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For most players, the play of the hand is the most exciting part ofthe 
game. You and your partner have exchanged information through the 
bidding and have decided on what you both think is the best contract. 
Now one member of the partnership, the declarer, must try to take the 
required number oftricks. When you are declarer, you will often have to 
depend on lady luck to help bring home the contract. The more you learn 
about the play of the hand, the more frequently she will be on your side. 

As declarer, it's tempting to start to play without making a plan. You 
can usually see a couple of tricks that can be taken right away, and you 
may feel that everyone's eyes are on you - waiting for you to do some­
thing. If you do start with no plan in mind, however, halfway through the 
play you will often find yourselflooking longingly at wilmers in one hand 
with no way to reach them. Or you may realize after the deal is finished 
how you could have made your contract. Learn to take a few moments at 
the beginning of each deal to make a plan; it is well worth the effort. 

There are four basic steps when making a plan, whether your goal is 
to put someone on the moon or playa bridge hand: 

1. Determine your objective. Start by deciding exactly what you 
want to do. To put someone on the moon, your objective is to land the 
astronaut and return that person safely to earth. When playing a bridge 
hand, your objective is to fulfill your contract. 

2. Determine how dose you are to your objective. By assessing 
your current situation, see how far you must go to reach your goal. Ifyou're 
standing on earth, you must travel 240,000 miles to reach the moon. If 
you're playing a contract that requires nine tricks and you have only seven, 
you'll need to find two more tricks to make the contract. 

3. Determine the resources you have available. Once you know 
what you must do to meet your objective, look at the various resources at 

your disposal that may help you meet it. Several alternatives may be 
available. You may have a manned satellite already in orbit, the materials 
to build a spaceship, or the technology to build a transporter ("Beam me 
up, Scottie"). At the bridge table, you may be able to promote an extra 
trick, take a finesse, or ruff a loser in dummy. 

4. Decide how to put it all together. Select the best option from 
among the various choices. Plan to do things in the right order and pre­
pare for any contingency. Should you build the spaceship first or train 
the astronaut first? When playing a hand, the best play in an individual 
suit may not be best when you take the whole deal into consideration. 

To help remember the four steps, use the following PLAN: 

1. Pause to consider your objective 4:­
2. Look at your winners and losers ~~I 
3. Analyze your alternatives 

;~4. Now put it all together .>!,J~(". 'i_~~ 

Let's take a closer look at each of the steps in the PLAN. 

I 

The first step in the PLAN is to Pause to consider your objective. 
Whether you are playing your first hand ofbridge or are a world champi­
on, consider your goal. A seasoned player does this automatically but 
nevertheless does it. Considering your objective is as simple as remind­
ing yourselfofhow many tricks you need to make the contract. However, 
there is a different focus depending on whether you, as declarer, are play­
ing in a suit contract or in notrump. 
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In notrump, consider your objective from the point of view of how 
many tricks, or winners, you need. In 1NT, you need seven winners: the 
book of six tricks plus one. In 7NT, you need all 13 tricks: six plus seven. 

a contract, consider your objective from the point of view of 
losers, the number of tricks you can afford to lose. In a contract of 4., 
you can afford three losers. If the opponents take three of the 13 tricks 
aV311aiJle, you will still end up with 10. In a 6 contract, you can afford 

one loser. If you lose one trick, you may still take the remaining 12 
to make your contract. 

It may seem simpler to count either winners or losers and not worry 
whether the contract is in notrump or a suit. In a notrump contract, 

hmNe\!er. you can predict winners more easily because the opponents 
futf them. It's not as easy to determine your losers since you have 

no trump suit to stop the opponents, and the number of tricks they take 
may depend on how long a suit they have. 

In a suit contract, the effect ofthe trump suit generally makes it easier 
to focus on losers. The trump suit allows you to avoid losing tricks that 
you might have to lose at notrump. You can eliminate losers by ruffing 
them in dummy or discarding them on extra winners. 

Remember, counting winners or losers is only a matter of perspec­
tive. There are times when you need to consider your potential losers in a 
notrump contract ifyou must give up the lead to the opponents. In a suit 
contract, you may need to look at the source of your winners. When you 
are sta~ting to use the PLAN, though, count winners in notrump and 
losers III a suit contract. 
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The second step in the PLAN is to Look at your winners and losers. 
By doing this and comparing the result to the objective determined in the 
first step, you can see how much work you must do to reach your goal. 

