Mylapore Club Bridge Camp (Phase II 2009)


Handout for Session II
Objectives: 

The objectives of this session are:

a. To review and reinforce the purpose of competitive bidding
b. To help the students understand when and how to compete
Agenda:

1. Discuss the need for competing
2. Discussion of simple suit overcalls (1 level and 2 level) and responses
3. Discussion of 1N overcalls and responses
4. Discussion of pre-emptive overcalls and responses
5. Discussion of take-out doubles and responses
6. Brief discussion of vulnerability and scoring
Why compete
· What is competitive bidding?
· Competing means to make an overcall or a takeout double – you are competing for the chance to play the hand 

· Competitive bidding refers to bidding after opponents have opened or when our side has opened the bidding and opponents have overcalled. We are only going to talk about the former (opponents have opened the bidding) in this session

· Why should we compete?

· To suggest a profitable spot for the defensive side or to suggest a sacrifice 
· Sacrifice is a bid that is made knowing fully well that you will go down – the purpose is to deprive the opponents of their game bonus, while making sure that the penalty conceded does not exceed this bonus

· Discuss vulnerability and scoring (refer table below)

· To suggest a lead against opponents’ contract

· Often the correct opening lead determines whether a contract makes or goes down

· Against NT, it will help to set up small cards in our best suit

· Against suits, it will help to set up quick tricks

· To make it difficult for opponents to reach their optimum contract
· Discuss pre-emptive bidding at a high level

· Refer to vulnerability

· At the same time it’s important to remember that overcalling on poor hands or with poor suits can lead to disasters – always overcall with decent or good suits only. If your suit is only average, high cards must compensate for this. If you have a minimum hand and a poor suit, you are better off passing and awaiting developments

Simple suit overcalls
· What does a suit overcall show?

· A 1-level overcall shows a hand with about 10 hcp, with a fair suit. Example: RHO opens 1D, overcall 1H with S Axx, H AQTxx, D xxx, C Qx

· Don’t make a 1 level overcall on bad suits. Example: RHO opens 1D, With S Axx, H Jxxxx, D Kxx, C Kxx prefer to pass and await developments. Bidding on bad suits will lead to bad results most of the time – if the opponents buy the contract, do you really want a H lead with this suit? Partner will lead the K from Kx of Hearts and give up an unnecessary trick

· Good suits will make up for fewer high card points. Example: RHO opens 1C, don’t mind overcalling 1S with S AQTxxx, H Qxx, D xx, C xx

· A 2-level overcall shows a hand with at-least 12 hcp, with a good 5 card suit or a fair 6 card suit. Example: RHO opens 1H, overcall 2D with S Axx, H xx, D AQTxxx, C Kx

· Never make a 2 level overcall with a poor suit (even if you hold 16 points). Example: RHO opens 1S. With S xx, H KQx, D QTxxx, C AKQ, don’t bid 2D

· Rules for overcalling

· Overcalls are limited to about 17 or 18 hcp – with more, first make a takeout double and follow with a bid in the long suit

· Never overcall with a 4 card suit

· Overcalls can also be made in the balancing seat (describe what this is)

· Overcalls can also be made after both opponents have bid – in this situation, the overcall should show both a good suit and a good hand. This is because there is more danger when both opponents have showed fair values

· With 2 5-card suits, overcall in the higher ranking suit and then show the other suit if you get the chance. Again this will depend on the quality of your suits and the level at which you have to make the second bid

· In the balancing seat (4th seat, after LHO has opened and 2 players have passed), overcalls can be made on somewhat fewer points, but still with fair suits.

· Responses

· New suit is forcing for 1 round, NT bids are limited and non-forcing, raises are limited and show similar (or somewhat lesser) strength as when responding to an opening bid (example: 1C (opponent) – 1H (pd) – p – 3H (you) = 11-13, invitational

NT overcalls

· What does a 1 NT overcall mean: 15-17 hcp, at least 1 stopper in the opponent’s suit

· Only applies in the direct seat

· In balancing seat, the 1 NT bid shows 11-14

· Responses are same as when partner has opened 1N (2C = stayman)

Pre-emptive overcalls

· What is a pre-emptive bid

· A pre-emptive bid is one that aims to take away the opponents’ room. The idea is to not allow the opponents to exchange information easily
· Pre-empts can be made as an opening bid OR after opponents have opened the bidding

· Normally a pre-empt is a jump bid, since a non-jump bid has different meanings

· Pre-empts generally come on hands with few hcp, but with safety in long suits. Example: RHO opens 1S, bid 3C with S x, H xx, D Qx, C AQJxxxx. Even if partner is completely bust, you have a reasonable chance of taking 6 tricks. Note that if partner is bust, opponents should be making game (you have only 9 hcp, if partner has fewer than 5 or 6 hcp, opponents will have the 25 or 26 required for game)

