Major suit and NT contracts - I

Hand 1: 1N opening – pass out situation


	Dealer: N

	♠

	A Q 9 6

	Vul : 
None

Lead:♠J

		♥

	K 7 4

	
		♦

	K 9 8 3

	
		♣

	A 2

	
	♠

	7 3

	N
W      E
S
	♠

	J T 8 4


	♥

	Q T 5

		♥

	A J 9 3


	♦

	T 7 6 4

		♦

	A 5


	♣

	K J 7 3

		♣

	Q 9 5


		♠

	K 5 2

	
		♥

	8 6 2

	
		♦

	Q J 2

	
		♣

	T 8 6 4

	

	
	Bidding   

N

E

S

W

1N
All pass
Bidding comments: N has a normal 1N opening bid. None of the other hands is worth a bid. S has a balanced 6 count and should not even consider bidding. Note that Stayman bids should be reserved for hands with at-least invitational values or a hand which signs-off in 3C (1N-2C-2X-3C).
Play comments: On a ♠ lead, declarer counts 4 top tricks (3 ♠, 1 ♣). The ♦ suit is the best place to go for additional tricks. Declarer should play low ♦ twice toward dummy’s QJ for best results. Playing a face card from either hand will lose a trick because one of the defenders will top it with the A. However, leading low twice towards dummy makes E’s ♦A “beat air”, thus making each of the picture cards winners. So the correct play is to win the ♠A and lead a ♦. The Q wins in dummy and declarer should cross to the ♠Q to lead another ♦. When E plays the A, dummy plays low. Now, declarer makes 3 ♠’s, 3 ♦’s and 1 ♣.
Defense comments: The opening lead should be the ♠J. The other suits are too dangerous to lead. The ♥3 is not bad, but when a safer lead is available, E should choose it. The defense can prevail by leading clubs when E wins the ♦A. This removes the entry from N’s hand before he is ready to use it.



Hand 2: 1M – 2M raise
	Dealer: E

	♠

	K Q 4 2

	Vul : 
NS
Lead:♠K

		♥

	6 5 3

	
		♦

	A Q 7

	
		♣

	T 8 6

	
	♠

	A 9 6

	N
W      E
S
	♠

	8 3


	♥

	KQ9 8 4

		♥

	A T 2


	♦

	K J 8 2

		♦

	T 9 6 3


	♣

	J

		♣

	K Q 7 2


		♠

	J T 7 5

	
		♥

	J 7

	
		♦

	5 4

	
		♣

	A 9 5 4 3

	

	
	Bidding   

N

E

S

W

P

P
1♥
P

2♥
All pass
Bidding comments: Simple bidding. Note that W has no further move over 2H (which shows 6-9), having only 14 hcp.
Play comments: The best play is to duck the opening ♠ lead, then to ruff a ♠ in dummy before playing on ♦. Declarer only loses 1♠, 2♦ and 1♣ with this play, thus making an overtrick.
Defense comments: Note that a trump lead restricts the hand to 8 tricks. If declarer ducks a ♠, S can win and lead a ♦ to get a 3rd round ♦ ruff. The defense will then take 1♠, 2♦, 1♦ ruff and 1♣.

	
	


Hand 3: Stayman and invite in NT


	Dealer: S

	♠

	A T

	Vul : 
EW
Lead:♥5

		♥

	K 8 6

	
		♦

	AJT3 2

	
		♣

	K J 2

	
	♠

	J 7 5

	N
W      E
S
	♠

	K 8 3 2


	♥

	J 9 4

		♥

	Q T 7 5 2


	♦

	K 7 5

		♦

	Q 6


	♣

	A T 5 4

		♣

	9 8


		♠

	Q 9 6 4

	
		♥

	A 3

	
		♦

	9 8 4

	
		♣

	Q 7 6 3

	

	
	Bidding   

S
W
N
E
P
P
1N
P
2♣
P
2♦
P
2N
P
3N
All pass
Bidding comments: Over N’s 1N opening, S has a routine stayman bid (8 hcp + 4 ♠). When N denies a major suit, S invites in NT (bidding a major now would show 5 cards). N is happy to accept with 16 hcp and a good 5 card suit.
Play comments: Declarer can count 1♠, 2♥ and 1♦ for top tricks. ♦ and ♣ will need to provide the additional tricks. Declarer should duck the opening ♥ lead, trying to cut communications between the defenders. E continues and N wins in dummy to take a ♦ finesse. E wins and continues the ♥ attack. Now, N wins and needs to get to dummy to take another ♦ finesse. Declarer will play on ♣ hoping that the ♣Q provides the required entry. 
Defense comments: At this stage, W should know that declarer is trying to get to dummy to take another ♦ finesse. When N plays the ♣K from hand, W should duck and should duck again when the ♣J is led. This defense defeats the hand. If W takes ♣A, the ♣Q yields a dummy entry and declarer emerges with 9 tricks (4 ♦, 2 ♣, 2 ♥, 1 ♠).



