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The first step of the PLAN tells you to Pause to consider your objec­
tive. Once you have determined your goal, the second step of the PLAN 
reminds you to Look at your winners and losers. After you have com­
pleted these two steps, you'll find yourself in one of two situations: 
~ither you have enough winners (or few enough losers) to make your 
contract or you don't. As you saw in the first chapter, ifyou have enough 
tricks, you can skip over the third step and concentrate on putting it all 
together. This may require some care - taking your tricks in the right 
order or driving out the opponents' trumps first. You don't have to worry 
about developing additional tricks or eliminating extra losers. 

Usually, however, when you compare the number of tricks you need 
to make your contract with the number of tricks you have, you'll find 
that you have too few winners or too many losers. This is where the third 
step in the PLAN, Analyze your alternatives, comes into use. In this chap­
ter, we '11 look at two ways to develop the extra tricks you need - through 
promotion and length. These methods are useful in both notrump and 
suit contracts. 

The most common and certain method ofdeveloping tricks is through 
the force ofyour own high cards to drive out the opponents' higher cards. 
Let's see how this works. 

The more high cards you have in a suit, the greater the potential the 
suit has for taking tricks. This is true even when the opponents have one 
or more higher cards. Here is an example: 

DUMMY: K Q J 10 There are no sure winners in this suit. You 
DECLARER: 5432 can, however, use the king to drive ou~ the 

opponents' ace and promote your queen,Jack, 
and 10 into three winners. 
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With a SUit. such as this, it doesn't matter whether you lead the king, 
the queen, the Jack, or the 10. They all have equal power. To keep discus­
sions simple, we will assume that you lead your highest card in such 
situations. Note that the opponents are not forced to win the first trick 
with their ace. Whether they do or don't win the first trick will make no 
difference in the result if the contract is notrump. You can continue by 
leading the queen or the jack to make them take the ace and still end up 
with three winners. 

In a suit contract, you would view the above holding a little differ­
ently. Count it as one loser. You still have to promote three winners by 
driving out the opponents' ace. 

The idea of promotion is straightforward. You are making a trade­
off. You are willing to give the opponents one or more tricks in return for 
developing one or more tricks of your own. 

Consider this combination: 

DUMMY: 432	 You are missing the ace and the king but you 
have the next three highest cards in the suit. DECLARER: Q J 10 
Use the queen to drive out the opponents' 
king and the jack to drive out the ace. This 
will promote your 10 into a winner. 

Sometimes a lot ofpatience is required to develop tricks through the 
promotion of high cards. 

DUMMY: J 10 9 8	 A trick is available in this suit after the oppo­
nents' ace, king, and queen have been played. DECLARER: 5432 
This may seem like a lot of work to take one 
trick since you have to give up the lead three 
times. Remember that a trick won by a low 
card is as worthwhile as a trick won by an 
ace. You're taking a little time to turn a low 
card into an ace. 
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Cards that have been promoted into winners become tricks only if 
you can reach them. If both dummy and declarer have the same number 
of cards in a suit, there is no problem. You will always have a low card 
left on one side of the table to get to the winners on the other side. If the 
cards are unevenly divided with more on one side of the table than the 
other, you must be more careful. Look at this layout of the diamond and 
club suits in a deal. 

KJ10982 
A32 

73 A65 
~ K 106 ~ QJ74Iw: EI 

Q4 
~ 985 

The diamond suit has no sure tricks. With all of the high cards except 
the ace, you plan to promote five diamond winners by driving out the 
opponents' A. Even though the diamond suit is divided unevenly be­
tween two hands, there doesn't appear to be a problem - you can use the 
eTeA in the dummy to reach your winners once they are established. You 
still must be careful, however, of the order in which you play your cards. 

Suppose you start by playing the 4 from your hand to dummy's 
K. East can make things difficult in one of two ways. If East wins this 

trick and leads back a club, your ~A will be driven out. If you lead 
dummy's 2 back to your established Q, you'll be in your hand with 
no way back to dummy! You don't have any more small diamonds and 
the -teA is gone. Another possibility is that East refuses to win the first 
trick. Now, you would lead the 2 back to your Q. East may refuse 
again to take the ace. You've won two tricks but you're in your hand and 
again you don't have any diamonds left. You can playa club to dummy's 
-T-A, lead another diamond, and force East to take the A. Now you're 
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in the same position as before. Dummy's remaining diamonds are estab­
lished but you can't get to them. 

The solution is to use the same principle we came across in Chapter 
I when taking winners: Play the high card from the short side first. Look 
at the difference this makes. Start by playing the Q from your hand. If 
East wins the ace, you won't have a problem taking your remaining win­
ners. IfEast doesn't win the ace, continue by leading your 4 to dummy's 

K. If East wins the ace, you have the 4- A in dummy to get to your 
established winners. IfEast refuses to take the ace, you're in dummy and 
can continue leading diamonds. Play the J and force East to take the 
ace. Once again, the ~A remains in dummy as a way to get to the estab­
lished winners. 

A small change in the order ofplay makes a big difference! Here are 
some more examples: 

DUMMY: J3	 To establish three winners, start by playing 
the high card from the short side first. If youDECLARER: K Q 104 
are in the dummy, lead the jack. Ifyou are in 
your hand, lead the 4 to dummy's jack. 

DUMMY: Q 10 832	 Start by leading the king from your hand. If 
the opponents do not take their ace, continue DECLARER: K J 5
 
by leading your remaining high card from the
 
short side, the jack.
 

