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The History of Friendly Bridge by Linda N

September of 2020 will mark the 19th anniversary of Friendly Bridge! Where has the time gone? Some of ol
players who started with us are still part of Friendly Bridge, and some have become Life Masters. We have
so many friends over the years!

In the spring of 2001, Mike Fine, who was then the president of the Richmond Bridge Association, looked
around the room during a bridge game, saw only 5 of the 15 tables filled with bridge players, and decided tr
bridge in the Richmond area was in crisis. At that time the average age of a Richmond area bridge player w
Unless we took some action, the game that we love would be practically gone in 20 years.

He talked to me about our starting up some lessons. At that time, thie A@8ilican Contract Bridge
Leaguwas hel ping bridge units and clubs with a ne
could just let people see how challenging and fun the game is, we would be able to increase our number of
ers.

We were so excited about this venture, that we aslkdihend Times Disoatichan article about us. To

our delight, they agreed. That article helped us bring in our first group of students in September of 2001. We
2 lesson slots availabBinday afternoons and Tuesday evenings. With the help of the late Jim Goodwin, Ed
Kinlaw, the late Jim Poulson, Bob MacCleave, and numerous volunteers who came to help, we started givir
lessons. The Bridge Center was standing room only for both classes. We actually had more people wanting
sons than we had seats, so we started again in January of 2002.

Before our second week of lessons could begin, our world shattered. September 11 brought Americans face
face with our complacent sense of safety. We were united in grief, and everyone's need for a sense of comi
was heightened. The students who continued in the lessons formed bonds with each other that have cause
entire bridge community to realize that what is the most important thing about this game we love is the oppc
tunity for sharing our lives with each other.

Our Sunday afternoon and Tuesday evening classes soon developed into regular bridge games for novice |
We had to find another time for giving lessons to new plagéraii@d GL00 masterpoints), and the only time

left was Sunday evenings at 6:00. We decided to keep that time open for beginning lessons all the time and
courage the students to come to Sunday afternoon-@f8wn@asterpoints), Tuesday evening (M9 Onas-
terpoints), and Thursday night Bridge Center games (mixed master) and other Bridge Center games as Ssoc
they were ready. We have had many Sunday evening groups since then, and bridge has flourished in Richr

After the first |l essons were over, the students
Easybridge!E was a great program, the participe
it is not easy. However, learning this game in a friendly atmosphere makes all the difference in the world.
We are proud that otriendly Bridge Beginning Bridgbdassonsw being used in other areas of Viiginia
Virginia Beach, Charlottesville, and our 109 neighbor, Fredericksburg. Our participants have also purchasec
books and mailed them all over the country! We hope you enjoy learning about bridge with our book.

Have fun,

Linda MacCleave



Lesson 1: Mechani cs of a Hand i n Du

e k

North Bridge is a fodplayer game. The people sitting across from each otpentiages =g
Each player is dealt 13 cards. The bidgs determine whatump will be and §—=
how many tricks their side will attempt to take. After bidding is completed, tt

South is played. During play, each player plays a card and the best of the four car
thetrick for his side. Play continues until all 13 tricks have been played, thel
the next hand. What? You want details? L

West
ey

Partners

Believe it or not, sometimes people will want to describe a bridge hand to others after the game. To
was PTr ot ect the i nnoc &orth,EasywSoudh andWesa Moeth ahdhSeuthpatea y e r s
0 partners, as are East and Westuplicate bridge, the cards are kept ith@ard. Each player gets 13
o cards, which they take from the board and arrangriitgolrhen the bidding begins.

Majors
& The dealer for the hand (either North, East, South, or West) is marked on the board, and opens the
bidding or auction by making &all. He will either pass or make a bid. Bidding then proceeds
clockwise. A bid is made up of a number from 1 to 7 followed by a suitr(@npp The order of suits in
bidding from lowest to highestlabs (C),diamonds (D), hearts(H), spades(S), ancho-trump (NT). Clubs
and diamonds are callathors, and hearts and spades are qaligaors.

If you want to bid, you must make a bid higher than the previous bid, i.e. you can bid 1D over 1C, but not 1C

1D. (You would have to bid 2C or more, iif you wa
youpass Three consecutive passes ends the bidding, unless you are at the beginning of a game and the firs
players pass, in which case, the fourth person can still bid. Toubkdlandredoublea | so exi st . W
those later.

The Contract

The side that makes the highest bid winsathieact The contract is a number 1 to 7 followed by a suit (or NT

o which is called Amump because that means there is no trump suit). There are 13 tricks in each hand. One t
is made up of 4 cards, one from each player, so each side will take an average of six. The first six tricks are
consideretbhook. A onelevel bid (1C or 1H or 1INT, for example) means that the side has contracted to take
seven trick8 book plus one. A sewgvel bid means that the side has contracted to take all IBocklus
seven. The suit of the highest bid is callewiuimp suit. A card in the trump suit will win any trick that does not
contain another trump card. Therefore, the biddingaiscion to determine which side gets to name trump.

Whichever player first named the suit (or NT, if the final contract is NT) of teeriinattisdeclarer The
personon hisleftpldydeaddia car d, and t hendudmy@) apleadeass palupt nefr
on the table. Play proceeds clockwise. The first trick willdygetiiag leadma d e by d-baod ar er 0 s
opponentlHO) , whi chever card decl ar er s e thandapgonentr om d
(RHO) , and then decl arerds card. Pl ayers shoul d |
into the middle of the table. The hands can then be returned to the board when the play is over exactly as thi
came out of the board. This insures that the next players who play the same board your table just finished g
exactly the same hands that your table had. Final scores at the end of the session are determined by comp:
which table did the best for that particular board.



Play of the Hand

| f a player has a card in the suit that was | ed,
anything he wants (including trump). The person who plays the highest card in the
suit that is led (ace being highest) wins thautriekghere is a trump played, in

which case, the highest trump wins.

The side that wins the trick should turn the card toward them.
and the side that loses the trick should turn the card towa _.
opponents. This way, everyone can see how many tricks |
side has taken. (Tricks that are yours are standing soldie! §

tricks that belong to the opponents are fallen soldiers.)

Whoever wins the trick | eads first to theonthext t
board 6 me a n i leadhag td ke made fnoen dummy. If he won the trick with the card he played from his
hand, tinkimhandedé inseadni ng that the | ead must be mad:

tricks have been played.

Making Your Bid or Going Down

If the declaring side takes at least as many tricks esrtnagtedfor, that means theyade their bid If they

take less, that means thwnt down. The declarer should state the result, and the defenders should agree. Afte
agreement (oDown oneé6, oOMaking threedé, or some v
put them back into the correct slot in the board. The player sitting North is given the responsibility of writing
down thescore Usually there will be more than one board on your table. After you play all of the boards on yc
table, you wait for thdirector to call for the nextound to start. If you finish early, you can get some
refreshments or make quiet conversation.

What is the Name of This Game?

You will hear many people refer to this gameietson Bridge or Contract Bridge Auction Bridge developed

into Contract Bridge about 80 years ago. Contract bridge consists of an auction (made up of one bid followec
higher bid and so forth) to determine the contract. You may also have heard BeetieBrisge, Social

Bridge, andDuplicate Bridge. These are also not different games. They Bralg#. Party Bridge (also known

as Social Bridge) differs from duplicate bridgeomng only. Duplicate Bridge simplifies the scoring and creates
an exciting competitive element to the game by comparing the scores for everyone who played the same hal
lessons you are taking assume that you will love seeing how your bidding and play compares to the others.
Duplicate Bridge does not remove the el ement of
Bridge unless you receive good hands; however, duplicate bridge depends on how well you play the hand yc
dealt, whether good or bad.
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for Lesson 1:
How many cards are in the deck?
How many cards are in each suit?
How many cards does each player get?
There are ___ cards in each trick.

The order of suits, lowest to highest, is , and

The person who plays the hand is called the
Decl arerds partner is called the __

How many tricks does a declarer in 3H have to take to make his contract?

Why is the dummy called the dummy?

ay o
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There are a lot of new and important concepts introduced in the hands that follow. You are not expected to understanc
the terms at this point (danger hand, finesse, leading the top of a sequence, etc.) but it is still helpful to heaillthem. The
be covered in more detail in later chapters.

Bridge Etiquette

ltds never too early in your bridge gamejto t
this is common sense.

One of the things that many bridge players dislike is card slamming or snapping when playjng a card.
This behavior is aggressive and can appepr to

Many new players are unaware of the inappropriateness of communicating information illegally. Do-
ing anything that gives your partner unauthorized information is not allowed. These things fight in-
clude such things as tapping on the bidding box or touching a lot of the cards before makinp a call,
hesitating and then passing, or talking about your hand in any way. Beginners can get away with more
than experienced players can, of course,] but
be broken eventually.
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Lesson 1, Hand
SK 9 7 3
1K T 3
2K T 8 3
c9 5
s] 8 4 SQ 6
18 6 N 1A 7
20 7 4 |w  E| 29 6
cK J ; I cQ T
SA T
10 J 9 5
2A J 5 2
cA 4 3

1 (Hand played by Sout h)
West is on lead against 3N. He's heard that fourth from his longest
and strongest is a good lead, so he leads the club seven. Declarer
should start by counting his tricks. He can count 2 sure winners in
spades and diamonds and the club ace. That's five, so he needs to de
velop four more. He can develop three heart winners and a diamond
winner for nine, but will he be able to take them?

5 2

4  Playing a nerump contract is a race. Declarer is trying to develop
nine winners before the defense can take five. It looks like the defense

6 has gotten off to a good sfathat happens sometimes. Declarer
should hold up his club ace until the third round of the suit, in the
hopes that East will 1) have the heart ace and 2) not have a clubs to
return. Happily, that turns out to be the case.

Now declarer has three hearts to go along with his two spades, two
diamonds, and a club. That makes eight, and he should be able to de-
velop another in diamonds. Still, he doesn't want to lose the lead to
West because West is sitting over there with two club winners. West

is called the dangleand. So he takes the diamond ace and then leads towardtdreddrttpe board. This is called a fi-
nesse. Declarer doesn't mind losing the trick to East because East doesn't have any more clubs to lead. Making four?

Lesson 1, Hand
sQ J T 5 2
1Q 6
2K J T 4
c8 7
N
SA 9 6 SK 8 4
1A T g|N E|l| 17 2
2A Q 6 g 29 5 3
cQ J cA K 9
S7 3
1K J 9 5 4
28 7
cT 6 5 3

2 (Hand played by West)
North is on lead against 3N. What does he lead? He may think that his
diamonds are stronger than his spades, but his lead should the spade
gueen for a couple of reasons. First, this is his longest suit. Second, this
lead will usually not give anything away. This is called leading from the to
of a sequence. Note that if he chooses to lead fourth best (not appropriate
when you have a sequence) that declarer's nine would take the first trick.

Declarer should count his winners. Two spades, one heart, one diamond,
and five clubs should get him up to nine. How does he manage to take
five club tricks?

2
First, he needs to take the spade trick with his ace and leave the spade ki
on the board. Saving entries will become a recurring theme.

Second, he needs to play the club queen and jack from his hand before

crossing to the carefully preserved spade king to take the remaining three
clubs.

When running a long suit, declarer should play his high cards from the short side first to unblock the suit. Tl way, his
cards will remain in the long suit, and enable him to run the suit. Making three?



Lesson 1, Hand 3

s6
1A
2T
CA

sA  Q J 9 7 4
18 6 2
20 5 3
c6

5 s8 3 2

T 1K Q J

6 4 N 27

K 9 8 |lw El cQo J T

g
sK T
15 3
2A K J 9 8 2
c7 5 2

(Hand played by North an
This hand should be played in 3NT first to see the disadvantage of
this contract with some hands. Playing 3NT was nddun
North, anyway. I'm sure East and West enjoyed themselves im-
mensely.

This is why bridge players conducaction before the play of

the hand. This will introduce us to the concept of the trump suit. If
gpades wege trump on this hand, after declarer or dummy ran out of
a suit, a spade could be played to take the trick. After that, declarer
would pull trump, run the opposition out of trump, and then take a
bunch of diamonds for the rest of the tricks.

Play the same hand again. Only this time, north plays it in 4S. If you
have time, let E play the hand in 4H.

Note that with perfect defertss Kake 10 tricks if spades are trump an
E-W can also take ten tricks if hearts are trump. This is why we call

the master $uite side with spades can outbid the other side without
a higher level. It's an advantage to have spades. If Ngrttohids 4S, E
have to bid 5H to win the auct

spade tricks and one diamond trick before they let declarer in!

Zero Tolerance Policy

The RBA has adopted the ACBL Z&alerance Policy. If someone is being rude at the table, you can call th

11

director and simply say, o0This player is interflering w

to either warn the player or assess a penalty.

Expected Behavior

Anything that makes bridge more enjoyable for others
Greeting others in a friendly manner prior to start of play on each round.

Be a good oOhost

aprwdE

Unacceptable Behavior

Anything makes bridge less enjoyable for others
Publicly criticizing partner or opponents.
Badgering, rudeness, insinuations, profanity, threats, or violence.

Negative commen
Gloating over good results.

Obijecting to a call for the director.
Di sputing or ar

NogokrwdhpE

Making your convention card readily available to your opponents and filling it out completely.
Do EVERYTHING possible to make bridge enjoyable for yourself, partner and opponents.
Give credit when opponents make a good bid or play.

Poor personal hygiene, grooming, or dress.

6 or oOguesto at the table.

ts concerning opponentsd o partne

guing with a directords ruling.

A

Tolerance




Scoring in Duplicate Bridge

J Al scoring in duplicate bridge is done on a hand to hané thesis is no carryover from one
—L@ hand to the next.

Trick Score:

If you bid and make a contract, you get points for each trick you make as follows:

NT - 40 points for the first trick, 30 for each additional trick
Majors - 30 points per trick

Minors - 20 points per trick

Bonuses:

Making a part-score contract - 50 points

Making a game (100 point) contract 300 if not vulnerable, 500 if vulnerable
Making a slam (6level) contract - 500 if not vulnerable, 750 if vulnerable
Making a grand slam (7level) contract 1000 if not vulnerable, 1500 if vulnerable
Note that slam bonuses are in addition to game bonuses.

Undertricks:
If you do not take enough tricks to fulfill your contract, your opponents will be awarded points, as follows:
Non-vulnerable - 50 points per undertrick
Vulnerable - 100 points per undertrick
If the opponents think that you have bid too high, they can double you for penalties. Then the penalties get n
costly.
Non-vulnerable - 100 for the first trick, 300 for down 2, 500 for down 3,
and 300 more for each additional trick
Vulnerable - 200 for the first trick, 500 for down 2, 800 for down 3,

and 300 more for each additional trick
Making Doubled contracts
It happens. If you make a doubled contract, you get double your trick score, plus 50 points for an insult bonu
plus any game or slam bonus youdve earned. You c
if you make 2H doubled, you get a game bonus! If you make overtricks, you receive 100 per overtrick not
vulnerable, and 200 per overtrick if you are vulnerable.

Redoubling:
If you are confident that you can make your contract, or if you want to see if you can get the opponents to tal
another bid, you can redouble. Thatds when the p

trick scores. The redouble insult bonus is 100 points.
EdoOsol otee been playing tournament bridge foprettwabout ten year

L i n d & &edouble it rarely used as a penalty bid nowadays. Redouble is usually used as a wagiteasfoymatiparateyitbyimdror
hand. More information on the redouble can be found in the Bonus Lessons.

