CHICAGO BRIDGE
From Wikipedia and “Party Bridge” by Marvin L French   which can be found on www.bridgeguys.com
Chicago bridge is named after the city in which it originated. It is sometimes called “Club bridge” or “Four-deal bridge”. It is very useful when sufficient people for two tables, or more and where there is an incomplete foursome as the change round is after just four deals, so the usual maximum sit out time is about twenty minutes. (I’ve adapted so maximum sit out time should be about ten minutes.) 
It follows the laws of standard contract (rubber) bridge, except by the modifications listed below. There are, as usual variations, such as making dealers side not vulnerable for 2nd and 3rd deals. Others such as using duplicate scoring, not counting honours, not carrying over part scores and different bonuses also exist.
But here are the “rules” we shall play to: 
Once you have been sorted into your first group of four, cut for deal and choice of colour pack, and HIGHEST CARD (ace high) becomes the first dealer and chooses colour of pack to play with. Deal then goes clockwise.
If there is a “passed out” hand the same dealer deals again. Since the essence of the game is speed, if a deal is passed out then the other pack should be used by the dealer without the need for reshuffling, resulting in a switch of colour pack ownership.

Vulnerability is not determined by the previous score but by the dealing schedule:

First deal: 

neither side is vulnerable

Second deal:
dealers side is vulnerable

Third deal:

dealers side is vulnerable

Fourth deal:

both sides are vulnerable 

The points are over the six tricks and valued just as in rubber bridge, as are overtricks, honours, slams, and penalties.
For bidding and making a game contract that side immediately receives 300 points premium if not vulnerable, and 500 points if vulnerable.

As in rubber bridge, one or more part scores made previously may be combined with the part score made in the current deal to complete a game of 100 points providing the part score has not been wiped out by an intervening game scored by the opposition.
If there is a part score made in the fourth deal (and only the fourth) that side receives 100 point premium. 
At the end of the four deals get adding up and agree the final scores then, when all tables have finished their four deals, get ready to move to start the next round!
At the end of the session add up your five round total scores (take off last 0) and provide to session leader.

