


50 Play of the Hand

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

Now the suit looks like this:

AK43
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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:

A9763

N
K1J WSE Q105

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:
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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

N
105 |W E| A92
S

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.

You can lead the queen to drive out the king
and the jack to drive out the ace, promoting
your 10 into a winner. If the opponents’ cards
are divided 3-2, your 4 and 2 also will be
winners.

DUMMY: 75 3
DECLARER: QJ 1042

You plan to promote two tricks by using your
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

order to reach your winner.

DUMMY: 6532
DECLARER: KQ1J
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Opener’s Rebid after Responder Bids TNT
With 13 to 16 points (minimum hand):

* Fass with a balanced hand.

¢ Bid a second suit of four cards or longerifitis
lower-ranking than the original suit.

* Rebid the original suit at the two level,
With 17 or 1& 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 partners major, jumping one level,
with four-card support. Count dummy points.
* Bid a second suit of four cards or longer even
if it i higher-ranking than the original and must
be bid at the two level.
* Rebid the original suit, jJumping one level.
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With 19 to 21 points (maximum hand):

° Raise partner's major, 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 15 to 16 points (minimum hand):
* With 13 or 14, pass.
* With 15 or 16, raise to game.
With 17 or 1& points (medium hand):
* Raise to game.
With 19 to 21 points (maximum hand):
* Jurmnp to the six level (slam).

Opener’s Rebid after Responser Bids 2NT
With 13 to 16 points (minimum hand):
» With a balanced hand, raise to SNT.
e 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):

e \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):
e With a balanced hand, raise to GNT.
e With an unbalanced hand, bid a second
suit of four cards or longer or rebid
the original suft.
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Rebids by Responder

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.
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RESPONDER’S REBID

NN N VNN

15 t010 ©tol10
(Minimum)

MNorl2

13 or more
17 or 16 6tob
(Medium)

9orl10

1Mor12

1% ormore
19 to0 21 61010
(Maximum)

11or12

13 or more

Fartscore

Fartscore
or Game

Game

Fartecore

Game

Game

Game

Game

Game

Slam

Fass

INT

Two-level bid of a suit
already mentioned by the
partnership

ZNT

Three-level bid of a suit
already mentioned by the
partnership

Bid 2 Golden Game

Bid a new suit at the
three level

Fass

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




Y. Play of the Hand

When you come to the third step in your PLAN, Analyze your
alternatives, there are a number of ways to develop extra win-
1ers or eliminate losers. Extra tricks can be developed by proto-
Eion, driving out the opponents’ higher cards so your high cards
can take tricks. Tricks can also be developed by playing a long suit

50 the small cards are good after the opponents run out of the
3UIT.

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

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
develop tricks for yourself. If you do need to give up tricks, re-
nember the advice: Take your losses early. Make sure you can
each your winners once they are established. You want to retain
a 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.
Nith equal-length suits, pick the suit that is more unevenly divid-
2d between declarer's hand and dummy.
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How many tricks do you expect to take from each of the fol-
owing suits? How many times would you have to give up the lead
sefore you could enjoy your winners?

DUMMY: 1) KQJTIO 2)J10986 3)Q103 4)K3 5)J&7
DECLARER: 7042 5432 J74 Q7 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
verent careful?

JUMMY: 1) KJ1094  2)QAJ3 2)KQ103 4)J105 5 Q10983
JECLARER: Q7 K4 J4 Q7 KJ

If the opponents hold the following number of cards in a suit,
now would you expect them to be divided between the two hands?
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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.
4y 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 yourlong

suit.

7 2-1 2) 5 5)5-2

A4) 4-2 B) 4-5 ©)B5-3
7) B4
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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 Fo[lc;win
suits? How many tricks would you get if the suits are divided 32
favorably as possible?

