	Early	rulebooks	described	500	without	a	joker,	with	deck	sizes	varying	by	player	count.	In	1897,	13s	were	added	to	red	suits,	forming	a	63-card	deck	with	a	standardized	three-card	kitty.	In	Australia	and	New	Zealand,	500	is	typically	played	with	four	players	in	fixed	partnerships.	This	four-player	version	is
described	first,	followed	by	variations	for	other	group	sizes.	500	remains	popular	in	North	America,	though	American	rules	differ	from	the	Australian	version.	This	page	includes	two	American	variationsone	from	St.	Paul,	and	Minnesota	(contributed	by	Ben	Butzer).	A	distinct	version	is	also	played	in	French	Canada.	Four	players	compete	in
partnerships,	sitting	opposite	each	other.	A	43-card	deck	is	used,	consisting	of:	Red	suits	(Hearts	and	Diamonds):	A,	K,	Q,	J,	10,	9,	8,	7,	6,	5,	4.	Black	suits	(Spades	and	Clubs):	A,	K,	Q,	J,	10,	9,	8,	7,	6,	5.	Joker,	often	called	the	bird	in	Australia,	as	it	features	a	Kookaburra	instead	of	a	Jester.	When	a	trump	suit	is	chosen,	the	highest-ranking	trump	is	the
joker,	followed	by	the	right	bower	(jack	of	the	trump	suit),	the	left	bower	(jack	of	the	same	color),	then	A,	K,	Q,	10,	9,	and	so	on	down	to	5	or	4.	The	joker	and	left	bower	function	as	part	of	the	trump	suit.	In	non-trump	rounds,	all	suits	rank	from	ace	(highest)	to	5	or	4	(lowest),	with	special	rules	governing	the	jokers	play.	Play	proceeds	clockwise.	The
dealer	is	chosen	randomly,	and	the	role	rotates	after	each	round.	The	dealer	shuffles	and	deals	10	cards	per	player	and	three	face-down	cards	to	the	kitty,	usually	following	this	pattern:	3	cards	to	each	player	1	to	the	kitty	4	to	each	player	1	to	the	kitty	3	to	each	player	1	to	the	kitty.	Bidding	starts	with	the	player	left	of	the	dealer	and	continues
clockwise.	Possible	bids	include:	A	number	of	tricks	(minimum	six)	with	a	trump	suit	(e.g.,	Eight	Diamonds).	A	number	of	tricks	in	No	Trumps	(No-ies).	Misere:	A	solo	contract	to	lose	all	tricks	(partner	sits	out).	Open	Misere:	Like	Misere,	but	the	players	hand	is	revealed	after	the	first	trick.	A	player	may	pass.	If	all	four	players	pass,	the	cards	are	re-
dealt.	Subsequent	bids	must	increase	in	value,	either	by	bidding	more	tricks	or	choosing	a	higher-ranking	suit:	No	Trumps	Hearts	Diamonds	Clubs	Spades	(lowest).	The	lowest	bid:	Six	Spades.	The	highest:	Ten	No	Trumps.	Misere	is	ranked	above	any	seven-bid	but	below	any	eight-bid.	Open	Misere	ranks	above	Ten	Diamonds	but	below	Ten	Hearts.	A
passed	player	cannot	bid	again.	Bidding	continues	until	all	but	one	player	pass,	making	the	highest	bid	the	final	contract.	The	contractor	picks	up	the	kitty	(without	revealing	it)	and	discards	any	three	cards	face-down.	In	Misere	or	Open	Misere,	the	contractors	partner	does	not	play	and	places	their	cards	face-down.	The	contractor	leads	the	first	trick.
Players	must	follow	suit	if	possible;	otherwise,	they	may	play	any	card.	A	trick	is	won	by	the	highest	trump	or,	if	no	trump	is	played,	the	highest	card	of	the	suit	led.	The	trick	winner	leads	the	next	round.	In	Open	Misere,	the	contractor	reveals	their	hand	after	the	first	trick.	In	a	trump	game,	the	joker	is	the	highest	trump.	In	No	Trumps,	Misere,	or
Open	Misere,	the	joker	may	be	used	in	two	ways:Nomination:	If	held	by	the	contractor,	it	can	be	declared	as	part	of	a	suit	before	play	begins.	Wildcard:	If	not	nominated,	it	acts	as	the	highest	card	but	with	restrictions:It	can	only	be	played	when	void	in	the	led	suit.	In	Misere/Open	Misere,	it	must	be	played	when	void.	It	may	be	led	to	force	others	to
play	a	chosen	suit	(if	it	hasnt	been	led	before).	It	cannot	be	led	once	all	four	suits	have	been	played,	except	for	the	last	trick.	Failing	to	nominate	the	joker	in	Misere	results	in	an	automatic	loss.	Each	team	keeps	a	cumulative	score.	Contractors	score	based	on	their	contract,	while	opponents	earn	10	points	per	trick	they	win.
TricksSpadesClubsDiamondsHeartsNo	TrumpsMisere640608010012071401601802002208240260280300320934036038040042010440460480500520Misere250Open	Misere500	A	slam	(winning	all	tricks)	scores	250	points	(if	the	contract	was	worth	less	than	250).	If	contractors	fail,	they	score	negative	contract	points,	while	opponents	still	gain	10
points	per	trick.	In	Misere/Open	Misere,	winning	a	trick	results	in	a	negative	contract	score	for	the	contractor.	A	team	wins	by	reaching	500+	points	through	a	successful	contract.	A	team	loses	if	they	reach	-500	points,	called	going	out	the	back	door.	There	is	no	universal	Australian	500	rule	set.	Common	variations	include:	Some	play	that	the	joker
cannot	be	pre-nominated	in	No	Trumps.	Some	rule	that	the	joker	loses	power	if	played	after	discarding	in	a	suit.	Others	allow	the	joker	to	be	led	anytime	unless	void	in	that	suit.Some	allow	players	to	bid	again	after	passing.	Some	let	the	contractor	raise	their	final	bid,	triggering	a	new	round	of	bidding.Some	disallow	Misere	entirely.	Some	let	Misere
be	bid	at	any	time.	Open	Misere	may	rank	between	9	No	Trumps	and	10	Spades	or	as	the	highest	bid	(520	points).Some	reduce	the	maximum	trick	points	to	490	or	460.	Some	remove	trick	points	entirely	when	the	contractor	wins.	Some	play	that	only	the	winning	team	scores.Some	do	not	award	extra	points	for	winning	all	10	tricks	if	fewer	were	bid.
Same	general	rules	as	Australian	Five	Hundred,	however	the	variations	are	quite	different	Regardless	of	the	number	of	players,	the	deal	remains	consistent:	each	player	receives	10	cards,	and	3	cards	are	placed	in	the	kitty.	Consequently,	the	deck	size	varies	to	accommodate	different	player	counts.	A	33-card	deck	is	used,	with	sevens	as	the	lowest
cards	in	each	suit.	The	highest	bidder	plays	alone,	while	the	other	two	players	form	a	temporary	partnership.	Scores	are	tracked	individually.	A	player	wins	by	reaching	500	points	or	more	through	a	successful	contract.	A	player	loses	if	their	score	drops	to	-500	or	lower.	A	full	standard	deck	plus	a	joker	is	used	(53	cards	total).	If	the	contract	is	a	suit
or	no	trumps,	the	contractor	may	choose	to:Play	alone	(one	vs.	four).	Play	with	a	partner	(two	vs.	three).	If	selecting	a	partner,	the	contractor	discards	the	kitty	and	names	a	specific	card	(excluding	the	joker	or	bowers).	The	player	holding	that	card	becomes	the	silent	partner,	only	revealing	themselves	when	they	play	the	card.	If	the	contractor	wishes
to	play	alone,	they	must	state	this	instead	of	nominating	a	partner.	Scoring	and	Partner	Rules:	If	playing	with	a	partner,	both	share	the	contracts	outcome	(win	or	loss).	If	playing	alone,	the	contractor	assumes	full	responsibility	for	the	contracts	outcome.	Misere	and	Open	Misere	are	always	played	solo.	If	two	players	simultaneously	reach	500+	points,
both	win.	Similarly,	two	players	can	lose	at	the	same	time.	Alternative	Partner	Selection	Methods:	The	contractor	names	a	specific	player	as	a	partner.	The	contractor	nominates	a	card,	and	the	holder	immediately	identifies	themselves.	Restrictions	on	Nominated	Cards:	Some	variations	disallow	nominating	a	trump.	Others	allow	any	card	except	the
joker.	In	some	circles,	a	contractor	can	secretly	play	alone	by	nominating	a	card	they	hold	or	have	discarded.	The	opponents	only	realize	this	when	the	card	is	played.	House	Rules	for	Five-Handed	500	(to	address	Miseres	ease	of	success):	Misere:	Banned.	Open	Misere:	Worth	230	points.	Super	Open	Misere:	Worth	430	points.	(In	this	version,
opponents	can	see	and	play	the	contractors	cards.)	Played	with	two	partnerships	of	three,	where	teammates	sit	alternately.	A	special	63-card	deck	is	used,	which	includes	11s	and	12s	in	all	suits	and	13s	in	the	red	suits.	These	extra	cards	rank	above	10	and	below	face	cards.	In	Australia,	this	63-card	deck	is	commonly	used	for	all	player	counts,	simply
omitting	the	extra	cards	when	not	needed.	The	rules	align	with	the	four-player	version.	In	Misere	and	Open	Misere,	both	of	the	contractors	partners	reveal	their	hands	and	do	not	participate	in	play.	Obtaining	a	63-Card	Deck:	Available	from	suppliers	such	as	Bicycle,	Piatnik,	and	Realm.	If	a	special	deck	isnt	available,	add	the	2s,	3s,	and	red	4s	from	a
second	deck.	If	identical	cards	are	played	in	the	same	trick,	the	first	played	beats	the	second.	This	version	was	contributed	by	Megan	Corino	and	Barry	Rigal.	It	uses	the	standard	43-card	deck	from	the	four-player	game.	Each	player	receives	10	cards.	Five	piles	of	two	cards	are	placed	on	the	table	(one	face	down,	one	face	up).	The	deal	follows	a
structured	process,	alternating	between	placing	cards	in	the	kitty,	hands,	and	face-up	piles.Bidding	follows	standard	500	rules,	except	Open	Misere	is	not	allowed.	Misere	and	No	Trump	contracts	are	rare.	In	Barry	Rigals	version,	Misere	is	not	permitted	at	all.	Tricks	involve	four	cardsone	from	each	players	hand	and	one	from	their	face-up	table	cards.