· Vulnerability plays an important role here – if vulnerable, you should usually have a trick in reserve when pre-empting (refer table below)
· Again, be careful when both opponents have bid. There is less to gain when by pre-empting after information has already been exchanged
· Preemptor’s partner will usually pass or raise the suit (in order to make it even more difficult for opponents). However, game is still possible after partner has pre-empted, especially when partner has opened the bidding with a pre-empt
Doubles

· What is a take-out double?
· At low-levels, doubles are not used to indicate a desire to penalize the opponents – they are used to tell partner that you have strength in all the unbid suits and that partner should bid her best suit. This is called a take-out double

· 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

· Usually, with a 5 card major, prefer to overcall in that suit (even with the correct shape for a double), unless the suit is weak

· Generally, the doubler should have an opening hand, 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

· Doubles are valid in the direct position as well as in the balancing seat 

· Doubles can also be made when your hand is too strong to make a simple overcall. Example: RHO opens 1H, you have S AKTxx, H Kx, D KQxx, C Ax. First make a take-out double, then over partner’s bid, bid 2S. This sequence of bidding specifically shows a hand that is too strong to make a simple overcall. Therefore, partner should raise to game with about 6-7 points and support

· Responses

· Partner of doubler should normally bid his longest suit. With < 8 hcp, bid this suit at the cheapest level. With 8-11 hcp, make a jump bid in this suit. With 12+, cue-bid (a cue-bid is a bid in the opponent’s suit). With 7-10 hcp and a stopper in the opponent’s suit, bid 1N when you don’t have a good suit of your own to bid.

· Never pass a take-out double because your hand is too weak
· Passing a take-out double should show length AND strength in opponent’s suit. Example: LHO opens 1C, partner doubles and you are looking at S xx, H xxx, D Kxx, C AQJTx. Here you can pass and defend 1C with the reasonable hope of making 4 club tricks plus 1 diamond trick plus whatever tricks partner can produce

Vulnerability & Scoring

· What is vulnerability

· Vulnerability is a device that is used to make bridge more interesting. On a given deal of bridge, you are either vulnerable or not vulnerable and this determines the score you get for either making a particular contract or going down

· Being vulnerable is analogous to investing in the stock market. It is high risk, but with the prospect of high reward. Not vulnerable is analogous to investing in government bonds – not much risk, but lesser reward as well.

· Vulnerability significantly affects the following

· Game bonus for games bid and made

· Under-tricks in any contract
· Penalties for doubled contracts

· Slam & grand slam bonus

· The following table summarizes the various bonuses


	
	Game bonus
	Under-tricks (penalty per trick)
	Penalties in doubled contracts
	Slam bonus
	Grand slam bonus

	Not Vulnerable
	300
	50
	100 for the first trick, 200 for the next 2 tricks, 300 for each subsequent trick
	500
	1000

	Vulnerable
	500
	100
	200 for the first trick, 300 for each subsequent trick
	750
	1500


· Scoring examples:

· 2H made 2, not vulnerable

· 2*30 (30 points for each trick above 6) + 50 (constant part score bonus) = 110

· 2C made 4, vulnerable

· 4*20 (20 points for each trick above 6) + 50 (constant part score bonus) = 130

· 4H made 4, not vulnerable

· 4*30 + 300 (not vulnerable game bonus) = 420

· 4S made 6, vulnerable

· 5*30 + 500 (vulnerable game bonus) = 650

· 5C made 6, vulnerable

· 6*20 + 500 = 620

· 6H made 6, not vulnerable

· 6*30 + 300 (game bonus) + 500 (slam bonus) = 980

· 7S made 7, vulnerable

· 7*30 + 500 (game bonus) + 1500 (grand slam bonus) = 2210
· 3C made 6, vulnerable

· 6*20 + 50 (part score bonus) = 170 (note that no game or slam bonus applies because only a part-score has been bid)
· 3H un-doubled, 3 down, not vulnerable

· 3 * 50 (50 points penalty per under-trick) = 150

· 3C un-doubled, 2 down, vulnerable

· 2 * 100 (100 points penalty per under-trick) = 200

· 4D doubled, 2 down, not vulnerable

· 100 (1st trick) + 200 (2nd trick) = 300

· 5H doubled, 4 down, not vulnerable

· 100 (1st trick) + 2 * 200 (next two tricks) + 300 (4th trick) = 800
· 4S doubled, 3 down, vulnerable

· 200 (first trick) + 2 * 300 (next two tricks) = 800


