Mylapore Club Bridge Camp (Summer 2009)


What are the reasons to overcall?

· Suggest a good lead against opponents’ final contract – an overcall always shows a suit of good quality (as opposed to an opening bid). So partner can safely lead your suit if the opponents buy the contract.

· Buy the contract for the overcalling side – just because the opponents have opened the bidding doesn’t mean that they will have the majority of the high cards. Or even if they do, it may be possible to outbid them based on your distribution. Overcalling enables the other side to compete for and possibly buy the final contract.

· Get in the opponent’s way. Taking up the opponents bidding space makes it difficult for them to communicate and to get to the optimal contract. 


What are the requirements for an overcall at the 1 level?

· The simple overcall at the 1 level (in a suit) shows a hand with 8-17 hcp, at least 5 cards in the bid suit. Note that the suit should be of fair quality (QJ9xx or better) and never of fewer than 5 cards. Overcalls are NOT forcing. Partner will generally pass with fewer than 7 hcp, especially with no support. 
What are the requirements for an overcall at the 2 level?

· The overcall at the 2 level (in a suit) shows a hand with 12-17 hcp, at least 6 cards in the bid suit (a 5 card suit of great quality is also acceptable). Note that the suit should be of fair quality (QJ9xxx or KQT9x or better). There is too much danger in entering the bidding with a ragged suit (opponents may double and collect a huge penalty – more on this later). Overcalls are NOT forcing. Partner will generally pass with fewer than 7 hcp, especially with no support.
What does it mean to overcall 1 No Trump?

· The 1NT overcall shows the same type of hand as the opening bid of 1NT, with one difference – the overcall also promises a stopper in the opponent’s bid suit. A stopper is a card or set of cards that can “stop” the opponent’s suit from running (taking all the tricks). An example of a stopper is an Ace, or a singly protected King (Kx) or a well protected Q (QTx etc). Note that the latter two are not sure stoppers – they may or may not stop the suit depending on the location of the other high cards. However, they are considered good enough for the purpose of overcalling 1NT.
After partner overcalls in a suit, how do I respond?

· When LHO opens the bidding and partner overcalls, you are called the “Advancer”. Since the 1 level overcall can be made on as few as 8 hcp, advancer has to exercise a little more caution while responding. While the responses are similar in nature to the responses to an opening bid, the point ranges for these responses is a couple of notches higher than the ones for an opening bid. For example, LHO opens 1C, partner overcalls 1H. If you have 6 hcp, you should pass because partner will not have enough for game and may have as few as 8 in which case bidding on might be dangerous. However, with 9 hcp or more, you should make the appropriate bid (raise or bid a new suit at the 1 or 2 level or bid the appropriate number of NoTrumps. Always, the principle is to add your known number of points to partner’s estimated number of points. If the total equals 25 or more, contract for game in a major suit (with a known fit) or in NT. If the total may be 25 (but you don’t know for sure), invite game by making an invitational bid or keep the bidding open by bidding a new suit. If the total is definitely not 25 or more, pass and play in a part-score. Here is the general structure for responding to overcalls:
· 1 level overcalls

· Normal raise (without jump) : 8-11 hcp

· Jump raise : 12-14 hcp

· Game level raise (in major) : 15+ hcp

· 1N : 9-12 hcp

· 2N : 13-15 hcp

· 3N : 16+ hcp

· New suit at the 1 level : 9+ hcp, 4+ cards, Forcing
· New suit at the 2 level : 12+ hcp, 5+ cards, Forcing
· 2 level overcalls

· Normal raise (without jump) : 7-10 hcp

· Game level raise (in major) : 13+ hcp

· 2N : 11-13 hcp

· 3N : 14+ hcp

· New suit at the 1 level : 9+ hcp, 4+ cards

· New suit at the 2 level : 12+ hcp, 5+ cards

· 1 NT overcall

· Identical to responses to 1NT openings

What is a take-out double and how is it used?
· A double of an opening bid, proclaims a hand that is short in the opponent’s suit and has support for all the other 3 suits. For example, say RHO opens 1D and you double. This shows a hand with at most 2 diamonds and at least 3 cards in every other suit. In effect you are asking partner to bid his best suit and that you definitely have support for this suit. This type of double is called a take-out double (because you are asking partner to take the double out into his best suit). 

· It is ok to do this at the 1 and 2 levels because it is rare that you collect a sizeable penalty at that level. The take-out double is much more useful. Without this tool, it is impossible to show a hand with support for all the other suits

· Good shapes for take-out doubles are : 4-4-4-1, 5-4-3-1, 5-4-4-0, 4-4-3-2, rarely 5-3-3-2, where the shortness is in opponents’ suit

· Generally, the doubler should have at least 13 hcp, but with good shape, it is ok to double with a point or two less

· This applies only when partner has not opened the bidding or overcalled

· This also applies when both opponents have bid - either when a suit is raised or 2 suits have been bid. In the latter case, the double emphasizes the 2 unbid suits
What are the responses to a take-out double?

· When responding to a take-out double, use the following structure:
· New suit without jump = shows 0-8 hcp, 4+ cards in the bid suit
· New suit with jump = shows 9-11 hcp, 4+ cards in the bid suit

· 1N = 8-10 hcp, balanced, shows stopper in opponent’s suit
· 2N = 11-12 hcp. , balanced, shows stopper in opponent’s suit
· Cue-bid (bid of opponent’s suit) = 12+ hcp, forcing to game

· Passing the double shows length and strength in opponent’s suit (e.g.: AQJTx)

When my partner opens the bidding and RHO overcalls, how should I bid?