In a notrump contract, start by counting winners or sure tricks ­
those you can take without giving up the lead. Ifyour objective is to take 
nine tricks and you can count seven winners, you need to find two addi­
tional tricks to make your contract. 

How do you count winners? Start by looking at your combined 
(declarer's hand and dummy's hand) holding in each suit to decide how 
many winners, or sure tricks, you have. Then add up the total for all four 

suits. Consider these examples: 

Four sure tricks: the ace, the king, the queen, DUMMY: AKQJ 
and the jack can be taken without giving up 

DECLARER: 54 3 2 the lead.
 

This suit has a lot of potential. Before you
 DUMMY: K Q J 10 
can take any tricks, however, the opponents 

DECLARER: 5 4 3 will get the lead with the ace. Therefore, 
count no sure tricks. 

Winners don't have to be all in the same hand. Compare this holding 

with the first example: 

You have four winners. Since both hands have DUMMY: AK54 
the same number of cards, taking four tricks 

DECLARER: Q J 32 in any order won't be difficult. 
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The maximum number of winners you can count is the number of 
:lrds in the longer hand (i.e., the hand that has more cards in the suit 
lan the other hand): 

DUMMY: AK 

:CLARER: Q J 

DUMMY: AK3 

:CLARER: QJ 

DUMMY: AKQ32 

:CLARER: J 10 

Although there are four high cards, only two 
tricks are available because that's the num­
ber of cards in the longer hand. 

Now there are three winners because the 
longer side is three cards in length. Only one 
high card will be wasted. 

You have five top cards: the ace, the king, 
the queen, the jack, and the 10. The longer 
side has five cards, so five winners are avail­
able in this suit. 

You don't need all of the high cards if the opponents will have no 
rds left in the suit after you play your high cards: 

CHAPTER 1 - Making a Plan 7 

Let's count the number of sure tricks in an entire deal. The contract is 
3NT. Your objective is to take nine tricks. How many winners do you 
have? 

DUMMY There are no sure tricks in spades although there is 
.987 potential for extra tricks after the ace is played. You 

AKQ can't count sure tricks yet, since you can't take them 
QJ642 without giving the lead to the opponents. There are 

4t 98 three heart winners: the A, the K, and the Q; 
five diamond winners: the A, the K, the Q, 

DECLARER the J, and either the 2, the 4, or the 6 (the 
4KQJlO opponents have only four diamonds, so the 2, the 

763 4, or the 6 will be a winner); and one club win­
AK53 ner: the -teA. The total is nine tricks. You have what 

Jf- A 7 you need to make your contract. 

In a trump contract, start by counting your losers - the tricks you 
may have to lose to the opponents. If your objective is to make 44 and 
you can count four losers, you must find a way to eliminate one of your 
losers in order to make your contract. 

How do you count losers? Counting losers is usually more challeng­
ing than counting winners. Start by looking at each suit in turn. Focus on 
your (declarer's) holding in the suit but look across at dummy to see if 
any high cards can help out. Then add up the losers in all four suits. 

Consider the following examples, remembering to focus on declarer's 

holding: 

I ' 
iii 

I 

I 

DUMMY: AKQJ2 

:CLARER: 654 3 

DUMMY: AK32 

:CLARER: Q 8 7 654 

DUMMY: AK3 

:CLARER: Q87 654 

Since you have nine cards in the combined 
hands, the opponents can hold only four. 
After you play the ace, the king, the queen, 
and the jack, the opponents will have no cards 
left in the suit, and your 2 will be a winner. 
Count five winners in the suit. 

Similarly, this suit combination will produce 
SlX wmners. 

This suit probably will produce six tricks, but 
one of the opponents may hold all four ofthe 
missing cards: J-l 0~9-2. Count three win­
ners even though this suit will be one of the 
first places you look for extra tricks if you 
need them. 

i 
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JJ\I\MY: Q 4 There is one loser, the 3 in declarer's hand. 

:LARER: AK3 Does dummy have any high-card help? Yes, 
the queen will take care of the 3, so count no 
losers in this suit. 

JMMY: 754 There are no winners in declarer's hand, and 

lARER: J63 dummy can provide no help. Count three los­
ers in this suit. The opponents can take only 
three tricks in the suit because you will use 
your trump suit to win the trick if they lead 
this suit a fourth time. 