10



Scoring examples:

1IN making 2

2N making 2

3N making 4 (NV)
4N making 4 (NV)
2D making 3

2H making 2

2H making 3

3H making 4

4H making 4 (V)
4SX down 3 (NV)
4SX down 4 (NV)
4SX down 2 (V)
4SX down 3 (V)
4HX making 5 (V)

120 (40 plus 30 plus a 50 point-padre bonus)

120 (40 plus 30 plus a 50 point-padre bonus)

430 (40 plus 3 times 30 plus 300 NV game bonus)
430 (40 plus 3 times 30 plus 300 NV game bonus)
110 (3 times 20 plus 50 point fadre bonus)

110 (2 times 30 plus 50 point ysadre bonus)

140 (3 times 30 plus-pOint bonus)

170 (4 times 30 plus-pBint bonus)

620 (4 times 30 plus 500int bonus)

-500 K means doubled; XX would mean)redoubled
-800

-500

-800

990 (4 times 30 times 2 plus-pbiht game bonus plus 200 vulnerable
overtrick plus 50 point insult bonus)

Some observations:

1) The score for 1N making two and 2N making two are the same. There is no bonus for making your contra
the nose.

2) The score for 2H making two is the same as the score for 2D making three. If at all possible, you should s
to play your contracts in majors as opposed to minors.

3) The score for 3N making three is significantly higher than the score for 3D making three. Similarly, there |
big difference in the score for 3H making four and 4H making four. It pays to bid game if you can make it.

4) The score for 4S doubled down 3 N\B@. If your opponents are vulnerable and you allow them to make
4H, your score on the board will-620. Sometimes, it paysaurifice( make a bi d t hat yol
make), especially not vulnerable

5) The score for 4S doubleddown4NBi® 0. Someti mes it doesndt pay t

There are of bridge p
(1) Those nft, and
(2) those

==

11



Lesson 2: How to Open and eWew tSawiRe sBp armsd

The next two chapters will lay the foundation for basic bidding. We need to cover this well
so we will take 3 weeks to complete Lessons 2 and 3.

The bidding in bridge is really what separates it from other card games. The play of the h
in spades is somewhat similar to bridge, and numerous card games have partners and fe
some biddin@ whist, euchre, canasta, and pinochle, among others.

The Goal

The object in any one hand of duplicate bridge is to score the highest score possible on the hand. One of th
features of the scoring at bridge istiegbr-suit contracts score higher than minesuit contracts Another

feature of scoring in duplicate bridge is awarding of bonuses. If a side bids and makes a contract that scores
points (game) or more, they get a sizable bonus on thataaretontracts are 3N, 4H, 4S, 5C, and 5D.

Bidding and making six on a hand is called magiag gigger bonus), and bidding and making seven on a
hand is calledgrand slam(much bigger bonus). Note that it takiee tricks to make game in ftcump,tento

make game in a majelevento make game in a minor, twelve for a small slam, and all thirteen for a grand slan

These scoring features encourage duplicate players to gear their bidding systems to findingits thajside

has eight or more cards between them in a major, they should strive to declare a contract with that major as
because they have eight trumps to only five for the opposition. Declarer will usually take more trcksdin the 8
majorsuit fit contract than in Abump (xxx given the same cards?).

Hand Evaluation:

High-card points (HCP) give a quick (although not always a complete) indication of the playing strength of a
For a more accurate assessment of your hand, you must also consider the shape of the hand (how many or
few cards you hold in each of the suits). This is also refddiettibmtion.

R Ace - 4 points

. King - 3 points

? Queen - 2 points
<V Jack - 1 point

10s are worth more than 2s, but not by enough to value them in the initial hand evaluatiors Afi@%and
1AT92AT9 c AT9 is significantly stronger th@A4321 A322A32¢c A32.When describing a hand in

written form, spades are always listed first, followed by hearts, then diamonds, then clussu could

describe a hand as Axxx Axx Axx Axx, with the x representing a non face card without mentioning the suits.

Note: You could say your handoueh agtierd, adhird, adhird. It also could be described as a 4riphe 3darhénd with one-dat suit
and three thrard suits.

12



Bidding

Bidding is simply a language with a limited number of words (15 words if you count no trumg
as two words) to convey information to your partner about what suit you have the most of ar
how good your hand is. Bidding is conducted in an auction. Like any other auction, only one
person can open. The opponentsmarcall and o p e n egaspgbred Alsa likd amye r

other auction, the bidding can only go higher. After someone has opened, three consecutive
passes ends the auction. I f no one choose

Do | have enough to open?

There are three ways to determine if your hand haskiing potential and whether you should open it in first or

second seat:

1. HCP: If you havel3 high card points open the bidding always. If you HE¥&igh card pointsopen the
bidding most of the time.

2. The Rule of 20 or 22Take your higbard points and then add the number of cards in your two longest suits
If the total is 20 or more, you could open the bidding. Many prefer the Rule of 22: Rule of 20 plus 2 quick
tricks.Note: You could have only 10 points-gétid 2dite Your HCP should also be in the LONG suits, not the short suits.

3. Quick Tricks: Does your hand have 2.5 immediate tricks? This means 2 aces and a King or an A and AQ
your hand could take3tricks immediately, you should open the bidding.

1 Quick Trick: Ace

2 Quick Tricks: Ace/King in the same suit
1% Quick Tricks: Ace/Queen in the same suit
1 Quick Trick: King/Queen in the same suit
% Quick Trick: King

What should | open?

Unless you have a MASSIVE hand (over20i nt s, whi ch wedl |l | earn about
(10 or |l ess points with a very |l ong suit, which
1. If you have a fiveard major, open one of your major, (wifh pen 1S).

2. If you have ®#alancedhand with 18.7 high card points (HCP), open 1NT.
Note: A balanced hand hagdspnosingletons and not more thaoaem@efon Possible distribution3&82,5
4-4-32, and 8-3-3. If your-Bard suit is a major, use judgment.

3. Open your longest minor (witk83pen 1C,+4, 55, or 66, open 1D).

Opening Examples

1. s AX 1QXXX2JIXXC AXXX Pas® only 11 HCP, and 19 on the Rule of 20.

2. SAXXXX1AX 2KXXX C XX 1Sd only 11 HCP, but 20 on the Rule of 20.

3. sxxxxx1Ax 2xx c AKQXx 1S0d open with a fiveard major, no matter how anemic it is.

4. s AKX 1Qxxx2AQxX C XX INTGdondot worry a ldaubdaon-ynoahrf wort hl e
you dondt open 1INT, you wil/| neve
have 1817 points and a balanced hand.

5. sxxxx1Axx 2AKQ ¢ xxx 1Cdopen 1C with-3 in the minors in first or second seat, no

matter what they look like.
6. SAKQXx 1Qxx2AKxx c JX 1D o No-trump bids are very specific. This hand has 19 HCP. If

you open it 1N, partner will read you for no more than 17.
Looking ahead, 2N sho&% RCP, so you must open 1D.

7. SAQxX1x2Axxxc AKxx 1D 6 17 HCP, but you are not balanced. Withnithe
minors, open 1D.
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Partner Opened. Should | Respond?
If you have 6+ points and partner opened one of & &,

o ¢

Responding to One of a Minor

If he opened in a minor, he (probably) does not haveaafd/enajor, but he may have a-ftand major.

T Since bidding is geared toward findingigint-card majorsuit fit, bid yourd-card majors up the linelf
partner opens 1C and you hay&KQJ 154322432c 32, respondH. Your partner must bid again, and
your hand is unlimited. If partner opens 1D, you will respond 1H with the skapEXXXX2XX C XXX

whether you have 6 HCP or 19 HCP.

Note: If you have 5 spades and 4 hearts, bid spades first. If you have 5 spades and 5 heartgjdoisl gpademnfiogd. e drtshosityaur
next bid, and in the second situation, you can bid hearts on your next 2 bids. When you bid spakiesvis!ipovedawe respesdieartne
because you didndt bid up the I|ine.

Important: Even though we emphasize the importance of bidding a major over a minor, it should beri@igisosttinat s thiel of 1D
correct call, especially when you have a good hand with satidmaials Sodreeder assume your partner adeschatdgar if he

bids 1D over your 1C opening.

T I'f you have f i naisehimto?2 with 610 poiats ahdto IrwitmLfRmpgints. Raising your
partner &s mi noc¢rcardineajon. es having a four

T If you have 5 of the other minor, bid it.
Note: You should have 10+ HCP to respond at the two level, so if partner opens 1D, you should have 10+ HCP and a five
card suit to bid 2C.

T I'f you havendét found your b itdmpyWith 610 BGP uresgondelNTh i d
Respond 2NT with 312, and 3NT with 235. Sometimes you must respond &Man if you are
unbalanced If partner opens 1D and you have fwward major, a-€ard club suit, and oniy9&HCP, you
have no choice other than to bid 1NT.

Responding to One of a Major

With support for partnerds major, tell him.

T With 610 points, raise him to 2 of his major.

1 With 1612 points, raise him to 3 of his major.

1 With 13+, bid another suit at the two level, then raise him to game in his major on your next bid.

T I'f partner opens 1H and you donod6ét have 3+ hear:t
T You should have 10+ HCP to bid a new suit at th¢ tevor e | . I f you dondt have

partner, bid 1N.
With a balanced 12 HCP and no suit to bid, respond 2N.
With a balanced 415 HCP and no suit to bid (or that you want to bid), bid 3N.

= =
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DISTRIBUTION

OHCP6 i s ment i on e dpointsd $ o mi tydu ere @again sghat gourod
side has at least-aight card fitandlF you have at least 3 cards in the suit, you can
upgrade your hand if you have shortness in a sid&umm) suit.

Responder (Wi th fit in partnerds sui
Add 1 point for adoubleton (2 cards in a sulit)

Add 3 points for asingleton (1 card in a suit)

Add 5 points for avoid. (no cards in a suit)

Opener (After partner has shown you a fit)

Add 1 point for adoubleton

Add 2 points for asingleton

Add 3 points for avoid

These guidelines will help you determine the value of a hand and help you to decide if you shosldhmdidame.
be used with caution. If your void is in a suit in which your partner has HCP, you may find the void to be of lit

Raising

Did anyone notice that you ar e a-tiOpoirdseand toyasse himto r a
3H with 1012 points? A }point hand when you are responder is what | wedleanerd you want to bid 2% H,
but that i1isndt allowed. You need to either wupgra

1. Aces and kings are worth more than queens and jacks. Really? In the grand scheme of things, aces and
are worth a little more than 4 and 3 points, respectively, and queens and jacks are worth a little less then
1. Why? Aces and kings can prevent your side from losogdkvtrsicks in a suit.

2. Tens and nines are worth more than twos and threes. Having more than your fair share of 10s and 9s is
something to evaluate when you have a tweener.

3. Having your face cards in long suits is a good thing. TheAdnd. xx 2Kxxxx ¢ xx is better than the
hands xxxx1 AJ2xxxxxc KX.

Responding to Partnerds Opening Exampl es

Partner opens 1C

1. sSAKQX 1XXXX2XXC XXX 1H 9 if partner then bids 1S, you have an et fit. This
will allow you to find out whether you have an-eggtut
major suit fit.

2. SAXXX 1 XX 2JIXXXC QXX 1S4 Bid your major when you have such a weak hand rather
than your 4ard diamond suit.
3. SAX1QXX2xXXXC KxxXx 1N 0 you show your points and distribution on the same bid.

You dondt have a strong preferenc
better than clubs.

4. s AIXXL XX 2AQXXXC XX 1D o with 11+ points, you can afford to show your longest suit,
because you can bid spades later if partner bids 1H.
5. sKXxX 1 QTXX2XXXC XX 1H d You are a point short for your response. Still, leaving

partner in 1C might not be a good idea. No one could argue
with a pass, though.
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Partner opens 1D

1.
2.

S AX 1 QXX 2XX C QXXXXX
S AKXX 1 AKXX 2XX C XXX

Partner opens 1H

1.

2.

S AXXXX 1 KXX 2JIXXC XX
S AXXX 1 KX 2XXXXC XXX
S QxX 1 AX 2Qxxxc Axx
S QX 1 Axx 2Axx ¢ KIxxx

S QXX 2QXXXXC AXXXX

S AX 1 QXXXX 2 IXXXXC X

Partner opens 1S

1.

wn

o

S AXXX 1 xx 2 Axxx c Qxx

S AXXX 1 XX 2 AXXX C XXX
S AX 1 AXXX 2 QXXX C XXX

S AXXX 1 X 2 AXXX C XXXX

S Kx 1 Qxxx 2 AQxx ¢ Qxx

INT & you need 10+ points to bid 2C over 1D.

IHOThereds no need to jump the bid
Partner candt pass, and you can s
next bid.

2H 0 6-10 points and at least&rd support. Your spades will be a

nice surprise.

1Soyou donét have 3 hearts, so you
Mention your £ard spade suit.

2N d no 3card support for partner, and no suit to mention. Let

him know you have 1112 HCP and a balanced hand.

2C 0 with 14 HCP, tell partner about your suit. You will plan to

bid 4H on your next bid.

INOYou arend6t going tlevelwiih8 a new s
HCP. This bid does not show a bal
that has no other bid.

4H! 8 Note the difference between this hand and hand #4. Are

you going to make 4H? Who knows?
the opponents will be able to make something.

3Sa show partner that you have a hand with more than a

minimum raise. This is callelthdt raisedi t 6 s an i nvitat.i
for him to bid 4S if he has more than a minimum.

2S0d this is a 4.0 point raise with at least@&d support.

INOy ou d o n 0 tcardhsaivt@ementionfon thestwo

evel. With 10 HCP, you are at the top of your bid. Still, you

are a point short of a 2N respons
partner with only tweard support.

3Sa You only have 8 HCP, but should upgrade your hand to

11 points because of your singleton heart (worth 3 points as

responder).

3N 8 1315 HCP, and you only haved&d support for partner.

Dondét worry about how high your side should bid
biddingd 1) Whatstrain (suit or netrump), and 2how high. Following the above guidelines will always allow
you to find your €ard major suit fit.
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Lesson 3: Rebids by Opening Bidder

Last weekOds | es sightcaa thajar suiefds hToovd & yod & 1 widl | C
how high the bidding should go.

In general, it takes about 25 points for one side to be able to make game. Of course, sometin
you can make game with | ess than 25, and
more than 25. Note that | didndt say HCP.
tricks with only 5 HCP! Of course, HCP should be your guide if you are investigating a 3N
contract. Algantecontvatt®e nl d m sraeg/f &8N,rdH, orglS Ittakese i t h e
about 29 points to mak&€ or 5Dii game in a minor. To seriously think about a 5C or 5D contract, at least one
hand should contain a singleton or a.\Rigttling game gives you either a 300-¢abrerable) or 500
(vul nerable) bonus. To duplicate players, itds a
Not e: ltds not i mportant f or 33pointsso mhke sagamnd,abofiriot i t
make grand slam

There are three types of opening h&mdmimum, invitational, andgame-forcing. The point ranges are based
on the fact that if partner responds to your opening bid, he promises 6 points. Of course, 6 is a minimum. If y
describe your hand accurately to your partner, he will be able to do something intelligent.

