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SETUP

« Use a standard 52-card deck (or 32-card variant).

« Deal cards evenly to 4 players.

« The active contract type changes each round from a
predetermined list.

SCORING
« Positive contracts: score points per trick won.

« Negative contracts: lose points per trick taken.
« Cumulative scores across all contracts determine the winner.

Bismarck is a German trick-taking card game that combines
elements of bidding and trump play with a rotating set of
contract types. Each hand features a different challenge,
keeping players on their toes and testing versatility across
multiple trick-taking formats.

Objective

Score the most points across a series of deals, each featuring
a different contract type. Contracts may require winning the
most tricks, avoiding tricks, winning specific tricks, or
achieving other defined goals.

Setup

1. Players: 4 players, individually or in rotating partnerships.

2. Deck: Standard 52-card deck or a 32-card deck
depending on the variant.

3. Deal: Cards are dealt evenly to all players.

4. Contract rotation: The active contract type changes
each round, cycling through a predetermined list.

Score the most points across a series of deals with rotating contract types.

ON YOUR TURN

« Player to the dealer's left leads each trick.
« Follow suit if able; otherwise play any card.
« Some contracts use trump; others are no-trump.

Tip: Adapt your strategy to each contract; high cards help in positive rounds but hurt in avoidance rounds.

Gameplay

1. Determine the contract: The current round's contract
dictates the goal (e.g., win the most tricks, avoid tricks,
win the last trick).

2. Play tricks: The player to the dealer’s left leads. Players
must follow suit if able; otherwise, they may play any
card.

3. Trump rules: Some contracts designate a trump suit,
while others are played at no-trump.

4. Complete all tricks: Play continues until all cards are
played, then scoring is applied based on the active
contract.

Scoring

o Positive contracts: Score points for each trick won (in
trick-winning contracts).

« Negative contracts: Lose points for each trick taken (in
trick-avoidance contracts).

o Special contracts: Bonus points for achieving specific
goals like winning the last trick or capturing a particular
card.

o Cumulative: Scores carry over across all rounds. The
player with the highest total after all contracts wins.

Variations

e Custom contract lists: Groups can choose which
contracts to include and in what order.

o Team Bismarck: Some versions use fixed partnerships
for certain contracts and individual play for others.
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Tips and Strategies

Adapt your strategy to each contract type. A hand that is
great for winning tricks may be terrible for avoiding them.
In avoidance contracts, lead with high cards early to shed
dangerous winners.

Track which contracts remain to manage your overall
score across the full session.

Tips & Strategy

Versatility is your greatest asset in Bismarck. Practice
both aggressive trick-winning and careful trick-avoidance
to handle every contract type confidently.

The best Bismarck players evaluate their hands
differently for each contract type. A hand full of high
cards is a blessing in positive contracts but a liability in
avoidance rounds.
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