· When partner opens the bidding and RHO overcalls, you are called the “Responder”. The overcall can potentially disrupt your natural bid, so you should be prepared to handle these pesky creatures. The responses after RHO has overcalled are as follows:
· New suit at the 1 level = shows 6+ hcp, 4+ cards in the bid suit

· Same as without overcall, forcing for 1 round

· E.g.: 1C(pd) – 1H (rho) – 1S = 6+ hcp, 4+ spades

· New suit at the 1 level = shows 10+ hcp, 5+ cards in the bid suit

· Same as without overcall, forcing for 1 round

· E.g.: 1C(pd) – 1H (rho) – 2D = 10+ hcp, 5+ diamonds

· NT bids = same as before, semi-balanced, shows stopper in opponent’s suit

· 1D(pd) – 1S(rho) – 2N = 10-12 hcp, spade stopper assured

· 1H(pd) – 2D(rho) – 2N = 10-12 hcp, diamond stopper

· Raises = same as before

· 1H(pd) – 2C(rho) – 2H = 6-9 hcp, shows H support

· Cue-bid (bid of opponent’s suit) = Game forcing, no natural bid available, asks partner to describe his hand further

· 1H(pd) – 1S(rho) – 2S = 12+ hcp, asks partner to describe

· Opener should bid a 2nd suit, rebid original suit or bid NT with a stopper

· Double = Negative double. Shows values to compete (depending on the level) and normally shows the unbid suits
· 1D(pd) – 1H(rho) – X : shows 6+ hcp, 4 spades (1S would show 5)

· 1D(pd) – 1S(rho) – X : shows 6+ hcp, 4+ hearts

· 1H(pd) – 2C(rho) – X : shows 10+ hcp (2 level), normally 4 spades

When partner opens the bidding and RHO makes a take-out double, how should I bid?

· The responses after RHO has doubled are as follows:

· Redouble: All hands with 10+ hcp and no support for partner

· Indicates a hand willing to defend

· 1 level bids: As before

· 2 level bids: Natural, but not forcing. With 10+ hcp, always redouble first
· Raises: As before

· NT bids: As before, but usually need stopper in at least 2 of opponent’s suits. For example, if pd opens 1H and RHO doubles, NT bids will typically show a spade stopper as well as a stopper in at-least 1 minor

When partner opens the bidding and RHO overcalls 1N, how should I bid?

· Double: All hands with 9+ hcp. This is a penalty double

· 2 level bids: Natural, but not forcing. With 9+ hcp, always double first

· Raises: As before, but with good hands (9+ hcp), double first

Scoring for doubled and redoubled contracts

We have already discussed scoring for doubled or redoubled contracts that are defeated. In summary, here’s a table that shows the penalty points for these contracts:

	No. of 
undertricks
	Vulnerable
	Non-vulnerable

	
	Undoubled
	Doubled
	Redoubled
	Undoubled
	Doubled
	Redoubled

	1st undertrick
	100
	200
	400
	50
	100
	200

	2nd and 3rd
	
	300
	600
	
	200
	400

	4th and further
	
	300
	600
	
	300
	600



When a doubled contract is made, we first need to determine if game bonus is applicable. Doubled games will score game bonus. However, even doubled partscores can attract game bonus. This happens when the score for the contract, when doubled, equals or exceeds 100 (the game points). Example: 2♠X: the score for 2♠ is 60, when it’s doubled, it becomes 120, which is akin to a game contract. So, 2♠X attracts a game bonus. In addition, you receive a bonus of 50 points for making a doubled contract and 100 for a redoubled contract. This is called an “insult” bonus. Therefore the score for making 2♠X, not vul = 60 (for 2♠) * 2 (doubled) + 300 (non-vul game bonus) + 50 (insult bonus) = 470. However, 2♦x made, not vul = 40 (for 2♦) * 2 + 50 (part-score bonus) + 50 (insult bonus) = 180. There’s no game bonus here because the score for 2♦ (40) when doubled is less than 100. 

When the declarer scores overtricks in doubled or redoubled contracts, the overtrick points are as follows:

	
	Vulnerable
	Non-vulnerable

	Doubled
	200
	100

	Redoubled
	400
	200


Examples:

· 3♥X, vul, made 3 = 90 (for 3♥) * 2 (doubled) + 500 (non-vul game bonus) + 50 (insult bonus) = 730
· 4SX, not vul, made 5 = 120 (for 4S) * 2 (doubled) + 300 (game bonus) + 50 (insult bonus) + 100 (for overtrick from above table) = 690

· 4SX, not vul, made 5 = 120 (for 4S) * 2 (doubled) + 300 (game bonus) + 50 (insult bonus) + 100 (for overtrick from above table) = 690

· 2♠XX, vul = 60 (for 2♠) * 4 (re-doubled) + 500 (vul game bonus) + 100 (insult bonus) = 840

· 3♣xx made 4, not vul = 60 (for 3♣) * 4 + 100 (insult bonus) + 300 (Game bonus) + 200 (Overtrick bonus) = 840