Minimum rebids (or calls) are: N
1. Opener rebidding his suit cheaply 1D-P-1H-P-2D )
2. Opener raising respondelbfsHP2Hi t cheapl
3. Opener rebidding rRisump cheaply 1D-P-1H-P-1N (denies 4 spades)y ;
4. Opener bidding a new suit that is lower
than the one opened. * 1D-P-1SP-2C
5. Opener bidding a new suit at the one level * 1D-P-1H-P-1S
6. Opener passing a minimum raise 1SP-2SP-P

Note: Hands3lare true mininfurygu will never havecadl nt and only raise partn.
make an invitational bid of 3H.
*On hands 4 and 5, your point range is not as clear. You could be invitational -Mbur point range is 12

Considering whether you have a minimum, invitational, or game forcing hand is an important concept! You
cannot bid hands that are larger than minimum (12 to a bad 16) as if they are minimum, because partner car
very well may pass any minimum response you make. If, and only if, you have {canddfigroener can add
distribution points as follows3 points for a void 2 points for a singleton andl point for a doubleton If

you haves AKx 1 KQxx 2Qxxxxc X, you have 14 HCP. If you open 1D and partner responds 1H, you have an
-card fit, and you can upgrade to an invitational hand (bid 3H). If partner responds 1S, you have net found ar
card fit, so you need to bid as though you have a minimum response.

Al so, remember that partnerdés first suit bids pl
response may have 6 HCP or might have 19 or more HCP. Even if you opened a rule of 20 dog, if partner
responds in a new suit, you need to find a second bid. (You could also say that a new suit response at the ot
is FORCING for one round.) He could have 19 points and be thinking about slam.

17



Invitational rebids are:

1. Opener jumping in opened suit 1D-P-1H-P-3D

2. Opener jumping in partnl®PdHP3duit .

3. Opener jumping in notrump (showsIBBHCP) 1D-P-1H-P-2N -

4. Opener bidding a suit at thée®el that is higher >
than the suit opened (called a reverse) 1H-P-1N-P-2S >

5. Opener bidding again after a minimum suit raise  1H-P-2H-P-2S s

NVVvwVvyvyvy

or 2N, 3C, 3D, 3H, etc.

These bids show hands that should play in game opposHeminmumm response. They contain 16 to 18 or so
points (counting distribution with a fit and HCP
have 6+ points. If you have 8 or 9, | want to be in game. If you have a bare minimum, pass or return me to m
suit, whichever is appropriate.o

Note: Most of these bids are straightforward and common sense, but the fourth is unusual (and a little advan
Bidding a suit higher than the one you opened at the two level isreaeskaVe are taught to open in our
longest suits, and with two fivard suits, we always open the higher one. With five clubs and four diamonds, w
open 1C. Partner could respond 1S with as few as 6 HCP. If we then bitb&i2 hira to the three level if he
prefers clubs over diamonds. We need to have a good hand to do this, or we could be playing at the three le
a seveitard fit with about half the deck. A reverse promises an unbalanc@thkdodg suits could bed56

4, 4, 65, or 76 d and a hand strong enough to play in game opposite art@umt.9Vith a minimum hand

with five clubs and four diamonds, many players choose to open 1D in order to have a 2C rebid.

\ , Game forcing bids are:
9/ “ 1. Opener jumping to game 1D-P-1H-P-4H
2. Opener making a jurrghift 1SP-1N-P-3H

These bids show 19+ points a willingness to play game opposite a six point response. Have you ever said to
your sel f, ol only have five points, but 1 &d6dm goin
1D-1H4H i s the worst thing that can happen, or if

18



Opener 0s

Rebi

d Exampl es

The bidding has gone 1D by you, 1H by partner

1.
2.

3.

The bidding has gone 1H by you,
1.

2.

S AXXX L AKQ 2XXXXC XX
S AXX 1 AKQ 2 JXXXXC XX
S AXxXX L AKXX 2QXXXC X

S AXxXX 1 AKXxx 2 AJxxc X

S AKXX 1 AKxx 2 AJxXXC X

S AK 1 AQX 2Kxxx ¢ QxXxx

S AxXxx 1 AQXxXx 2KX € Xx

S AX 1 AIXXXX2 AXX C XX

S AxX 1 KIxxx2Qxx ¢ QX

S AxX 1 AQxxx 2Kxx ¢ Qx

S AX 1 AQxxx 2Kxxx ¢ QX

SJTX1AKTxx 2A ¢ AQxx

S AK 1 AQxxx 2AKXXX C X

S AKQX 1 AQxxx2QxXC X

1S0 partner is only promising a fezard heart suit and may

also have four spades.

1N & This bid denies having a faard major. If you had one,
you would either be raising partn
2H 0 You have found an eigtard fit in a major. Tell partner
immediately, instead of mentioning your spades.

3H d You still have an eigbard fit, but now you have an
invitational hand (counting distribution). If partner has eight or
S0 points, 4H should be a good contract.

4H 0 partner should have at least 6 HCP for his response. His 6
plus your 21 (counting your singleton) should be enough for
game.

2N 6 With your 18 HCP, you were too big to open 1N. Your
jump to 2N shows a hand with-18 HCP, and deniescdrd
support for partner®s major.

1S by partner

250 You have found an eigbard fit in a major. Tell partner

immediately, while showing him a minimum hand.

2H 8 You told partner that you have at least five hearts with

your opening bid. Rebidding them promises six, and your

minimum rebid shows a minimum hand.

1N @ You have a minimum hand, no faard spade support, no

second suit, and only five hearts. Sounds like a balanced hand

with 1214 HCP.

1N 0 You have 15 HCP; partner will play you for no more

than 14 HCP. Some players will open 1N with this hand.

2DOYou have a second suit. Thi s d
minimum, but you could have up to 18. Partner could pass with

a count of 6 or a bad 7 but should squeeze out another bid with

an 8count.

200Wow,anl1l& ount . Can you force to ga
Partner should try to keep the bidding alive, so if he passes 2C,

you probably woul dndt want to be
standard bidding. If your longest suit is higher than your second

suit, there is no invitational bid you can make. Bid it like a

mi ni mum, and then take anther <cal
really dondt want -domt. f orce to gam
(Remember, partner could havecaunt.)

3D & Partner should read you for a hand that wants to be in

game opposite addunt. hand. You promise at least 9

red cards on this bidding.

4S0 Your 17 HCP and singleton (making 20 points) should

make game a good bet. Note: This is a better hand than

s AKQx 1 AQxxx2xxxc Q, which would be a 3S bid.
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The bidding has gone 1H by you, 2H by partner.

1. SAQXX1AJIXXX2JIXC XX P @ partner has no more than 10 points. Could you make game?

Maybed give partner both major suit kings and a minor suit

ace, and youd6d have a shot. Howev
2. SAQxX1AKxxx 2Kx ¢ xx 2S0 This is worth an invitation to game. If partner is near

the top of his 4.0 points, you should have a reasonable shot at
game. Note that 2N, 3C, 3D, and 3H would also be
invitational. 2S shows that you have spade values. Partner
would accept a 2S invitation by bidding 4H and reject a 3C
invitation by bidding 3H withKJxx 1 XXXx2AX C XXX.
3. s AKX 1 AKXXXX 2AX C XX 4HOYou dondt care what partnerds s

Rebids by Responder

There are also three types of responding hamdsnum, invitational, andgame forcing Sound familiar? By
the time partner has made his second bid, you sh
compare what minimum, invitational, and ganoeng hands look like for both opener and responder:

Strength Opener Responder
Minimum 1216 6-10
Invitational 1618 1012
Gameforcing 19+ 13+

This will make sense if you remember that you need about 25 points to be in game. Note that if either persor
gameforcing hand, the pair should have enough for game, even if partner barely had enough to make his bid
Al so, note that i f both pairs have minimum hands
partner has an invitational hand and the other has a minimum that hand evaluation comes into play.

Here are some guidelinestf you are responder and partner has shown a minimum hand with his second bid,
you should make a minimum bid with a minimum hand, make an invitational bid with an invitational hand, an
make a forcing bid withagame r ci ng hand. |l tds really not much
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Minimum calls by responder are:

Rebidding your suit cheaply 1D-P-1H-P-2D-P-2H
Rai sing openerd6s second suit 10-R-eHPAERR2S
Rebidding n@rump cheaply 1D-P-1H-P-1SP-1N

Showing a preference for par tlHe-1S®P8D-F2Hr st sui t ¢«
Passing partnerds mini mum r e blD-&-1H-P-2H-P
Bidding a suit lower that your first after partner rebids INT 1D-P-1H-P-1N-P-2C

oukwhE

On hand 1, you should have 6 hearts to rebid your suit, SUchIaBQXXXX2XX C QXX.

On hand 2, you promisefecrar d support for partner, because he
have opened them), sucls &sxx 1 Qxxx2QX € XXX.

On hand 3, you deny six cards in your suitorcfaur d support for partneros m
On hand 4, you only show t svdxod@x2rxs xxxxnlf yqudnad threeand 6 s
support, you would have raised him on your first bid with a minimunThisnd.an important nuance.

On hand 5, you have a minimum hanti)(6and your partner has shown a minimum opening.

On hand 6, you promise at least nine cards between your two suits, and your seconddring.

Invitational hands are either making a bid one below game, or taking another bid after opener has made a
minimum rebid (in either his suit, your suit, or NT).

Invitational rebids are:

1. Jumping in your suit 1D-P-1H-P-1N-P-3H
22 Jumping in partnerds suit 1D-P-1H-P-1SP-3S
3. Jumping in notrump 1D-P-1H-P-1SP-2N
4. Taking any action over a minimum suit raise 1D-P-1H-P-2H-P-2S

or 2N, 3C, 3D, and 3H

On hands 1 and 4 partner has already indicated a minimum. He may haveiennonhand on 2 or 3, but you
still jump to show your invitational hands. On hand 1, you promise a gmod Bieart suit.

Game Forcing Bids

If you have game forcing handas responder, you have two choices. The first is o®ymoging to game.
Jumping to game shows a hand you know belongs 1in
I f you think that slam could be in the picture,
bidding a new suit (unless partnerds rebid was 1

QO
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Responder Bidding Unbid SUITS

If you OPEN a SUIT and partner keeps bidding unbid SUITS, you should not pass. Please note that NT is N
suit, so if either of you bids NT, new suits are NOT forcing (unless you are not playing standard). It is very ez
for beginning bridge players to pass partner's forcing bid, and beginning bridge students may do it often.

Theideaob f o r c i ns@n impordast @art of the game and one that you will get a better feel for as you
become more experienced. One tip, however, is that if you or your partner have either bid NT or passed at a
point in the bidding sequence, then most new suit bids will not be forcing. Of course, like most things in bridgc

there are a few exceptions.

Repsonderds Rebid Exampl es

The bidding has gone 1D1H-1N (opponents passing)

1. sxxxx1Qxxx2Kxxx c K

2. SAXXX1OQXXX2XXC AXX
3. SAX 1KXXXX2X C QXXXX
4. s AX LKXXXX 2XXXC QXX
5. SAKXxX 1 AQxxX 2X ¢ QXXX
6. SAX1IAKXXXX2XC QXXX

7. SAXL1TAQXXXX2X C XXXX

2D 0 You have no eiglgard major suit fit, and 2D should play

better than 1N. Partner promises at least four diamonds. The

only time heodoll hav&32 hree di amon
distribution, and he would have raised your hearts if he had

that.

PoPartner has 14 HCP at most, and
card major suit fit.

2C 0 One of your suits should play better than 1N. This still

shows a minimum hand.

Pol t 6s wuswual |l y no-tardrsuitgshveyotro r ebi d
rebids for when you have six.

3N 8 You hoped that partner would have support for one of

your major s. He didndt, so raise
4H ¢ Partner should have at least two hearts for his 1N rebid,

and since he has a mini mum, sl am
3H d If partner opened a 12 HCP point hand, you probably

wondt want to be in 4H.

The bidding has gone 1D1H-2H (opponents passing)

1. sSXX1IKXXX2XXC KXxXxx
2. SAQXxX1KXxxXx20Qx Cc XXX

3. SAX 1AKXxxX 2xxc AQXxX

P & No-brainefi you barely had enough for your 1H response.

2S0 This shows an invitational hand. With a minimum, you

would have passed partnerds 2H re
3C0d Your hand is too big for a jump to 4H. No one says that

wondét be where you end dip. Re me m
theory. Turn the club ace into the club 9, and your bid would be 4H.
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The bidding has gone 1D1H-3H (opponents passing)

1. SXX1IKIXX2XXC KXXXX

2. SXX1KJIXx2Ax c AQXXX

4H 8 You only have 7 HCP, but you have a shapely hand with a
5-card suit, not 4. Partner has invited you to bid game if you
have more than a bare7(@oint) minimum.

4C9d Any bid other than pass, 3N, or 4H by you here shows
interest in slam. Partner has showh8Lpoints. That plus your
shapely 14 could be enough.

You wondot get these all correct in the beginning
remember theninimum, invitational, and gameforcingbidsand when to apply t hem,
of the bridge players out there. Really.
Suggested Reading
Bergen, Marty
Points Schmoints!: Bergen's Winning Bridgle Secret
Bird, David
25 Bridge Myths Exposed rb =\
Bird, David and Tim Bourke e @
Test Your Bridge Technique Ser
Bird, David and Marc Smith
Bridge Technique Series
Downey, Ned and EIll en Pomer
Standard Bidding with SAYC
Grant, Audrey
Bridge Basics 1: An Introduction (The Offlficial Be
Huggett, Dave and Stephen Cashmore
The Monster Book of Basic Declarer Pl ay
Kantar , Edwin B.
Bridge For Dummi es
Eddi e Kantar Teaches Advanced Bridge Defelnse
Eddi e Kantar Teaches Modern Bridge Def ensle
I ntroduction to Declarer's Pl ay
I ntroduction to Defender's Pl ay
Mol I o, Victor and Nico Gardener
Card Play Technique
Root, William S.
How to Play a Bridge Hand: 12 Easy Chaptelrs to Wi
Sands, Nor ma
The New Standard American Bridge Updated
Seagr am, Barbara and David Bird
25 Ways to Be a Better Defender
Seagr am, Barbara and Marc Smith
25 Bridge Conventions You Should Know
25 Ways to Take More Tricks as Decl arer
Thurston, Paul
Bridge: 25 Steps to Learning 2/1
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Lesson 4: Overcall s

@ - Thereis a huge advantage to being able to open the bidding. In tennis the player who serves tenc
’;\\ win the point. In bridge the side that opens the bidding tends to win the auction most of the time.
_é,‘l“iHowever, omost of the timed is not alll of t

There are a few reasons that a player may veaetr¢all The first is obvious: the player has an opening hand,
but the opponent opened first. Dondét you hate it
important. Thevercallerwants to let partner know whatead if partner has the opening lead. In fact, there is
athird reasontovercallal t hough sai d somewhat oOtongue and che
to obstruct your opponents and make it a little more difficult for them to just run away with the bidding

unopposed. You dondét want to abuse this, but if
consider.

The requirements of an overcall are actually pretty simple. The overcaller should have some HCP. How man
theone leve] at leas8 HCP not vulnerable and at leadt0 HCP vulnerable At thetwo level at leastO,

regardless of vulnerability Either wayl6 HCP should be the maximunior your suit overcalls (Note: With

more than 16 HCP, start witldauble . The next lesson will cover this topic.)

The overcaller should also hageed suit It should contain at least five cards, and if you have less than 13
HCP the suit should contain at least one of the top two or at least two of the hopdosirif you overcall a
suit that | ooks | i ke this: JTxxx, dondt be surpr

A INT overcall is a special exception. When you overcall INT you have almost exactly the same hand as if
had opened 1NT (167 HCP). The only difference is that you must have at leastmper (Axx, Kxx, QJxx) in
the openero6s suit.

Vulnerability

Why isvulnerabilityi mpor t ant ? Well, i f you | ookVUad o/roumro th,c
red or white. In scoring there apenaltiesfor going down or not making yourcontract. Theulnerable

penalties for not making your contract are twice asumaishbled and even harsher if you doeibled (100

per trick undoubled red, compared to 50 per trick white). That is why you need to exercise more caution in yc
bidding. Doubled penalties more than double the score if you are down more than one. See the sgoring char

Overcalling is very similar to opening the biddi
partner who needs to exercise some judgment. If your partner ovenaitspéat him to have an opening

hand. You should usually pass withditumless you have 10 or so points of your own. If you have a fit, you can
give partner misewith a minimum type hand.

