How to Play the Hoyle Card Games 2007 Version of Spades
Kinnis K. Gosha

COMP 7970 – Game Design and Evaluation

System Requirements
First, we will need to see if the selected computer meets the minimum requirements for this installation. They include the Operating System of Windows 98/ME/2000 SP4/XP (Home or Pro) and Vista. A Pentium 266 MHz processor or faster could work. 16 MB of RAM (or 64 for XP) will be needed along with 600 MB of Hard Disk Space and a 4x CD Rom Drive. 
Installation
Insert the game CD.  You are automatically prompted to install or run the game.  Alternatively, you can run Hoyle_Card_Games_2007.EXE directly from the top-level of the game CD.
Starting the Game

To open the program go to “start >> All Programs >> Hoyle >> Hoyle Card Games 2007 >> Hoyle Card Games 2007” Once the game is started you will have to enter your name so the application knows what to call you. After that, a player must be selected. By default, the game supplies 3-4 characters but to create your own character by selecting the “FaceCreator” button to the right of the screen ( Figure 1).
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Figure 1: Sign In Screen – Hoyle Card Games 2007

After selecting a character press “OK” to continue. The game will now show a variety of different games to play. Spades is located towards the center of the screen in green (the game can also be accessed using the “Go To” button on the menu bar to the bottom left of the screen – Figure 2). 
[image: image2.png]Hoyle Bucks...
Tutorials
Bridge
Canasta
Crazy Eights

Memory Match
old Maid
Pinochle

Pitch

Poker

Rummy 500
Skat

Solitaire
Space Race
Spades

Spite & Malice
Tarot

Tuxedo

War

Spite & Malice

Bridge. Rummy 500

Space
Race Cribbage

Poker

Spades Canasta Gin

Crazy Eights

Memory Match

Solitaire Old Maid

Go Fish

Widr





Figure 2: Go To Screen – Hoyle Card Games 2007

Once started the game allows you to change the games settings (Figure 3) including the profile of the game players, number of points to win and skill level. 
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Spades Introduction
Spades is played by four people in two partnerships. The cards rank ace (the highest) to the deuce (the lowest). Spades are always trump.

Each player receives 13 cards dealt one at a time. Bidding and play proceed in a clockwise direction. In the bidding phase you declare the number of tricks (i.e. books) you intend to win; in the playing phase you try to win those tricks. The object of the game is to fulfill the total bid by the partnership.

Note: In some variations of Spades, cards are passed between players before the hand starts. The Hoyle Card Games version of Spades does not include passing.

You may choose to bid nil, meaning you intend not to win any tricks. Before you even pick up your cards, you may bid double nil. This is the same as a nil bid, except that all rewards and penalties are doubled. If one or both players in a partnership bid nil, their bids are scored independently, then both partners’ scores are accumulated to determine the partnership's score.

Note: Not all Spades games use bags, but Hoyle Card Games does. Every point in excess of your total bid counts as one bag. If you collect 10 bags, you lose 100 points. When your nil or double nil bid gets set, any tricks you take count as bags, but you are not given a point for these bags, as you would be for bags taken in a non-nil bid.

You must follow suit if you can, otherwise you may take the trick with a trump card or discard something from a non-trump suit. If you're void in the suit that was led, you can play trump, or any other card. Spades cannot be led until they've been broken (until they've been used to trump an earlier lead). A trick is always won by the highest trump, and if no trump is played, by the highest card of the suit led.

If you make your bid you receive 10 points for each trick bid, one point for each trick above the bid. If you are set (you fail to make your bid), you lose 10 points for each trick bid. A nil bid counts for 100 points if you succeed, 100 against if you fail. Double nil is 200. The game ends when a partnership wins 500 points or loses by going under -300 or more points. If both partnerships go under -300 in the same hand, the partnership with the lower score loses.

Playing the Game

1
First, select the number of tricks you intend to win (the object of the game is to fulfill the total bid with your partner). Click Show Hand to see the cards in your hand and decide on your bid (you cannot bid double nil once you see your cards). 

2
To make a bid, click a numbered square. You also can decide to bid nil after you see your cards (click Bid Nil).

3
The player to the left of the dealer begins play.

4
On your turn, click the card you want to play and drag it to its open spot on the table, then drop it there another alternative is  to right-click the card to automatically place it on the table.

Spades Strategies
Remember that spades is a TEAM game. If your partner bids nil, try not to lead a trick with a low card that might send him or her up. If it's late in the hand and your partner still needs a trick to make his or her bid, do it yourself!


If your partner leads a trick with a high card, don't play a high card in that suit (unless you've bid nil, or if it's your last card in that suit).


Trump cards are useful not only for taking tricks, but also as your "reentry." Once you've trumped in and taken a trick, you lead the next trick. In this way you can steer the game in the direction that most benefits your partnership.

If you hold the king and queen of a particular suit, lead one. It will either win or be topped by the ace, in which case your other card becomes the suit leader and an eventual trick-winner.


Bidding nil with four trumps in your hand is chancy but doable, provided the trumps are low (including a 2, 3, or 4, and with nothing above 9 or 10). An even distribution of trumps (4-3-3-3) spells doom for your bid. Even a close to even distribution (4-4-3-2) could be trouble. Best for you is if another player holds five or more trumps and/or one player has none at all.

The odds are very much against you when bidding nil with a face-card trump (K-Q-J) in your hand. Even if you have two or more low trumps to defend it, you're dead if the highest trumps come out unexpectedly.


You should try to avoid taking extra tricks and accumulating bags, since the penalty is so great. However, if you do collect 10 bags, it'll usually take so long to collect another 10 that you can stop worrying about extra tricks.
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