The	player	who	wins	a	trick	dictates	how	the	next	trick	starts:If	won	with	a	face-up	card,	the	next	trick	starts	with	a	face-up	card.	If	won	with	a	hand	card,	the	next	trick	starts	with	a	hand	card.	Any	face-down	cards	revealed	at	the	end	of	a	trick	become	available	for	future	play.	Scoring:Follows	standard	four-player	Five	Hundred	rules.	The	standard
American	version	of	500,	as	promoted	by	the	U.S.	Playing	Card	Company	and	described	in	various	books,	differs	from	the	Australian	version	in	several	ways.	Books	typically	introduce	the	three-player	version	first,	which	might	suggest	it	is	the	most	common	format	in	the	U.S.	However,	accounts	from	players	in	Minnesota	and	Ohio	indicate	that	four-
player	500	is	the	norm.	The	kitty	is	referred	to	as	the	widow.	The	deal	follows	a	3-widow-4-3	pattern.	There	is	only	one	round	of	biddingeach	player	has	just	one	chance	to	bid.The	Misere	contract	is	called	Nullo	and	is	sometimes	not	allowed.	If	permitted,	it	ranks	between	an	8	and	an	8	bid.	In	No	Trump	and	Nullo	contracts,	the	joker	is	always	a
standalone	suit	and	cannot	be	assigned	to	another	suit.	It	wins	any	trick	it	is	played	in.	The	joker	can	only	be	played	if	the	player	has	no	cards	in	the	led	suit,	but	playing	it	is	optional.	If	a	player	leads	with	the	joker,	they	must	declare	a	suit	that	the	other	players	must	follow.	However,	they	cannot	call	a	suit	in	which	they	have	already	shown	a	void
(e.g.,	if	they	previously	discarded	a	on	a	lead,	they	cannot	later	lead	the	joker	and	call	).Opponents	of	the	contractor	score	10	points	per	trick	won,	regardless	of	whether	the	contractor	makes	their	contract.	In	three-	and	five-player	games,	each	opponent	scores	individually	(10	points	per	trick).	In	a	Nullo	contract,	all	opponents	earn	10	points	per
trick	taken	by	the	contractor.	The	game	is	won	when	a	player	or	team	reaches	500	points.	Opponents	can	win	by	accumulating	10-point	trick	scores.	If	both	the	contractor	and	an	opponent	reach	500+	in	the	same	deal,	the	contractor	wins.	In	three-	or	five-player	games,	if	two	opponents	reach	500+	while	the	contractor	does	not,	the	first	to	reach	500
wins	(with	trick	scores	counted	as	taken).	A	player	or	team	who	drops	to	-500	points	or	lower	loses	the	game.The	highest	bidder	chooses	a	partner	by	naming	a	player,	rather	than	calling	a	card.If	all	players	pass,	the	hand	can	be	played	as	No	Trump,	with	each	trick	worth	10	points	per	player	or	team.	The	game	can	be	played	without	a	joker,	in	which
case	the	widow	only	contains	two	cards.	Ben	Butzer	contributed	this	version	of	American	500	(thanks	to	Pagat.com),	which	is	played	in	St.	Paul,	Minnesota,	particularly	in	the	old	ethnic	neighborhoods	of	West	Seventh	Street,	where	German,	Austrian,	Hungarian,	Czech,	Irish,	and	Italian	communities	historically	settled	around	their	respective	Catholic
parishes.	4	players	in	partnerships,	with	partners	sitting	opposite.	A	45-card	deck	is	usedthis	is	a	standard	deck	with	the	twos	and	threes	removed,	but	with	a	joker	included.Players	draw	from	the	deck	until	someone	draws	a	jack,	who	then	becomes	the	dealer.	The	deal	follows	this	pattern:	3	cards	each	3	to	the	middle	2	each	2	to	the	middle	3	each	2
each.	The	remaining	5	cards	are	called	the	middle	(instead	of	the	widow	or	kitty).If	a	player	has	exactly	one	ace	but	no	face	cards	or	joker,	they	may	declare	Ace	no	face	on	their	turn	to	bid.	This	is	a	proposal	to	abandon	the	deal.	Their	partner	must	agree	or	disagree:If	the	partner	agrees,	the	hand	is	thrown	in	and	re-dealt	(opponents	have	no	say).	If
the	partner	disagrees,	the	game	continues,	but	that	team	cannot	bid	Nullo	or	Grand	Nullo.	A	bid	of	6	is	called	an	inkle	(e.g.,	Inkle	Diamonds	=	a	6	Diamonds	bid).Only	the	first	two	players	in	the	bidding	round	can	make	an	inkle	bid.	If	an	inkle	bid	is	made,	the	inklers	partner	must	either	bid	higher	or	pass.	If	no	one	bids	higher	than	an	inkle,	the	hand
is	thrown	in	and	re-dealt	by	the	same	dealer.	The	first	two	bidders	have	an	alternative	way	to	bid	No	Trump,	which	provides	extra	information	to	their	partner:Seven	No	Trump	=	Standard	No	Trump	bid.	Seven	No	=	No	Trump	bid	with	either	the	joker	or	split	bowers	(i.e.,	two	jacks	of	opposite	colors).	If	desired,	an	inkle	bid	can	also	be	Inkle	No	(a	6
No	Trump	bid	with	either	the	joker	or	split	bowers).Nullo	(equivalent	to	Misere)	must	be	agreed	upon	before	the	game	starts.It	is	played	as	a	solo	contract	(the	bidders	partner	places	their	hand	face	down	and	does	not	play).	The	bidder	must	avoid	taking	any	tricks	to	win.	The	250	points	for	Nullo	are	still	shared	by	the	team.	Grand	Nullo	(also	called
Granola)	is	a	team	version	of	Nullo,	worth	510	points	in	bidding.It	beats	a	10	Hearts	bid	but	loses	to	10	No	Trump.	Grand	Nullo	can	only	be	bid	if	the	bidders	partner	had	previously	bid	Nullo.	Procedure:The	Grand	Nullo	bidder	picks	up	the	middle	and	discards	any	5	cards.	The	original	Nullo	bidder	picks	up	those	5	discarded	cards	and	discards	5
more.	The	Grand	Nullo	bidder	leads	the	first	trick.	The	team	wins	if	neither	bidder	takes	a	trick.	If	either	bidder	wins	a	trick,	they	lose,	and	their	opponents	score	10	points	per	trick	taken.Standard	American	500	rules	apply.	A	team	that	drops	to	-500	or	worse	is	said	to	have	gone	out	the	back	door.A	winning	bidder	in	any	suit	or	No	Trump	can	declare
a	Grand	Slam	after	picking	up	the	middle.This	is	a	pledge	to	win	all	10	tricks	alone.	The	contractors	partner	gives	them	1	card,	then	discards	the	other	9	and	takes	no	further	part	in	the	game.	The	contractor	now	has	16	cards	and	must	discard	6	before	playing.	Scoring:Success:	500	points	for	a	trump	suit,	520	for	No	Trump.	Failure:	The	contractors
team	loses	500	points,	and	the	opponents	score	10	per	trick	won.	This	version	introduces	unique	strategic	elements,	especially	with	Nullo	and	Grand	Nullo	variations.	Let	me	know	if	youd	like	any	refinements!	In	French	Canada,	particularly	in	Montreal,	500	is	played	under	the	name	Cinq	Cents.	This	version	uses	a	46-card	deck,	created	by	removing
the	twos	and	threes	from	a	standard	52-card	pack	and	adding	two	distinct	jokers,	which	serve	as	the	highest	trumps.	The	game	is	played	with	four	players	in	fixed	partnerships,	each	receiving	10	cards.	The	highest	bidder	picks	up	the	six-card	kitty	and	then	discards	six	cards.	0	ratings0%	found	this	document	useful	(0	votes)2K	viewsRummy	500	is	a
card	game	played	with	a	standard	52-card	deck	between	two	players.	Each	player	is	dealt	13	cards	and	the	rest	form	the	stock	pile.	Players	take	turns	drawing	from	the	top	of	tSaveSave	Rummy	500	-	Rules	For	Later0%0%	found	this	document	useful,	undefined	This	is	a	game	largely	played	in	the	United	States	and	in	Canada,	but	not	so	well	known	in
this	country	as	it	deserves	to	be,	though	one	variety	of	it	has	been	played	in	London	clubs.	It	is	primarily	and	specifically	a	game	for	three	players;	and	this	is	one	of	its	greatest	merits,	for	good	three-handed	games	are	rare."Five	Hundred"	has	been	characterised	as	a	"patchwork"	or	"mosaic"	game;	but	such	expressions	do	not	do	it	justice,	as	tending
to	create	the	impression	that	it	is	a	thing	of	shreds	picked	up	here	and	there,	and	indifferently	joined	together.	It	does,	indeed,	borrow	its	elements	from	sundry	older	games:	Euchre,	Loo,	Nap,	and	Auction	Bridge:	but	by	combining	these	elements	into	a	new	and	harmonious	whole,	it	achieves	a	sum	total	that	produces	the	effect	of	novelty	without
taxing	our	brains	to	assimilate	unfamiliar	and	bizarre	ideas.It	appears	to	many	people	to	contain	all	the	merits	of	Auction	Bridge	without	the	patent	defects	of	the	latterthe	interminable	length	of	the	rubber,	the	undefined	limits	of	loss,	and	the	supersession	of	skill	by	"bluff."In	the	following	description,	the	typical	form	of	the	game	is	assumed,	in	which
three	players	take	part,	each	being	opposed	to	both	the	others.	The	pack	used	is	the	piquet	pack	of	thirty-two	cards	(cards	below	the	seven	being	omitted)	plus	the	Jokerthirty-three	cards	in	all.Those	who	are	not	Euchre-players	must	begin	by	familiarising	themselves	with	the	functions	of	the	Joker,	and	with	the	peculiar	rank	and	attributes	of	the	Right
and	Left	Bower.When	there	are	trumps,	the	Joker	is	the	master	trump;	then	follows	the	knave	of	trumps	(the	"Right	Bower");	then	the	other	knave	of	the	same	colour	(the	"Left	Bower");	after	which	come	the	ace,	king,	queen,	ten,	nine,	eight,	seven	of	trumps,	in	descending	order.	The	trump	suit	thus	consists	of	ten	cards;	the	plain	suit	of	the	same
colour	consists	of	seven	only;	the	other	two	plain	suits	consist	of	eight	each.	The	knaves	of	the	latter	two	suits	take	their	ordinary	Whist	and	Bridge	rank,	between	the	queen	and	the	10.When	there	are	no	trumps,	all	the	cards,	except	the	Joker,	rank	as	in	Whist	or	Bridge.	The	Joker	remains	the	master	card	of	the	pack;	if	it	is	led,	the	leader	names	the
suit	which	he	elects	it	to	represent,	and	the	other	players	must	follow	suit	accordingly.In	cutting	for	deal,	the	Joker	is	the	lowest	card,	and	an	ace	the	next	higher.	After	which	come	the	7,	&c.,	upwards	to	the	king.After	shuffling	and	cutting,	the	dealer	distributes	three	rounds	of	three	cards	each	to	the	three	players,	followed	by	one	round	of	one	card
each.	The	remaining	three	cards	are	laid	face	downwards	on	the	table,	and	constitute	the	"widow."The	bidding	then	begins.	The	eldest	hand	has	the	first	right	to	declare	how	many	tricks	(not	fewer	than	six)	he	will	contract	to	win.	At	the	same	time,	he	must	either	name	a	trump	suit	or	declare	No-trumps.	The	eldest	hand	is	not	bound	to	bid,	but	may
pass.	Each	successive	player,	in	the	usual	Bridge	order,	may	either	overbid,	or	may	also	pass.	A	player	who	has	once	"passed"	cannot	subsequently	bid.	With	this	exception,	the	bidding	and	overbidding	continue,	until	every	one	is	content.	If	no	player	bids,	the	cards	are	played	No-trumps,	and	in	this	case	the	"widow"	remains	unappropriated,	the
eldest	hand	has	the	first	lead,	and	each	player	scores	10	points	for	each	trick	that	he	may	make.When	the	bidding,	if	any,	is	completed,	the	player	who	bid	the	highest,thenceforward	known	as	"the	bidder,"has	the	first	lead.The	bidder,	before	playing,	takes	the	"widow"	into	his	own	hand,	and	then	discards	any	three	cards	out	of	the	thirteen.	These
rejected	cards	are	to	be	laid	face	downwards	on	the	table,	and	may	not	be	inspected	by	any	one.	There	are	penalties	for	discarding	too	many	or	too	few	cards,	and	for	illegally	looking	at	the	discard.The	value	of	any	bid	depends,	as	in	Auction	Bridge,	partly	on	the	number	of	tricks	contracted	for,	and	partly	on	the	declaration	as	to	trumps.	The	best	and
most	modern	schedule	(known	as	the	"Avondale")	is	as	follows:Bids6Tricks7Tricks8Tricks9Tricks10TricksIn	Spades40140240340440In	Clubs60160260360460In	Diamonds80180280380480In	Hearts100200300400500In	No-trumps120220320420520The	scale	is	uniform,	and	easy	to	remember.	The	numbers	increase	downwards	by	20	at	a	time,	and
horizontally	by	100	at	a	time.	It	will	be	noticed	that	no	two	bids	are	numerically	equal.There	are	certain	restrictions	on	the	power	of	the	Joker	in	the	case	of	No-trumps.	The	leader	of	it	cannot	nominate	it	to	be	of	a	suit	in	which	he	has	previously	renounced;	and	if	he	plays	it	(not	being	the	leader)	to	the	lead	of	a	suit	in	which	he	has	previously
renounced,	it	has	no	winning	value.When	there	are	trumps,	the	Joker	and	both	Bowers	form	part	of	the	trump	suit	in	the	order	of	precedence	already	explained.If	the	bidder	fulfils	his	contract,	or	makes	any	greater	number	of	tricks	fewer	than	ten,	he	scores	the	number	of	points	set	out	in	the	above	table,	but	no	more.	If	he	wins	all	the	ten	tricks,	he
scores	a	minimum	of	250;	but	if	his	bid	be	worth	more	than	250,	he	scores	nothing	extra.	Should	he	fail	in	his	contract,	the	value	of	his	bid	is	set	down	in	his	minus	column,	and	has	to	be	deducted	from	his	past	or	future	plus	score.	In	every	case,	each	opponent	of	the	bidder	scores	10	points	for	every	trick	that	he	wins.The	winner	of	the	game	is	he	who
first	scores	500	points	(hence	the	title	of	the	game).	If	two	players	score	more	than	500	each	in	the	same	deal,	one	of	them	being	the	bidder,	the	latter	is	the	winner.	If	neither	is	the	bidder,	he	who	first	makes	the	trick	that	brings	his	score	over	500	is	the	winner.Each	player	keeps	his	score	in	three	columns,	one	for	plus	points	(headed	"Won"),	one	for
minus	points	(headed	"Lost"),	and	the	third	for	the	net	total.	The	American	rule	is	as	follows:"Upon	the	revoke	being	claimed	and	proved,	the	hands	shall	be	immediately	abandoned.	If	it	is	an	adversary	of	the	bidder	who	has	revoked,	the	bidder	scores	the	full	amount	of	his	bid,	while	the	side	in	error	scores	nothing."Professor	Hoffmann's	rule	is	as