The number oflosers in a side suit (a suit other than the trump suit) is 
~r counted as more than the number of cards in declarer's hand. This 
~cause it's assumed that declarer will playa trump if the suit is led 
n. Declarer eventually may run out of trumps, but this isn't usually a 
~ern when initially planning the play. This problem will be discussed 
ler in Chapter 7. 

fhe situation is different if declarer has more cards than dummy. 
lpare these examples: 

JMMY: 8754	 Declarer has only two cards in the suit ­
with no high cards to help in dummy. De­

lARER: 32 
clarer counts two losers in the suit. 

JMMY: 32 There are four losers. Even though dummy 
has only two cards, the focus is on declarer'slARER: 8754 
hand. 

When you have a sequence of cards in the combined hands and are 
ling one or more higher ranking cards, count your losers as the num­
)f missing high cards. For example: 
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DUMMY: KQJ	 Missing the ace, count only one loser. 

111I 

DECLARER: 942 

:1 

DUMMY: Q 104	 The ace and the king of the suit are miss­

ing. Count two losers.
 DECLARER: J 6 3 

DUMMY: J843	 The ace, the king, and the queen are miss­

ing. Count three losers.
 DECLARER: 109 72 

It's interesting to note the difference between counting winners and 
losers when you have a sequence of cards in a suit. You count only one 
loser when you have the king, the queen, and the jack, and yet you count 
no winners for the suit. A winner, by definition, is a sure trick - one you 
can take without giving up the lead. Keep in mind that the actual cards in 
the suit are the same in both cases. The change in perspective helps to 
simplifY problem solving. It's easier to view the sequence ofking, queen, 
and jack as having orily one loser in a trump contract, even though, until 
the ace is played, they are technically all losers. 

If you have only one high card by itself and the opponents have one 
or more higher cards, count it as a loser. Your high card may win a trick 
but count it as a loser when making your initial plan. For example: 

DUMMY: K3	 There are two losers in declarer's hand.
 
Dummy has the king, which may be a trick,
 

DECLARER: 86 
depending on which opponent has the ace. 
For now, count this suit as two losers. 

Count this suit as three losers. True, the queen DUMMY: 873 
might win a trick, but that depends on where

DECLARER: Q 62 
the king and the ace are. It's best to be cau­

tious. II
I 
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Sometimes the high cards are in broken sequences - you are miss­

,r one or more high cards. Look carefully at these suits to determine the 
mber oflosers. Consider these examples: 

You have one loser, the king. You may be ablelUMMY: 972 
to eliminate this loser by trapping it, as you

CLARER: AQl will see later. For now, count one loser. 

You are missing two of the top five cards ­)UMMY: KJIO 
the ace and the queen.	 Count two losers. 

:CLARER: 8 7 5 

)UMMY: KJ4	 You are missing three of the top five cards 
- the ace, the queen, and the 10. It's pos­

:CLARER: 6 3 2 
sible to lose all three tricks, so count three 
losers. 

)UMMY: AQ 10 The ace will take a trick, but you are missing 
the king and the jack. Count two losers. 

:CLARER: 742 

Sometimes you need to consider both the high cards and the length 
the suit. Look at this example: 

)UMMY: KQ76	 You are missing the ace, the jack, the 10, the 
9, and the 8. How many losers you actually:CLARER: 5 4 3 2 
have depends on which opponent has the ace 

d how the missing cards are divided. If they are divided 3-2 (three in 
le opponent's hand, two in the other), you will lose at most two tricks 
d may lose only one. If they are divided 4-1, you lose two or three 
cks. A conservative view would be two losers, and you plan in later 
~ps to eliminate one of them. 

Such combinations may be difficult to estimate when you are just 
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starting to play bridge. As you become more familiar with the various 
techniques for handling such card combinations, you'll find it easier to 
estimate your losers. 

Let's count the losers in an entire deal. The contract is 4. so you can 
afford only three losers. How may losers do you have? 

DUMMY 
•	 K43 

AQ2 
6432 

efeJ107 

DECLARER 
.QJ10876 

63 
AK 

efe	 Q43 

There is one loser in spades, the • A. There are two 
low hearts in declarer's hand, but dummy has the A 
to take care of one of them. Dummy also has the 

Q, but that may not prevent the loss of a trick to 
the K. Count one loser in this suit. There are no 
losers in diamonds since declarer has only two cards 
in the suit, the /\ A and the ,>K. After they have 
been played, declarer will be able to ruff diamonds 
if they are led. There are two losers in clubs since 
the efeA and the efeK are missing. The total is four , 

losers - one more than you can afford. 

As you develop your PLAN, it will become important to distinguish 
between two types of losers - quick and slow. A quick loser is one that 
the opponents can take as soon as they get the lead. A slow loser is one 
that they could take eventually but not immediately since you have one 
or more winners still left in the suit. 

