Hand Analysis

First of all, please note that several of the hands that you played discussed advanced concepts, so don’t get disappointed/disheartened if you didn’t get them right. You will be able to understand, visualize and execute some of these plays automatically with some experience. These are included here so that you can appreciate the beauty in these situations and appreciate the type of skill that is involved in playing bridge. The hope is that these hands will make you want to play more bridge and uncover newer situations. To really understand the concepts in these hands, it is recommended that you deal out the cards below and play them as suggested in the recommended line.
Hand 1: Goal – 9 tricks, Notrumps, Opening lead – S6
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The above hand is typical of no-trump hands. No trump hands are typically a race between the declarer and the defense. The declarer tries to set up enough tricks for his contract and the defense is trying to set up enough tricks to beat him. In the above hand, declarer has 7 top tricks (5 clubs, 1 spade, 1 diamond). He can easily develop 2 more by playing on diamonds. However, it needs to be noted that the defense has attacked declarer’s weak spot (spades). The defenders have a total of 9 spades between them (which can split 5-4 or 6-3 and so on). Once the spade Ace has been knocked out, the defenders can cash at least 4 tricks in spades when they get the lead. Therefore, playing on diamonds will result in the defenders getting 5 tricks (4 spades, 1 diamond) before declarer can make 9 tricks. Thus declarer has to look for alternative ways to achieve his goal. The only suit that can nourish declarer is hearts, where he can make 2 additional tricks by leading low from hand and finessing against LHO’s presumed heart king. This way, the declarer makes 9 tricks without ever giving up the lead. Notice that if the heart King is with RHO (East), the contract could never be made so it doesn’t hurt to play on hearts rather than diamonds. Therefore, the recommended line of play is: Win the spade Ace at trick 1, lead the 2 of hearts and put in the Heart Jack when LHO plays low. Then return to the Club Ace, lead the 3 of hearts and put in the Queen when LHO plays low. Of course if LHO plays the King at any point, you will top it with the Ace. With this line of play, you make 5 club tricks, 1 spade, 1 diamond and 2 hearts for a total of 9.
Hand #2 – Goal – 9 tricks, Opening lead – S Queen
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On this deal, again the opponents have attacked the weak spot in spades. You start with 3 hearts and one trick in each of the other suits. The club and diamond suits have the potential for several extra tricks. By taking repeated finesses you can make 5 tricks in each suit if the King is well placed and 4 if not. However, you need to decide which finesse to take. The key consideration when making such decisions is “which defender can I afford to lose the lead to”. In this case, LHO has led a spade, presumably from a long suit of 4 or 5 cards. If LHO started with 5 spades, this implies that RHO has only 3. By ducking two rounds of spades, you can exhaust RHO’s spades (this notion is called a hold-up play). When he then gets the lead, he will not be able to lead one back to his partner. This, then, implies that you should try to lose the lead to RHO thereby preventing the defenders from taking all their spade tricks. You are thus, trying to avoid LHO (this is called an avoidance play). Therefore, the recommended line is: duck the first trick (allowing LHO’s spade queen to win the trick), duck the second trick also, and finally win the third trick with dummy’s Ace of spades, pitching a diamond from hand. Now, having exhausted RHO’s spades, you cross to hand by playing a heart to the Queen and take a club finesse, leading the Queen and playing the 7 from dummy when LHO plays low. Now, when RHO originally started with 3 spades but has the King of clubs, he wins the club trick, but is unable to return a spade and is forced to play a diamond, club or heart. Whatever he plays, you win the trick (with the Ace if a diamond is played) and cash out your 9 tricks (3 hearts, 1 spade, 1 diamond and 4 clubs). If you finessed in diamonds instead, and the finesse fails, LHO will quickly cash his remaining two spade winners setting you one trick (4 spades and 1 diamond). Note that if the spades were originally distributed 4-4 and you ducked the first 2 rounds of spades, RHO would have had a spade when he got in with the club king, but the opponents would only have been able to take a total of 3 spade tricks.
Hand #3 – Goal – 11 tricks, Opening lead – S Jack
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On this deal, once again the opponents have attacked the weak spot in spades. You try the spade Q from dummy at trick one, but it is topped by RHO’s spade K. You start with 6 club tricks, 2 diamonds, 1 heart and 1 spade for a total of 10. It seems obvious to take the H finesse for trick #11 and potentially 12 and 13 as well. However, again if the H finesse loses, the opponents will cash several spades and one heart to set your contract (all they need is 3 tricks). Therefore, we try the Diamond suit first. The chance that is available in the diamond suit is that the Queen falls on the 2nd round of diamonds – this happens when the suit is distributed 5-2, say one opponent has Q5 and the other has T9876. If this chance fails to yield dividends, we can fall back on the H finesse. While the probability of diamonds breaking 5-2 is minimal, it costs nothing to try this chance before taking the Heart finesse. This type of play is called a combination play since we are combining 2 chances (Diamond Queen falling in 2 rounds and Heart finesse). Therefore the line of play is: win the spade A at trick 1, and cash DA and then DK. If the DQ makes an appearance, happily cash the DJ and the rest of your club and H tricks. Otherwise, take a H finesse.