Note: Th i's advanced, b u t 7, yotewe didtvheer yo pi propnoer nt tadnst . ¢

I S
you bid the openerds suit, which yoCveBasnBonus e al |
Lessons.)
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How to Respon@® tOeekPamatit her

Here i s an example of how to respond to your par
your partner overcalls 1 spade. His 1 spade bid shows at-tsadtspade suit and.8 HCP.

OPP PARD OPP YOU
1% 1 ® P AINT = 8-11 hcp, club stopper, not forcing
2 % = forcing, asking about the point count of the
overcall (shows support for spades with 10+ points)
2 *  =not forcing*
2 ¥ =not forcing*

2% = simple raise (shows 3+ spades with oints)
2NT = 12-14 HCP, clubs stopped, invitational

3 ¢ - good suit, good hand, highly invitational
3 ¥ = good suit, good hand, highly invitational

3® = preemptive (shows 4 spades withgbints,
including distributional points)
3NT=to play; 14+ hcp with clubs stopped

*You and your partner need to discuss whether a new suit bid over the overcall is forcing or not forcing. Stan
bidding says that it is not forcing, but many people play that if you agassshhand, you can bid a new suit
over your par t roaunddoscingobid.eNote thalk il youavseuldgrefer toglay thiferemg, you

can jump in your suit to show a good hand, as indicated on the chart.

How to or whether to respond to your partneros o
overwhelmed. With practice and partnership trust, you will get this.

The bids on this chart introduce some concepts w
with 1S, both your 2S and 3S bids show weak handsipptitt. Believe it or not, 3S shows a weaker and/or
shapelier hand than 2S, whileciinebid of 2C shows a good hand with support.

The 3S bid is callgdeempting d jumping the bidding with a weak hand. There will be more information on
preempting in a future lesson, but the idea is to crowd the bidding when you have a long suit to make it more
difficult for the opponents to bid. Jumping to 3S would show a hand s#ctxad x 2xxxx ¢ QXXX.

With another spade, you would think about bidding 4S, espetialilnerable You probably
and you will probably will beubled. Still, if partner has five spades and a weakish hand, the opponents are
probably taking a bunch of tricks satrificebidey get ¢t o

Note: Experienced duplicate players know scoring very well, so they can know when to sacrifice and when n
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Final Word on Overcalling

One great thing about making overcalls is that it makes it difficult for opener's partner to describe his hand.
Negative doublesare a tool most players use. The easiest use of a negative double involves showing your pe
your heart suit after the opponents have the nerve to overcall spades.

Example:
Your hand: sK3 1AJxx 210xXX C XXX
You have 8 HCP and your partner opens 1C. You ar
Partner Opponent You
1C 1S ?2??
You are now stuck. You candot bid 2H. That is tel

HCP. So what are you to do?

The solution is theegative double You simply sayouble, which does NOT say the opponents cannot make
1S. It simply says: o0l have at | east 4 hearts, a
We'll discuss this bid in greater detail in Lesson 11.

The sum of all technical knewl edge
master
contract player.

El'y Cul blertson
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Lesso-makeout Doubl es

You have three options when the opponents open the bidding. You caasstbeercall or

double. We've already learned about overcalls (a good 5+ card suit with at leash8rel@P
vulnerable or at the 2 level), and, of course, you know how to pass. The third option is to doul
By the way, there are several other types of doubles you can use in different situations. We wi
discuss some other doubles in later chapters.

~

Let 6s |takeolt doalile Herk'sshow it works. If RHO opens 1S, you are far more likely to hold a hand
with as x 1 XxxXx2xxxxc xxxx-type shape than one with axxxx1xx 2xxx c xxx-type shape. In old (really

old) bidding theory, & woul d have been a penalty doubl e, mea
doubling to increase your penalty. o6 Since hands
make a call became a better use for the double.

In modern bidding théoublerin the sequendsX is sayinggl have about an openi n
many spades, but | can Atepthpokrddubleof 1S wauld lodk kel Adxr b i d
2Kxxx ¢ AJxx. With thishape you could double with as few as 11 or so points because ycudrdvaipport

for any suit partner bids. If the shape is not quite as good as the textbook example above ®xikamze
2XxXXXc XxX, then the 1S doubler should have at least 13 HCP. A takeout double strongly suggests having at
four of theunbid major(s), but sometimes you will be dealt a hand keAIx2 Adxxc Qxxxx. You would

double 1S because of your weak five card suit and your tolerance for the other two suits. You could also be
Axxx KIx Axxxc Jx and double a 1C opener. Remember, if you don't have perfect shape, you need to have a
opening bid.

If you don't have a shape for an overcall, and you don't have a shape for a takeout double, and you can't ove
1INT, you shoulghass If youdouble, you need to be able to tolerate any suit partner bids. If RHO opens 1S anc
you haves Axx 1 Axxx 2KQXxx ¢ xx, you should pass.

Edds Law: I f you double with a hand that has a s

Responding to Takeout Doubles

Responding to partner's takeout double is relatively simple. First, partner is NOT inviting you to pass. He do

have many of the opponent's bid suit. If partner doubles 1C, you expect him to have a hand thatAarks like

1 Axxx 2 Axxxc X, or thereabouts.

Your options:

T If you haved cardsin an unbid suit (prefemaajor over a minor) an@8 points,bid it.

T If you haved cardsin an unbid suit (prefemajor over minor) an@-11 pointsjump in your suit. For
example, if the bidding goesX<P to you and you haséAx 1 KQxx 2xxxc Qxxx, let partner know you
have 911 points by bidding 2H.

1 If you haved cardsin an unbid major (preferably both) and 12+ points, bid the suit opponent opened

(cuebid).

If you haveb+ cardsin an unbid major and 12+ points, bid game in that suit.

With 0-6 pointsand no 4card major, but your best&8rd major.

With 7-9 points, no fourcard major angtoppersi n opponebNT86s sui t, bid

With 1012 HCPR, no fourcard major anstoppers bid2N.

With 1315 HCPR, no fourcard major anstoppers bid3N.

Note: Since 1NT promises 7 HCP, you will occasionally find yoursekchiddmagjgouydesbBnot pass a

takeout double with a weak hand. You must have a good hand with 5 or more trumps in order to pass.

=A =4 =4 -4 =4

If you have 17+ HCP, you may want to make sure that everybody has-twtgacheards, or that you aren't
playing pinochle. You are forced to bid even if you have zero paiantder will usually not take another
free call unless he has 17+ points.
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LHO opens 1D and partner doubles. RHO passes.

1. S XXXXI XX 2XXXXC XXX

2. SAXXX1KX 2KJIxXc XxXx

3. SAXX1Kx 2KJIXxc Ixxx

4. S XXX XXX2XXXXXC XX

5. s AKxxx 1 Qx 2xxxxc Ax

1S- Partner is NOT inviting you to pass!! He doesn't have many
diamonds in his hand, so unless he hamae(technical term

for a massive hand), 1D will make, probably with overtricks.

2S- Partner has invited you to bid a foard major. You have

one, and 10+ HCP. Show him that you have a good hand.
Notice that this hand has the same shape as the above example.
This is why the takeout doubler needs 17+ points to take a
second bid.

2N - Partner should have about an opening hand and you have
two stoppers in opener's suit. If you are white on red, converting
the takeout double to a penalty double by passing might pay off.
1H - You aren't going to passee the comments for hand #1!

Bid 1H, and hope that partner doesn't jump to 4H.

4S- If partner has enough for a takeout double, you should have
enough to make 4S.

RHO opens 1D. You double, and partner bids 1S

1. s AXxx1Qxxx2x c AQxx

2. SAXxXX1AKxx 2x c AQxx

3. SAX 1 AKQxxx 2xx c AKX

4. s AKQx 1AQxx2x c AQxx

P - You promised about an opening hand with support for the
unbid suits. That's what you have. Partner would have bid
something other than 1S if he had had 9+ points. You'd rather
play 1S than 2S if you could. If the opponents come back into the
bidding, you can then raise to 2S.

2S- This is a big hand. Partner will play you for 17+ points and
at least four spades. He isn't forced to bid again, but probably
will if he has 7 points or so.

2D - Wow, that's a big hand. Partner should play you for about a
20-count. He cannot pass, as your bid doesn't promise diamonds.
(1t 6s o cuebideabaint) Yoa glam to bid hearts at your
next turn.

4S- Yes, partner could have a zesant and he could go down.

Still, arounded king (heart or club king)would be enough for

him to make game.

Takeout doublesandovercallstend to be difficult concepts for beginning bridge players. It takes discipline to
pass with a X8ount where your hand doesn't fit the requirements for an overcall or a takeout double. Believe
not, partner will usually be able to figure out about how many points you have. How? He knows that if the
opponents stop in a part score, they have less than 25 HCP. If they stogened tentract, they usually will

have between 19 and 22. If he's looking-abark and the opponents stop in 2D, he'll be able to figure out that
you either 1) have about an opening hand or 2) the opponents should be bidding more. You should always
assume that if the opponents could bid more, they would. Why? They like to score game bonuses as much &

do!
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Lesson 6: Res{omnadipn @ pdeSot i alygma n

Opening 1NT is a great bid because it tells partner yourdia/elCPand aalancedhand. Your partner has
a couple of tools to find out more about the strength and/or major suit holdings of your hand in order to find tl
best contract.

If your partner opens INT and ydao not have 4 or more cards in a major suigou have very easy choices.

Partner opensNT

T With 0-7 points Pass

T With 89 points Bid 2NT
This bid asks your partner if he is on 15 or 17. If he is on 15, he passes, ar
if he is on 17, he bids 3NT. What about 16, you say? Well, he looks for
other good stuff, suchas-amrd suit or some well
decision. In other words, he uses judgment.

T With 1014 points Bid 3NT

1 With1517 Bid 4NT

Now what if you do have 4 or more cards in a major suit? It is usually worth exploring whether or not your sic
has an ®ard major suit fit. The good news is that there are 2 conventions that can help you find out about yo
partner &8s ma$taymanos dadoly Tharsferd i n g

Stayman

The basic premise of Stayman is sim@®€ id over INT usually shows at I&BICP (with one exception
which is described beloanyd at least orfeur-card major. The 1NT opener has only three choices:

T 2D -1don't have a foucard major.

1 2H -1 have four (or five) hearts, and | may have four spades.

1 2S-1 have four (or five) spades, and | don't have four hearts.

Responses to 2D

Bidding has gone 1INTFP-2C-P-2D

T 2H or 2Sshows a minimum hand (less than 7 HCP) with five of the bid major and four of the other.
Note that you do NOT have to have 8 HCP to bid Stayman if you have 5 of one major and 4 of the other.
5-card major if partner bids 2D.

T 2NT shows an invitational hand with at ledstf-card major (8 or 9 HCP).

T 3 of a majorshows five cards in the bid major and four in the other and 10+ HCP.

1 3NT shows a hand with at least orearti major and 10+HCP.

Responses to 2H or 2S

(bidding has gone 1NF-2GP-2H or INT-P-2GP-2S)

T 2NT shows that responder to the 1NT opener HaBIEP witlout four cards in partner's major. (Yawe
thefourcar d maj or that he didndt bi d. ) 3N avithtgood 16 orc a n
17 HCP.

1 Raising partnensajor to3H or 3Sshows & HCP with foucard support.

Bidding4H or 4S (partner's major) promises faard support with 10+ points.

9 3NTshows 10+ points but the other major (not pa
Note: Therefore, if LINT opener has four hearts and four spades and responder has four spades and 10+
go 1N2G2H-3N-4S.

==
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Garbage Stayman

Your hand is Jxxx1 Jxxx2Qxxx ¢ X, and partner opens 1INT. You expect that partner will do better in
a suit contract than in INT. Bid 2C. He only has three possible responses, and you can pass whiche
one he makes. With a weak hand ahth3he majors, just bid 2C. If your partner bids 2D, you bid

your 5card major. Your partner should pass.

Beyond 17

Stayman isn't just played over INT openers. You should play Stayman over 2NT openings, also. Of course,
responder's strength requirements to bid game will be less. Over-2NH(®), 3C is Stayman.

Opening NT

INT 1517

1 of a suit, followed byl8NT over partnerds resp
2NT 2021

*Note that when you hai®19 HCPand a balanced hand, you just bid 1of a suit and then jump to 2NT on you
second bid. What if you have more than 21 points
open that hand in Lesson 9.

Stayman Examples

Partner opens 1N

1. s AKXX 1 AIXX2XXXXC X 2C- If partner bids a major, you'll raise him to four. If he bids
2D, you'll raise him to 3N. Don't worry about your singleton
club- much.

2. S AIXXL QXX 2XXXXC XX P - Yes, it would be great if partner responded 2S if you bid 2C.

However, if he doesn't, you'll be forced to make an invitational
bid and partner could end up in 3NT, which could be bad.
3. S AXXX 1 XXXX2XXXXXC V 2C- You'll pass whatever response partner makes. This is
Garbage Stayman. Partner will expect you to have at least 8
HCP,; hedol | figure out you dondt w
Hedl | thank you, too.

You open INT and partner bids 2C

1. SAIX1KQX 2xx c AIXXX 2D - This hand is the worst hand you can hold when partner
holds a garbage Stayman hand.
2. SAIXX1KQxx 2Axx c Qx 2H - With 44 in the majors, respond 2H to Stayman.

3. SAX1Qxxxx2AQx c KJx 2H - You opened this INT. Some players-wdime won't.
here are a couple of good reasons to open it INT. First, it
describes your point count. Second, it makes it tougher for the
opposition to come into the bidding if they have spades. The
problem is that you can't tell partner you hasaadmajor.
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Partner opens 1NT and responds 2S to your 2C bid

1. sAIXX1QX2AXXXC XXX
2. SQXIAIXX2AXXXC XXX

3. SAIXXLI XX 2AXXXC XXX

4. sXX1AIXX2AXXXC XXX

4S- You have an eiglastard major suit fit and enough points to
be in game.

3N - You don't have an eigbard majosuit fit, but you have
enough points to be in game.

3S- You've found your eiglaard majosuit fit, but you
wouldn't want to be in game if partner only hascauri or

has 16 HCP with a&3-3.

2NT - No eightcard major suit fit, but you want to be in 3NT
if partner has a maximum 1NT opener.

You open 1N, and partner bids 2N over your 2H response to Stayman

1. sAQx 1AKXxXx 2KX € XxXxXx

2. SAQxX1AKxx 2AX C XXX

P - This is a tweener hand. You want to evaluate on shape and
spot-cards With 2 10s in your hand, you would take a

gamble on 3NT.

4S- Why did partner bid Stayman? He would raise hearts if

he had a fodcard heart suit. Since he doesn't have four hearts,

he must have four spades and an invitational hand. You accept
his invitation in spades. Turn the heart king into the heart

jack, and you would bid 3S and expect partner to pass.

Other than when you bid Garbage Stayman withddnts (or with-J points and-8 in the majors), the Stayman
bidder has at least an invitational hand. In general, you have four choices after partner makes his response.

are:

PN PE

With an invitational hand-§, raise partner to 3 of his major if you have anrcaighfit.
Bid 2NT (89) if you haven't found an eiglatrd majosuit fit.
With a gamgoing (10+) hand, raise partner to 4 of his major if you have arasilfitt
Bid 3N (10+) if you haven't found an eightd majosuit fit.