In the above hand, for example, the spade and club losers are quick 
losers. The opponents get to make the opening lead and are in a position 
to take the .A, the efeA, and the efe K right away. The heart loser is slow. 
Since you have the A, the opponents can't take the K right away. 

Ifyou have too many quick losers, you don't want to give up the lead, 
since the opponents will be in a position to defeat your contract. If the 

I 
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lOS are slow, you can afford to give up the lead if necessary since you 
regain it before the opponents take too many tricks. As you will see 
ter chapters, differentiating between quick and slow losers often will 
~t how you plan to play the hand. Here are more examples: 

KQJ 

:lARER: 432 

JMMY: A43 

:U\RER: 872 

This suit has only one loser but it's a quick 
loser. As soon as the opponents get the lead, 
they can take the ace. 

The two losers in this suit are both slow, be­
cause if the opponents lead the suit, you can 
win the first trick with the ace. In Chapter 4, 
we'll look at how you might eliminate such 
losers before the opponents have a chance to 
take them. 

\fter completing the first two steps ofyour PLAN, you'll know what 
.objective is and how far you are from it. Sometimes, you'll have the 
lers you need or no more losers than you can afford. In that case, you 
~kip over the third step and go right to Putting it all together. More 
lendy, you'll need to develop some extra winners or eliminate some 
's to make your contract. The third step of the PLAN tells you to 
Iyze your alternatives. 

{ou can use a variety oftechniques to develop the extra winners you 
when playing in a notrump contract: 

1/~ 
o Promoting high cards~ 
• Developing long suits 

• Finessing (leading toward the high card) 
~ -------=-=/ 
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When analyzing your alternatives, look at the combined holding in
 
each suit to see which technique may produce one or more of the extra
 
tricks you need. In future chapters, you'll see how each method can be
 
used to develop extra winners.
 

:I,! 

J!The techniques used in notrump can also be applied to suit contracts 
I! 

to help eliminate extra losers. Because ofthe effect ofthe trump suit, two 
,Iadditional methods are commonly used to eliminate losers:	 ." 

( 
o	 

M1:9';;.e 
I'

[IRuffing losers in dummy ~O 

o	 Discarding losers ..~. II
,il 
':1 

1In later chapters, we'll see how to ]use these alternatIves. ­

ii 

I 
The last step ofthe PLAN reminds you to Now put it all together. You ;,1

di 

may have more than one alternative for developing the extra tricks you ~ ,',i 
need or eliminating extra losers. Select the best alternative or combine ,! 

your chances whenever possible. Even if you have the tricks you need, 
there are some pitfalls to watch out for. In later chapters, you will learn 
to be careful with entries between the two hands and to keep an eye on 
what the opponents are doing. 

Even if you have all of the tricks you need, you should keep some 
things in mind when putting it all together. 

Sometimes, you may find yourself trying to get more tricks than you 
need to make your contract. Look at this example. The contract is 3NT, 
and the opening lead is the ~5. 
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MMY You may be tempted to try to win the first trick with 

KQ4 dummy's e!eQ. It seems like a good opportunity to 

752 get an extra trick. How are you to know whether this 

KJ 10 play is a good idea? 

l\.Q76 Before deciding on the play in a particular suit, make 
your PLAN. The first step tells you to Pause to con­

:LARER 
sider your objective. You need nine tricks to make

1\.32 
the contract of 3NT. The second step reminds you to 

K86 
Look at your vvinners and losers. Count your sure 

I\.Q753 
tricks: three spades, five diamonds, and one club ­

32 
a total of nine winners. On this deal, the third step, 

lZvze your alternatives, is utmecessary since you already have enough 
ks to meet your objective. Move to the fourth step, Now put it all 
ether, and concentrate your energy on taking your nine winners. 

Your PLAN shows that you can make the contract without playing 
eToQ on the first trick. What could go wrong if you forgot to PLAN 
yielded to the temptation to play the ~ Q? If the ete Q were taken by 
r right-hand opponent's 4eK, RHO might lead a heart. Your K could 
rapped. You might lose four (or more) heart tricks along with the club 

and be defeated in a contract you could have made. 

Always make your PLAN. Ifyou have all of the tricks you need, take 
before something goes wrong. 