follows:"If	the	bidder	be	the	offender,	he	shall	be	set	back	the	amount	of	his	bid	[i.e.	the	amount	shall	be	scored	in	his	minus	column],	each	of	the	opponents	scoring	as	usual	for	any	trick	or	tricks	he	may	have	made,	including	any	which,	but	for	the	revoke,	would	have	fallen	to	him."If	one	of	the	opponents	be	the	offender,	the	cards	of	the	trick	in	which
the	revoke	occurred,	and	of	any	subsequent	trick,	shall	be	taken	back	by	their	respective	holders,	and	the	hand	played	anew	from	that	point.	The	bidder	and	the	opponent	not	in	fault	shall	each	score	according	to	the	result	of	the	play,	but	the	offender	can	score	nothing	for	that	hand,	and	shall	further	be	set	back	100	points."If	a	player	finds	that	he
holds	the	Joker,	two	knaves	of	the	same	colour,	and	any	two	other	cards	of	the	same	suit	as	one	of	the	knaves,	he	has	four	tricks	certain,	by	declaring	the	three-suit	trumps,	unless	all	the	other	five	trumps	be	in	the	same	hand.	Should	he	hold	two	more	tricks	in	the	side	suits,	he	will	be	quite	justified	in	bidding	six.The	chances	of	getting	another	trump,
by	taking	in	the	"widow,"	are	an	important	element	in	arriving	at	sound	decisions.	The	odds	evidently	vary	with	the	number	of	trumps	already	held	by	the	player.	The	following	figures	should	be	carefully	borne	in	mind:If	a	player	holds	four	trumps,	it	is	8	to	5	on	his	finding	one	more	at	least	in	the	"widow."If	he	holds	five	trumps,	the	odds	are	only	7	to
6	in	favour.If	he	has	six,	he	must	not	reckon	on	getting	another,	the	odds	being	6	to	5	against.	Hoffmann,	Professor.Five	Hundred:	the	popular	American	Card	Game.	Goodall	&	Son,	Ld.	Five	Hundred	is	a	trick-taking	card	game	that	is	played	with	a	standard	deck	of	52	cards.	It	is	a	popular	game	in	Australia,	New	Zealand,	and	North	America.	The
game	is	played	with	four	players	in	two	teams	of	two.	The	objective	of	the	game	is	to	be	the	first	team	to	reach	500	points.	The	game	is	easy	to	learn,	but	it	requires	strategy	and	skill	to	win.	The	object	of	the	game	is	to	be	the	first	team	to	reach	500	points.	Points	are	earned	by	winning	tricks	and	bidding	accurately.	The	game	is	played	in	rounds,	and
the	team	with	the	highest	score	at	the	end	of	the	round	earns	points.	The	game	continues	until	one	team	reaches	500	points	or	more.	A	standard	deck	of	52	cards	A	scorecard	or	pen	and	paper	to	keep	score	A	standard	deck	of	52	cards	is	used	in	Five	Hundred.	The	game	does	not	use	jokers	or	any	other	special	cards.	A	scorecard	or	pen	and	paper	to
keep	score	Five	Hundred:	Shuffle	the	deck	of	cards	and	deal	10	cards	to	each	player.	Place	the	remaining	cards	face	down	on	the	table	to	form	the	stockpile.	Turn	the	top	card	of	the	stockpile	face	up	to	start	the	discard	pile.	The	player	to	the	left	of	the	dealer	starts	the	game	by	bidding	the	number	of	tricks	they	think	they	can	win.	The	bidding
continues	clockwise,	and	each	player	must	bid	a	higher	number	of	tricks	or	pass.	The	player	who	wins	the	bid	becomes	the	declarer	and	chooses	the	trump	suit.	The	declarer	takes	the	top	card	from	the	discard	pile	and	adds	it	to	their	hand.	The	declarer	leads	the	first	trick,	and	the	other	players	must	follow	suit	if	possible.	The	player	who	wins	the
trick	leads	the	next	trick.	The	game	continues	until	all	10	tricks	have	been	played.	Points	are	awarded	based	on	the	number	of	tricks	won	and	the	accuracy	of	the	bid.	The	game	continues	until	one	team	reaches	500	points	or	more.	Points	are	awarded	based	on	the	number	of	tricks	won	and	the	accuracy	of	the	bid.	If	the	declarer	wins	the	exact	number
of	tricks	they	bid,	they	earn	10	points	plus	the	number	of	tricks	bid.	If	they	win	more	or	fewer	tricks	than	bid,	they	earn	one	point	per	trick	won.	If	the	declarer	fails	to	win	the	number	of	tricks	bid,	they	lose	10	points	plus	the	number	of	tricks	bid.	The	opposing	team	earns	one	point	per	trick	won.	The	game	continues	until	one	team	reaches	500	points
or	more.	If	you	enjoy	playing	500,	you	may	also	enjoy	these	similar	card	games:	Five	Hundred,	also	known	as	500,	is	a	classic	trick-taking	card	game,	often	mentioned	in	the	same	breath	as	Euchre,	thats	been	a	staple	at	kitchen	tables	for	over	a	century.	Why	has	it	endured	the	test	of	time?	Because	beneath	its	deceptively	simple	rules	lies	a	game
brimming	with	strategy,	bidding	battles,	and	enough	trick-taking	tension	to	rival	a	poker	night.As	a	lifelong	card	shark	with	a	particular	fondness	for	games	that	reward	clever	play,	Ive	spent	countless	hours	exploring	the	depths	of	Five	Hundred,	delving	into	its	many	variations	and	mastering	the	art	of	the	well-timed	trump	card.	But	before	we	reveal
those	strategic	secrets,	lets	take	a	quick	trip	back	in	time.	Five	Hundred	first	hit	the	scene	in	the	early	1900s,	brought	to	life	by	the	United	States	Playing	Card	Company.	It	quickly	gained	popularity,	becoming	a	household	name	before	eventually	being	overshadowed	by	newer	card	game	fads.	But	much	like	a	well-worn	deck	of	cards,	Five	Hundred
never	truly	goes	out	of	style.Calling	all	card	sharks!	Five	Hundred,	a	thrilling	trick-taking	card	game,	welcomes	anywhere	from	two	to	six	players.	But	heres	the	twist:	the	number	of	players	directly	impacts	the	deck	youll	use.	For	a	cozy	game	with	two,	three,	or	four	players,	a	43-card	deck	is	the	standard.	We	bid	farewell	to	those	pesky	twos,	threes,
and	black	fours	gotta	keep	things	lively!	But	crank	up	the	player	count	to	five	or	six,	and	we	unleash	the	full	power	of	a	standard	52-card	deck,	sometimes	even	inviting	the	mighty	Joker	to	join	the	fray.	Why	all	the	card	shuffling	mayhem?	Its	all	about	maintaining	a	balanced	and	challenging	game	no	matter	your	group	size.Now,	lets	talk	victory.	In
Five	Hundred,	the	name	says	it	all.	The	first	player	or	team	to	reach	a	winning	score	of	500	points	reigns	supreme.	But	these	arent	your	grandmas	casual	card	game	points.	In	Five	Hundred,	you	dont	just	win	tricks	you	strategize,	you	bid,	and	you	declare	your	hands	potential	to	the	world.Heres	how	it	works:	Cards	are	dealt,	you	assess	your	hand	like
a	poker	pro	eyeing	their	hole	cards,	and	then	comes	the	moment	of	truth:	the	bid.	This	is	where	you	predict	the	number	of	tricks	you	believe	you	can	win,	all	while	wielding	the	power	of	the	chosen	trump	suit.	The	highest	bidder	then	gets	to	mold	the	game	to	their	will,	dictating	the	trump	suit	and	setting	the	stage	for	an	epic	trick-taking	showdown.
Finally,	the	points	are	tallied,	and	just	like	that,	fortunes	are	won	and	lost	in	the	captivating	world	of	Five	Hundred.Fasten	your	seatbelts,	because	were	diving	into	the	detailed	rules	of	Five	Hundred,	and	this	is	where	the	real	strategy	unfolds.In	the	world	of	Five	Hundred,	card	ranking	gets	a	thrilling	twist	when	a	trump	suit	comes	into	play.	Suddenly,
the	Joker	ascends	to	the	throne	as	the	highest	card,	reigning	supreme	over	the	entire	deck.	But	hold	on	the	Jacks	are	staging	a	coup!	The	Jack	of	the	trump	suit,	known	as	the	Right	Bower,	claims	the	second-highest	rank,	while	its	partner	in	crime,	the	Jack	of	the	same	color	but	different	suit	(the	Left	Bower),	nabs	the	third	spot.	The	rest	of	the	trump
suit	falls	in	line:	Ace,	King,	Queen,	10,	and	so	on.	If	no	trump	suit	is	declared,	we	return	to	the	standard	card	ranking,	with	the	Joker	still	reigning	supreme.Imagine	this:	the	dealer	distributes	ten	cards	to	each	player,	like	a	seasoned	croupier	at	a	high-stakes	card	game.	But	wait!	A	handful	of	cards	remains,	forming	a	mysterious	face-down	pile	in	the
center	of	the	table	the	elusive	kitty,	also	known	as	the	widow.	This	little	stack	of	secrets	adds	a	tantalizing	layer	of	strategy,	promising	potential	benefits	to	the	highest	bidder.Before	any	tricks	are	won	or	lost,	theres	the	all-important	bidding	phase.	This	is	your	chance	to	size	up	your	hand	and	confidently	declare	its	potential	to	the	table.	Starting	with
the	player	to	the	dealers	left,	each	player	gets	to	channel	their	inner	auctioneer,	predicting	the	number	of	tricks	they	believe	they	can	win,	all	while	strategically	selecting	a	trump	suit.	The	minimum	bid	is	six,	and	the	tension	mounts	as	players	engage	in	a	battle	of	wits,	each	hoping	to	secure	the	winning	bid	and	with	it,	the	right	to	control	the	trump
suit	and	potentially	claim	the	coveted	kitty.Lets	say	youre	feeling	bold,	your	hand	bursting	with	hearts.	You	confidently	declare,	Eight	Hearts!	But	another	player,	armed	with	a	fistful	of	spades,	counters	with	Eight	Spades!	This	bidding	duel	rages	on	until	one	player	stands	victorious,	clutching	the	winning	bid	like	a	championship	trophy.The	winning
bidder	gets	the	honor	of	leading	the	first	card,	setting	the	suit	for	the	first	trick.	Players	must	then	follow	suit	if	they	can.	But	if	they	cant,	they	can	throw	down	any	card,	including	a	powerful	trump	card	to	potentially	steal	the	trick.	The	player	who	played	the	highest	trump	card,	or	the	highest	card	of	the	suit	led	if	no	trumps	were	played,	wins	the
trick	and	the	bragging	rights	that	come	with	it.This	strategic	dance	continues	for	a	total	of	ten	tricks.	At	the	end,	the	points	are	tallied.	Did	the	bidding	team	live	up	to	their	promises?	If	so,	theyll	be	rolling	in	victory	points.	But	if	they	fell	short	of	their	bid,	those	missed	tricks	translate	into	negative	points	a	stark	reminder	that	in	Five	Hundred,	fortune
favors	the	bold,	but	strategy	reigns	supreme.So,	youve	learned	the	rules	of	Five	Hundred,	but	are	you	ready	to	strategize	like	a	champion?	This	is	where	your	journey	from	novice	to	Five	Hundred	aficionado	truly	begins.	Remember,	this	isnt	just	a	game	of	luck	its	a	battle	of	wits,	calculated	risks,	and	knowing	when	to	unleash	the	power	of	a	well-timed
trump	card.In	Five	Hundred,	the	bidding	phase	isnt	just	a	formality	its	a	strategic	dance	that	can	make	or	break	your	game.	Heres	where	expert	players	set	themselves	apart:Hand	Valuation:	Beyond	Counting	Trumps:	Dont	just	tally	up	your	trump	cards	analyze	their	power.	A	hand	boasting	the	Joker,	Right	Bower,	and	Ace	of	trumps	is	a	force	to	be
reckoned	with,	often	justifying	an	aggressive	bid	of	eight	or	even	nine	tricks.	Conversely,	a	hand	with	only	low	trumps	and	a	smattering	of	other	high	cards	might	call	for	a	more	conservative	bid,	or	even	a	strategic	pass.Deciphering	the	Bidding	Landscape:	Pay	attention	to	your	opponents	bidding	patterns.	A	sudden	jump	from	six	to	eight	could	signal
a	wealth	of	trumps,	while	a	series	of	passes	might	indicate	a	lack	of	strong	suits.	Use	this	intel	to	inform	your	own	bidding	strategy.	For	example,	if	the	first	two	players	pass,	and	your	hand,	though	not	spectacular,	holds	promise	with	a	potential	kitty	boost,	a	calculated	risk	with	a	higher	bid	might	be	in	order.The	Art	of	the	Well-Timed	Pass:	Never
underestimate	the	power	of	a	strategic	pass.	If	your	hand	is	lackluster,	or	you	suspect	an	opponent	is	sitting	on	a	gold	mine	of	trumps,	a	pass	can	save	you	from	a	painful	negative	score.	Remember,	winning	in	Five	Hundred	isnt	always	about	claiming	the	bid	sometimes,	its	about	minimizing	losses	and	living	to	fight	another	hand.Once	those	cards	hit
the	table,	your	strategic	thinking	truly	takes	center	stage.	This	is	where	knowing	when	to	follow	suit,	when	to	trump,	and	when	to	unleash	the	mighty	Joker	can	turn	the	tide	in	your	favor.Trump	Card	Tactics:	Timing	is	Everything:	Dont	squander	those	trump	cards!	Early	in	the	game,	consider	using	low	trumps	strategically	to	draw	out	your	opponents
higher	ones,	giving	you	the	upper	hand	as	the	game	progresses.	When	deciding	whether	to	trump	or	not,	scrutinize	your	opponents	discards	they	often	provide	subtle	clues	about	the	strength	of	their	remaining	hands.The	Joker:	Wielding	Your	Wildcard	Weapon:	The	Joker	is	a	game-changer,	but	dont	be	too	hasty	to	play	it!	Holding	onto	the	Joker	until
a	critical	moment	can	instantly	swing	the	game	in	your	favor,	either	to	secure	a	crucial	trick	or	to	block	an	opponent	from	running	away	with	a	suit.Partners	in	Crime:	Communication	is	Key:	In	team	variations	of	Five	Hundred,	clear	communication	with	your	partner	can	be	the	difference	between	a	triumphant	victory	and	a	crushing	defeat.	Develop	a
subtle	but	effective	system	of	signals	a	slight	cough	for	a	strong	trump	hand,	a	well-placed	frown	for	a	dearth	of	face	cards,	you	name	it!	A	united	front,	fueled	by	strategic	communication,	can	outmaneuver	even	the	most	seasoned	solo	player.Five	Hundred,	like	any	good	strategy	game,	is	all	about	thinking	several	steps	ahead,	predicting	your
opponents	moves,	and	using	every	tool	at	your	disposal	to	claim	victory.	So	study	these	strategies,	embrace	the	challenge,	and	prepare	to	experience	the	thrill	of	outmaneuvering	your	opponents	in	the	captivating	world	of	Five	Hundred.Just	when	you	thought	youd	cracked	the	code	of	Five	Hundred,	prepare	to	enter	a	world	of	exciting	rule	variations!