Remember these choices. They will come in handy not only for Stayman, but also for next week when we le:

abouttransfers
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Lesson 7: Jacoby Transfers

The last lesson featured 8tayman Convention The other common convention after
partner has opened-ramp is thelacoby Transfernamed after Oswald Jacoby. The
Jacoby Transfer tells partner that you have a 5+ cardSteajanan asks, Jacoby
Transfer tells.

The Jacoby Transfer bid is used after opener has opened some level of no trump. How
you do it? After partner opens 1NT, the partner bids thensigltis 5+ card major, i.e.

he bids 2D with a-Bard heart suit. The INT opener has no chdieenusaccept the
transferby bidding the next higher suit, so he would bid 2H over 2D, even if he only had 2 of them.

After the Jacoby Transfer sequence, the next bids are similar to the simple stuff.

T With 07 points, the transfer bidder passes.

T With 8 or 9 and a&ard major, the transfer bidder invites to game by bidding 2NT.

T With 8 or 9 and a@ard major, the transfer bidder invites to game by bidding 3 of the major.

T With 10+ points and aéard major, the transfer bidder bids 3N.

T With 10+ points and a 6eard major, the transfer bidder bids 4 of the major.

Note these point ranges are lower if partner opens 2N or shows a NT hand that has 22 or more points.

Pretty simple! Okay, what if the Jacoby transfer
thing to remember is that the first suit you bidrensfer, the second suit you bichestural, and you are
interested in going to game in one of those suits.

Announcing Your Bid
f If you and your partner agree to dlagoby Transfersyou need to let your opponents
. =" know. This is how you do it. After the transfer bid is made, the 1INT opener says
' == "transfer.” This lets the opponents know that the 2D bid doesn't mean that the bidder
‘ has diamonds; he has hearts. If you goof (and we have all done that), and your bid of .
really means diamonds, donothtshaay 6a widhry

directors are sometimes called.) Remember, if you go back and bid the diamonds aga
your partner will now think you have 5 hearts AND 5 diamonds.

Why Play Jacoby Transfers

There are two major advantages to playing Jacoby Transfers. Firstuthp apener gets to play the hand.
Having the stronger hand in the partnership, declarer will often gain an extra trick. Second, if you don't play .
Transfers you are less able to describe your hand. Playing Jacoby Transfers gives you the ability to describe
invitational andgame forcinghands with 54card majors. Also, everyone in the room is playing them, so you
dondt want to be at a di sadvantage by not playin
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BIG Transfer (TexasStyle)

major that belongs in game. With aaixl spade suit andl2 or so HCP
(depending on shape), a person playing Texas transfers w4DIdrizié

over partner's INT bid. Partner would know to bid 4H or 4S. That's all there
is to Texas Transfers. Texas Transfers are similar to Jacoby Transfers in th
partner says oOotransferdé after the
not hearts. You are also showing a hand that has no interest in slam.

Note that if you play Texas Transfers, the stiof@éhéll sNows a hand that
could belong in slam if partner has good heart support and a maximum.

J Want something fancy?T&xas Transfershows a hand with a €ard

Minor Suit Relay

Want something else? Since you never have to bid 2S over 1INT again (because if you have spades, you wi
2H) , you could play that 2S over 1NT aeftodwsnoa we a
otransfer, o6 and bid 3C. This bid is called a rel
hand with lots of diamonds, you bid 3D, and partner will pass.

There are two advantages to this. First, theingp opener will get to play the hand if your suit is clubs. Having
the strong hand hidden is often worth an extra trick. Second, if you play 2S as a relay to clubs, the sequence
2G-2S3C shows a weak hand with a4oand major (the one partner didn't bid) and at least six cards in the
minor. That way, if partner bids your foard major, you can pass or raise, if so inspikdarils tend to play
pretty well.

Note: Some pairs play the above sequence as a strong hand with a major and clubs, so be suketto discuss tl
your partner.

Try Transfers

Once you get used to the concept of bidding a suit that you don't have, transfers will become a very useful p:
your bidding. Without them, you'd have no way to bid theskignokx 1Kx 2Jxx cxxx with any certainty after
partner opens 1NT. 2S would be a-sify8S could be too high if partner has adard spade suit and 15 HCP,
and Stayman won't let partner know that you havecafoenajor.

43.6 percent of al/l f
62.7 percent of all ar
97.8 percent f all I C
up .
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Jacoby Transfers Examples

Partner opens 1INT

1. S XXXXXL XX 2XXXXC XX 2H - transfer to 2S. Partner may not make 2S, but he certainly
won't make 1NT.
2. S AKXxx 1 Qx 2QxxXXC X 2H - transfer to 2S, then plan to bid 3NT on your next bid.

Yes, partner could have a hand that makes 5D or 6D and goes
down in 3NT. However, if 3BNT makes, partner needs to take
12 tricks in diamonds to get a better score.

3. SAKIXXX1X 2XXXXC XX 2H - transfer to 2S, then bid 3S inviting partner to game. 4S
would also be reasonable with thdsshape.
4. s Q 1XXX2IXXXXXCXXX 2S- transfer to a minor. Partner will bid 3C, and you will

correct to 3D. Partner must pass 3D. Partner likely won't have
a chance in IN. 3D may not make, but your side should take at
least two more tricks if diamonds are trump.

5. sxx10Qx2AQXxXxc Kxx 3NT - Yes, you have nice diamonds, but you shouldn't expect
to take 12 tricks if diamonds are trump. That being said, bid
your most likely game.

6. SAXLKIXXXX2XX C XXX 2D - transfer to 2H, planning to raise to 3H (an invitational bid
showing a sigard suit).
7. sAIXXx1KQx 2Qx ¢ Qxx 2H - transfer to 2S, planning to raise to 3N. Slam could make

on this hand, but partner would need to have a maximum and
good spade support. Game is probably the limit, so advise
partner that you have enough for game witbaacbspade suit.
He'll bid 4S with three or feuard support and pass 3N with
only two.

You opened INT. Partner transferred you to 2S, and then bid 3NT.
1. sSAX1AQX 2Kxxx ¢ AXXX P - You don't have an eigbard fit in a major, so play 3N.

2. sSAQX 1AX 2KxXxx ¢ AXXX 4S- You have an eigloard majosuit fit.
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Lesson 8: Opening Preempts

This is going to be a foreign concept to some of you. Everything you have learned so far has beer
based on bidding when you have a good hand and passing when you don't. As far as concepts gc
that's a pretty good one. There are a couple of exceptions, though. Both of them deal with ways t
weak, but shapely, handsYou will learn abosingle-suited shapely hands today.

Making aropening preemptis making a bid at 2D or higher with a hand that you wouldn't open urRiglethe
of 2Q (Note: 2C is not a préesget Lesson 9.)

There are three good reasons for making preempts: 1) you make things difficult for the opponents,
2) you describe your hand to your partner, and 3) you make things difficult for the opponents.

Preempt Requirements
An opening preempt should contain between 5 and 10 points, with most of the points contained in the long s

T With a sixcard suit, open at thdeéel (except for clubs).
A Disciplined Weak 2 Bidpromises 2 of the top 3 honors if vulnerable, 2 of the top 4 honors if not vulnerable, and no voids.

T With a sevenard suit, open at the thilegel.
T With an eightard suit, open at the fdewvel.

So, with the hanslAQxxxx 1 xx 2xxx ¢ XX, you have the requirements for a preeoyn 2S. With
S AQXXXXX1 XX 2XXX C X, open 3S. WithAQXXxXxX,1 X 2XXX C X, open 4S.

Vulnerability

Vulnerability has a huge influence on preempting. A good rule of thumb is the

2-3-4 rule If you are atinfavorable vulnerability(You are vulnerable; they aren't.), you should be
within 2 tricks of your bid. At equal, you should be within 3 tricks, and at favorable, you should be
within four tricks.

You expect to take six tricks with the s@igxxxxx. (Assume the other cards s{@i2? If you open 3S, you will

be within 3 tricks of your bid. The worst case scenario in the outside suits will cause you to go down 3. If you
equal or favorable vulnerability, you should definitely preempt. At unfavorable, you may want to wait for furth
developments. The general principle is that if you are vulnerable, you should have a very good suit.

Partner

Another thing to consider is whether partner has already bid. If you are 1) vulnerablérahdrXdenond

seat you especially want to haywmad suitfor your preempt. Why? Partner may have a good hand, and your
preempt will make it tougher for him to bid. When you make a vulnerable preempt in first or second seat, par
will expect you to have a suit no worse than AJTxxx or KQJxxx. This way, if Heohaslencan expect to

take six tricks in your suit. If partner hasn't bid, you should NOT preempt with a hand that hasfanreutside
card major. If partner opens the bidding, your side will usually fieigjlatacard major suit fitif one exists. If

you preempt in front of partner, you rarely find yourffmurmajor suit fit.

The great thing about preempts is that it makes things hard on your opponents. If partner has already passe
don't have to worry about making things tough on him.
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Preemptive Overcalls

Do you have to be the opening bidder to preempt? Of course not! Yoeerapt as an overcalttoo! RHO

opens 1C and you havEQxxxx 1 x 2Qxx ¢ XxX. Do they have an eigtard heart fit? Probably. Will they find

it if you overcall 1S? Probably. Will they find it if you overcall 2S? Maybe, but they may not know how high to
when they find their fit. You'll be amazed at how often opponents will go overboard when you preempt.

Preempting Your Partner

The bad thing about preempts is that your partner may have a good hand and not know what to do. Remem
the rule of 23-4 - if partner opens 2S at favorable vulnerability, he could have as RIB&S1 XX 2XXX C XX.

That doesn't mean you can't bid; just don't be disappointed when your partner shows up with a piece of chee
Remember, if he had had a good hand, he would have opened #eatehdnlgeneral, you should be able to fill

in his suit and have three tricks outside to think about game.

If partner preempts and you have a singleton in his suit, do not rescue him! That's how doubling starts. A ne\
isforcing over a devel preempt (if you have not already passed.) The only
non-forcing bid (partner may pass) iea#sein partner's suit (23H).

If you have &it, you can give partner a raise. Assume that partner opens 2S and RHO doubles (for takeout).
hand iss Kxxx 1 xxx2Qxxxxc x. Wow! You expect partner to have something AKEXxX1 X 2XXX C XXX.

Look at how many tricks they will be able to take in a heart or club contract, probably 12. Look how many yo
lose in spades, probably five. Raising partner to g&iffiae and will make it hard for them to find their slam.
With a hand like Kxx 1 Qxxx 2 Axxx ¢ Qx, you would want to give partner a raise to the three level. You don't
necessarily expect to make it, but you want to make things tougher for the opponents. Certainly, they'll be ak
make something.

Of course, if you pick up a hand Bké&x 1 AKx 2KQJxxc xX, you would bid 4S. The great thing about the
bidding sequence-BSor X}4S is that the opponents don't know whether you are biddnadgéat or just to
be a pest.

A master wrote a book on rebids by opening preemptors. It contained 300 blank pages. The greatttdng hibut preen
your hand, and you only bid it once unless your partner forces you to bid again. If you open 28asmdgidanviéncaises yc
you to bid 4S; hexiending the preempt
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Responding to Preempts

There are a couple of ways of finding out specific information about partner's opening ipofe mpolve
bidding2NTt o fi nd out more about partrecature & HWadner Vibe:
partner will bid &ature (Ace orguardedKing (not a singleton). If he has no feature, he repeats his suit, and
with AKQxxx in his suit, he responds 3N. The theory behind using features is to find out whether your hand f
potentialentry so that you can play in-hor ump or to find out i f the hand

The second is call@GUST. The partner of the preemptor bids 2NT. Here are the responses: 3C=bad hand
bad suit, 3D=bad handjood suit, 3H=good handad suit, 3S=good handood suit

A good hand is a hand that contains an outside ace, king, or two queens or a hand that contains 9 or 10 poir
good suit usually contains two of the top three honors, although some people would consider AJTxxx to be a
good suit.

3NT Preempt

Many duplicate players use 3NT to describe a very specific preempt. Garoalied 3NT. In first or second

seat, it shows a hand with a seard minor headed by the AKQ with no outside aces or kings. In third or fourth
seat, you may have some cards outside. If you can take seven tricks in your minor and partner shows up wit
cards, you may be able to take nine tricks before the opposition can take five. Parmdr #r@GNT bid by
bidding 4C, which can be passed or corrected to 4D if he doesstoppeesin two of the threside suits.So

how do you open a very strong hand in no trump?

Tip: If an opponent opens a gambling 3NT against you, lead an ace so that you can look at dummyha/elakycaecéisabutsilaref then't
long minor, so if you can't see them in your hand or on dummy, your partner has them.

Card sense is when it's technijcally
the |ittle man that sits on my shoul
shoul der says, "Don't do that]" And
"Well, wait a minute, that's :I‘he rig
says, "Yeah, but you don't wanmpna pl a
stinct is card sense. l't's almost a
cards ar e. |l t's something tha{ you c
you're born with it. The abillty t o
wrong time or really to do the¢ wrong

~Barry [Erane
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Preempting Examples

First seat, red on red (Everyone vulnerable.)

1. S AQXXXX1AX 2JIXXXC X 1S- This is an opening hand. Save your preempts for hands
that don't meet the Rule of 20.
2. SXL1AXXX2KQXXXX C XX P - Try to avoid an opening preempt if you have an outside 4

card major. If partner hagixxx 1 Kxxx 2Ax ¢ Axx, your
side is probably cold for 4H. You'll never get there if you open

2D.

3. S QIXxxXxLx 2Axx ¢ Kxx P - You have a sigard spade suit, but it's headed by the QJ.
Try to have a better suit for your vulnerable preempts. You'll
have a chance to show your spades later.

4. sX1QX2xXxXC AKXXXX 3C- Yes, you only have a-sberd suit. 2C would show a strong

hand. Your side almost certainly won't be missing acaight
majorsuit fit, but the opponents might after your preempt!

Your partner opened 2S in first seat, white on red. RHO doubles

1. s AXXX 1 QXX 2AXXXXC X 4S- Will it make? It could. If it doesn't, are the opponents
taking a bunch of tricks in either hearts or clubs? Oh, yeah.
2. sX1AKxx 20Qxxxc AQxxX P - What does partner need to make 3NPKxxxx and
either the heart queen and club king, plus some luck. Any bid
you make is forcing, so dondt tak
3. SXXXX L XX 2XXXXXC XXX 4S- Will it make? Not in a million years. Do the opponents
have slam? Probably. Make it tougher on them to find.
S Axx 1 Qxx 2Kxxx ¢ Kxx 3S- It may make it tougher for LHO to bid 4H. This is
extending the preempt, not an invitation for partner to take
another bid.

»

You open 2S and partner raises you to 3S. The opponents have passed

1. s AKXxxx 1x 2KXx € XXX P - Again, partner is extending the preempt. With a better hand,
he'd either bid 4S or bid 2NT (forcing).

Partner opens 3S in first seat, red on red

1. sxx1AKxx 2Axx c AXXX 4S- Partner needs a good suit to open 3S red on white. In
theory, he should be within three tricks of his bid. That means
he should have six tricks, and you have four more for him.

2. sX LAQXXXXXX2QX C XX P - I don't know who shuffled, but there's no guarantee that
partner has a heart in his hand.

3. sSAXx1AKQ 2AKX ¢ Axxx 7N - There's no way partner is opening 3S without suit headed
by the king, and he should have the KQ. That should make 13
tricks a laydown.
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Lesson 9: Opening 2 Clubs

B,
>

How Big is Big?