DUMMY: 1) AKB83 2)A542 323)AB8742 4)K87532 5
A
DECLARER: 7542 KQ3 K3 )A4 )75K55’62

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
tz;cake.? How would you expect the opponents’ cards to be divid-
ed-

DUMMY: 1) AK763 2)ABG42 3)AKBT42 4)A8632 H)AT62
DECLARER: 852 K93 63 754 K43

\.Nhich card would you lead from each of the following hands
against a contract of 4 &2

) 4563 2) 41094 Z) M52
AG3S Q0653 K&7
KQJ 10973 Q52

*J954 *3 ®KQI109
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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) Lose the first (or second) trick. Expect four winners when
the opponents’ cards divide 5-2.

2) Lose the first trick and then play the king (or vice versa).
Expect four tricks when the opponente’ cards divide 5-2.

3) Lose the first trick. Expect five tricks when the opponents’
cards divide 5-2.

4) Lose the first two tricks. Expect three tricks when the op-
porents’ cards divide 5-2.

5) Lose the first trick, then play the king (or vice versa). Ex-
only two tricks, since the most likely division of the

pect
opponeﬂt@, cards is 4-2. You can take three tricks if they
divide 3-3.

H K 2) %3 5) +K
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You open the bidding 1

and your partner responds 18, What

do you rebid with each of the following hands?

) MT642 2) MQ5 ) A5
AQJ4D K10532 KQ1073
A2 KJ4 AJ2
&0 3 SdAJI0 SR JO4
4 B74 5) AAJ C)MKE42
AKJ762 QJ762 AQJG2
K7% AQ4 5
&4 SKQO B KQ4
7) M7 4 &) MAKT 4 9)MAD
AKQ762 KQJ62 AKQG2
AK3 42 55
&103 A K Q4
Answers to Exercise
Hom 2) INT 2)z%
42 ) 2NT )M
73 &) 4 9) 3
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Your partner opens the bidding 1
partner rebids INT. What do you rebid with each of the following

69

syourespondl | and your

hands?
N &7042 2) N3 5) AAB
KQ42 K105 3 Jo96e743
A% KJ54 82
#6862 *B8642 04
4) &K63 5) 4108 B) M52
AQJIG KQJ762 K162
J73 K92 AJE32
o D4 105 Q4
7) MABT 4 8) M4 9)MQS
KQod QJOB62 AJ54
K3 AJ2 CKQ752
s 104 S K103 " Y O¥e)
Answers to Exercise
1) Pass 2)2 3) 2
4) 2NT 5)3 &) >
7y BNT &) 4 9) BNT
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The Bidding
* North opens with 1

(E-Z Deal Cards, #2, Deal 1 — Dealer, North) - South responds 1

SO0 NNy

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.

* North can't support hearts or bid a new suit at the
one level and responds with TNT.

. . 4
The Bidding Dealer AAGH * South passes.
' F g
Does North have enough North J4 * The contract is INT. North is the declarer.
to open the bidding? With a A7 4 -
choice of suits, which suit HATB3 - The Play
does North choose? ' * Eastleads the 8Q.
AS4 AQJI073 -
East passes. Can South A76 N 9852 . * Declarer needs three more tricks to make the
bid a suit at the one level? QJo6 WS E K3 - contract. The heart suit can provide them.
What does South respond? HKJIO5 S Q7 -« * Declarer plans to try to win the first heart trick with
West passes. Can North AKSE? - the - J, the high card from the short side.
support partner's suit? Can KQ103 - * Declarer should win the first trick in hand because the
North bid a new suit at the 1052 : AK is needed as an entry to dummy’s hearts.
one level? Which rebid de- ' SGAD o

scribes North's hand?

-

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

L3

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

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

(. Declarer starts by making a PLAN: )
(e by mokdng 0
0 . Pause to consider your objective
‘(‘ ' 2. Look at your winners and losers
3. Analyze your alternatives
’ ™ 4. Now put it all together )

How many extra winners does declarer need? Which suit 02]';'
orovide them? How does declarer plan to play the suit? Shou i
Aeclarer win the first trick in dummy or in declarer’s hand? Why?