This	beloved	card	game	boasts	a	global	following,	and	over	time,	players	have	added	their	own	unique	twists	and	turns,	creating	a	fascinating	tapestry	of	Five	Hundred	experiences.One	popular	variation	that	will	test	even	the	most	seasoned	Five	Hundred	player	is	the	No	Trump	game.	Imagine	a	game	of	poker	where	every	hand	is	a	high-stakes
showdown.	Without	the	safety	net	of	a	trump	suit,	players	rely	solely	on	the	strength	of	their	cards,	making	each	decision	a	calculated	gamble.While	the	standard	scoring	system	revolves	around	tricks,	some	Five	Hundred	enthusiasts	prefer	a	more	dynamic	approach	scoring	based	on	points.	In	these	variations,	each	card	carries	a	specific	point	value,
turning	the	game	into	a	thrilling	balancing	act.	Do	you	hoard	those	high-value	cards	like	a	dragon	guarding	its	treasure,	or	play	them	strategically	to	secure	crucial	tricks?And	just	when	you	thought	youd	seen	it	all,	we	enter	the	fascinating	realm	of	regional	Five	Hundred	variations.	In	some	parts	of	the	world,	you	might	encounter	a	wild	Joker,	free	to
mimic	any	card	in	the	deck,	injecting	a	thrilling	element	of	unpredictability	into	every	hand.	Other	regional	variations	might	feature	unique	bidding	rules,	altering	the	minimum	bid,	introducing	new	bidding	conventions,	or	even	changing	the	order	of	suits	in	the	bidding	hierarchy.This	is	just	a	glimpse	into	the	diverse	and	exciting	world	of	Five
Hundred	variations.	So,	whether	youre	a	seasoned	player	seeking	a	fresh	challenge	or	a	curious	newcomer	eager	to	explore	the	possibilities,	dont	be	afraid	to	dive	in,	ask	questions,	and	discover	the	unique	flavors	of	Five	Hundred	that	await	you	around	the	globe!If	you	love	the	thrill	of	trump	cards	and	outmaneuvering	your	opponents,	Five	Hundred
is	just	the	beginning!	Explore	other	trick-taking	games	like	Spades,	Hearts,	Euchre,	Presidents,	Pinochle,	Pitch,	Whist,	Bridge,	and	Rook.	Each	offers	its	unique	twist	on	the	classic	formula,	promising	endless	hours	of	strategic	card	play.	Discover	your	new	favorite	card	game	today!The	Joker	often	feels	like	a	wild	card,	but	in	most	Five	Hundred
variations,	it	has	one	very	important	role:	its	the	highest	trump	card.	If	you	cant	follow	suit	and	choose	to	unleash	the	Joker,	remember,	from	that	point	onward,	it	essentially	becomes	a	member	of	that	suit	(sneaky,	right?).Imagine	this:	youre	playing	a	team	game,	and	you	want	to	give	your	partner	a	heads-up	that	youve	got	some	decent	spades,	but
not	enough	to	justify	a	bold	bid.	Enter	the	Inkle	a	subtle	bid	of	six	tricks	meant	to	whisper,	Hey,	partner,	Ive	got	something	cooking	over	here	in	spades!Not	so	fast!	In	Five	Hundred,	a	bold	bid	can	be	a	double-edged	sword.	While	it	might	intimidate	your	opponents,	failing	to	win	enough	tricks	to	back	it	up	will	leave	you	drowning	in	negative	points.
Analyze	your	hand,	consider	the	kittys	potential,	and	assess	your	opponents	bidding	patterns	before	going	all	in.Consider	it	your	time	to	shine!	If	you	cant	follow	suit	in	Five	Hundred,	you	have	two	choices:Play	a	trump	card	(if	you	have	one)	to	overpower	the	other	cards	and	potentially	win	the	trick.Throw	in	a	low-value	card	from	a	different	suit	and
hope	for	a	miracle	(or	at	least	minimize	your	losses).The	path	to	Five	Hundred	mastery	is	paved	with	practice	and	strategic	cunning.	Play	with	different	people,	explore	various	rule	variations,	and	most	importantly,	study	those	cards	like	youre	preparing	for	a	card	game	championship!Want	more	card	game	fun?	Check	out	our	curated	lists	for	couples,
1	player,	2	players,	3	players,	4	players,	5	players,	and	6	players	card	games!Despite	500	being	the	official	national	card	game	of	Australia	and	New	Zealand,	it	was	actually	developed	in	the	United	States	and	copyrighted	there	in	1904.	The	games	name	is	a	reference	to	its	objective:	be	the	first	player	or	team	to	reach	a	score	of	500	points.	This	super
fun	card	game	is	a	variation	of	Euchre	with	some	changes.500	is	generally	a	four-player	game,	but	it	can	technically	accommodate	anywhere	between	3	and	6	players	if	needed.In	this	card	game,	you	earn	the	points	you	need	to	win	the	game	by	winning	tricks,	or	rounds.	Below,	well	go	over	everything	you	need	to	know	to	play	and	tally	up	points	when
playing	the	500	card	game.	With	the	help	of	the	rules	below	as	well	as	the	strategies	well	outline,	youll	be	winning	the	500	card	game	in	no	time	at	all!Note:	Well	be	going	over	the	popular	four-player	Australian	version	of	this	card	game	below.Before	we	begin,	lets	set	up	for	the	500	card	game.To	start,	youll	need	four	players	to	play	this	game.	Divide
the	group	into	two	teams	of	2,	with	teammates	sitting	across	from	each	other	on	the	table.To	play	the	500	card	game,	youll	need	a	modified	card	deck	that	consists	of:A,	K,	Q,	J,	10,	9,	8,	7,	6,	5,	4	in	red	suitsA,	K,	Q,	J,	10,	9,	8,	7,	6,	5	in	black	suitsOne	Joker	referred	to	as	a	bird.	(Australian	card	decks	depict	a	Kookaburra	as	opposed	to	a	Jester)In	other
words,	you	remove	the	2,	3,	and	4	of	the	black	suits	and	2	and	3	of	the	red	suits,	plus	one	Joker.	This	should	leave	you	with	43	cards.The	card	rankings	in	500	can	get	confusing,	so	pay	attention!	First	of	all,	at	the	beginning	of	each	game,	during	the	bidding	section,	you	will	decide	on	a	trump	suit.	Well	go	over	that	more	in	detail	below.In	the	trump
suit,	the	highest	card	is	the	Joker,	then	the	jack	of	the	trump	suit	(also	called	the	right	bower	or	RB),	then	the	other	jack	that	is	the	same	color	(also	called	the	left	bower	or	LB).	The	ranking	is	therefore	Joker,	RB,	LB,	A,	K,	Q,	10,	9,	8,	7,	6,	5,	4.	Trump	suits	outrank	the	others.I	know,	confusing,	right?	Heres	a	visualization	to	help:Cards	not	in	the
trump	suit	have	a	normal	ranking:	A,	K,	Q,	J,	10	etc.Choose	the	initial	dealer	randomly.	The	dealer	shuffles	and	cuts	the	cards.	Then,	they	must	deal	each	player	10	cards	and	place	3	face-down	cards	in	the	middle.	These	three	cards	make	up	the	kitty.The	pattern	of	dealing	is	as	follows:3	cards	to	each	player1	card	to	the	kitty4	cards	to	each	player1
card	to	the	kitty3	cards	to	each	player1	card	to	the	kittyAnd	that	concludes	the	deal!Before	we	dive	in,	lets	review	some	vocabulary.	A	trick	refers	to	a	round	or	unit	of	play	on	a	hand	within	a	trick-taking	game.	Tricks	are	evaluated	to	determine	a	winner	or	taker.And	now	for	the	fun	part!	Everyone	should	take	a	look	at	their	own	hand	of	10	cards.
Bidding	starts	with	the	player	on	the	dealers	left	and	moves	clockwise.There	is	an	order	of	seniority	when	it	comes	to	suits	in	the	500	card	game:SpadesCloversDiamondsHeartsYoull	also	see	this	seniority	in	the	score	table	below.The	potential	bids	are:The	number	of	tricks	(minimum	of	6)	and	the	trump	suit,	this	bid	indicates	the	total	number	of	tricks
they	and	their	partner	will	take	(or	win)	plus	the	trump	suit	for	that	hand.A	number	(minimum	of	6)	of	No	Trumps,	referred	to	as	No-ies.	This	bid	indicates	a	player	and	their	partner	will	try	to	win	with	that	number	of	tricks	without	a	trump	suit.Misre	(Nullo,	Nello,	Nula)	is	a	contract	to	lose	all	tricks.	The	player	who	bids	this	plays	alone,	with	the
partner	dropping	out.	The	bid	means	the	player	doesnt	plan	on	winning	any	tricks.	Misre	is	French	for	extreme	poverty.Open	Misre	is	similar	to	a	misre,	but	the	contractors	hand	is	displayed	face-up	after	the	first	trick.Blind	Misre	is	the	same	bid	as	misre	but	can	only	be	bid	before	the	player	looks	at	their	hand.Bids	can	be	made	Sans	Kitty,	meaning
the	players	will	fulfill	the	contract	of	their	bid	without	the	kitty.Not	all	players	have	to	bid.	If	players	do	not	want	to,	they	can	also	pass	at	this	point	of	the	game.	If	all	players	pass,	reshuffle	and	redeal	the	cards	once	again.After	a	bid,	each	following	bid	must	be	higher.	A	higher	bid	is	either	more	tricks	or	an	equal	number	of	tricks	but	in	a	higher	suit.