Hand #4 – Goal – 9 tricks, Opening lead – C Ten
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On this hand, you have 7 tricks (3 hearts, 2 spades, 1 diamond, 1 club). You need to develop 2 more. Spades offers the best chance to develop 2 additional tricks (diamonds is a possibility but a remote one). When the opposing spades break 3-3, you can develop 2 more tricks by the simple expedient of playing A, K and a third round of spades. Now, the 2 little spades in dummy are winners (since no one else has spades). Ah, but have you noticed a little hitch? There is no way to get to dummy to enjoy the 2 winners we have established. To avoid this situation, we try another approach: duck the first round of spades, then when you get the lead back, play your other remaining spade to the Ace and then cash the King of spades. Now if the opposing spades have broken 3-3, you are in dummy to enjoy the 2 remaining spades. This is called a ducking play, since you duck the first trick in order to retain the entry to dummy.
Hand #5 – Goal – 12 tricks, Trumps – Spades, Opening lead – DA, then DK
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The next few hands have a different dynamic since there is a trump suit involved. On hand #5, we need to take 12 tricks. The opponents lead out the Diamond Ace and then the Diamond King. Is all lost for us since we can’t beat the Diamond king? No! We can beat the Diamond king with a trump (spade 2). Now, a count of winners is as follows: 5 spade tricks + 4 heart tricks + 2 club tricks. This adds up to 11, but we also have the spade 2 which we used to ruff the 2nd diamond lead, which is the 12th trick. This illustrates the power of the trump suit – the trump suit can be used to stop the run of the opponent’s strong suit. Note that if you were playing in no-trumps, the opponents will be able to take several diamond tricks, thus beating you comfortably.
Hand #6 – Goal – 10 tricks, Trumps – Spades, Opening lead – DK
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On this hand, we can count 5 spade tricks and one in each of the other 3 suits for a total of 8. However, note that we can ruff Hearts in our own hand because we only have 1 heart. After the 9 of hearts is played to the Ace, we are able to play the H8 from dummy and trump it in our hand. We can then cross over to dummy and repeat this process with the 7 of hearts. These 2 ruffs bring our trick total up to 10. Therefore the line of play is: win the DA at trick 1, play the Ace of Hearts and then play the H8 and ruff with the 2 of spades. Now play the 2 of clubs to the Ace and lead the H7 and ruff with the 3 of spades. Now play the Queen of spades and then the 4 of spades to dummy’s Ace (drawing trumps). You will score 5 spade tricks in the dummy, Ace of hearts and 2 heart ruffs, Ace of diamonds and Ace of clubs for 10 tricks. Note that we are ruffing in the hand with fewer trumps which adds to the total number of trump tricks we take.
Hand #7 – Goal – 12 tricks, Trumps – Spades, Opening lead – HK
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Here, we have 4 club tricks, 5 spade tricks (after conceding one to the Queen), 1 heart trick and 2 diamond tricks, which totals 12 tricks. We just need to order the plays carefully so that we take all these tricks. The first move is to win the Ace of Hearts. Note that the 2 of Hearts is now a loser, but we have a ready-made place to park this loser (the Diamond K). Now, we play the Ten of clubs and overtake this with dummy’s Queen. We do this so that we can now lead the DK from the dummy and discard our losing Heart on it. If we had won the trick with the ten of clubs, we’d have been stuck in our hand and wouldn’t have been able to lead the DK next. After we have disposed of our H loser, it is time to play on trumps. We can play the trumps either by finessing or by playing A, K and a third round to drive out the Queen. Assuming that the opponents are not able to ruff anything when they win the Spade Queen, we have the requisite 12 tricks.
Hand #8 – Goal – 11 tricks, Trumps – Diamonds, Opening lead – SQ
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Here, needing 11 tricks for the contract, we notice that we start with 2 clubs, 5 diamonds (after conceding 1 to the Ace), 2 spades and 2 Hearts (again after conceding one to the Ace). However, the opponents have attacked a potential weakness in spades, where the 3rd round is a loser. We can dispose of this losing spade on the HQ (after we concede a trick to the HA). So, putting our faith in God, let us say we play a trump after winning the first spade trick with the Ace. The opponents now win the DA and quickly play back a spade knocking out the SK. Now, when we play the HK, the opponents are able to win the HA and quickly cash a spade to beat us by 1 trick (DA, HA and the spade). So, what is the solution? No, I’m not suggesting that you become an atheist (. Instead, you change your priorities – drawing trumps is not of prime importance in this deal. We play the King of Hearts at trick 2 which the opponents win with the Ace. They continue the attack on spades which we win with the SK. Now, we can quickly play our 2 of Hearts to the J in the dummy and then play the Queen of Hearts pitching our spade 2. After all this, we then play trumps driving out the Ace. By this line, we only lose the Diamond Ace and the Heart Ace.

However, the opponents can throw a spanner into the works even in this line – if you’re able to see how, tell us via email (chennaibridgecamp@gmail.com) and you’ll win a special prize in the next class!