Sometimes you have to be careful of the order in which you take 
tricks. Take a look at the following suit combination: 

MMY: AQJ2	 Counting winners, you, as declarer, have four 
sure tricks: the ace, the king, the queen, and LARER: K3 
the jack. When a suit is unevenly divided 

een your hand and dummy, you need to plan the order in which you 
play your winners. Suppose you start by winning a trick with dummy's 

ace, playing the 3 from your hand. Next you lead dummy's 2 to your 
king. You have taken two tricks but now you have a problem. The queen 
and the jack are left in dummy. You must lead from your hand, but you 
have no cards left in the suit. Sometimes dummy will have a winner in 
another suit that will let you get to dummy, but you won't always be so 
fortunate. The secret is to start by winning the first trick with the high 
card from the short side. Win the first trick with the king in your hand, 
and then play the 3 to dummy's ace. Now, you are in the correct hand at 
the right time and can take the queen and the jack. 

Examples: 

To take five winners, start by winning the DUMMY: J 102 
first two tricks with dummy's jack and 10. 

DECLARER: A K Q 4 3 Then play dummy'S 2 to your ace, king, and 
queen. 

Win the first trick with the high card in theDUMMY: AK3 
short hand, the queen. Then play the 2 to 

DECLARER: Q 2 dummy's ace and king. 

If you are declaring a trump contract, you may lose an extra trick if 
an opponent plays a trump on one of your side suit winners. You can 
prevent this by playing the trump suit before taking your winners in the 
side suit. Draw the opponents' trumps until they have none left. 

When to draw trumps will be discussed further in later chapters. For 
now, start by drawing the opponents' trumps if you have no more losers 

than you can afford. 

While this book concentrates on the play of the hand, more frequently 
you will find yourself defending. One of the most important aspects of 
defense is the opening lead, since you must decide what to lead before 

Ii 

I 
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get to look at dummy. Here are a few guidelines to help you get 
ted when leading against notrump contracts. 

Because there is no trump suit in a notrump contract, once you get 
lead as a defender and have established winners in a suit, you can 
them. Declarer is powerless to stop you. A defender's objective, there­

l is to establish enough tricks to defeat the contract, get the lead, and 
•them. While high cards are a potential source of tricks, an equally 
ortant source is the small cards in long suits. You generally won't 
~ enough high cards to defeat the contract right away, so you must 
k at establishing low cards as winners, using high cards to help you 
the lead back. 

With the advantage of the opening lead, you normally want to start 
defense by establishing tricks in the longest suit in the combined 
:nders' hands - the longer the suit, the greater the potential for es­
shing low cards as winners. Unfortunately, you can't see your partner's 
j when making the opening lead, so you must try to determine which 
mr side's longest suit. 

[f your partner has bid a suit, you have some information about the 
. With nothing clearly better to do, lead your partner's suit. If the 
::ments have bid a suit, showing some length in the suit, avoid leading 
suit. With no other clues, choose the longest suit in your hand. Ifyou 
~ a choice of long suits, pick the stronger suit. 

Suppose you are leading against a contract of 3NT with the follow­
hand: 

10987 Left to your own devices, you would choose your 
,K longest suit and lead a spade. Your hope is to estab­
109 lish some of your spades as winners while keeping 
42 your high cards in the other suits to help you regain 

the lead. Ifyour partner has bid diamonds, you would 
lead a diamond instead. 
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Always keep your objective in mind. If the contract were 6NT, rather 
than 3NT, you would need only two tricks to defeat it. You would start by 
taking the A and the K. 

Once you have selected the suit, decide which card in the suit to lead. 
Ifyou have three or more high cards (A, K, Q, J, or 10) that are touching 
(e.g., K-Q-J-7-4, Q-J-I 0-7), lead the top card. Leading the top card of 
an honor sequence tells your partner that you have the next-lower card 
but don't have the next-higher card. 

If, as is common, you don't have a sequence oftouching high cards, 
lead a low card. For reasons we won't go into here, you lead your fourth­
highest card if you have a suit of four or more cards (e.g., K-J-7-5, Q­
10-8-6-3). Since you usually lead your longest suit against a notrump 
contract (picking the stronger suit if you have a choice), you might hear 
bridge players use the adage, "Lead thefourth highestfrom your longest 
and strongest suit against notrump." This is good advice if you have 
nothing better to guide you. 

Here are some examples of choosing the opening lead against a 3NT 
contract with nothing to guide you. 

Pick your longest suit, hearts. With three touching .A3 
high cards, lead the top card, the Q.QJ 10 6 3 

953 
... J6 3 

•	 KJ6 3 With a choice oflong suits, pick the stronger, spades. 