The	suit	rankings	outlined	above	apply.	The	lowest	bid	is	6	Spades	and	the	highest	possible	bid	is	10	No	Trumps.A	Misre	is	higher	than	a	bid	of	7	and	lower	than	a	bid	of	8.	You	can	only	bid	a	misre	after	someone	bids	a	7.An	Open	Misre	is	a	bid	higher	than	the	10	of	diamonds	and	lower	than	the	10	of	hearts.	You	do	not	need	to	wait	to	make	this	type	of
bid;	it	can	even	be	the	first	bid	if	youre	feeling	super	confident!If	you	pass,	you	are	not	permitted	to	bid	again.	The	bidding	continues	until	all	but	one	player	has	passed.	The	highest	bid	becomes	a	contract	the	bid	winner	(or	contractor)	has	to	fulfill.Note:	There	is	an	American	variation	to	bidding	where	there	is	only	one	round	of	bidding	and	whoever
bids	highest	becomes	the	contractor.The	contractor	(the	winner	of	the	bid)	starts	by	picking	up	the	three	cards	in	the	kitty	and	putting	them	in	their	hand.	They	will	then	discard	3	cards	they	do	not	want	and	place	them	face	down	on	the	table.	If	the	bid	was	Misre	or	Open	Misre,	the	contractors	partner	does	not	participate	in	gameplay	and	places
their	cards	face	down	on	the	table	for	this	hand.The	suit	that	the	contractor	bid	is	now	the	trump	suit	for	this	hand.The	contractor	initiates	the	first	trick	and	other	players	follow	suit	in	a	clockwise	direction.	Keep	these	rules	in	mind	when	laying	down	cards:A	player	without	cards	in	the	leading	suit	may	play	any	card.But	if	a	player	does	have	a	card	in
the	leading	suit,	they	must	play	that	card.The	highest	trump	wins	(takes)	the	trick.Remember:	the	Joker,	RB,	and	LB	are	all	worth	more	than	even	the	Ace	of	the	trump	suit!If	there	are	not	trumps	played,	the	highest	card	of	the	lead	suit	wins.The	winner	of	a	trick	leads	in	the	next	trick	and	takes	the	cards	theyve	won	and	keeps	them	in	front	of	them.If
the	contractor	bid	Open	Misre,	after	the	first	trick,	they	must	expose	their	hand	to	the	rest	of	the	players	laying	face-up	on	the	table	for	the	rest	of	the	hand.Continue	playing	in	this	manner	until	all	players	complete	all	ten	tricks.	After	all	ten	tricks	are	played	the	hand	is	scored.After	playing	all	ten	tricks	in	a	hand,	its	time	to	score	the	game!	Teams
keep	cumulative	scores	which	are	added	to	or	subtracted	from	with	each	hand.Here,	you	can	find	the	scores	for	each	bid:TRICKSSPADESCLUBSDIAMONDSHEARTSNO	TRUMPSMISEREOPEN	MISERESIX406080100120250500SEVEN140160180200220EIGHT240260280300320NINE340360380400420TEN440460480500520If	the	bid	was	a	suit	or
No-ies	contract,	the	bidding	team	wins	if	they	take	at	least	the	number	of	tricks	they	bid.	Contractors	score	the	corresponding	number	of	points	above.	There	are	no	additional	points	if	they	take	more	tricks	than	bid	unless	they	win	every	trick.If	your	team	does	win	every	trick,	this	is	called	a	slam.	If	a	contractor	is	able	to	make	a	slam,	they	score	a	flat
250	points	if	their	bid	is	worth	less	than	that.	However,	if	the	points	corresponding	to	the	bid	are	worth	more	than	250	points,	there	are	no	special	points.	The	team	simply	wins	their	bid	as	normal.If	a	contractor	does	not	take	enough	tricks	for	their	bid,	they	score	minus	the	point	value	of	their	contract.	The	other	players	score	10	extra	points	for
every	trick	they	win.If	the	contract	is	a	Misre	and	the	contractor	loses	every	trick,	they	accumulate	the	points	for	that	bid.	If	they	win	a	trick,	they	subtract	the	value	of	the	bid	from	their	points.	Other	players	do	not	gain	or	lose	extra	points.The	game	ends	when	a	team	scores	500	or	more	points,	with	the	first	team	reaching	500	points	the	winning
team!	A	team	can	also	win	if	the	opposing	team	scores	negative	500	points	and	automatically	loses.If	you	love	playing	500,	youll	also	love	these	other	trick-taking	card	games,	such	as	Spades	and	Bridge!Looking	for	ways	to	spice	up	the	500	card	game?	Weve	got	you	covered	with	this	list	of	variations	and	house	rules	you	can	employ	at	your	discretion.
We	also	include	the	game	rules	for	how	to	play	500	with	3,	5,	or	6	players.Misre	bids	are	not	permitted	whatsoever.Misre	may	be	bid	without	a	7	bid.The	Joker	may	only	be	led	in	the	first	or	last	trick.The	Joker	loses	its	power	on	the	first	or	last	trick.You	may	not	raise	your	bid	after	everyone	else	has	passed.If	you	are	at	a	score	of	490	(or	480),	you
cannot	get	points	for	winning	a	trick	against	a	contractor.In	the	American	version	of	the	game,	the	kitty	is	called	the	widow.To	play	500	with	3	players,	deal	a	pack	of	33	cards,	with	the	lowest	card	of	each	suit	being	a	7.	The	contractor	plays	alone,	with	the	other	two	players	forming	a	temporary	partnership.	Scores	are	separate.To	play	500	with	5
players,	deal	a	pack	of	53	cards,	which	is	a	full	deck	of	cards,	plus	a	Joker.	In	this	version,	the	contractor	forms	a	temporary	partnership	with	another	player	by	nominating	a	specific	card.	The	identity	of	the	partner	remains	a	secret	until	they	are	revealed	during	gameplay.	The	contractor	may	also	choose	to	play	alone.	If	playing	alone,	the	contractor
wins	or	the	full	point	value,	but	if	playing	with	a	partner,	they	divide	the	wins	or	losses	by	2.To	play	500	with	6	players,	deal	a	pack	of	63	cards,	which	includes	11s	and	12s	of	all	suits	and	13s	of	the	red	suits.There	are	many	different	strategies	and	tricks	you	can	employ	when	playing	a	fun	trick-taking	card	game	like	500.	You	will	develop	your	own
strategy	in	time,	but	if	youre	new	to	the	game	or	looking	for	a	way	to	improve	your	game,	here	are	our	top	500	card	game	strategies	youve	got	to	know!Call	Misre	when	you	can:	You	have	a	much	higher	chance	of	winning	a	misre	bid	over	a	normal	bid	especially	when	you	dont	have	a	strong	hand	to	begin	with!Dont	call	No	Trump	unless	you	have	the
Joker	or	3	Aces:	If	you	can,	avoid	calling	No	Trump	unless	you	have	a	VERY	strong	hand,	such	as	the	Joker	or	3	Aces	as	well	as	other	strong	supporting	cards,	such	as	Kings.Dont	fight	with	your	partner	over	tricks:	While	your	first	instinct	may	be	to	win	all	the	tricks	that	you	can,	support	and	lean	on	your	partner	from	time	to	time.	After	all,	youre	in
this	together!Win	contracts	to	win	the	game:	Of	course,	you	can	still	win	a	game	of	500	without	making	a	contract,	but	the	fastest	way	to	win	is	to	make	contracts.	So,	dont	be	afraid	to	bid!High	bids	with	only	6	or	more	cards	in	that	suit:	Try	to	avoid	making	super	high	bids	on	your	hand	unless	you	have	a	very	strong	hand	in	the	suit	youre	bidding.
Dont	simply	rely	on	the	kitty!	While	the	kitty	may	end	up	having	strong	cards,	its	just	as	likely	to	have	useless	cards.500	is	a	game	that	was	born	out	of	Euchre.	So,	if	you	enjoy	playing	Euchre,	youll	love	this	slightly	different	variation	of	a	trick-taking	card	game.Unfortunately,	no.	You	can	only	play	the	500	card	game	with	3	to	6	players.Bridge	and	the
500	card	game	are	both	incredibly	similar	trick-taking	games.	If	you	love	playing	either	game,	youll	enjoy	the	other,	too.	You	can	also	use	similar	strategies	in	both	card	games.Although	Five	Hundred	is	now	the	national	card	game	of	Australia,	it	was	in	fact	invented	in	the	USA,	and	promoted	by	the	US	Playing	Card	Company,	who	copyrighted	the
rules	in	1904.	The	game	is	called	500	because	the	first	team	(or	player)	to	reach	a	total	score	of	at	least	500	points	wins.	It	is	an	extension	of	Euchre,	in	which	the	following	elements	have	been	added:each	player	is	dealt	10	cards	instead	of	5trump	is	not	turned	up,	but	is	chosen	by	whoever	is	willing	to	contract	for	the	greatest	number	of	tricks;the
size	of	the	pack	is	adjusted,	so	that	all	the	cards	are	dealt	to	the	players	except	for	a	kitty	of	three	cards,	which	can	be	used	by	the	highest	bidder.From	the	outset,	special	expanded	decks	with	extra	pip	cards	were	made	to	allow	the	game	to	be	played	by	six	people.	Arnetta	Lee	reports	that	she	purchased	a	61	card	deck	of	"BIJOU"	playing-cards	made
by	the	US	Playing	Card	Co.	Cincinnati,	U.S.A,	including	a	joker	and	11-spot	and	12-spot	cards	in	all	suits,	and	bearing	a	patent	from	June	30,	1896.	She	was	advised	by	the	US	Playing-card	Museum	that	the	61-card	deck	was	first	patented	in	1881.	The	rules	leaflets	in	these	early	packs	envisage	a	version	of	500	played	without	the	joker:	two	players
use	24	cards	-	10	each	with	a	two	card	kitty	for	each	player;	three	use	32	cards	with	a	2-card	kitty;	4	use	44	cards	with	a	4-card	kitty;	5	use	52	cards	with	a	2-card	kitty,	and	6	use	60	cards	and	there	is	no	kitty.	Use	of	the	joker	as	highest	trump	is	given	as	an	option.	In	1897	13's	were	added	to	the	red	suits	to	make	a	63-card	pack,	and	the	game	was
regularised	to	have	a	3-card	kitty	in	all	cases.	In	Australia,	500	is	normally	played	by	four	people,	two	playing	against	two	in	fixed	partnerships;	a	similar	version	of	the	game	is	played	in	New	Zealand.	The	antipodean	four-player	versions	of	500	will	be	described	first,	followed	by	versions	for	other	numbers	of	players.	500	is	still	played	in	North
America	as	well,	but	the	standard	American	rules	are	rather	different	from	the	Australian	game.	Also	included	on	this	page	are	two	specific	American	variations	from	St	Paul,	Minnesota,	contributed	by	Ben	Butzer,	and	from	Youngstown,	Ohio,	contributed	by	Carol	Bott.	Yet	another	version	of	500	is	played	in	French	Canada.I	have	been	told	that	500	is
also	popular	in	the	Shetland	Islands	(to	the	north	of	Scotland).	As	yet	I	have	no	details	of	the	version	that	is	played	there.	Australian	Four-Handed	Five	Hundred	Players	and	CardsThere	are	four	players,	with	partners	sitting	opposite.	A	pack	of	43	cards	is	used,	consisting	ofA	K	Q	J	10	9	8	7	6	5	4	in	the	red	suits;A	K	Q	J	10	9	8	7	6	5	in	the	black
suits;one	joker,	also	called	the	bird,	because	in	the	Australian	500	pack	it	depicts	a	Kookaburra	instead	of	a	Jester.	When	there	is	a	trump	suit,	the	highest	trump	is	the	joker,	followed	by	the	jack	of	the	trump	suit	(right	bower),	the	other	jack	of	the	same	colour	(left	bower),	then	Ace,	King,	Queen,	10,	9,	etc.	down	to	5	or	4.	For	purposes	of	following
suit,	etc,	the	joker	and	left	bower	behave	in	all	respects	as	members	of	the	trump	suit.	The	other	three	suits	rank	in	the	usual	order	from	ace	(highest)	down	to	5	or	4,	but	the	suit	which	is	the	same	colour	as	trumps	has	no	jack.	When	there	are	no	trumps	all	the	suits	rank	in	the	usual	order	from	ace	(high)	down	to	5	or	4	(low),	and	there	are	special
rules	governing	how	the	joker	is	played.	DealDeal,	bidding	and	play	proceed	clockwise.	The	first	dealer	is	chosen	at	random,	and	the	turn	to	deal	rotates	clockwise	after	each	hand.	The	cards	are	shuffled	and	cut	and	the	dealer	deals	10	cards	to	each	player	and	three	face	down	in	the	middle	of	the	table	to	form	the	kitty.	The	cards	are	usually	dealt	as
follows:	a	batch	of	3	to	each	player;	one	to	the	kitty;	4	to	each	player;	one	to	the	kitty;	3	to	each	player;	one	to	the	kitty.	BiddingThe	bidding	begins	with	the	player	to	dealer's	left	and	continues	clockwise.	The	possible	bids	are:a	number	of	tricks	(minimum	six)	and	a	trump	suit	-	for	example	a	bid	of	"eight	diamonds"	undertakes	that	the	bidder,	with
partner's	help,	will	try	to	win	at	least	eight	tricks	with	diamonds	as	trumps;a	number	(minimum	six)	of	"No	Trumps",	(also	known	as	"No-ies")	offering	to	win	at	least	that	number	of	tricks	without	a	trump	suit;Misere	(pronounced	"miz-air"),	which	is	a	contract	to	lose	all	the	tricks,	playing	alone	(partner	drops	out	of	the	play);Open	Misere,	sometimes
known	as	Lay	Down	Misere,	which	is	like	Misere,	but	the	contractor's	hand	is	laid	face-up	on	the	table	after	the	first	trick.	A	player	who	does	not	wish	to	bid	can	pass.	If	all	four	players	pass	the	cards	are	thrown	in.	Once	someone	has	bid,	each	subsequent	bid	must	be	higher	than	the	previous	one.	Higher	means	either	more	tricks,	or	the	same	number