You now know the rules. Open 1 of a major with ecéiveé major, open INT with-15, 2NT with
20-21 and a balanced hand, or open your longer minor. Last week, we learned aboutfpreempting
opening 2, 3, or 4 of a suit with a six, seven, ocaighsuit and less than an opening hand. Today,
we learn how to opeBIG hands.

T With abalanced hand big is too big to open 2Nhamely22+ HCP.
T With an unbalanced hand, you shoulditien a trick or so of making gameopposite a

O-count. You also need to have some defensive values.
I'll never forget sitting opposite a player who £ABGRK2G0E XX 2X ¢ X in a tournament. Bad things happened.

Guidelines

T With a long major suit, you need to have atdéadticks. (A half a trick is a guarded K without the ace.
Hal f the time i1t wild.|l be a trick for you and h:
to come into the bidding over your 2C opener. Partner will expect you to be able to take a few tricks if yol
wind up on defense.

T With a long minor suit or a mirtaro-suiter, you should have at le@st. tricksif 3NT is an option, and at
leas® ¥ tricksif 3NT is not an option. Why the differenedBNT isn't an option, your cheapest game
option would be five of a minor, which requires 11 tricks.

T With atwo-suiter, you may be better off bidding your hand naturally. (Open at 1 and then jump in a lower
ranking second suit on your second bid.) If, however, you cagamalie your hand, open 2C to avoid
being passed out. A minimum 2C opener with spades would be somesthiiglhikal Axx 2KQx ¢ A.
You don't want to open 1S, because partner would pasfwitHKxxx 2xxx ¢ xxxxx. With a minor, you'd
need something along the linesofl AKx 2AQx ¢ AKQXXX.

Responding to 2C

Okay, your partner has opened 2C. What do you do?

1 First, YOU HAVE TO BID! Partner might not have a club in his hand.

T Second, GET OUT OF HIS WAY! The way to get out of his way is2®bid
This is avaiting bid, giving the opener the opportunity to further describggs
hand. If you havefive card suit headed by two of the top three honors
AND 8 HCP thenDO NOT respond 2D but bid your suit instéduld either
2H, 2S, 3C, or 3D. These bids are relatively universal. Most of the time,
however, you will bid 2D.
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Opener will now tell you about his hand.

T A suit bid shows that suiit promises at least a five card suit, but it is usually at least six.

T A 2NT bid shows a hand that was too big to open 2N24{)22
Note: Stayman and Jacoby can be used here to find your major ssiKfiioditQxkeZkoand xx, you would respond 2D to a 2C
opener. If partner then bids 2N, you would make a transfer bid of 3H, then bid 3N over Kis:@B8Jrspatige. &Mithyou would
bid 3C after a20-2N sequence, then raise partner to game in his major if he has one, or respond to 3D with 3N.

7 A 3NT bid shows 237.
1 A 4NT bid shows 280.

What if you are totally broke? After you respond 2D, you must take another bid unless partner responds 2NT
partner has 224 and you have 0 or 1, you should pass. With 2 HCP, you may want to push toward game). A
widely used convention is cattbdapest minor If the 2C opener makes a suit bid, then your bid of 3C over a
major, or 3D over 3C, showbust, which is a hand with no aces, no kings, and 0 or 1 queen.

If you are not broke and you like partner's suit, you have two ways to show him. Jumping to game is weaker
giving him a simple raise. OverZ%2S, he is going to game opposite any bid by you other than 3C (cheapest
minor). A jump to game by you means that you have trump support, but game is probably the limit of the har
You would jump to 4S wihixxx-1 QxX-2 QXXX*C XX.

A simple raise means that you not only have trump support, but you also have a hand with some values (an
a king). So after 2ZD-2S,youwould bid 3S with xxx-1 Kxx-2 Qxxxxc xx (or better).

Practice with 2C Openers

It's your bid, in first seat

1. s AKQXXXXXX1XX2X C X 1S- expecting to bid 4S on your next call. You might also
choose to open 4S.
2. s AKXxxx 1 AKX 2 Qxxx 1S- not even close to a 2C opener. Add the diamond ace and

you'd be there. If partner passes your 1S bid, you almost
certainly don't have game.

3. sQxxx1AKQ 2AKQxxX 2C-you plan to rebid 3D over partner's expected 2D response.
Hearing 3C from partner won't thrill you, although usually
you should be in the slam range if partner has a positive
response. If partner bids 2S, over your 2C, 7S should be a
laydown.

4. s AKQxx 1 AKQxx 2xx ¢ x 2C- Yes, you only have and@unt. Still, if partner has a
threecard major, game should make. Plan on bidding 2S, then
rebidding 4H over partner's next bid.

5. sAQxx1AQJIx2AX c AXX 2NT - You have a balanced-@iunt.
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Partner opens 2C, and RHO passes.

1.

2.

w

SN

S XXX I XX 2X C XXXXXXX

S AXX 1 Axx 2Qxx € QXXX

S KQXXX 1 XX 2XXX C XXX

. SX1Oxx2AQxxXCc KxXxX

2D - You owe partner a response. He could have a hand that
makes game in his hand.

2D - Let partner describe his hand. You expect that you'll be in
slam somewhere, but there's no rush. Partner will describe his
hand with his next bid.

2D - You have a good finaard suit, but only 5 HCP. If partner
rebids 2NT, you will transfer him to spades, then bid 3NT.

3D - this promises a good fieard diamond suit and at least 8
HCP. Of course, Murphy's Law says you should expect partner
to bid 3S over this. No one said that bidding over a 2C opener
was easy.

Partner opens 2C and bids 2S over your 2D response.

1. S AXXX 1 XX 2QXXXXC XX

2. SXXXX 1 XX 2QXXXXC XX

3. SX L1 QOXXX2JIXXXC XXXX

4. sSXXI1KIXXXX2KX C XXX

3S- You have a good hand for partner. He's showing a huge hand
with spades and you have good support with an ace. Show him
that you have support with slam interest.

4S- You have great support for partner, but no outside ace or
king. Unless partner has an extraordinary hand, game is the
limit.

3C- Announce to partner that you are broke ace or king,

and less than two queens. If he rebids 3H, raise him to 4H. If he
rebids 3S, pass. He may not even make it.

3H - Partner should play you for a decent suit with at least five
cards. Note that you could have had more than eight HCP and
initially respond 2D because of your suit quality.

You open 2C, and rebid 2H over partner's 2D response. Partner then bids 3H

1. sAQ 1AKxxxx2AKQx ¢ X

2. sQx1AKQxxx 2AKQx ¢ x

3. sOQx1AKQxxx 2AKX ¢ Kx

3S- Partner has shown support for hearts. Your 3S bid shows the
spade ace. If partner then bids 4B@owing the club ace, grand

slam should be a good bet.

4D - A similar principle. You don't have extra strength, but have
great shape. Unfortunately, you are missing the club and spade
aces. Let partner know; he'll do something intelligent.

4H - Nothing extra over here, partner.

¢ | mpu
ng par

— —

Frank Sftewart
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Lesson 10: Bl ackwood and Gerber

Okay, you know you need 25 or so points to bid game. Whaslabo(t2

tricks)? Well, usually, the magic number is 33 pGiragsd slam (all 13 tricks)

37 points. Of course, these are just guidelines. If you pick up a hand with 13 spac
please don't open 1S because you only have 10 HCP. The more shapely your hg
is, the better its ability to take tricks.

Blackwood

Is it possible to bid slam and be missing two aces? Sometimes you get lucky. However, usually, being in slal
two aces (and no void) is a recipe for disaster. How can you prevent this? Easley Blackwood came up with a
convention 50 years ago that has been helping bidders for years. The Blackwood conventiegiNi§ afixad of

a trump suit has been determined that asks partner how many aces he has.

Say you pick up the haa{QJxx1 Kx 2AKxxx ¢ X. You open 1S and partner says 2C. You bid 2D, and he bids
4S. What do you know? Partner should have an opening hand with spade support. Do you belong in slam? |
to say. If his hand $sTxx 1 QJxx2x ¢ AKQxx, you only make 5S. If his hang AsTx 1 Axx 2xx ¢ AQXxX, you

should make 7S without any difficulty. BidBilagkwood will allow your partner to tell you how many aces he
has.

Here's how you do it. His 4S bid names spades as the trump suit. If you want to know how many aces he ha
ANT. He'll tell you. His answers are:

5C: Oor4aces

5D: 1 ace
5H: 2 aces
5S: 3 aces

Note that his lowest response is the waasé scenario, unless he has 4 (in which case you probably shouldn't k
asking in the first place). If you find out that you don't have all of the aces, you place the contract. If partner
responds 5D, then your side is off 2 aces. Tough to make 6 when the opponents have two siggsp&anyou

5S. If partner bids 5H you have a decision to make. Sometimes you'll make six, sometimes you won't. If par
bids 5S, he should have 3 aces.

If you discover that you have all the aces, you might want to know how many kings he has. You never ask fc
kings unless you have all the aces. To dsgkdsr bidS5NT. This bid does two things. First, it advises partner
that your side has all of the aces. Second, it asks him how many kings he has. The answers&eisi& same:
or4,6Dis 1, 6H is 2, and 6S is After his answer, you place the contract. That's it. When you have agreed on
trump suit, use Blackwood to find out how many aces and kings partner has.
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Gerber

What if you don't have a trurspit agreement? Here's a dream haK)J 1 KQx 2KQJTxc AX. You are

expecting to open 2NT when your partner opens 1NT. Really? You'd like to know how many aces and kings
has, because if partner has 3 aces and a king for his INT opener, you'll make 7NT. If he's missing an ace or
you'll still make 6NT. Use tlerberconvention to ask him by bidd#h@. The responses are:

4D: 0O or4 aces

4H: 1 ace
4S: 2 aces
4N: 3 aces

Abidof5Cafter partnerds response guar an kiegs #gandDast0 y o
or4,5His 1,5Sis 2, and 5NT is 3

Most people us8erberover ‘first and last notrump.” This means if the hand was openeddtNs Gerber. If
the bidding is 2@D-2N, 4Cis Gerber. If the bidding is 4E1-2N, 4Cis Gerber. If the bidding goes-2D-2N-
3C (Staymaf8D (no 4card majoryCis Gerber.

Got it? Here's one for you. You open INT and partner responds 4NT. Is this Blackwood? Have you agreed C
suit? Partner would uSerberover a nerump bid, so the answer is no. What is it? dtsatitative bid. You

know that a 2N response to 1N says, "Bid 3N with a maximum, and pass with a minimum." The sedNience 11
says, "Bid 6N with a maximum, and pass with a minimum." Partner should go to slam with 16 or 17 points ar
pass with 15.

Ace-Asking Advice

T You only want to bid Blackwood or Gerber if you are thinking siaout

1 Be careful about using Blackwood if the trump suit is a minor. There is nothing worse than having clubs &
your trump suit and using Blackwood holding one ace. Partner responds 5D. OOPS!

1 Be wary of using Blackwood when you have a voidour hand is AKxxx 1 KQJx2KQJxc Void. You
open 1S and partner responds 3S. Partner's club ace would be worthless, but if he holds two red aces yc
cold for seven, and if he holds one red ace you are cold for six. @%@b$ bid you make other than 4S is
fishing for slam.

Note: There are other ways to fish for a bid for slam. A bid 4C would show first round contrdirst tioe tidcsuit;aina ithensests you
bypass. Over 4C, partner will tell you whether he has a red ace. (See Cue Bids in Bonus Lessons)

One last thing. When my partner makes aaskogg bid, I'll sometimes count on my fingers under the table to
come up with my correct response. | usually come up with the right response, but mistakes happen.

e most entertaining and ir
as so far devi sed.
-W. Somerset |Maugham

Bridge i1s th
wi t of man h

4 3



Blackwood/Gerber Examples
You open 1S and partner raises to 3S

1. sAKxxx 1v 2KQxx ¢ AKxx 4C- Any bid you make other than 4S here is exploring for slam.
Do you care how many aces partner has? No, you want to
know whether partner has the diamond ace. Bid 4C, and he'll
tell you whether he has a red ace by bidding that suit.
Note: This example is similar to the one on the previous page where you must be careful
bidding a slam when you have a void. Therefore the bid of 4C is NOT Gerber but rather
a Control Showing Bid which shows first round control (either an ace or a void) in the
bid suit.
1. sAKQxx 1KQxx 2Kx ¢ Kx 4ANT - You can pretty much place the bid depending on how
many aces partner has. With one, you want to be in 5S. With
two, you'll take a shot at 6S. With 3, you'll bid 7S.
2. s AKxxx 1 AKX 2Qxx c Qx 4H - You have extras, but don't have either rsnitrace.
Partner will either sign off in 4S, go forward, or ask you for aces.

Partner opens 1INT

1. sKQx 1Kxx 2Axx c KIxx ANT - Yes, you care how many aces partner has. However, you
are more interested in whether he has 15 HCP or 17 HCP. He
could have three aces and three jacks and you'd need some good
fortune to make slarmherefore, this is a quantitative bid rather than
Blackwood or Gerber.

2. sx1AKQxxx 2Kx ¢ KQx 4C. If partner shows up with 3 aces, you want to be in 7NT. If
partner only has one ace, you want to be in 4H. With 2 aces,
you'll probably bid 6H.

The actual mechanics of both Blackwood and Gerber are pretty simple, although I've certainly fouled them u
the past. The best advice | have for you is to make sure that you really just want to know the number of aces
partner has before you trot out Blackwood or Gerber.

Well, you've made it through ten lessons. Congratulations! You now know the basicsiobbatdeast you've
been exposed to them. If you know these ten lessons backwards and forwards, you will bid as well as most ¢
bridge table. The next ten lessons will focus on more advanced bridge topics such as Negative Doubles, Mic
Cue Bids, Unusual Noump, Third and Fourth Seat Openers, and the play and defense of a hand. | hope you'l
stick with it! Expect to learn something pretty much every time yiodqukwer. Also expect to make friends

that you will have for a lifetime. What more can you ask of a pastime?

takes of ot her s.
m al | r sel f .
Al fred Shei nwol d
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Lesson 11: Negati ve Doubl es

PNO Remember what it takes to overcall? An overcall requires acgoddEt with a reasonable num-

e ber (816) of points, right?
Note: If you have a hand that is too strong for an overcall (17+) or has a great shape (suppstii fopedietie gails exce
make a takeout double.

How to Use Opponentds Overcall to Describe Your

If your partner opens and your rigjlaind opponent overcalls, ydouble promises (or strongly
implies) at least four cards in all unbid majors and 6 points or more (depending on the level you are requiring
partner to bid).

A Simple Example

Partner opens 1D and RHO overcalls 1S. What do you need to bid 2H? You should have at least 10 points a
card suit (the same requirements for bidding 2H after your partner opens 1S and RHO passes). A double wil
ise at | east four hearts and about 7 points. It
RHO overcalled 1S.

The negative doubler could have a couple of different hands. The first is a hand with 5+ hearts, but less than
points. You aren6ét big enough to bid 2H, so you
points. The negative doubler could even have an opening hand. With

s AQx 1 KTxx 2Axxx c Jx, you would double if partner opens 1C and RHO overcalls 1S. Are you going to gan
this hand? You have two stoppers in spades and a
to find out if partner has acérd heart suit? We like playing in an

eightcard major suit fit.