73 With no honor sequence, lead low, the .3. 

J942 
... Q65 

i' 

"Ii
\' 

I 

I 

,i 
" 
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.2 Pick your long suit, diamonds. Traditionally, you 
Q4 would select the fourth-highest card, the 7. At this 
KI08742 stage in your bridge career, it wouldn't make much 

,AJ 63 difference if you chose the 4 or the 2 instead. 
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10 refresh your memory, here is a review of some of the bid­
ding concepts covered in the first book in this series, Bidding, 
which may prove useful when bidding the practice deals. 

HAND VALUATION 
High-card Points Distribution Points 

Ace 4 points Five-card suit 1 point
King 3 points Six-card suit 2 points
Queen 2 points Seven-card suit 3 points
.Jack 1 point Eight-card sUit 4 points 

Opening the Bidding 1NT or One of a Suit 
With fewer than 13 total points, pass. 

With 16 to 18 points and a balanced hand, bid 1NT 
With 13 to 21 points: 

With a five-card or longer suit: 

• Bid your longest suit. 

• Bid the higher ranking of two 
five-card or two six-card suits.
 

With no five-card or longer suit:
 

• Bid your longer minor suit. 

•	 Bid the higher ranking of two four-card minor suits 
or the lower ranking of two three-card minor suits. 

Responses to Opening of 1NT 
o to 7 • Bid 2 , 2 '. , or 2. with a five-card or longer suit 

(2-'- is reserved for the Stayman convention*). 

• Otherwise, pass. 

8 or 9 • Bid 2NI (the Stayman convention* can be used to 
uncover an eight-card major suit fit). 

10 to 14 • Bid 4 or 4. with a six-card or longer suit. 

• Bid 3 or 3. with a five-card suit. 

•	 Otherwise, bid 3NI (the Stayman convention* can 
be used to uncover an eight-card major suit fit). 

'The S'tayman convention will be discussed in Chapter 5 . 

•• l. 
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~spoiJ'jJ$e£ if© ©pening Bids of One of a Suit 
to 5 Pass0 

to 10 Responding to a major suit 

Raise to the two level with three-card support. 

o	 Bid a new suit at the one level. 

Q Bid 1NT. 

Responding to a minor suit 

o	 Bid a new suit at the one level. 

o	 Raise to the two level with five-card support. 

o Bid 1NT. 

or 12 Responding to a major suit 

e	 Raise to the three level with three-card or 

longer support. 

o	 Bid a new suit. 

Responding to a minor suit 

•	 Bid a new suit. 

o	 Raise to the three level with five-card 

or longer support. 

) or more Responding to a major suit 

o	 Jump to 2NT with a balanced hand. 

•	 Bid a new suit. 

Responding to a minor suit 

o	 Bid a new suit. 

o	 Jump to 2NT with a balanced hand. 
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When you are declarer, take the time to make a PLAN before 
you start to play: 

1. Pause to consider your objective 

2. look at your winners and losers 

3. Analyze your alternatives 

4. Now put it all together ~~: 
-~,~ 

'I.}-~-

Consider your objective in terms of the number of winners you 
must take or losers you can afford to make your contract. In 

no'trump con'trac'ts, coun't your winners. In 'trump con'trac'ts, 
coun't your losers. If you need to develop extra winners or elimi­
nate extra losers, look at each suit to see what alternatives are 
available. When putting it all together, take your tricks ifyou have 
enough to make the contract. Remember to play 'the high card 
from 'the shor't hand firs't and to draw 'trumps ifplaying in a suit; 
con'trac't. 

When defending against a notrump contract, use the adage 
fourth highes't fromyour longes't and s'tronges't to guide you when 
selecting an opening lead. 
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1) To lose no more than four tricks.
 
In a contract of 3NT, the objective is to take nine tricks. In a
 

2) To take 12 tricks.
 
:mtract of 2~, the objective is to lose no more than five tricks. 
Jok at the following contracts and decide the objective, count­ 3) To lose no more than three tricks 

g winners in notrump and losers in a trump contract. 4) To take seven tricks. 

5) To lose no more than five tricks.2) 6NT 3) 4. 4) 1NT 5) 2 3~ 

1) Three sure tricks. 

2)	 Two sure tricks since there are only two cards on each side 
of the table. 

Count the number of sure winners in each suit - the tricks 
hat can be taken without giving up the lead. 