When you have all of the tricks you need, you generally take your 
winners and get on with the next deal. The situation is different when 
you have to develop extra tricks. As you have seen with the idea of pro­
motion, the development of tricks may involve giving up the lead to the 
opponents. 

At first glance, this may appear dangerous. Every time you give up 
the lead, the opponents have a chance to take their tricks - they may be 
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able to defeat your contract. Losing tricks is a normal part ofthe game. If 
you are in a contract of 3NT, you don't need to take 12 or 13 tricks, only 
nine. You can afford to lose four tricks. You also don't need to take the 
first nine tricks. The idea is to lose tricks when you gain the most by 
doing so. 

Most of the time, it is best to take your losses early. If you need to 
promote tricks in a suit, go to work on that suit. Give up tricks as neces­
sary while you still have winners left in the other suits. Your other win­
ners will prevent the opponents from taking tricks. They will also help 
you regain the lead and take your newly-established winners. 

The concept of taking your losses early is easier to understand by 
looking at a full deal. The contract is 3NT, and the opening lead is the 

Q. 

Contract: 3NT • A64 
Lead: Q K96 

K82 
-Te9763 

• J9 7 
Q J 1074 
953 Iw: EI 

.Q1032 
85 
QJ76 

~A4 -Te852 
• K8 5 

A32 
A 104 

eTeKQJlO 

Since the contract is 3NT, you need nine tricks to fulfill the contract. 
You have two sure tricks in spades, two in hearts, and two in diamonds. 
That's a total of six. Three more tricks need to be developed. It's time to 
Analy~e your alternatives and look at each suit to consider the potential 
for developing extra tricks. The club suit jumps out at you. By driving 
out the opponents' ace, you can promote the remaining three clubs into 
the winners you need. 

CHAPTER 2 - Developing Tricks - Promotion and Length 43 

When putting it all together, remember to take your losses early. Lead 
clubs immediately after you win the first trick. After the opponents win 
their ace, you still have high cards left in all of the other suits. You can 
win a trick in whichever suit they play and regain the lead. Now that you 
have your nine winners, you can take your tricks and run. 

Look at what would happen if you did not lose the club trick early. 
Suppose you start by taking your winners: the A, the K, the .A, 
the • K, the A, and the K. You have six tricks in the bag. When you 
belatedly lead the -Te K to get your extra winners, the opponents are in 
control. By taking your A and K, you have promoted all of West's 
remaining hearts into winners. Similarly, you have set up winning spade 
and club tricks in the opponents' hands. When they get in with the -teA, 
they will take enough of their winners to defeat your contract. 

Think of it from the defenders' point of view. When West leads the 
Q, West is hoping to promote the lower-ranking hearts into winners ­

just as you intend to promote your clubs into winners. If you take the 
A and the K right away, you are helping West's team, not your own! 

Tricks can also be developed through length. A long suit contains a 
lot oftrick-taking potential. The more cards your side holds in a suit, the 
fewer the opponents hold. After the suit has been played a few times, the 
opponents won't have any cards left in the suit. All of your remaining 
cards will be winners, whether they are high cards or low cards. 

When you first start playing bridge, keeping track of the cards you 
hold in a suit is enough to keep you busy. What the opponents hold re­
mains a mystery. As your experience and confidence grow, it becomes 
increasingly important to consider the opponents' holding in each suit. 
The key is to recognize that each suit has only 13 cards. If you and your 
partner have eight of them, the opponents have five; if you and your 
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partner have nine cards, the opponents have only four. 

VI/hen you are declarer, know the exact number of cards the op­
ponents in each suit but not how they are divided between the oppo­
nents' hands, For example, if you have seven cards in a suit, their six 
cards be divided 3-3 (three in one opponent's hand and three in the 
other) or 4-2 or even 5-1 or 6-0. 

Son-tetimes, the opponents' bidding will suggest how the missing cards 
are divided, More often, you will have to guess (and find out for sure as 
the deal is played out). Since it is important to know what to expect, here 
are some useful guidelines: 

o	 Ami ~V(8rrn rrn1lJlmm1bJ~Jr ![])f mns§ing cards will di­
vnrll~ sllnglbl11:lly 1Umeverrnlly mq])§t q])fthe time. For 
example, the opponents have four cards, 
they are likely to be divided 3-1 rather than 
2-2; if the opponents have six cards, they are 
likely to be divided 4-2 rather than 3-3; if 
the opponents have eight cards, they are likely 
to be divided 5-3 rather than 4--4. 

o	 A!l1l qjJdd lill1L~m1bJeJr' of missing cards will di­
vide a!§ iBv~rrnny as JP(jJ)§siblie most of the time. 
For example, if the opponents have three 

they are likely to be divided 2-1; if 
the opponents have five cards, they are likely 
to be divided 3-2; if the opponents have seven 
cards, they are likely to be divided 4-3. 
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Here is the same information on the likely division of the opponents' 
cards shown in tabular form: 

3 2-1 
4 3-1 
5 3-2 
6 4-2 

7 4-3 

8 5-3 

Let's see how to make use of this information when looking for extra 

winners or trying to eliminate losers. 

Some suits will develop extra tricks through length no matter how 

the missing cards are divided. 

For example: 

You have nine cards; the opponents have four. DUMMY: AKQJ32 
Even if one opponent has all four ofthe miss­

DECLARER: 6 5 4	 ing cards, that opponent won't have any left 
by the time you have played the ace, the king, 
the queen, and the jack Your 3 and 2 will be 
winners. 