(E-Z Deal Cards, #2, Deal 2 — Dealer, East)

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

the Bidding Dealer: AOS2
East has a balanced East - KQes2
1and. Why cant East open 106
INT? Why cant East open 10843
wvith the longest suit? What d AKJ43 AQI0OG5
vill East open? 103 WN c L Je4
South passes. What Qo7 S v KJS
does West respond? o K72 % AQGC
North passes. What AT
does East rebid? » AS7
AE5472

South passes. West de-
sides on the level and de-
1omination for the partner-
ship. What rebid does West make? What will the contract be? Who
vill be the declarer?

The Play

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

% JO5

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

Declarer starte by making a PLAN. After going through the
‘our steps, how will declarer play the hand? What could interfere
vith declarer making the contract? When should West draw
‘rumps? What cards can be promoted into winners?¢

N R \.‘\
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The Bidding

There aren't enough points to open INT. East can't
open epades, the longest suit, because East is
playing five-card majors. East opens Té.

¢ West reponds 18, a forcing bid. West krows there is
enough strength for game but doesn't yvet know the
denomination.

° Eastrebids 26,

* 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.




/4

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

Turn up all of the cards on the third pre-dealt deal and arrange
chem as in the previous deal.

rhe Bidding Dealer: AJS2
What is South's opening South AG32
id? K42
West passes. Does *AB4
North have a suit to bid at A Q104 N MK763
che ore level? What does Q108 W E 2J975
North respond? J& S Q109
East passes. Can South * Q10752 % J9
support partner's suit? ‘ A95
Does South have another K4
Uit to bid at the one level? - A7653
Does South have abalanced P KE3S

1and? What does South re-
vid to finish describing the hand?

West passes. At what level does the partnership belong:
bartscore, game, or maybe game? In what denomination should

“he partnership play? What rebid can North make to invite part-
er to bid game?

_ East passes. Should South accept North's invitation? What
vill the contract be 2 Who will be the declarer?

'he Play

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

Declarer starts by making a PLAN. How many additional tricks
loes declarer need? Which suit offers the potential for develop-
g the extra winners? How does declarer plan to make the con-
ract?
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The Bidding
° South opens 1

° North responds 1 | asuit that can be bid at
the one level.

° South can't support partner's suit or bid a new
suit at the one level. South has a balanced
hand and rebids INT.

° North, with 12 points, knows the partnership may
belong in game. North moves toward game by
bidding 2NT.

* With 15 points, South accepts the invitation
and bids BNT.
* The contract is BNT. South is the declarer.

The Play
* West leads the &b,

e Declarer needs two extra tricks to make the
contract. Diamonds provide the opportunity.

s Declarer wins the opening lead and then plays
diamonds, even though the defenders get one trick in
the suit. After declarer has lost this one trick, two

extra winners are established.




(E-Z Deal Cards, #2, Deal 4 — Dealer, West)

Turn up all of the cards on the fourth pre-dealt deal and ap-
‘ange them as in the previous deal.

rhe Bidding

Neither West nor North
12 enough to open the bid-
iing. What will East's open-
g bid be?

South passes. Does
Vest have support for
artner's major suit? What
vill West respond?

North passes. Does
~ast have a minimum, medi-
Im, or maximum hand? How
/il East show the strength
f East's hand?

Dealer:
West

AKJ7
J72
AT762

*1082

A105
QOG5
Q10

#* Q9653

AAQBA42
N -

v 4
WSE K943

o AK7
AOG3
AK10063
~J&5

o J4

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

2ad be?

Declarer starts by making a PLAN. How many losers does de-
larer have? How can one of the losers be eliminated? What must
leclarer hope for? What is declarer's first play?
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The Bidding

@

The Pla

-]

East opens 1M,
With support for partner's suit, West responds 2 6.
With a medium hand, East bids 3.

With 9 points, West accepts the invitation and bids
'y

The contractis 4 M. East is the declarer
)4
South leads the . A.

There are four losers. Declarer has to eliminate a
loser in the diamond suit it the missing diamonds
are divided 3-2.

Declarer draws trumps first.