3) Five sure tricks. The opponents have only four cat"ds in the
JMMY: 1) AKQ 2) AJ 3) QJ 75 4) A 8 3 2 5) KQ 

suit and even jf one opponent has all four cards, the 2 will 
::cLARER: 42 KQ AK432 K95 42 

still be a winner. 

4) Two sure tricks. 

5) No sure tricks. Promote a winner by giving up the lead. 

Count the number of losers that declarer has in each suit ­
"'Ie tricks that could be lost to the opponents. Are the losers 

1) One loser; quick.uick or' slow? 
2) Three losers; quick.

JMMY: 1) KQJ4 2) J 10 9 8 3) 9862 4) A5 5) K64 
3) One loser; slow.::cLARER: 98 5432 A5 9862 85 
4) Three losers; slow. 

)sers: 5) Two losers; qUick. 

6) Three losers; qUick.
uick/Slow: 

7) Two losers; one qUick and one slow. 

S) One loser; slow.JMMY: 6) Q42 7) K76 8) 7432 9) KQ5 10) AJ 10 
:CLARER: 9) Two losers; one qUick and one slow. 

10) Two losers; slow. 

983 J1093 AKJ 742 842 

Jsers: 

uick/Slow: 

.. l 

i 

I i, 

I II 
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With which ca,d would declarer win the fi,st t,ick in each of 
::; following suits? 

viMY: 1) AQJ103 2) A4 3) AJ4 4) Q5 5) KQ6 
~LARER: K2 KQ5 KQ73 AKJ7 AJ9 

Which ca,d would the opening leader select from each of the 
lowing hands against a cont,act of 3NT? 

1) • J 63 2) .94 3) .108652 
Q7 J1086 AJ7 
KQJ85 QJ108 K5 

~1084 ~A73 ~Q52 

As dealer; what would be the opening bid with each of the foI­
ling hands? 

1) • K9 7 2) .AQ 3) .AKJ5 
J4 K105 3 
QJ984 KJ4 Q 10 753 

~K73 ~QJ 1084 ~Q94 

4) .Q10874 
AK 

5) .AJ 53 
QJ6 

6). K842 
7 

A K10 73 A4 AQJ5 
~6 ~Q962 ~AKQ4 

1) The king 2) The ace 3) The ace o,jack 

4) The queen 5) It doesn't matte, 

1) K 2) Q 3) .5 

1) Pass 2) 1NT 3) 1 

4) 1. 5) 1~ 6) 1 
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1) Pass	 2) 2.Partner opens the bidding 1NT. What response should be made 3) 2i'JT
 
h each of the following hands?
 4)4 5) 3. 6)3NT
 
1) • J 84 2) .1086432 3) • K9
 

Q62 J5
 OJ8
 
10853 96
 J1083
 

.... J93 eTeJ109
 eTe Q863 

4) ~	 A5 5). KJ 983 6) • 72 
J108643 A42 K5 
KQ6 72 

I \ 

Q109752
 
.52 eTeQ103 eTeA42
 

, I Partner opens the bidding 1 . What response should be made 1) Pass 2)2	 3) 1. I . 

h each of the following hands? 
4) 1NT 5) 2eTe 6)3

1) • J 73 2) .82 3) • Q964 
94 QJ5 A2 
Q43 J9642 743 

eTe 108762 eTeK83	 eTe Q952 

• QJ10 5) .84 6) • AK4
 
62
 06 KJ65
 
,K,9763
 A832 10963
 

eTeJ105
 eTe K Q 10 6 2 eTe 87 

I 
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(E-Z Deal Cards: #1, Deal 1 - Dealer, North) 

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

Ie Bidding Dealer: • 75 
North 732Neither NOrth nOr East 

AQ10631S enough to open the bid­
.A92ng. With a balanced hand 

ld 17 total points, what • KQJ 106 .943 
)ening bid best describes A 106 QJ984 
:Juth's hand? 97 2Iw>1 

West passes. North is .1065 .J874 
le captain and decides • A82 
le level and denomination K5 
'the contract. With 11 to­ KJ854 
~I points and no interest .KQ3 
the major suits, what 

lould North's decision be? 

How will the auction proceed from there? 

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

le Play 

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

;;; Declarer starts by making a PLAN: 

~~O~ 1. Pause to consider yOUr objective 

y : 2. Look at yOUr winners and losers
 

_ . 3. Analyze yOUr alternatives
 

o~_",_~_'-_4_._N_o_w_p_u_t_I_·t_a_I_I_t_O_g_e_t_h_e_r ~/ 
After going through the four steps, how will declarer play the 

md? 