In some cases, you will have to hope for a favorable division of the 

opponents' cards: 

You have eight cards; the opponents have DUMMY: AKQ2 
five. If one opponent has all five of the miss­

DECLARER: 6 5 4 3	 ing cards or four of the five, that opponent 
will have a high card left after you have 
played your ace, king, and queen. 
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The missing cards will most likely be distributed 3-2. If this is the 
;ase, you will take four tricks from the suit instead of three. 

A typical layout of the missing cards might be: 

AKQ2 

J97 Iw: El108 
6543 

In the following example, you'd have to be lucky to get an extra trick: 

DUMMY: KQ32	 You have seven cards; the opponents have six. 
You'll get an extra trick if the missing cards )ECLARER: A 5 4 
are divided 3-3. After you have played the 
ace, the king, and the queen, neither oppo­

lent will have any left. Your remaining low card will be a wilmer. How­
~ver, it is more likely that the missing cards will divide 4-2 and they 
;ould be divided 5-1 or 6-0. 

Frequently, you must let the opponents win one or more tricks to 
:stablish a long suit. 

DUMMY: AK32	 You have eight cards; the opponents have 
five. You hope the missing cards are divided )EClARER: 7 6 54 
3-2. Even if that is the case, you can't win 
all ofthe tricks. To develop an extra trick you 
must give up a trick. 

The complete layout of the suit could be: 

AK32 

J 9 EI Q 108Iw~ 
7654
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After you play your ace and king, East still has the queen left. Play 
the suit again, letting East win a trick. When you regain the lead, you will 
have the only cards left in the suit and will take a trick with them. You get 
three of the four tricks by giving up one trick to the opponents. 

Here are more examples where you must give up tricks in order to 
establish long suits: 

DUMMY: A 9 7 6 5	 You have eight cards; the opponents have 
five. If the missing cards are divided 3-2,DECLARER: 84 3 2 
you can develop a second trick by giving up 
two tricks. 

DUMMY: A432	 You have nine cards; the opponents have four. 
If the opponents' cards are divided 2-2, youDECLARER: 8 7 6 5 
can take four tricks in the suit by taking your 
ace and then giving up a trick. If the oppo­

nents' cards are divided 3-1, you can still take three tricks, but you'll 
have to give up two tricks first. If one opponent has all four of the miss­
ing cards, you can eventually establish one extra trick but you'll have to 
give up three tricks to do so. 

You have seven cards; the opponent have six. DUMMY: K6543 
You can try playing the ace and the king and 

DECLARER: A 2 
then leading the suit again from dummy. If 
the missing cards are divided 3--3, you'll 

establish two extra winners in dummy. If the suit is divided 4-2, you'll 
have to get back to dummy and give up another trick to finally set one up 
for yourself. If the suit breaks 5-1 or 6-0, you take only the two tricks 
you started with- the ace and the king. 

You won't have to lose any tricks if the op­DUMMY: AKQ 3 2 
ponents' cards divide 3-2, as is likely. If they

DECLARER: 6 54 divide 4-1, you'll have to give up a trick to 
set up your remaining low card as a winner. 
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DUMMY: 108743	 The more cards you have in a suit, the more 
potential for developing tricks. Lead the suit,DECLARER: 965 2 
giving up a trick. When you regain the lead, 
play the suit again, giving up another trick. 

If the missing cards are divided 2-2, your remaining cards are winners. 
Ifnot, lead the suit again at your next opportunity and you can still estab­
lish two tricks. 

Let's take a look at the development of a long suit in a complete deal. 
You're 3NT and the opening lead is the .. 3. 

Contract: 3NT • Q 105 
Lead: ,.3 K 72 

7532 
~KQ5 

~ J 9 6 3 .842 
Q 8 3 
K 10 Iw: EI 

J654 
AQJ 

~ 10862 ~ 973 
eftAK7 

A 109 
9864 

eTeAJ4 

Your objective is to take nine tricks, and you start with eight winners: 
three sure tricks in spades two in hearts , and three in clubs. You need to , 
find one more trick. When you Ana~vze your alternatives, the only suit 
that presents some potential is diamonds. Even though you have no high 
cards in the suit, you do have eight cards in the combined hands. The 
opponents have only five, and you hope they are divided 3-2. 

Now put it all together and remember the earlier advice to take your 
losses early. After winning the first spade trick, playa diamond immedi­
ately, giving up a trick. Whatever the opponents lead back, you can win 
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and lead another diamond, giving up a second trick in the suit. Since you 
still have winners left in all of the other suits, you can win whatever the 
opponents lead and playa diamond once again. Although you lose this 
trick also, you have finally established the extra trick you need. You can 
take your remaining winners when you regain the lead. 

This may seem like a lot of work, but making your PLAN and know­
ing how to develop long suits really pays off when you make a contract 
like this one. 

When a suit is unevenly divided between your hand and dummy, be 
careful not to strand the winners in the long hand after you establish 
them. Look at this layout of a suit: 

AK432 

QJ9 Iw>II08
 
765 

You have eight cards in the suit. If the missing cards are divided 3-2, 
you plan to develop two more tricks by giving up one trick. If dummy 
had no high cards in other suits to provide an entry, deciding which trick 
to give up to the opponents is crucial. Suppose you try taking the ace and 
the king and then leading the suit again, giving West a trick with the 
queen. The remaining cards in the suit are: 

43 

Iw: EI 
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You have two winners in dummy but no way to reach them! Instead, 
-emember the advice to take your losses early and give up the first trick 
)y playing a low card from both hands. 