How to Respond to Partnero6s Negative Doubl e

What if your partner makes a negative double? This is NOT an invitation to pass
the bidding has gone -IGX-P, assume that partner has a hand with at least 7
points and 4 hearts and take some bid. Pretty much, you rebid as though the bid
had gone 1®-1H-P, except that now vy o-carddpaded t
suit, if you have one. With&ard heart suit, bid 2H, 3H, or 4H depending on the

)_» strength of your hand (minimum, invitational, or game forcing). With one (or bette
f_' = two) spade stoppers and noadd heart suit, bid Aoump based on your points
, (INT, 2NT, or 3NT with a minimum, invitational, or géoneing hand). Rebidding
e your minor or the other minor are also appropriate with proper distribution. Passi
/ \ 3 is usually not a good option.
s 4

) ", Preemptive Overcalls
If the opponents have made a preemptive overcall, you need more points to mal
negative double. Over-PS, you should have at least 9 points to make a negative
double. Remember that you are pretty much forcing your partner to make a bid,
even with a minimum opener. Over20, your negative double only promisés 4
distribution in the majors and 8+ points, but partner will exgect 4

45



Negative Double Point Guidelines

Level of Overcall HCP Needed

One of a suit 6-7 (6+ for double of 1H, 7+ for double of 1S)
Two of a minor 8

Two of a major 9

Three of a suit 10

Four or higher of a suit 10

One Spade over One Heart Overcall Means Five+

Remember how a negative double promises 4 cards in the unbid majors? If partner opens 1C and RHO ovel
1H, your double promises-aard spade suit. With &&rd spade suit, you can bid 1S. Since you play negative
doubles, partner will know you have five. Pretty cool, since if RHO had not overcalled, your 1S bid would onl
have promised a fouard suit.

Note: A major suit bid ovelevehdiamond suit overcall still showardrdyin 80-10-1S only promisesarduit
because a double of 1D would showa®iridjdrs.

Alert?

Not so long ago a negative double was alestai#aning that the bid was unusual enough that if you played that
convention you had to alert the opponents that vy
no longer exists. Nowadays, if a tournament player doubles in the sequ&xceley have to alert the oppo-
nents if the double is anythitpethan negative. Marty Bergen calls the negative double the best new conventi
in modern bridge.

Quiz

1. You holds Qxxx 1xx 2AxX ¢ QXXX
Partner bids 1 diamond; RHO (right hand opponent) bids 1 heart. What do you bid?
2. You holds Axx 1xX 2QJxX ¢ QXXX

Partner bids 1 diamond; RHO bids 1 heart. What do you bid?

3. You holds AQxxx 1x 2Kxx ¢ Qxxx

Partner opens 1 diamond; RHO bids 1 heart. What do you bid?

4. You holds AQxx 1Xx 2KXxx ¢ QXXX

Partner opens 1 diamond; RHO bids 1 heart. What do you bid?

5. You holds Qxxx 1Kxxx 2xx ¢ QJX

Partner opens 1 club; RHO overcalls 1 diamond. What do you bid?
6. You holds Qxxx 1xx 2Kxxx c QJx

Partner opens 1 club; RHO overcalls 1 diamond. What do you bid?
7. You holds AKxx 1x 2Axxx ¢ KQxxX

Partner opens 1 diamond; RHO overcalls 1 heart. What do you bid?
8. You holds xx 1 Kxxx 2Kxxx ¢ QJx

Partner opens 1 club; RHO overcalls 1 spade. What do you bid?

9. You holds xx 1 Kxxx 2Kxxx ¢ QJx

Partner opens 1 club; RHO overcalls 1 heart. What do you bid?

10. You holds xx 1KQxx 2Kxxx ¢ QJx

Partner opens 1 club; RHO overcalls 2 spades. What do you bid?

X 0T SSed IO INT'6 X8 XL ST'9 X'G X'V ST'€ AC ¢ X T :Siamsuy
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Lesson 12: Fi nesses

What is a finesse? A finesse is an attempt to win a trick with a card that is lower than the opy
nent sé6 highest card. You are hoping for a
small card toward the higher card.
Here are some simple sequences:

1 2 3 4 5 6 7 8

A K Q K A A K K

Q X X Q X J J T

X X X J X 10 X 9

X X A X Q X X X

X X X X J X X X

X X X X T X X X
1. The first example is easy. Lead a smafinessasaradr t
ohook6 t he queen. What are the chances it will wi
2.0n the second, play toward the Kx. I f LHO doest

play the king. Again, you have a 50% chance of winning the trick.

3. On the third, cash the agéhen you have the same play as the second example except the king is the card

are finessing, not the agete that if you play the queen toward the ace, you have almost no chance of a second trick, as a ¢
cover with the king if he has it

4. On the fourth to try for 2 tricks in the suit, play toward the KQx. If your king wins, get back to your hand a
lead toward the Qx.

5. For the fifth example, yrand hbpe qud®nhas$ ft helOkipi
do, too.

6. On the sixth example, play a small card toward the AJT. If LHO plays a small card, play the ten. If it wins
LHO did not split his honors (KQ). He will still get one trick, but you will get 2. If the ten does not win, get
back to your hand and lead toward the AJ. You have a 75% chance of winning this finesse. The only time
does not work is when the KQ are both on right.

7. The play on the seventh is sindlatart with small to the jack. If that loses to the queen, then try small to the
king. Only if RHO has both the ace and queen will you lose all three tricks.

8. What about the eighth example. Well, the odds of LHO having either the queen or jack are 75%, while thi
odds of him having the ace are only 50%. Therefore, your best play for one trick is small to the nine, then
small to the ten (assuming LHO plays low both times.)

On occasion, you will have high cards in both hands, such as AQxx opposite Jxxx. When should you lead a |

card to start your finesse? Only when it will benefit you if the card is covered. In this case, starting with the ja
will cost you a trick if LHO has Kx because the 10 would eventually set up.
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Why Finesse?

|l tds just a matter of math. Even though t heb0odds
the odds of the hand you are finessing having the card are greater than the odds of the other hand having th
as a singleton. Our goal is always to take as many tricks as we can, regardless of the contract.

Eight Ever, Nine Never

This is a phrase which describes whether you $ineslkek for a queenWith eight cards between the hands,
including the AKJ, the odds favor the fi neEsldiee. W
Kantar, one of the alime greats. He (and many others before him) figured out how often cards will be divided
bet ween two hands. I have attached information o
This information is your friend. Note that the odds of an even number of cards splitting evenly is significantly
der 50%, while the odds of an odd number of cards splitting

favorably is significantly over 50%.

The odds of a simple finesse working are 50%. With AKJTx opposite xxx, cash the ace (just in case the quee
singleton), then play toward the KJTx, intending
assuming a3 split, the odds of the player with only two cards having the queen is significantly under 50%. Tt
also wins if LHO has Qxxx.

Two-Way Finesses

Sometimes, you will have a-tway finesse.

A A
J J
T X
K K
X T
X X

Note that if you guess correctly, you can finesse the queen no matter which opponent has it. How do you gu
which player has it? One of my favorite partners always assumes in these situations that the queen lies ove
jack and plays accordingly. How often is he right? About 50% of the time.

Two Finesses
The subject of probability is more oftep a ca:
cise in mathematics. Do you have a |l ogircal mi
5ercent chance, what iIis the chance that at |
wor k?
l1uUu9 2
| [eo 1607 "89S0]|] Sa@assoaul) @2yYy1 Jo 210w (g) 10 U IMm
se o 1ybnoyil1 @89 uUeBOS S8SSdBUI}] @224yl JO BWOO21NO a8yl
1 9MSsSuUy
Copyri ghx00E0 1Ri80Dhar/d Pavlice
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Pl aying the 0Odds
When you're declaring a bridge ha
about the chances for favorable s C.ar_ds Break
help you estimate the potential n MlSSlﬂg
combinati on , L1 52 0
Knowing the odds wil/l al so help vy 5.0 A48 1) ove
should take to make your contract i f oy
pl ayingaffadr sad2 -3uot takibmga& Suc P 2-1 BO 0 yo
know that the finesse Iis a better 3.0 59 () t he
. 3-1 497
Odds of suit breaks:
4 2-2 407
l geneABdDDhumber of missing ewearndsy 4.0 g g eak
-if you are missing 5 e2arndosr ei noflat € di v
ANEVENumber of missing UdNav @i fwiydu 3-2 678
mi ssing 6 carddi Vvir2d anodruei tof3ttehne yt hwe < 4.1 53 3
I f you have a combined fit of 7 ¢ 5-0) 20 (you
33 break = 36%
42 = 48% 4.2 485
>1 = 15% 33 | 355
6-0 % % i :
a-1 145
You have 8, they have 5: 6.0 |5
32 = 68% ] '
4-1 = 28% 4-3 £2.2
50 4%
3-2 305
You have 9, they have 4: 7 . T
22 = 40% _ :
31 = 50% 7-0 05
40 = 10%
5-3 471
You have 10, they have 3: )
o1 = 780% 4-4 327
30 = 22% 8 6-2 171
) 7-1 2.9
Finding honor s:
8-0 0z
Yowrxpected percentage of success when you need:
One finesse = 50%
One of two finesses = 75%
Two of two finesses = 25%
At |l east two of three finesses = 50%
The presence( 1o0f' ss paontd c9'rsd)s wi | | often increase your
AKQloOp poxsxix 661 % chance of 3 trick®2 (Obelbaujsackhmay t die
or doubl eton) .
AJ9%8p poxsxixt 8% chance of 3 tricks K(1f0i, n eQsls0e otrh &K QAL Of ial

From Kar é&n weabl kseirt e,
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Lesson

13: Pl ay etfr utnhpe Hand at No

What is the first rule for playing any hand of britigd¢K BEFORE YOU

3y

b A ¢

g 3

PLAY! Take a moment (or two, or three) to plan your play. Here are a few more guid

lines:

Count your tricks. Count your winners, then try to come up with the safest way to
develop any additional tricks. For instance, in 3NT, you have:

S 1 2 C
K Q J K
8 J T X
6 X 9
X
X
S 1 2 (s
A K A
5 X X Q
X X
X X
X

The four of spades is led. Okay, make your plan. You have five club tricks, two spades,aiihiarhalkes

eight. If East has the diamond queen, you might end up taking twelve tricks. However, if you play the jack to
the king in hopes that the queen is to your right (double finesse) and it loses, you could end up losing five tric
West also has the diamond ace to go along with his expected five spades. The safer play is to cross to dumr
play the queen of hearts toward the ace in hopes that the king is on yéoesggof hoolk. Win or lose, you

have your nine tricks.

Dondt Bl ock Your Sui t s

S

2

4

What does that mean? Have you ever had ¢

get to them? You blocked the suit. In general, you want to play your high cards from the si
that is short first to prevent blocking a suit. With the suit KQx opposite Axxxxx, you need to
take the king and queen, and then cross to the ace to take the last three cards in the suit.
is especially important if one hand lacks entries. For instance, you have a suit QJT opposit
Axxxxx, and there are no other entries to your long suit. When you play the queen, LHO cc
vers with the king. If you take the ace, you have blocked the suit because your Jand T car

be overtaken by any other card on the board. It is best to allow the K to take the trick so you can overtake ya
with the ace when you get back in the lead.

Prof
cess
wi t h
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Preserving your Entries

Thisgoeshant-h and wi th unblocking. You do
because you candt get to them. Her e

S 1 2 (o
A X K X
6 X Q X
5 J X
T
X

NANXOD
XO XD
X X X N
X >0

You are in 3NT and LHO leads the spade queen. Count your tricks. You have two spades, three hearts, and
d six winners. You should be able to take four diamond tricks after you force out the ace. How do you plan th
pl ay? Youdd better take the first spade before t

your hand so that your spade ace will remaineas$rato your diamonds. If, instead, you take the spade ace and
then start on diamonds, the player with the diamond ace will refuse to tak@adihe Foef@r two rounds.

Then you wonoét be able to take your good diamond

Hold -up play

You just saw one on defense. ltds used to preven
them. Players on offense can use them, todUleeof 7is how you determine how many times you should

hold up (not play) your ace if the opponents have found your soft spot. Count the number of cards you have
the suit between your hand and dummy, and subtract it from seven. So, with xx opposite Axx, you have five
Subtract 5 from 7, and the rule instructs you to
the suit breaks4, but if it is 83, holding up twice will prevent you from losing additional tricks in the suit if you

can prevent the player with five cards from getting in. The person with only 3 cards in the suit will not be able
get back to partner.

Danger hand

Thatdos the player with five cards in the suit yo
pl ayer you dono6ét want to allow to be on | ead bec
your Kxx).
No matter where | go, | canl al ways
the bridge tabl e.
-Martina Najvratil ov
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Hereds one | ast example hand:

(S 1 2 (o
7 A A K
6 X X J
X X X

X X

S 1 2 (o
A K K A
9 Q X T
8 X X X
X

LHO leads an ominous looking spade 4. Plan the play. First, count your winners. One spade, three hearts, tv
monds, and two clubs makes eight. You should be able to develop at least one more trick in clubs for your ni
Okay, first, you want to helg the ace twice and then take the third spade lead.

West is thelanger handon this hand, because he has five spades (you know this because East took the first t
tricks with the king and jack and then played the two, and West played the three on the second trick). If you |
club trick, you want to lose it to East.

So, after you take the spade ace, play your club ace, then lead (finesse) towgdktie hapgs that the queen
is on your left. If it loses, East has no more spades to lead to his partner.

1. Common Contracts

Most people are aware that 3 NT 1§ the
reached. What would you guess are|the
contracts? And what is the | east C 0O mmo
2 . Least Likely Hand

Whi ch of these bridge hands is -8he | ea
K92 -1 -87@, (B) 13 cards in the ¢ame

car ds.

Spuey jo|psuueo [‘A|jRUY IS[D SO |SIQEULBDSOBUY D B |
I'J1023ads |nreqgpnsaopnyedpeEmpy o1 jspaedy

2do0Uay ‘spuey
asnheosoaq (V)

— o
®
C o
(@]
7]
——

61N 6 poAe |d noA sw1l11 1Sse ] @2yl Sem Udym
) swe |s |puevibh @24yl Jo Bduo ssanb p|nom o8 |]dosad 1sow 19e1l]
Hy ‘ sSv | ‘LN ¢ lapJo ul ‘@8le S12®J1UOD UOWWOD 1sow ayl

S IO9oMSuUy

Copyri gh20CE0 1Ri8Ohaf d Pavl i
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Lesson 14: Opening -tLretanmdps Agai nst No

|l tds been stated by one of the worl doés be
”\‘\T °B 1 perfect opening lead every time, he would be a world champion.
U *;L; Terrence Reese st iomee gorfe agnsg, | asntdadt seddmly déafl h e r €
bridge players.é¢ Additionally, the defens
other time of the hand.

Sounds pretty important? Yeah. Do good bridge players always make good leads? Of course not. Can you f
the guidelines and end up with bad results? Of course.

3NT tends to be a race. The declarer is trying to set up nine tricks before he loses five. Since his side has mi
the high cards, the defense is trying to build t
these guidelines will serve you well.

You know one great thing about overcalls? They t
suit to | ead. Also, if he has doubl ed ®&Ddartsta t o i
Jacoby transfer sequence. The 2D bidder has hearts, not diamonds. If partner doubles 2D, he wants you to |
diamond.

Unbid suitst end t o make good | eads. You schrdsydspcialydei d o
clarerdés suit), unless you have a very strong ho

| f the opposition | anded in 3NT without going th
hold a fourcard major. Declarer may, of course. If dummy bid Stayman and declarer hasurtbrfajor
(responds 2D to 2C), that would make leading a major a good choice.

The above guidelines only point out the possible suit of weakness for the opposition. Okay, look

iﬂ!i your hand. |l f partner told you a suit to | e

aa honor (K, Q, J, or T), lead your lowest card. (If you gave parter a raise in the suit, lead your honc

[ With the ace and any length, lead the ace. With three without an honor, some choose to lead sm

(showing count) and some choose to lead high (denying a higher card in the suit). Either works v

as long as your partner knows what you are doing. With two cards, lead your highest one. With one card, yo
should probably still lead it unless you have a dramatically better choice.