of	tricks	in	a	higher	suit.	For	this	purpose	No	trumps	are	highest,	followed	by	Hearts,	Diamonds,	Clubs,	and	Spades	(lowest).	Thus	the	lowest	possible	bid	is	Six	Spades	and	the	highest	is	Ten	No	Trumps.	Misere	is	higher	than	any	bid	of	seven	and	lower	than	any	bid	of	eight,	but	Misere	can	only	be	bid	after	someone	has	bid	seven	-	Misere	cannot	be
bid	directly	over	a	six	bid,	or	when	no	one	has	made	a	positive	bid.	Open	Misere	is	higher	than	Ten	Diamonds	but	lower	than	Ten	Hearts.	You	do	not	have	to	wait	for	the	bidding	to	reach	any	particular	level	-	Open	Misere	can	be	bid	over	any	lower	bid,	or	even	as	the	first	bid	of	the	auction.	Note	that	some	players	rank	Misere	and	Open	Misere
differently	-	see	variations.A	player	who	has	once	passed	cannot	bid	again	in	that	auction.	The	bidding	continues	clockwise	for	as	many	rounds	as	necessary,	until	all	players	except	one	have	passed.	The	highest	(and	last)	bid	becomes	the	contract	which	the	bidder	(contractor)	has	to	make,	with	the	named	suit	(if	any)	as	trumps.	PlayThe	contractor
begins	by	picking	up	the	three	cards	of	the	kitty	(without	showing	them	to	the	other	players),	and	discarding	any	3	cards	face	down	in	their	place.	The	cards	discarded	can	include	cards	which	were	picked	up	from	the	kitty.If	the	contract	is	Misere	or	Open	Misere,	the	contractor's	partner	does	not	take	part	in	the	play,	but	puts	his	cards	face	down	on
the	table.	The	contractor	leads	to	the	first	trick.	Players	must	follow	suit	if	they	can.	A	player	with	no	card	of	the	suit	led	may	play	any	card.	A	trick	is	won	by	the	highest	trump	in	it,	or	if	no	trump	is	played	by	the	highest	card	of	the	suit	led.	The	winner	of	a	trick	leads	to	the	next.If	the	contract	is	Open	Misere,	after	the	first	trick	has	been	played,	the
contractor	arranges	his	cards	face	up	on	the	table	for	all	to	see,	and	plays	the	rest	of	the	hand	with	his	cards	exposed.	Play	of	the	jokerIf	there	is	a	trump	suit,	the	joker	counts	as	the	highest	trump,	as	stated	above.	In	No	Trumps,	Misere	or	Open	Misere,	the	joker	may	be	used	in	one	of	two	ways:A	contractor	who	holds	the	joker	can	nominate	which
suit	it	belongs	to.	The	nomination	must	be	made	at	the	start	of	play,	before	the	lead	to	the	first	trick.	The	joker	then	counts	as	the	highest	card	of	that	suit.If	the	contractor	does	not	hold	the	joker,	or	holds	it	and	does	not	nominate	a	suit,	then	the	joker	belongs	to	no	suit.	It	is	the	highest	card	in	the	pack,	and	wins	the	trick	to	which	it	is	played,	but



there	are	restrictions	on	when	it	can	be	played:	if	someone	else	has	led	to	the	trick,	you	can	only	play	the	joker	if	you	have	no	cards	of	the	suit	led;	if	the	contract	is	a	Misere	or	Open	Misere,	you	must	play	the	joker	if	you	have	no	cards	of	the	suit	led,	but	in	a	No	Trump	contract	you	are	not	obliged	to	play	the	joker	in	this	situation	-	you	may	discard
from	another	suit	instead	if	you	wish,	and	play	the	joker	on	a	later	lead	of	this	suit	or	another	suit	in	which	you	are	void;	you	may	lead	the	joker	and	nominate	a	suit	which	the	others	must	play	if	they	can,	provided	that	this	suit	has	not	previously	been	led;	once	all	four	suits	have	been	led,	it	is	illegal	to	lead	the	joker,	except	to	the	last	trick.	Note	that	if
you	are	the	contractor	in	a	Misere,	it	is	possible	to	keep	the	joker	in	your	hand	and	nominate	it	as	belonging	to	a	suit.	You	may	then	be	able	to	dispose	of	the	joker	by	discarding	it	on	a	lead	of	a	suit	in	which	you	hold	no	card	at	the	time.	If	you	bid	a	Misere,	keep	the	joker	in	your	hand	and	forget	to	nominate	a	suit,	your	Misere	automatically	fails,	since
your	joker	wins	the	trick	to	which	you	play	it.	Note	that	in	some	games	the	rules	for	playing	the	joker	in	No	Trumps	are	different	from	the	above	-	see	the	variations	section.	ScoringA	cumulative	score	is	kept	for	each	team,	to	which	the	score	for	each	hand	is	added	or	subtracted.	The	scores	for	the	various	contracts	are	as	follows:	Tricks	Spades	Clubs
Diamonds	Hearts	No	Trumps	Misere	Six	40	60	80	100	120	Seven	140	160	180	200	220	Misere	250	Eight	240	260	280	300	320	Nine	340	360	380	400	420	Ten	440	460	480	Open	Misere	500	Ten	500	520	In	a	suit	or	no	trump	contract,	the	contractors	win	if	they	take	at	least	as	many	tricks	as	they	bid.	The	contractors	then	score	the	appropriate	amount
from	the	above	table,	and	their	opponents	score	10	points	for	each	trick	they	manage	to	win.	There	is	no	extra	score	for	any	additional	tricks	the	contractors	may	make	in	excess	of	their	bid,	except	when	they	win	every	trick,	which	is	called	a	slam.	If	the	contractors	make	a	slam,	and	their	bid	was	worth	less	than	250	points,	they	score	250	instead	of
their	bid.	If	the	bid	was	worth	more	than	250	(8	clubs	or	more)	there	is	no	special	score	for	a	slam	-	if	the	contractors	win	every	trick	they	just	win	the	value	of	their	bid	as	normal.If	the	contractors	do	not	take	enough	tricks	for	their	suit	or	no	trump	contract,	they	score	minus	the	value	of	the	contract,	and	their	opponents	still	score	10	points	for	each
trick	they	won.If	the	contract	was	Misere	or	Open	Misere,	the	contractors	score	the	appropriate	amount	(250	or	500)	if	the	contractor	succeeds	in	losing	every	trick,	and	minus	that	amount	if	the	contractor	wins	a	trick.	The	opponents	score	nothing	in	either	case.	End	of	the	GameThe	game	ends	when	a	team	wins	by	reaching	a	score	of	500	points	or
more	as	a	result	of	winning	a	contract.	The	game	also	ends	if	a	team	reaches	minus	500	points	or	worse,	and	thus	loses	the	game.	This	is	called	"going	out	backwards"	or	"going	out	the	back	door".Reaching	500	points	or	more	as	a	result	of	odd	tricks	won	while	the	other	side	are	playing	a	contract	is	not	sufficient	to	win	the	game.	If	this	happens,
further	hands	are	played	until	one	team	wins	or	loses	as	described	above.	VariationsAs	far	as	I	know,	there	is	no	official	and	universally	accepted	set	of	rules	for	Australian	500.	There	are	four	major	areas	of	dispute	that	I	know	of:	the	play	of	the	joker,	the	bidding	process,	Misere	and	the	scoring	by	contractor's	opponents.	There	are	several	other
variations	which	will	occasionally	be	encountered.	If	you	are	starting	a	serious	game	with	unfamiliar	players,	it	would	be	advisable	to	discuss	and	agree	on	your	interpretation	these	rules	in	advance,	to	avoid	arguments	during	the	game.1.	Play	of	the	Joker	in	No	TrumpsSome	play	that	in	No	Trumps,	the	joker	cannot	be	nominated	in	advance	as
belonging	to	a	suit.	In	this	case	the	rules	under	point	2	of	play	of	the	joker	apply.	A	nomination	of	the	suit	of	the	joker	is,	however,	still	possible	in	Misere.	Many	people	play	that	in	No	Trump	contracts	the	Joker	cannot	be	played	on	a	lead	of	a	suit	on	which	you	have	previously	reneged	(shown	void).	For	example,	if	you	have	previously	thrown	away	a
spade	on	a	lead	of	a	diamond,	you	cannot	subsequently	"trump"	a	diamond	lead	with	the	joker.	If	you	are	left	with	the	joker	as	your	last	card,	and	a	suit	is	led	on	which	you	have	previously	thrown	away,	your	joker	loses	its	power	and	the	trick	is	won	by	the	highest	card	of	the	suit	led.Some	people	play	that	you	can	lead	the	Joker	to	any	trick	and	call	for
any	suit	on	which	you	have	not	previously	reneged.	It	does	not	matter	whether	this	suit	has	been	led	before.	Matthew	McNabb	reports	a	version	where	in	No	Trumps,	the	joker	can	never	be	led,	except	to	the	last	trick.	It	can	only	be	used	to	"trump"	a	suit	led	by	another	player	when	you	have	no	cards	of	the	suit.	Roger	Gadd	reports	a	version	where	in
No	Trumps	and	Misere	you	play	the	joker	(without	previous	announcement)	as	either	the	first	or	last	card	you	play	of	any	suit.	The	consequences	of	this	are	that:	You	can	lead	the	joker	and	nominate	a	suit	in	which	no	tricks	have	previously	been	played,	and	the	other	players	must	then	follow	in	that	suit.	You	can	use	the	joker	to	follow	to	a	suit	led	by
another	player	in	which	no	tricks	have	previously	been	played	(even	if	you	hold	other	cards	of	that	suit).	You	can	play	the	joker	on	a	lead	of	a	suit	of	which	you	have	no	cards	provided	that	you	have	not	previously	reneged	(shown	void)	in	that	suit.	You	can	lead	the	joker	and	nominate	any	suit	where	you	hold	no	cards	provided	that	you	have	not
previously	reneged	(shown	void)	in	that	suit.	2.	The	bidding	processIn	the	rules	above	I	said	that	a	player	who	has	passed	cannot	bid	again.	Some	play	that	you	are	permitted	to	bid	after	passing,	and	that	the	auction	continues	with	all	four	players	speaking	in	turn	until	there	are	three	passes	in	succession.	In	the	rules	above	I	said	that	when	all	players
except	one	have	passed,	that	one	player	is	the	contractor,	playing	the	contract	of	the	final	bid.	I	believe	that	the	most	widespread	rule	is	that	as	soon	as	the	other	three	players	have	passed,	the	contract	is	fixed	as	your	last	bid	and	cannot	be	altered.	However,	some	people	play	that	after	the	other	three	players	have	passed,	the	contractor	can	bid
again,	naming	a	higher	contract	(higher	suit	or	more	tricks	in	any	suit).	There	are	some	further	variations	around	this:Most	play	that	if	no	one	else	has	bid	in	the	auction	at	all,	you	cannot	increase	your	bid	after	everyone	has	passed.	Raising	your	own	bid	when	the	others	have	all	passed	is	only	allowed	if	more	than	one	player	took	part	in	the	bidding.If
you	raise	your	final	bid	after	everyone	has	passed,	there	is	the	question	of	whether	the	other	players	should	now	be	allowed	another	chance	to	bid.	A	common	ruling	is	that	if	in	raising	the	bid,	the	contractor	changes	the	suit	(or	no	trump),	the	other	players	have	another	chance	to	bid.	If	the	contractor	simply	raises	the	bid	to	a	greater	number	of	tricks
in	the	same	suit	(or	no	trumps)	the	other	players	cannot	speak	again.3.	Variations	in	the	ranking	and	scoring	of	Misere	contracts	Some	players	do	not	allow	Misere	bids	at	all.Some	people	allow	Misere	to	be	bid	even	though	no	one	has	yet	bid	seven	tricks.	On	the	other	hand,	some	play	that	Open	Misere	can	not	be	bid	until	someone	has	bid	at	least
eight	tricks.Some	play	that	Open	Misere	ranks	between	9	No	Trumps	and	10	Spades	in	the	bidding;	others	play	with	Open	Misere	as	the	highest	bid	of	all,	sometimes	giving	it	a	score	of	520	rather	than	500.	Some	play	that	it	ranks	and	scores	equally	to	either	10	Hearts	or	10	No	Trumps	in	the	bidding	-	whichever	is	bid	first	excludes	the	other.Paul
Pinn	reports	a	variation	in	which	Misere	ranks	in	the	bidding	above	8	spades	and	below	8	clubs	-	that	is	in	the	place	you	would	expect,	according	to	its	score.Roger	Knights	recommends	a	schedule	in	which	ordinary	misere	scores	150	(ranking	between	7	spades	and	7	clubs)	and	open	misere	scores	250	(ranking	between	8	spades	and	8	clubs).	In	both
these	contracts	the	bidder	can	pick	up	the	kitty	as	usual,	but	there	is	also	a	higher	contract	of	misere	without	pickup	scoring	350	and	ranking	between	9	spades	and	9	clubs,	in	which	the	bidder	has	to	play	with	the	cards	as	dealt,	and	the	kitty	is	not	used	or	looked	at.4.	Variations	in	scoringEveryone	agrees	that	you	cannot	win	the	game	as	a	result	of
the	points	scored	for	winning	odd	tricks	against	the	contractors	-	to	win	you	have	to	win	a	bid	which	makes	your	total	score	500	or	more	(or	you	can	win	if	the	opponents	go	out	the	back	door).	Some	play	that	when	your	score	reaches	490,	you	actually	score	nothing	for	tricks	taken	against	the	contractors	-	you	just	stay	at	490	until	you	bid.	Some