Now the suit looks like this: 

AK43 

QJ Iw>IIO
 
76 

You have lost one trick. When you regain the lead, take the ace and 
the king. You will be in the dummy to take your remaining two winners. 
In fact, you could achieve the same result by winning the first trick and 
giving up the second trick. 

Here is a similar case: 

A 9 7 6 3 

K J Q 105Iw: EI 

842 

To establish extra winners in this suit, you must give up two tricks. If 
dummy has no high cards in other suits to provide an entry, keep the ace 
until the suit is established. Give up a trick by playing a low card from 
both hands. This is called ducking a trick. When you regain the lead, 
duck another trick by playing low from both hands. The remaining cards 
are: 

A97
 

Iw: EI
 Q 
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Now you are in business. When you regain the lead, play your 8 to 
dummy's ace and take your two established winners. 

It is often possible to combine the idea of promotion with that of 
length when developing tricks in a suit. 

Take a look at this suit layout: 

KQJ3 

105 A 92Iw: EI 

8764 

There are no sure tricks. Your plan is to promote the queen and the 
jack into winners by playing the king to drive out the opponents' ace. 
Since you have eight cards in the combined hands, you will take another 
trick if the suit divides 3-2. After the king, the queen, and the jack have 
been played, the opponents won't have any cards left in the suit. 

DUMMY: 753 You can lead the queen to drive out the king 

DECLARER: QJ 10 4 2 
and the jack to drive out the ace, promoting 
your 10 into a winner. Ifthe opponents' cards 
are divided 3-2, your 4 and 2 also will be 
winners. 

DUMMY: 6532 You plan to promote two tricks by using your 

DECLARER: K Q J 
king to drive out the opponents' ace. You may 
end up with a third trick if the missing cards 
are divided exactly 3-3. You will have to be 

lucky, since the missing cards are more likely to be divided 4-2. Even if 
they are 3-3, you will need a high card in another suit in the dummy in 

8 order to reach your winner. 
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Knowing about promotion and the development of long suits helps 
you decide whether you need to develop extra winners or eliminate los­
ers. Take a look at your holding in this suit: 

A643 

? IW:EI ? 

9752 

When counting winners, you would count one sure trick. When count­
ing losers, you would count three losers. When analyzing your alterna­
tives, you would see that you are missing only five cards which are prob­
ably divided 3-2. You hope the actual layout is something like this: 

A643 

KJlO QRIW:EI
 
9752 

In a notrump contract, you could plan to develop an extra winner by 
giving up two tricks. In a suit contract, you could plan to eliminate one of 
your losers by giving up two tricks. Two sides of the same coin. 

Ofcourse, there is no guarantee that you can develop an extra winner 
or eliminate a loser. The actual layout could be: 

A643 

KJI08 QIW:EI
 
9752
 

You can't get more than your one sure trick, and you still have three 

losers in the suit. This is why you count one sure trick or three losers in 
the second step ofyour PLAN. Hoping that the missing cards are divided 
3-2 is one of your alternatives in the third step. You may have better 
prospects elsewhere. 

Sometimes you will have a choice of suits to develop. In general, 
pick the suit that will give you the most tricks. This is usually the suit in 
which you have the most cards. Compare these two suits: 

1) DUMMY: AK652 2) DUMMY: A K 6 5 2 

DECLARER: 4 3 DECLARER: 7 4 3 

If you need to develop two more tricks to make your contract, the 
second suit has much more potential than the first. In the first case, you 
have only seven cards; the opponents have six. You hope that the missing 
cards are divided 3-3 and plan to give up one trick while developing two 
more. It's more likely, however, that the missing cards are divided 4-2. 
They could be 5-1 or 6-0. 

In the second case, you have eight cards and are missing five. It is 
quite likely that the missing cards are divided 3-2. By giving up a trick 
in the suit, you can develop the two extra winners you need. 

If you have the same number of cards in both suits, the suit that is 
more unevenly divided has more potential for extra tricks. Compare these 
two suits: 

1) DUMMY: AK6 5 2) DUMMY: AK6 5 2 

DECLARER: 7 4 3 2 DECLARER: 7 4 3 

In both cases, you have eight cards and the opponents have five. If 
the missing cards are divided 3-2, you can develop one extra trick in the 
first example by giving up a trick. In the second example, however, you 
will get two extra tricks if the suit divides 3-2. 
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In the previous chapter, you saw that you generally lead from your 
longest suit against a notrump contract in the hope ofestablishing enough 
winners to defeat declarer. When you lead against a suit contract, there 
are other considerations. 

When defending against a notrump contract, often you are willing to 
give up one or two tricks to establish your long suit. Ifyou can regain the 
lead, you can take all of your winners. When defending against a suit 
contract, it may not do you much good to develop your long suit. By the 
time you get to lead your winners, declarer usually will be able to ruff 
them. If you must give up a trick while establishing your winners, you 
may never get it back. 

Instead of automatically leading your longest suit, you often look for 
a safe suit to lead - one that is unlikely to present declarer with a trick 
that declarer could not get without help. A suit with an honor sequence is 
usually safe (e.g., K-Q-J or Q-J-10) or a suit with no high cards 
(e.g., 8-7--4-2). A suit with only one high card is usually more danger­
ous (e.g., K-7-5-2). If you have two touching high cards, it is some­
where in between (e.g.. Q-J--4-2). Leading the king from K-Q-3-2 is 
likely to set up at least one trick for the defense and maybe more if your 
partner has the ace or the jack. 

A different approach is for the defenders to use declarer's trump suit. 
Try leading a short suit of one or two cards. Your plan is to try to win a 
trick by ruffing when the suit is led again. 