29 

The Bidding 
•	 South opens 1NT 

•	 NOrth responds 3NT 

•	 Pass, pass, pass. 

•	 The contract is 3NT South is the declarer. 

The Play 
•	 West makes the opening lead of the. K. 

•	 South needs nine tricks and has nine winners. South 
takes nine tricks and runs. 

••• 

I II 
il 

illl 
I 

III 
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(E-Z Deal Cards: #1, Deal 2 - Dealer, East) 

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

ae Bidding	 Dealer: .Q6 
East KJ632East has a balanced 

md. Why can't it be K104 
)ened 1NT? What would 4& 942 
'lst open? .1052 .A843 

974	 A 105South passes. Does 
est have a suit that can 753 A986Iw>1 
~ bid at the one level? Why 4& AKJ 3 4& Q5 
m't West bid a new suit at • KJ97 
1e two level? What will Q8 
est respond? QJ2 

How will the auction pro­ 4&10876 
~ed from there? 

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

Ie Play 

Which player makes the opening lead? What will the opening 
,"d be? 

Declarer starts by making a PLAN. After going through the 
'Ur steps, how will declarer play the hand? In putting it all to­
,ther, why must declarer be careful about how the club suit is 
~yed? 

31 

The Bidding 
o	 East opens 1 ; there aren't enough points to open 

1NT. 

o West doesn't have a suit to bid at the one level; West 
can't bid a new suit, clubs, at the two level with only 8 
points. 

o West responds 1NT. 

o Pass, pass, pass. 

o The contract is 1NT. West is the declarer. 

• Declarer has seven WinnerS, enough to make the 
contract, so declarer will take seven tricks. 

o The eTeQ must take the first club trick so the club 
winnerS in declarer's hand are not stranded. 

The Play 
o North leads the 3. 

I 

I, 

II 

I 1:1 

II' 
I 

'I 

~ ., 
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(E.-Z Deal Cards: #1, Deal 3 - Dealer, South) 

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

Ie !Bidding Dealer: • K9743 
South 7542South doesn~ have
 

106
lOugh to open the bid­
... K8ng. With 17 points and a 

"lanced hand, what will • J52 .106 
'est open'? A09 KJ10863 

A08	 KJ5Iw~ EINorth passes. East is 
1e captain. At what level ... A973 "'62 
:)es the partnership be­ .A08 
ng'? What should the de­
mination ofthe contract 97432
 
'? What will East re­
 ... OJ 1054
 
ond'?
 

How will the auction
 
oceed from there'?
 

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

e	 Play 

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

Declarer starts by making a PLAN. After going through the 
ur steps, how will declarer play the hand'? In putting it all to­
ther, what precaution must declarer take'? 

The Bidding 
•	 West opens 1NT 

•	 The level the partnership belongs in is game; the 
denomination is hearts. East responds 4 

•	 Pass, pass, pass. 

•	 The contract is 4 . East is the declare" 

The Play 
•	 The opening lead is the eTeQ from South. 

•	 Declarer call afford three losers and has only three 
losers. 

•	 Declarer must be careful to draw trumps so unex­
pected losers aren't creat;ed. 
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(E.-Z Deal Cards: #1, Deal 4 - Dealer, West) 

Turn up all of the cards on the fourth pre-dealt deal and ar­
"nge them as in the previous deal. 

he Bidding Dealer: • KQJ 103 
West AQ5West doesn't have 

nough to open the bidding. 94 
vhat will North's opening 4-863 
'id be? .952

• A7 E3 
East passes. Does 976432 W E J8 

:;,outh have support for AJ6 S KQ102 
'artner's major suit? What 4- K QJ 10

4-94 .864viii South respond? 

K10How will the auction
 
roceed from there?
 8753 

4-A752
What will the contract 

e? Who will be the declar­
r? 

he Play 

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

Declarer starts by making a PLAN. Why can declarer skip to 
he fourth question in the plan after answering the first two ques­
ions,? Why may declarer be tempted to delay drawing trumps 
nd play another suit? Why isn't this a good idea'? 

The Bidding 
•	 North opens 1•. 

•	 South can support partner's major and bids 2 •. 
o	 Pass, pass, pass. 

•	 The contract is 2 •. North is the declarer. 

The Play 
•	 East leads the .K. 

•	 Declarer has five losers and can afford five losers. De­
clarer doesn't need to look for ways to eliminate the 
losers. 

•	 Declarer may not want to give up the lead. 

•	 If declarer doesn't draw trumps, the opponents may 
ruff one of the winners. 