Okay, no clues from partner? Has an opponent strongly bid a suit? AVOID THAT SUIT! Now, look at your
hand. Do you have a suit with theaedsequenceof honors (AK with the Q or J, KQ with the J or T, QJ with
the T or 9, JT with the 9 or 8)? If you do, leatbineard of the sequenceYou almost never end up giving
away a trick with this | ead, and if partner has
you have K J 10 x you should lead the fophef an interior sequence

No clues from partner, andfmarsgdqgiemee Yyolum dsamegre

valid lead. With the suit AT843, lead the 4. With any luck, partner will have an honor in the suit. With a lot of
partner will have KQx in the suit and you will run off the first five tricks.
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Weak Hand Leads

If the bulk of the defensive points are held by your partner, you will not have enough entries to set up your o\
long suit. Therefore, you must guess which suit is your partner's suit and lead it. At no trump contracts, the fi
the goal wins. You don't have time to see the dummy before making a defensive lead. Your short suit is mos
your partner's long suit because the declarer and his partner have not made any long suit bids. Prefer major:
minors because a dummy with a four card major will usually bid Stayman.

Points Evenly Divided

When the defensive points are evenly divided between you and your partner, you must make a lead that doe
give anything away. In this case, the key to the declarer's success may be a finesse.

If you underleada queen or four to a jack, you may give declarer his contract. If you lead to your partner, you
may send his queen or king to the declégadse Give the declarer a trick that he will always get by making a
"top of nothing" lead in a three or four card suit.

If you have only one foward suit and the opponents have strongly bid that suit, you want to look for another
suit to lead. Still, you have to lead something. If you must lead a suit that the

opponents bid, |l ead a suit that you think the du
thumb. 6 Lead whatever card your thumb is resting

1 Four Aces
What are the odds against being dgalt a

(C) 256 to 1, (D) 378 to 1.

2 . Most Likely HCP
l't should not be surprising that g8 hand
most | i kely to be dealt. What is the se
11 HCP, (C) 9 or 11 HCP is equallyl I'i kel
dOH 6 :924e sabeiluaolsad Ari1|11geqosd oaylr (v -2
T 01 8.2¢ AKAj]Ja1ewi1xoildde 1o ‘1sultebe TT O1 ¥STIV
bBuiripsab 10u 3o A1i1j1qeqousd @yl os ‘G9T¥ /TT = 6¥ /0T
1leap bBuilaq J1oAke |d sauo o K11 ]1qgqeqgosd oyl -“(a-'cz
SlIamsuy

Copyri ghx0C0E0 1Ri80haf d Pavlice
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Lesson 15: Pl ay of the Hand in Suit

What is the first rule for playing any hand of bridge? THINK BEFORE YOU PLAY! The play in a suit
contract is significantly different than iAmonp. There are more ways to win tricks, but also more ways
to lose them. Here are some things you should think about.

Remember that you have two hands.

You shouldcount the number of losersn each to determine which hand to makedster hand Her ed s
example:
S 1 2 c
5 7 k °
T 8
9 7
3
2
S 1 2 c
Yo 4 7T
3 8 8
2 4

The opponents lead the club king against your 6S contract. You have five losers in hearts and clubé in your |
three hearts and two clubs. If you try to establish your hand you'drsiéiridw club, hope the heart finesse
works, and then ruff some more clubs and hearts. Unfortunately, you areestitgespand midway through

the hand, you would get stuck on the board. You also have losers on the board (one heart and four diamond
it's a much better plan to try to establish the dummy. If diamonds-Br&ak&% chance), you can take the ace
and king of diamonds, ruff a diamond with the jack, pull trump, cash the diamonds, and then take the heart fi
(if trumps break-2) for a chance to make seven.

Sometimes you want to pull trumps.

Pull trumps first if you have strong side suit. You should also pull trumps if one of the opponents makes a lez
that indicates that he or she is looking for a return of the suit from partner for a ruff. You should always ask y
self what bad things could happen if you don't pull trump. There's no worse feeling that watching the oppone
ruff a few of your good tricks as you follow suit helplessly.

Sometimes, you want to delay drawing trumps.

Maybe you have a side suit that you nesest tgobefore you pull trumps, as in the example given above. (In the
above example, you will not be able to set up the diamond suit if you pull trumps first, especially Hlyou get a .
break in trumps.) Sometimes you hasersyou want to ruff. Sometimes your trump suit is so poor that if you
start to pull trump, the opponents will finish pulling them for you.
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Here's another example of setting up a side suit before you pull trumps:

S 1 2 c

Q T K 8

3 6 7 6
5 3
4 2
2

S 1 2 c

A J A Q

K 8 Q

J 6

T 5

7 4

The opponents lead a club to the ace and return a club against your 4S contract. If diameddgdursak@d

be able to take five spades and five diamonds. T
turn to hand with a diamond, and ruff a third diamond with the spade queen. This line increases your chance
about 84% (diamonds being no worse than What if diamonds arel5and they ruff one of your diamond
winners? You werendt going to make the hand anyw
have |l earned by now that ruffing tricks in the h
usually want to do is ruff tricks in the short hand before pulling trumps.

The Dummy Reversal
The only time you will establish an extra trick by ruffing in the long hand idunithyareversal Her eds
example, courtesy of William S. Roétow to Play a Bridge Hand.

S 1 2 c
K K Q 9
J J 7 8
N T 4 5
N 3 2
2 c
A 7
8

~Noo o>V
to—HO>F

They lead the club king against your 6S contract. Time for a plan. You have two losers in your hand (one in ¢
minor) and no place to park them. In dummy, you have four club and three diamond losers. If you can ruff thi
clubs in your hand, you can throw your diamond losers on the good hearts and make the hand.

As people develop and grow they searc¢ch o
current situation. Some never outgrow Vi
the highest | evel of ment al stimulation
bri dge.

-Mi ke Lawrenc
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The CrossRuff
Okay, now for arossruff. One very important part of playing a eraffss to take your side suit winners before
you start your ruffs. Her eds ahowtPlaymBiidge,Hard:g ai n ¢

S 1 2 c
K A 4 A
E@O J K 6
T 7 5
7 3 2
S 1 2 c
— A 5 A 8
Q 4 Q
9 2 7
8 6
3

West leads the club queen against your 6S contract. Time for a plan. When you are plasroifigcaunoss

your sidesuit winners first. That will tell you how many trump tricks you need to take. With only four side suit
winners, you need to take eight trump tricks. Best play is to cash the ace and king of hearts and the ace of cl
cross to the diamond ace, then start ruffing diamonds and clubs. At trick twelve, dummy will have two small |
and you will have the spade ace and one low heart.

What if they lead a trump? Then you only have seven possible tricks from the trump suit. Best to cash your |
the club ace, and lead towards your diamond queen for the finesse. If it works, you have your twelfth trick. If
doesndt work, then their trump | ead wor ked.

Dondét forget everything you damerhandecdnsarvmgourergrieso n 1 3
and even thbhold-up play all still apply in suit contracts. In the hand above if you start youutirbgsuffing

a club instead of a diamond, you will get stuck on the board. If you are going to make a plan, &ade a plan
half a plan!

Many games provide fun, but bridg
y ou |l t exercises yourl mind. Your
rust, you know, but brjfidge prevent
rust from forming.

-Omar Shari f
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Lesson 16: Opening Leads Against Sui

Playing a suit contract is significantly different than playifiguanpocontract. If the defenders happen to hit
decl arerds weak suit, hedll be able to tru
clarer is good for the opposition. Therefore, leading-sump singleton or the top of a double-

ton (if you have control of the trump suit) is a popular lead. Against a 4H contract, (adrstion 1H
3H-P-4H) holdings J9x1 Axx 286¢ Qxxxx, the lead of the diamond eight would not be a bad
lead. Against a similarly bid 4S contract, it probably would be, as it could help declarer set up t
di amond suit and al most certainly woul dnot
trick) in the trump suit.

You must listen to the auction to make consistently good leads. In the absence of shortness in a side suit, yc
to Il ead partnerds bid suit.

Sequence
Do you have a suit with a good honor sequence (AKQ, AKJ, AKx, KQJ, KQT, QJT, QJ9, JT9, JT8)? You vel
rarely give any tricks away by leading from the top of an honor sequence.

Long in Trumps

Do you have four trumps in your hand? If you do, and you have a long suit, you may be able to force declare
ruff your long suit with his trump. If he only started with five, you now have as many as he does. The same tt
goes if you have zero or one trewyqur partner may have four or five. For instance, against the sefel-LH

P-4H bidding, withs x 1 Qxxx2Qxx ¢ KQTxx, lead your club king instead of your singleton spade. When you ar
long in trumps, lead your long suit, not your short suit.

Two or Three Trumps

If you have only 2 or 3 trumps, trumps are splitting well for declarer. Your choices are to lead a trump or a si
suit. Unless you have a holding in the trump suit that will probably give away a trick if you lead it (Kx, Qx, Qx
Jxx), a trump lead is probably your best bet, especially if the bidding indicates that declarer has a suit he wal
ruff in dummy before he pulls all of the trump. For instance, against the bidBi&g-28-3H-4H, if your

hand iss Kxxx 1xxx2KJxxcx x , you expect to take a couple of d
trump. Starting with a trump lead will help.

No Clear Lead
Okay, no clues from the bidding or from partner, no shortness in side suits, no good sequences, and you are
ing Kx in the trump suit. Sounds like you are leading a side suit. You alwayauptatesainto one that the

opponents have bid. | f tbegdoée Oudmny beamrs olft g eyd w
Leadthrough strength not up to strength¥ou never want to lead away from an ace in a suit contract.
(Dondot |l ead the 4 from a AT74 s ufiauch)eadinghavgyifronea t h e

kingi s what you prefer because you set up a trick
then look for a queen.

|l tds generally bad to |l ead away from a jack, alt
lead trump and have no side suits without aces or with other honors, you still have to make a lead.
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Three Small Cards

If you have the 852 in the suit you pick, some people lead the 2. The good news is that partner will know yot
ndt start wihded BadlondWwetionn that hedll expect you
expect you to have an honor in the suit, but he might play you to have a do@{HR& Some people play a
convention callesUD , for MiddleUp-Down. They would lead the five, then play the eight, then the two. You
wondt make this | ead often, but you should talKk
be your lead.

Suit Leads in Summary

You usually want to make a "safe" opening lead that will set up tricks for your side without giving declarer ex

tricks. Your choices:

T A singleton if you have a quick trick in trump (hoping partner can lead the suit back for you to trump).

T A suit partner has bid. (Lead top of a doubleton, low from 3, top if you supported the suit or if suit is head
by the ace.)

1 A suit that offers a good attacking combination: two or more touching K@pbos,QJ10AKxx, J109) or

the top of an interior sequencellB9)

Your longest suit. Lead fourth best if you don't have touching honors.

A suit the opponents have not bid.

If there are no unbid suits, choose a suit that dummy has bid.

Lead trumps if you have no other safe lead OR if declarer has shosui@dWwand OR if responder has

supported declarerds second suit. This may pr e\

= =4 =4 =4

When leading to a suit contract, AVOID

Leading an unsupported ace if you have another safe lead.

Underleading an ace (don't lead a small card from a suit headed by the ace).
Underleading broken honor combinations (KJxx, Q10x) unless it's in partner's suit.
Leading a netrump suit declarer has bid.

= =4 =4 =4
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Lesson 17: Third and Fourth Seat Ope

If you have ever filled out a convention card, you may have noticed that under Major Seat Opene

there are boxes to be checked for minimum expected length efuitagpeners ins#2 nd seat and
ap 3d/4th seats. Have you wondered why there could be a difference? Well, the theory behind openi

third and fourth seat is different because

Third Seat Light
Many bridge players use the 3rd seat as the
aboutl0 HCP. This is done to protect the partner, who may have passed with 10
or 11 points. It makes things tougher for LHO, who may have a good hand and probably would
much rather be able to open instead of overcall. Here are some things to think about if you decid
that to open light in third seat.

1. Have a good reason. Normally, that reason will be a suit you want e KWith Qx 2 Qxx ¢ XxxX, you
dondt quite have a rule of 20 hand. Still, man\
Openl8 You do NOT want partner to lead a club if the opponents win the contract.

2.Similarly, wedve advi g ethe mimors and @C vathB3inahyrdsead gpenrthe 1 D
stronger minorif they have equal lengths because that is thelsai.to

3. Preempt aggressively, especialjvnort ner abl e. Her eds a haAKdxxIxer yo
2QXXXC X X . What 6s goingconmnhermned Yauthavecauhidmét
least halfthe highar d points in the deck. Some people wil
lead and made life significantly more difficult for LHO. If you decide to preempt a level higher than your si
length ordinarily would warrant, you should have a good suit.

4. If you have opened light, you are not entitled to take another bid. This is the signal to partner that you op
light. Therefore, opening one of a minor if you are light will not usually work. The best thing about openin
l ight i1is that it has a mild preemptive effect
down much.

Partnerds Response

The worst thing about opening light is that partner does not know if you are light or not. You could easily hav
hand in third seat that you would have opened in first or second seat anyway. If you open 1S in third seat on
s AKxx 1 Qx 2Qxx ¢ xxxx and partner hol@dgQJxx1 Axx 2xx ¢ Axxx he will probably raise you to 3S, which is
down at least 1.

Note: You may opt to use a convention called Drury or Reverse Drury. This bid gives your partnezediggnice ttoasReethié Bonas
Lessons (page 70) for a complete explanation.

ge reflects intelligelnce.
| i fe. Anybody who's mi ssi

3T T
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-Mal col m HKor bes
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Opening in Fourth Seat

Fourth seat openers are relatively simple. The bidding has gpasgpass to you. If you choose to
pass, your score wil/ be a zero. Thatdés not
negative score on the hand and lose to all of the pairs that scored a positive (either bid and made s
thing or set the opposition). Therefore, if you choose to open, you should be relatively sure that you
make 2S or any thre¢evel contract If the points are evenly split, you can be certain that the opposition proba-
bly wondt | -evelconaat. Thel meethod to use to determine if you should open iBheaRede
of151 t 6s a simple rule. Add your HCP and spades. I
opening). If it comes to less, you should pass and just take your zero. Why spades? They are the highest su
you donoét hold them, your opponents might. | f th
or make a threlevel contract to avoid a rorgative score. Remember, you will have hadreegative score
just by passing.
Note: the Drury or Reverse Drury bid explained in the Bonus Lessons (page 70) is also often used for fourth seat openings.

Preempting in Fourth Seat

Usually preempts exist to make things tough on your opponents. In the fourth seat, your opponents have bot
passed. If you have your usual preemptive hand in fourth seat, you may just want to pass. Fourth seat preen
made with better hands t han sAKIXXt1R2Axxe kxk. dhis isagmd 1S .
opener, but in fourth seat you should op28.it

Partner will expect you to have a hand that looks like this. No sense in opening it 1S and letting the opponen
find their heart fit. Youdd much rather play 2S5

Similarly, with the harsdk 1 Kx 2KQJxxxxc Axx in fourth seat if you open 1D the opposition will almost cer-
tainly find their major suit fit. I f you open 3D
surely dondt want to defend a major suit contrac

Thrdwo Fit
Most players have had the bizarreg exper
32 trump fit, typically through a biddi
tricks that could be won?
"pea | dwnii1 e
O JPJse |28p ‘(sepedsy sdaoyg spumy £goua yioq 41 GO
V]| M SOMseae- Agwnp puwge e dzeave |03 ‘Aes €T ||V
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