Most of the time, it isn't a good idea to lead a trump because you'll 
be helping declarer draw trumps. Ifyou think that declarer may be plan­
ning to ruff some losers with dummy's trumps, however, leading a trump 
might work out well. 

If partner has bid a suit, you should lead partner's suit unless you 
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have an alternative that is clearly better. If partner hasn't bid and vou 
don't have a clear-cut choice, you still must pick a suit. Ifpossible, choose 
one that the opponents did not bid. 

Let's see how you would choose a lead against a contract of4. with 
the following hand: 

The safest suit to lead is clubs since you have an .743 
honor sequence. Even if declarer has the ace and the K862 
king, you will start to drive them out. Eventually you 32 
may establish a club trick for your side. If partnereTeQJI02 
has the ace or the king, you may get two or three 
tricks. Ifone ofthe opponents has bid clubs, you can 

try leading your short suit, diamonds. You may get to use one of your 
trumps to ruff one of declarer's winning diamond tricks. 

Leading a heart from your king is dangerous. It would be fine if 
partner had bid hearts or ifthe opponents had bid all of the other suits. If 
the opponents' bidding has suggested that dummy may have only one or 
two hearts, you could lead a trump. You hope that the trump lead will 
stop declarer from ruffing heart losers in dummy. Perhaps dummy has 
bid spades, diamonds, and clubs, indicating that there are very few - if 

any - hearts in the hand. 

Once you have selected the suit, decide which card in the suit to lead. 
If you have two or more high cards that are touching, lead the top card 
(e.g., K-Q-3 or Q-J-8-7). As when leading the top card of an honor 
sequence against a notrump contract, you are telling partner that you 
have the next-lower card but not the next-higher card. 

If you are leading a short suit, lead the top card (e.g., 7-2 or 5--4). 
Otherwise, lead a low card (e.g., Q-7-4 or K-J-6-3). Against notrump 
contracts, you traditionally lead your fourth-highest card if you have a 

suit of four or more cards (e.g., Q-9-5-4-2). 
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Here are some examples of choosing the right opening lead against a 
contract of 4 

~	 KQJ 
J5 
J842 
A 653 

Q 7 5 2 
843 
5 

®	 109732 

&6K107 
642 
Q 9 6 2 

~ J 103 

with nothing else to guide you. 

Leading a spade is safe and offers a good opportu­
nity to develop two tricks in the suit. With touching 
high cards, lead the top card, the • K. 

This time you can try leading your short suit, the 
5. Perhaps partner can win the trick with the ace 

and lead another diamond to let you ruff one of 
declarer's winners. If partner has another ace, part­
ner may be able to win another trick and lead an­
other diamond for you to ruff - four tricks from 
only two aces! 

No lead is really attractive. Anything could be right. 
You could try the ~J since you also have the -To 10. 
You could also lead a trump if you think declarer 
may be planning to use dummy's trumps to ruff some 
losers. Even a low diamond or spade could prove to 
be the best lead. 

Rebid~ by Opefl"!er 

Opene,'s bid of one in a suit desc,ibes a hand with 13 to 21 
points. That is too wide a ,ange fo, ,esponde, to dete,mine the 
level at which the partne,ship belongs. When opene, makes a Ie­
bid, opene, t,ies to naliow the desc,iption of the stlength of 
the hand into one ofthlee catego,ies: 

At the same time, opene, t,les to fu,the, desc,ibe the 
dist,ibution of the hand so that Iesponde, can dete,mine the 
app,op,iate denomination. The Iebid opene, chooses depends on 
partne,'s initial,esponse as shown in the following summa,ies: 

Opener's Rebid after Responder Raises a Major Suit 
With 13 to 16 points (minimum hand): 

• Pass.
 

With 170,18 points (medium hand):
 

• Raise to the thlee level.
 

With 19 to 21 points (maximum hand):
 

•	 cJump ,aise to the fou, level (game). 

Opener's Rebid after Responder Raises a Minor Suit 
With 13 to 16 points (minimum hand): 

• Pass.
 

With 170,18 points (medium hand):
 

• Raise to the thlee level.
 

With 19 to 21 points (maximum hand):
 

•	 cJump to 3NT (game). 
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Opener's Rebid after Responder Bids 1NT 
With 13 to 16 points (minimum hand): 

•	 Pass with a balanced hand. 

•	 Bid a second suit of four cards Or longer if it is 
lower-ranking than the original suit. 

• Rebid the original suit at the two level.
 

With 17 Or 18 points (medium hand):
 

•	 Bid a second suit of four cards Or longer, 
even if it is higher-ranking than the original suit. 

• Rebid the original suit at the three level.
 

With 19 to 21 points (maximum hand):
 

•	 Bid 3NT with a balanced hand. 

•	 Bid a second suit of four cards Or longer, 
jumping a level (jump shift), if it is lower-ranking 
than the original suit. 

•	 Rebid the original sUit,jumping to game. 

Opener's Rebid after Responder Bids a New Suit 
With 13 to 16 points (minimum hand): 

•	 Raise partner's major to the cheapest available level 
with four-card support. Count dummy points. 

•	 Bid a second suit of four cards Or longer if it can 
be bid at the one level. A suit that ranks below 
the original one can be bid at the two level. 

•	 Bid notrump with a balanced hand at the 
cheapest available level. 

• Rebid the original suit at the cheapest available level. 

With 17 Or 18 points (medium hand): 

•	 Raise partner's majoi,jumping one level, 
with four-card support. Count dummy points. 

•	 Bid a second suit of four cards Or longer even 
if it is higher-ranking than the original and must 
be bid at the two level. 