reduce	this	threshhold	to	460	-	which	makes	no	difference	to	the	fact	that	any	successful	bid	will	win	you	the	game,	but	does	make	a	difference	if	having	hit	460	you	then	lose	some	points	for	an	unsuccessful	contract.	One	player	reported	a	variation	in	which	the	10	points	per	trick	cannot	be	counted	by	a	team	whose	score	is	400	or	more.A	few	players
have	dispensed	with	the	score	of	10	points	per	trick	for	the	opponents	altogether	-	only	the	contractors'	team	scores.	Others	allow	the	score	of	10	per	trick	only	if	the	contractors	lose;	if	the	contractors	win	their	contract	the	opponents	score	nothing	for	the	tricks	they	take.	I	think	these	versions	are	uncommon	-	most	people	give	10	points	per	trick	to
the	opponents	always.Robert	Reid	reports	a	variation	played	by	the	Tasmanian	police,	in	which	the	bid	value	is	scored	by	the	contractors	if	they	win	and	by	the	opponents	if	the	contractors	lose.	There	are	no	negative	scores	in	this	version	of	the	game,	and	nothing	extra	is	scored	for	tricks	taken	by	the	contractors'	opponents.	The	first	team	to	reach	a
score	of	1000	or	more	wins	the	game.	In	this	version	Misere	can	only	be	bid	after	someone	has	bid	7	tricks,	and	Open	Misere	counts	520	and	is	equal	in	rank	to	10	No	Trumps.5.	Other	VariationsSome	players	do	not	award	any	extra	score	for	winning	all	10	tricks	when	fewer	than	10	were	bid.	The	bidding	team	simply	score	for	their	contract,	even	if	it
is	worth	less	than	250.	New	Zealand	Five	HundredIn	some	previous	editions	of	this	page	I	tried	to	identify	some	of	the	variations	above	as	specific	to	New	Zealand	rather	than	Australia.	From	information	I	have	since	received,	it	seems	that	by	and	large	the	same	versions	of	500	are	played	in	both	New	Zealand	and	Australia.	Variations	-	other	numbers
of	playersThe	deal	is	always	10	cards	to	each	player	and	3	in	the	kitty.	Therefore	the	size	of	pack	varies	with	the	number	of	players.	Three	playersA	33	card	pack	is	used,	the	lowest	card	in	each	suit	being	the	seven.	The	highest	bidder	plays	alone,	with	the	other	two	players	forming	a	temporary	partnership.Each	player's	score	is	kept	separately.	The
game	is	won	by	a	player	whose	score	reaches	500	or	more	as	a	result	of	winning	a	contract,	or	lost	by	a	player	whose	score	reaches	minus	500	or	worse.	Five	playersUse	a	full	standard	pack	plus	a	joker	-	53	cards	in	all.	If	the	contract	is	a	suit	or	no	trumps,	the	contractor	may	choose	either	to	play	alone	(one	against	four)	or	to	play	with	a	partner	(two
against	three).	When	playing	with	a	partner,	after	discarding	the	kitty	the	contractor	nominates	any	specific	card	other	than	the	joker	or	a	bower.	The	player	who	holds	that	card	is	the	contractor's	partner	but	must	not	say	anything	to	reveal	who	they	are.	The	identity	of	the	partner	becomes	clear	when	the	nominated	card	is	played.A	contractor	who
wishes	to	play	alone	should	say	so,	instead	of	nominating	a	card.	If	the	contractor	calls	a	partner,	they	each	win	or	lose	half	the	value	of	the	contract.	A	contractor	who	chooses	to	play	alone	wins	or	loses	the	full	contract	value	alone.	Misere	and	Open	Misere	are	always	played	alone	against	the	other	four	players.The	winning	and	losing	conditions	are
as	in	the	three	and	four	player	games.	If	two	players	simultaneously	reach	500	or	more	by	winning	a	contract	they	both	win.	Similarly,	two	players	could	lose	at	the	same	time.In	the	books,	I	have	seen	two	other	variations	as	to	how	the	partner	is	chosen	-	I	do	not	know	whether	either	of	these	methods	is	commonly	used:The	contractor	nominates	a
specific	player	as	a	partner.After	discarding	the	kitty,	the	contractor	nominates	a	card,	and	the	holder	of	the	card	immediately	says	who	they	are.	There	are	also	variations	in	the	restrictions	as	to	which	card	can	be	nominated.	Some	do	not	allow	any	trump	to	be	nominated;	on	the	other	hand,	some	allow	any	card	to	be	nominated	except	the	joker.	In
some	circles,	if	you	wish	to	play	alone,	rather	than	announcing	this	you	are	allowed	to	do	this	secretly	by	nominating	a	card	which	you	hold	yourself	or	have	discarded.	In	this	case	your	opponents	may	not	realise	that	you	are	playing	alone	until	you	play	the	nominated	card,	or	until	the	end	of	the	play	if	you	have	discarded	it.It	is	a	problem	with	500
that	Misere	is	too	easy	to	win,	compared	to	its	scoring	value.	This	problem	is	worse	in	five-handed	500.	Brent	Easton	recommends	the	following	house	rules:Misere	-	BannedOpen	Misere	-	Worth	230	points.Super	Open	Misere	-	(If	you're	really	desperate!)	-	Worth	430	points.	The	opponents	not	only	get	to	see	your	cards,	but	they	get	to	play	them	for
you	as	well!	Six	playersThere	are	two	partnerships	of	three	players,	with	partners	sitting	alternately.	A	special	pack	of	63	cards	is	used,	having	11's	and	12's	of	all	suits	and	13's	of	the	red	suits,	ranking	above	the	10	and	below	the	pictures.	I	have	been	told	that	in	Australia	it	is	normal	to	use	this	pack	for	500	(leaving	out	the	extra	cards),	even	when
the	game	is	played	by	fewer	than	six	people.	The	rules	are	as	in	the	four	player	game.	In	a	Misere	or	Open	Misere,	both	partners	of	the	contractor	put	down	their	cards	and	take	no	part	in	the	play.63-card	packs	are	available	from	several	suppliers.	For	example	the	Bicycle	Six	Handed	500	Card	Deck	is	available	from	amazon.com,	and	Piatnik	500
Playing-Cards	from	Mind	Games	in	Australia,	and	the	Realm	500	Playing	Cards	distributed	in	New	Zealand	for	example	by	stationeryonline.co.nz.	If	you	want	to	play	six	handed	but	don't	have	the	special	pack,	you	can	add	the	2's,	3's	and	red	4's	from	a	second	deck.	If	two	of	the	same	card	are	played	on	the	same	trick,	the	first	played	beats	the	second.
Two	playersThis	version	was	contributed	independently	by	Megan	Corino	and	Barry	RigalThe	two	player	game	is	played	with	the	standard	43	card	deck	as	used	for	4	players.	Each	player	is	dealt	a	hand	of	ten	cards,	plus	five	separate	piles	of	two	cards	on	the	table,	each	pile	consisting	of	a	face	down	card	with	a	face	up	card	on	top	of	it.	The	dealing
procedure	is	as	follows.	First	place	3	cards	in	front	of	your	opponent	to	start	3	piles	(each	with	1	card	face	down),	then	the	same	for	yourself,	then	a	packet	of	3	cards	to	the	opponent's	hand	and	3	to	your	own	hand	and	1	in	the	kitty.	Next	deal	4	cards	to	your	opponent	-	2	face	down	to	start	two	new	piles,	making	a	total	of	5	piles	and	the	other	2	face
up	on	top	of	any	two	of	these	piles;	then	repeat	this	for	yourself;	then	deal	a	packet	of	4	cards	to	your	opponent's	hand,	a	packet	of	4	to	your	own	hand	and	a	second	card	to	the	kitty.	Finally,	place	3	face	up	cards	to	complete	your	opponent's	remaining	piles,	do	the	same	for	yourself,	and	then	deal	a	packet	of	3	cards	to	your	opponent's	hand,	3	to	your
own	hand,	and	the	last	card	goes	in	the	kitty.	The	bidding	is	as	in	normal	500,	except	that	Open	Misere	can	not	be	played.	In	practice,	No	Trump	and	Misere	contracts	are	rarely	bid.	There	is	no	rule	that	a	7	call	must	be	made	before	you	call	Misere.	(In	Barry	Rigal's	version,	Misere	calls	are	not	allowed	at	all).Each	trick	consists	of	four	cards:	one	hand
card	and	one	face	up	card	from	each	player	(this	applies	also	in	Misere).	As	usual	a	trick	is	won	by	the	highest	trump	in	it,	or	the	highest	card	of	the	suit	led.	For	the	first	trick,	the	contractor	always	begins	by	leading	a	card	from	hand,	the	opponent	follows	from	hand,	then	contractor	plays	one	of	their	face	up	cards	(following	suit	if	possible)	and
finally	the	opponent	plays	one	of	their	face	up	cards	(following	suit).	Where	the	trick	is	won	determines	the	lead	of	the	next	card:If	the	trick	is	won	by	one	of	the	face	up	cards,	the	player	who	won	the	trick	leads	a	face	up	card	to	the	next	trick	and	the	other	player	follows	with	a	face	up	card,	then	the	leader	plays	a	card	from	hand	and	finally	the	other
player	plays	from	hand.	If	the	trick	was	won	by	a	card	from	one	of	the	players'	hands,	the	winner	of	the	trick	leads	to	the	next	trick	from	their	hand,	then	the	other	player	plays	from	hand,	then	the	player	who	led	plays	a	face	up	card	from	the	table,	and	finally	the	other	player	plays	from	the	table.Each	time	a	face	up	card	is	played,	if	there	is	a	face
down	card	under	it,	it	is	turned	over	at	the	end	of	the	trick	and	can	be	used	in	a	future	trick.	The	scoring	is	as	in	normal	four	handed	Five	Hundred.	American	Five	HundredThe	standard	version	of	American	500,	as	promulgated	by	the	US	Playing	Card	Company	and	described	in	various	books,	differs	from	the	Australian	game	in	a	number	of	ways.The
book	descriptions	always	start	with	the	three	player	version,	which	might	suggest	that	in	America,	500	is	more	often	played	by	three	players	than	by	four,	but	this	does	not	seem	to	be	true.	The	descriptions	I	have	received,	from	players	in	Minnesota	and	Ohio,	agree	that	500	is	normally	played	by	four	players.The	kitty	is	called	the	widow.	The	deal	is
3-widow-4-3.There	is	only	one	round	of	bidding	-	each	player	has	just	one	opportunity	to	bid.The	Misere	contract	is	called	Nullo.	Some	do	not	allow	it	at	all.	If	it	is	allowed,	it	ranks	in	the	bidding	above	8	spades	and	below	8	clubs.In	No	Trump	and	Nullo	contracts	the	joker	cannot	be	announced	as	belonging	to	a	suit.	It	is	in	a	suit	by	itself	and	always
wins	the	trick	to	which	it	is	played.	The	joker	can	only	be	played	to	a	trick	when	the	holder	is	void	of	the	suit	led,	but	it	is	not	compulsory	to	play	it	then.	In	these	contracts	the	joker	can	be	led	to	any	trick,	and	when	leading	the	joker,	you	nominate	a	suit	which	the	other	players	must	follow.	You	are	not	allowed	to	nominate	a	suit	in	which	you	have
previously	shown	void	-	for	example	if	you	have	previously	discarded	a	diamond	on	a	spade	lead	by	someone	else,	you	cannot	later	lead	the	joker	and	call	it	a	spade.Irrespective	of	whether	or	not	the	contractors	make	their	contract,	the	opponents	score	10	points	for	each	trick	taken.	In	the	three-	and	five-handed	games,	each	individual	opponent
scores	10	points	for	each	trick	taken.	In	a	Nullo,	all	the	opponents	of	the	contractor	score	10	points	for	each	trick	taken	by	the	contractor.The	game	is	won	by	the	first	player	(or	team)	to	reach	500	points	or	more.	A	game	can	be	won	by	an	opponent	of	the	contractor	by	means	of	the	10	points	scored	for	each	trick	taken.	If	the	contractor	and	an
opponent	reach	500	or	more	in	the	same	deal	the	contractor	wins.	In	the	three	or	five	player	game	if	two	opponents	of	the	contractor	reach	500	in	the	same	deal	but	the	contractor	does	not,	the	first	opponent	who	reached	500	wins	(considering	the	opponents'	tricks	to	be	scored	as	they	are	taken).	A	player	or	team	who	reaches	minus	500	points	or
worse	loses	the	game.When	five	people	play,	many	people	play	that	the	bidder	chooses	a	partner	by	naming	a	specific	player,	not	by	calling	a	card.It	may	be	agreed	that	if	everyone	passes,	the	cards	are	not	thrown	in,	but	the	hand	is	played	in	no	trumps,	with	each	player	(or	team)	scoring	10	tricks	for	each	trick	taken.It	is	possible	to	play	without	the
joker,	in	which	case	there	are	only	two	cards	in	the	widow.	Four	Handed	Five	Hundred	-	West	Seventh	Street	RulesBen	Butzer	has	contributed	the	following	version	of	American	500,	played	in	St	Paul,	Minnesota.	West	Seventh	Street	in	St.	Paul	contains	the	old	ethnic	neighborhoods	where	Germans,	Austrians,	Hungarians,	Czechs,	Irish,	and	Italian
peoples	settled	around	their	respective	Catholic	Parishes.	The	Players	and	DeckThere	are	4	players,	in	partnerships,	partners	sitting	opposite.	A	45	card	pack	is	used	-	a	standard	pack	without	the	twos	and	threes	but	including	a	joker.	The	DealPlayers	take	turns	drawing	from	the	top	of	the	deck	until	one	draws	a	jack.	That	player	becomes	the	dealer.