•	 Rebid the original sUit,jumping one level. 
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With 19 to 21 points (maximum hand): 

•	 Raise partner's majOi,jumping two levels, with 
four-card support. Count dummy pOints. 

•	 Bid a second suit of four cards Or longer, 
jumping one level (jump shift). 

•	 Bid notrump with a balanced hand,jumping 
one level. 

•	 Rebid the original suit,jumping to game. 

Opener's Rebid after Responder Jump Raises Opener's Suit 
With 13 to 16 points (minimum hand): 

•	 With 13 Or 14, pass. 

• With 15 Or 16, raise to game.
 

With 17 Or 18 points (medium hand):
 

• Raise to game.
 

With 19 to 21 points (maximum hand):
 

•	 cJump to the six level (slam). 

Opener's Rebid after ResponseI' Bids 2NT 
With 13 to 16 points (minimum hand): 

•	 With a balanced hand, raise to 3NT. 

•	 With an unbalanced hand, bid a second suit 
of four cards Or longer Or rebid the original suit. 

With 17 Or 18 points (medium hand): 

•	 With a balanced hand, raise to 4NT, 
inviting opener to bid a slam with a maximum. 

•	 With an unbalanced hand, bid a second suit 
of four cards Or longer Or rebid the original suit. 

With 19 to 21 points (maximum hand): 

•	 With a balanced hand, raise to 6NT. 

•	 With an unbalanced hand, bid a second 
suit of four cards Or longer Or rebid 

the original suit. 
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RES~ON[JllE~?~ RHUD 
R®b!dI~ by ~@sponder 

When you make your rebid as responder, you put your hand 
into one of the following categories according to the point count. 
Use dummy points if planning to support opener's major suit. 

By combining this information with the strength and distri ­

bution shown by opener's rebid, you try to decide the level and 
denomination of the contract. When you have enough informa­
tion, sign off in the appropriate contract. If you need more infor­
mation, make an invitational or forcing bid. The bid you choose de­
pends on whether opener has shown a minimum, medium, or max­

imum hand. 

13 to 16 6to10 

(Minimum) 

11 or 12 

13 or more 

17 or 18 6to8 

(Medium) 

90r10 

11 or 12 

13 or more 

19 to 21 6to10 

(1VIaximum) 

11 or 12 

13 or more 

Partscore 

Partscore 

orGame 

Game 

Partscore 

Game 

Game 

Game 

Game 

Game 

Slam 

• Pass 

• 1NT 
• Two-level bid of a suit 

already mentioned by the 

partnership 

• 2NT 
• Three-level bid of a suit 

already mentioned by the 

partnership 

• Bid a Golden Game 

• Bid a new suit at the 

three level 

• Pass 
• Cheapest bid of a suit 

already mentioned by the 

partnership 

• Bid a Golden Game 

• Bid a new suit 

• Bid a Golden Game 

• Bid a Golden Game or
 

Slam
 

• Bid a Slam 

• Pass 
• Bid a Golden Game 

• Bid a new suit 

• Bid a Golden Game 

• Pass in game 

• Bid a new suit 

• Bid a slam 



:>2 Play of the Hand 

When you come to the third step in your PLAN, Analyze your 
~/t;ernat;;ves, there are a number of ways to develop extra win­
1ers or eliminate losers. Extra tricks can be developed by promo­
r;;on, driving out the opponents' higher cards so your high cards 
::;an take tricks. Tricks can also be developed by playing a long suit 
30 the small cards are good after the opponents run out of the 
3uit. 

You can expect the missing cards to divide in the following 
l1anner: 

An even number of missing cards will 

~. divide slightly unevenly most of the 
time.
 

An odd number of missing cards will
 
divide as evenly as possible most of
 
the time.
 

Don't be afraid to give up tricks to the opponents in order to 
:ievelop tricks for yourself If you do need to give up tricks, re­

l1ember the advice: Take your losses early. Make sure you can 
"each your winners once they are established. You want to retain 
::l high card in the hand that contains the winners you are estab­
ishing. 

When you have a choice of suits to develop, pick the longer suit. 
Mth equal-length suits, pick the suit that is more unevenly divid­

7d between declarer's hand and dummy. 
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How many tricks do you expect to take from each of the fol­
lowing suits? How many times would you have to give up the lead 
before you could enjoy yOUr winners? 

)UMMY: 1) KOJ10 2) J 10 9 8 3) 0103 4) K3 5) J 8 7 
)ECLARER: 7642 5432 J74 07 1094 

Assume that an ace in another suit is in dummy. How many 
tricks do you expect to get from the following suits? How would 
yOU play these suit combinations? What could happen if you 
Neren't careful? 

)UMMY: 1) KJ 1094 2) QJ3 3) K0103 4) J 10 5 5) 010983 
)ECLARER: 07 K4 J4 07 KJ 

If the opponents hold the following number of cards in a suit, 
how would you expect them to be divided between the two hands? 

1) 3 2)4 3)5 4)6 5)7 6)8 7)9 

1) Three, after giving up the lead once. 

2) One, after giving up the lead three times. 

3) One, after giving up the lead twice. 

4) One, after giving up the lead once. 

5) No tricks. 

1) FOUr, by playing the queen first. 

2) Two, by playing the king first. 

3) Three, by playing the jack first. 

4) One, by playing the queen first. 

5) FOUr, by playing the king first. 

In all of the examples, trY to win the first trick with the high 
card from the short side; otherwise, your winners may be strand­
ed even though you have one entry to dummy to go with your long 

suit. 

1) 2-1 2) 3~1 3) 3-2 

4)4-2 5)4-3 6) 5-3 

7) 5-4 
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If the opponents' cards are divided as you would expect, how 
many tricks are you most likely to get from each of the following 
suits? How many tricks would you get if the suits are divided as 
favorably as possible? 

DUMMY 1) A K6 3 2) A542 3) A8742 4) K87532 5) AK862 
DECLARER: 7542 KQ3 K63 A4 7543 

Assuming that dummy has no high cards other than those in 
this suit, how would you play the suit to avoid stranding your es­
tablished winners in dummy? How many tricks would you expect 
to take? How would you expect the opponents' cards to be divid­
ed? 

DUMMY: 1) AK763 2)A8642 3)AK87424)A8632 5)A762 
DECLARER: 852 K93 63 754 K43 

Which card would you lead from each of the following hands 
against a contract of4_? 

1) _ J 6 3 3) _J 522) _1094 
A63 Q 10653 K87 
KQJ 10973 Q52 

eTeJ954 eTe3	 eTe K Q 10 9 

1) Three, Three, if the opponents' cards divide 3-2, 

2) Three, Four, if the opponents' cards divide 3-3, 

3) Four, Four, if the opponents' cards divide 3-2, 

4) Five. Five, if the opponents' cards divide 3-2. 

5) Four. Five, if the opponents' cards divide 3-1. 

1) 

2) 

3) 

Lose the first (or second) trick. Expect four winners when 

the opponents' cards divide 3-2. 

Lose the first trick and then play the king (or vice versa). 
Expect four tricks when the opponents' cards divide 3-2. 

Lose the first trick. Expect five tricks when the opponents' 

cards divide 3-2. 
4)	 Lose the first two tricks. Expect three tricks when the op­

ponents' cards divide 3-2. 

5)	 Lose the first trick, then play the king (or vice versa). Ex­
pect only two tricks, since the most likely division of the 
opponents' cards is 4-2. You can take three tricks if they 

divide 3-3. 

2) eTe3	 3) eTeK
1)	 K 
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You open the bidding 1 and your partner responds 14. What 
do you rebid with each of the following hands? 

Your partner opens the bidding 1 , you respond 1 . and your 
partner rebids 1Ni. What do you rebid with each of the following 

hands? 

1) 47642 
AQJ43 
A2 

~Q3 

4) *74 
AKJ762 
K73 

JlcJ 4 

7) 474 
AKQ762 
AK3 

~103 

2) 4Q5 
K10532 
KJ4 

4tAJlO 

5) 4AJ 
QJ762 
AQ4 

~KQ9 

8)4AK74 
KQJ62 
42 

-Te AJ 

3) 45 
KQ1073 
AJ2 

~QJ94 

6) 4K842 
AQJ62 
5 

-TeKQ4 

9) 4A8 
AKQ62 
53 

~KQJ4 

1) ~ 7642 
KQ42 
A4 

~862 

4) • K 6 3 
AQJ6 
J73 

~J54 

7) 4A874 
KQ63 
K3 

~J104 

2) 43 
K1053 
KJ54 

~8642 

5) 4108 
KQJ762 
K92 

~105 

8) 44 
QJ9862 
AJ2 

~K 103 

3) 4A5 
J98743 
J82 

~94 

6) 462 
KJ62 
AJ532 

~Q4 

9) 4Q8 
AJ54 
KQ753 

4-Q3 

Answers to Exercise 
Answers to Exercise 

2) 2 3) 2
1) Pass 

1) 24 2) 1Ni 3)2"­ 6)35)34)2Ni 
4)2 5)2NT 6)34 9)3NT8)47)3Ni

9) 3-Te7)3 8)44 
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(E-Z Deal Cards, #2, Deal 1 - Dealer, North) 

Turn up all of the cards on the first pre-dealt deal. Put each 
hand dummy-style at the edge of the table in front of each player. 

The Bidding 
Dealer: • A65
 

Does North have enough
 North J4 
to open the bidding? With a A764 
choice of suits, which suit 

4tA983
does North choose? 

.94	 .OJ1073 
East passes. Can South A76	 9852 

bid a suit at the one level? QJ98	 K3Iw>1What does South respond? 4t KJ 10 5 4t 07 
West passes. Can North •	 K82 

support partner's suit? Can K0103 
North bid a new suit at the 1052 
one level? Which rebid de­

4t 642 
scribes North's hand? 

East passes. South asks what level and what denomination 
is best for the partnership. What will South's rebid be? 

What will the contract be? Who will be the declarer? 

The Play 

Which player makes the opening lead? What will the opening 
lead be? 

ry; Declarer starts by making a PLAN: 

~,,~ 1. Pause to consider your objective 

y ': 2.	 look at your winners and losers 

_ 3. Analyze your alternatives
 

-<-~4. Now put it all together

G?~~	 ~ 

How many extra winners does declarer need? Which suit can 
7rovide them? How does declarer plan to play the suit? Should 
::Ieclarer win the first trick in dummy or in declarer's hand? Why? 

The Bidding 
•	 North opens with 1 

•	 South responds 1 

•	 North can't support hearts or bid a new suit at the 
one level and responds with 1NT. 

•	 South passes. 

•	 The contract is 1NT. North is the declarer. 

The Play 
•	 East leads the. Q. 

•	 Declarer needs three more tricks to make the 
contract. The heart suit can proVide them. 

•	 Declarer plans to try to win the first heart trick with 
the -J, the high card from the short side. 