Each	player	is	dealt	10	cards	as	usual,	and	the	5	remaining	cards	are	called	the	middle	(rather	than	the	widow	or	kitty).	Dealing	goes	3	each	-	3	to	the	middle	-	2	each	-	2	to	the	middle	-	3	each	-	2	each.	BiddingIf	you	have	exactly	one	ace,	but	no	jacks,	queens,	kings	or	joker,	then	at	your	turn	to	bid	you	may	announce	"Ace	-	no	face",	which	is	a	proposal
to	abandon	the	deal.	Partner	may	agree	or	disagree.	If	partner	agrees,	the	cards	are	thrown	in	and	the	cards	are	re-dealt	-	the	bidder's	opponents	have	no	say	in	the	matter.	If	partner	disagrees,	the	bidding	and	play	continue,	but	the	team	which	said	"Ace	-	no	face"	are	not	allowed	to	play	Nullo	or	Grand	Nullo.A	bid	of	6	is	called	an	inkle.	For	example
"inkle	diamonds"	is	a	bid	of	6	diamonds.	Only	the	first	two	bidders	are	allowed	to	inkle	(i.e.	bid	6)	to	their	partners.	The	inkler's	partner	must	either	bid	higher	than	6,	or	pass.	If	no	one	bids,	or	no	one	bids	higher	than	6,	the	cards	are	thrown	in	and	re-dealt	by	the	same	dealer.	The	first	two	bidders	have	two	alternative	ways	of	bidding	no	trump,	thus
conveying	extra	information	to	their	partners.	They	can	either	bid	a	number	of	"No	Trump"	or	just	a	number	of	"No"	-	for	example	"Seven	No	Trump"	or	just	"Seven	No".	Using	the	full	expression	"No	Trump"	is	the	standard	no	trump	bid.	Bidding	a	number	of	"No"	indicates	in	addition	that	the	bidder	has	either	the	joker	or	split	bowers.	Having	"split
bowers"	means	that	you	have	two	jacks	of	opposite	colours,	which	guarantees	that	you	have	a	high	trump,	whatever	the	trump	suit	may	be.	Combining	the	above	rules,	either	of	the	first	two	bidders	could	bid	"Inkle	No",	a	bid	of	6	No	Trumps	including	the	joker	or	split	bowers."Nullo"	is	only	allowed	if	agreed	before	the	game	commences.	In	the	four
handed	game	it	is	played	such	that	the	bidder	plays	alone.	The	bidder's	partner	places	his	hand	face	down	upon	the	table	and	does	not	play.	The	bidders	opponents	play	two	versus	one.	The	250	score	of	the	Nullo	bidder	is	still	shared	by	the	team."Grand	Nullo"	(or	"Granola")	is	a	team	variation	of	Nullo.	For	bidding	purposes	it	is	worth	510	points.	So
it	beats	a	ten	heart	bid,	but	is	beaten	by	a	ten	no-trump	bid.	Grand	Nullo	can	only	be	bid	if	the	bidder's	partner	had	opened	with	Nullo.	In	Grand	Nullo,	the	bid	winner	picks	up	the	middle,	adds	it	to	his	hand	and	discards	any	five	of	his	15	cards.	The	bidder's	partner	(the	original	Nullo	bidder)	then	picks	up	the	five	discards,	adds	them	to	his	hand,	and
discards	any	five	cards.	The	Granola	bidder	leads	to	the	first	trick.	The	bidders	win	if	neither	of	them	takes	a	trick.	If	either	of	them	wins	a	trick	they	lose	and	their	opponents	score	ten	points	for	each	trick	taken	by	the	bidders.	GameThe	usual	American	rules	apply.	A	team	which	loses	the	game	because	their	point	total	has	reached	minus	500	or
worse	is	said	to	have	"gone	out	the	back	door".	Grand	Slam	variantJefferey	McQuston	describes	a	variant	in	which	after	winning	the	bidding	with	any	suit	or	no	trump	bid,	after	picking	up	the	middle	5	cards	the	contractor	may	announce	a	"Grand	Slam",	which	is	an	undertaking	to	win	all	10	tricks	playing	alone	against	the	two	opponents,	with	the
trump	suit	(or	no	trump)	named	in	the	final	bid.	It	is	worth	500	points	with	any	trump	suit	or	520	points	with	no	trump.	The	contractor's	partner	gives	one	card	to	the	contractor,	discards	the	other	9	face	down	and	takes	no	part	in	the	play.	The	contractor	now	has	16	cards	and	must	discard	6	of	them.	The	contractor	leads	to	the	first	trick	as	usual.	If
the	opponents	win	any	tricks,	the	contractor's	team	loses	500	and	the	opponents	score	10	for	each	trick	they	win.Tournament	Play	-	St.	Paul	Midway	rulesFive	Hundred	Tournaments	are	held	in	the	St.	Paul	Midway	area.	They	use	the	West	Seventh	street	rules	except	for	the	following:Nullo	and	Grand	Nullo	are	not	permitted.Six	to	Ten	rounds	of	500
are	played.	The	number	of	rounds	played	is	the	number	of	participants	in	the	tournament	divided	by	4.	Thus	forty	players	will	play	ten	rounds.	A	round	consists	of	four	hands,	with	each	player	at	the	table	dealing	one	time.There	is	no	game	target	of	500.	The	total	score	for	a	team	can	be	larger	than	500	or	less	than	minus	500	for	the	four	hands.After
four	hands,	the	low	scoring	team	gets	up	and	sits	at	the	next	table.	The	former	partners	must	now	oppose	each	other.	The	high	scoring	team	remains	at	the	same	table,	but	now	those	players	must	also	oppose	each	other.Each	player	keeps	a	record	of	the	number	of	points	scored.	At	the	end	of	the	tournament,	the	player	with	the	highest	point	total	is
the	overall	winner.	Youngstown,	Ohio	RulesCarol	Bott	contributed	this	description	of	the	version	played	in	Youngstown,	Ohio.It	is	similar	to	the	St	Paul	Midway	tournament	style	described	above.	A	session	consists	of	10	rounds	of	4	hands	each.	During	a	round	you	can	score	any	number	of	points	more	or	less	than	500.	The	total	is	than	added	after	all
ten	rounds.	The	winner	usually	has	between	5000	and	6000.	A	session	usually	involves	5	or	6	tables	of	4	people	each.	There	are	no	Nullo	bids	and	the	Ace	-	No	Face	rule	is	not	used.	The	scoring	is	standard	except	for	one	thing.	If	you	bid	anything	less	then	10	tricks,	but	make	10,	then	you	score	an	extra	100	points.	For	example,	if	you	bid	8
clubs(which	is	260),	but	took	all	ten	tricks,	then	you	would	get	360	(260	+	the	bonus	100).	This	means	there	is	generally	no	point	in	bidding	ten	tricks	(except	to	outbid	an	opponent);	you	would	get	the	same	score	with	less	risk	by	bidding	9	and	making	10.Six-bids	are	used	as	description	bids	for	your	partner.	If	you	bid	"6	no	trump",	it	means	you	have
the	Joker.	If	you	bid	"6	no",	it	means	you	have	2	aces.	A	six	bid	in	a	suit	means	you	have	the	bower	of	that	suit.	A	bid	of	"7	no"	means	you've	got	better	then	2	aces,	but	don't	want	the	bid	(for	example	you	might	have	3	aces	but	no	bowers).	"7	no	trump"	means	that	you	want	to	be	contractor	at	no	trump.	The	bidding	is	competitive	-	it	usually	takes	a	bid
of	8	red	or	9	black	to	get	the	contract.	This	is	why	the	6-bid	is	used	as	a	description	bid.	As	in	Minnesota,	in	the	unlikely	event	that	no	one	bids,	or	no	one	bids	higher	than	6,	the	cards	would	be	thrown	in	and	re-dealt	by	the	same	dealer.	Bids	of	7	or	higher	are	played,	so	for	example	if	you	bid	"7	no"	and	everyone	else	passes,	you	have	to	play	the	7	no
trump	contract.	Canadian	Five	Hundred	500	is	played,	under	the	name	Cinq	Cents,	in	French	Canada,	especially	Montreal.	It	is	played	with	a	46-card	pack,	made	by	throwing	out	the	twos	and	threes	from	a	52-card	pack	and	adding	two	distinguishable	jokers,	which	are	the	highest	trumps.	There	are	four	players	in	fixed	partnerships,	each	of	whom
receive	10	cards;	the	high	bidder	takes	the	kitty	of	six	cards	and	discards	six.	Other	Five	Hundred	WWW	pages,	software	and	on	line	games	Australian	500Bryce	Francis's	500	site	contains	rules	and	extensive	advice	on	bidding	tactics	for	his	preferred	version	of	the	Australian	4	handed	game.	Here	is	an	archive	copy	of	Andrew	Blucher's	How	to	Play
500	page,	providing	advice	on	bidding	an	play	for	a	version	of	500	in	which	you	cannot	change	your	bid	after	the	other	three	players	have	passed.You	can	play	Australian	500	online	at	cardzmania.A	500	online	game	is	available	at	Nidink.	X500	from	Paradice	software	is	free	500	program,	with	one	human	and	three	computer	players.At	Pieter	Meijer's
CardGames.club	you	can	play	500	online	against	the	computer.North	American	500	You	can	play	North	American	500	online	at	cardzmania.Special	K	Software	has	software	to	play	the	card	game	of	500.	This	software	is	available	at	www.specialksoftware.com.Other	VersionsThe	500	page	from	the	British	site	Card	Game	Heaven	is	devoted	to	the
nowadays	rarely	played	3-player	game.	
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