•	 Declarer should win the first trick in hand because the 
• K is needed as an entry to dummy's hearts. 
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(E-Z Deal Cards, #2, Deal 2 - Dealer, East) 

Turn up all of the cards on the second pre-dealt deal and 
,"rrange them as in the previous deal. 

rh@ rg8ddijj']~ Dealer: • 92 
East KQ652East has a balanced 

106land. Why can't East open 
INT? Why can't East open eTe 10843 
Nith the longest suit? What teAKJ43 • Q1065 
Nill East open? 103 , J84 

Q97 IW:EJ KJ3South passes. What 
:loes West respond? ~K72 eTeAQ6 

.87
North passes. What 

A97:loes East rebid? 
A8542 

South passes. West de­ eTeJ95 
:::ides on the level and de­

lomination forthe partner­
",hip. What rebid does West make? What will the contract be? Who
 

viii be the declarer?
 

rhe Play 

Which player makes the opening lead? What will the opening 
ead be? 

How many losers can declarer afford in a 4. contract? How 
nany losers are there? 

Declarer starts by making a PLAN. After going through the 
'~ur steps, how will declarer play the hand? What could interfere 
vlth declarer making the contract? When should West draw 

~rumps? What cards can be promoted into winners? 

The Bidding 
e There aren't enough points to open 1f'-.1T. East can't 

open spades, the longest suit, because East is 
playing five-card majors. East opens 1e!e, 

•	 West reponds 1., a forcing bid. West knows there is 
enough strength for game but doesn't yet know the 
denomination . 

•	 East rebids 2 •. 

•	 West places the contract in 4 •. West is the declarer. 

The Play 
•	 North leads the K. 

•	 West has three losers. West can afford three losers. 
If West doesn't draw trumps right away, an 
unexpected loser could appear. After draWing trumps, 
West plays the diamond suit to promote two extra 

tricks. 
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(E-Z Deal Cards, #2, Deal 3 - Dealer, South) 

Turn up all of the caids on the thiid pie-dealt deal and aliange 
t::-hem as in the plevious deal. 

rhe Bidding Dealer: .J82 
South A632What is South's opening 

7id? K42 
4tA84

West passes. Does 
.0104	 • K763'-Jolth have a suit to bid at 

0108	 J975t::-he one level? What does 

'-Joith Iespond? J8 0109Iw: EI 
4t 010752 4t J 9

East passes. Can South 
•	 A95

3UPPOit paitnei's suit? 
K4)oes South have anothei 
A76533uit to bid at the one level?
 

)oes South have a balanced 4tK63
 
land? What does South Ie­
7id to finish desciibing the hand?
 

West passes. At what level does the paitneiship belong: 
7aitsCOIe, game, Oi maybe game? In what denomination should 
::-he paltneiship play? What Iebid can Nolth make to invite palt ­
lei to bid game? 

East passes. Should South accept NOith's invitation? What 

"Iill the contiact be? Who will be the declalei? 

rhe Play 

Which playei makes the opening lead? What will the opening 
",ad be? 

Declalei stalts by making a PLAN. How many additional tiicks 
10es declaiei need? Which suit offeis the potential fOi develop­
'lg the extia winneis? How does declalei plan to make the con­
~iact? 

The Bidding 
e	 South opens 1 

•	 NOith Iesponds 1 ,a suit that can be bid at 
the one level. 

o	 South can't supp0lt paltnei's suit Oi bid a new 
suit at the one level. South has a balanced 
hand and Iebids 1NT. 

o	 NOith, with 12 points, knows the paltneiship may 
belong in game. Nolth moves towaid game by 

bidding 2NT. 

•	 With 15 points, South accepts the invitation 

and bids 3NT. 

•	 The contiact is 3NT. South is the declalei. 

The Play 
•	 West leads the eTe5. 

•	 Declalei needs two extia tiicks to make the 
contiact. Diamonds plOvide the oppoltunity. 

•	 Declalei wins the opening lead and then plays 
diamonds, even though the defendeis get one tiick in 
the suit. Aftei declalei has lost this one tiick, two 

extia winneis ale established. 
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(E-Z Deal Cards, #2, Deal 4 - Dealer, West) 

TUrn up all of the cards on the fourth pre-dealt deal and ar­
'ange them as in the previous deal. 

rhe Bidding Dealer: .105 

Neither West nOr North West Q985 
las enough to open the bid­ Q10 
:ling. What will East's open­ -TeQ9653 
'1g bid be? • KJ7 • AQ842 

J72 /4South passes. Does 
Vest have support fOr A762 Iw: EI " K943 
Jartner's major suit? What -Te1082 -TeAK7 
viii West respond? .963 

. A K1063NOrth passes. Does 
~ast have a minimum, medi­ J85 
1m, Or maximum hand? How -TeJ4 
viii East show the strength 
)f East's hand? 

South passes. What does West do now? What will the con­
·ract be? Who will be the declarer? 

'he Play 

Which player makes the opening lead? What will the opening 
~ad be? 

Declarer starts by making a PLAN. How many loserS does de­
rarer have? How can one of the loserS be eliminated? What must 
leclarer hope fOr? What is declarer's first play? 

'The Bidding 
• East opens 1•. 

" With support fOr partner's suit, West responds 2. 
" With a medium hand, East bids 3 •. 

o With 9 points, West accepts the invitation and bids 
44. 

o The contract is 4 •. East is the declarer. 

The Play 
Q South leads the A. 

s There are fOUr loserS. Declarer' has to eliminate a 
loser in the diamond suit if the missing diamonds 
are divided 3-2. 

G Declarer draws trumps first. 