Hand 4: 1M – 2N bid.
	Dealer: W

	♠

	Q J T 4

	Vul : 
Both
Lead:♦Q

		♥

	Q T 8

	
		♦

	Q J 
	
		♣

	T 8 7 2
	
	♠

	AK8752

	N
W      E
S
	♠

	9 6


	♥

	K J 3

		♥

	A 9 6


	♦

	A 9

		♦

	K 7 6 4


	♣

	6 4

		♣

	A J 5 3


		♠

	3

	
		♥

	7 5 4 2

	
		♦

	T85 3 2

	
		♣

	K Q 9
	

	
	Bidding   

W
N
E
S
1♠
P
2N
P
4♠
All pass
Bidding comments: W opens 1♠ and E bids 2N, showing a balanced 10-12. Now, W should simply bid 4♠ - E will most likely have 2 ♠s. If E has a singleton or void in ♠, she should start with a suit bid. It’s best not to bid NT with a singleton in partner’s main suit.
Play comments: On the ♦Q lead, W wins and tests the ♠ by playing the top two. When the suit fails to break, declarer has 4 possible losers – 2 ♠, 1 ♥ and 1 ♣. The ♥ finesse is an option to get rid of the ♥ loser, but W has another string to his bow and should use it first. Duck a club, playing low from both hands. When S wins, she plays a ♥, but this is won with the ♥A and declarer now plays ♣A and ruffs the next club. When the ♣KQ come crashing down on these 2 tricks, the ♣J becomes a winner and the ♥ finesse is no longer required. If W blindly takes the ♥ finesse, the contract fails.
Defense comments: N leads the ♦Q against 4♠. This is both an attacking and a safe lead. There is not much to the defense otherwise. If declarer plays well, the contract makes, even on best defense.



Hand 5: Invitational sequence after Stayman.


	Dealer: N

	♠

	6 4 3
	Vul : 
None

Lead:♠2

		♥

	Q T 7 5
	
		♦

	K 2
	
		♣

	K 5 4 2
	
	♠

	K T 8 2
	N
W      E
S
	♠

	Q J 9

	♥

	6 4 2
		♥

	A 3


	♦

	J 7 4
		♦

	T 9 8 5

	♣

	9 7 6
		♣

	A J T 8 

		♠

	A 7 5
	
		♥

	K J 9 8
	
		♦

	A Q 6 3
	
		♣

	Q 3
	

	
	Bidding   

N

E

S

W

P
P
1N
P
2♣

P

2♥

P

3♥

P

4♥

All pass

Bidding comments: When S shows a 4 card ♥ suit, N invites with a 3♥ bid (2N would show a spade suit). S is happy to accept.
Play comments: This hand is somewhat tricky in that although there don’t seem to be more than 3 losers (1♠, 1♥, 1♣ - 2nd ♠ loser is thrown on the 3rd ♦ winner), declarer will go down if she plays trumps after winning the ♠ lead and taking a ♠ discard on the 3rd ♦. The defense will play trumps and declarer will have another trick to lose at the end (play it out and see). Instead, after taking the pitch on the 3rd round of ♦, declarer should ruff the 4th round of ♦ with a high trump and concede a ♠ trick to the defense (in fact it’s much better to duck the opening lead and win the 2nd round). Now if the defense plays 2 rounds of trumps, declarer can win, ruff the remaining ♠ in dummy and make the contracts.
Defense comments: An opening trump lead beats the contract, but this is not so easy to find. However, each time the defense gets the lead, they should play trumps. If declarer misplays the hand even slightly, the defense will get ahead on this deal.



Hand 6: Help suit game try after 1M opening
	Dealer: E

	♠

	J 9 5 4
	Vul : 
NS
Lead:♥2

		♥

	K Q 3
	
		♦

	Q 6
	
		♣

	T 8 4 3
	
	♠

	7
	N
W      E
S
	♠

	A 6 3

	♥

	T 8 7 2
		♥

	J 9 5

	♦

	J 9 5 2
		♦

	A T 7 2

	♣

	K J 9 7 
		♣

	Q 5 2

		♠

	K Q T 8 2
	
		♥

	A 6 4
	
		♦

	K 8 4 3
	
		♣

	A 6
	

	
	Bidding   

N

E

S

W

P

1♠
P
2♠
P
3♦
P
4♠
All pass
Bidding comments: S has a regular 1♠ opening bid. When N raises to 2, S is good enough to make a game try, but should prefer 3♦ to 3♠. 3♦ pinpoints the suit where S needs maximum help. N has an honor in the help suit, a doubleton and 4 trumps – a perfect combination.
Play comments: S wins the lead with the K on the table (we’ll see why in a minute) and plays the ♦Q. E wins the ♦A and plays two rounds of ♠. S wins, ruffs a ♦, crosses to the ♥A and ruffs another ♦. Now, S is able to cross to the ♣A to draw trumps and claim the contract. If the first trick is won with ♥A in the S hand, S will have trouble returning to his own hand to draw trumps at the end (try it) and may go down when the cards lie unfavorably.
Defense comments: A trump lead again beats the contract out of hand. Often N will have ♦ shortness for accepting the help suit game try, so a trump lead might be worth the risk of trapping an honor (usually the Q) in partner’s hand.



Hand 7: 1N – 3N signoff


	Dealer: S
	♠

	A J 9

	Vul : 
EW
Lead:♠4

		♥

	J 9 5 3

	
		♦

	A 4

	
		♣

	T 7 6 5

	
	♠

	8 6

	N
W      E
S
	♠

	K 5 3


	♥

	K 8 2

		♥

	A 7 4


	♦

	J T 9 6 3

		♦

	K Q 8 5


	♣

	A Q 4

		♣

	K 8 2


		♠

	Q T 7 4 2

	
		♥

	Q T 6

	
		♦

	7 2

	
		♣

	J 9 3

	

	
	Bidding   

S

W

N

E

P

P

P
1N
P
3N
All pass
Bidding comments: Routine. W should not mess about bidding ♦. 2 balanced hands in the 24-28 point range will play best in 3N.
Play comments: S leads a 4th best ♠. When N plays the ♠A and continues with the ♠J, E should duck, thereby severing communications. E wins the 3rd ♠ and plays on ♦. When N wins the ♦A, she doesn’t have a ♠ to play back and the contract is secure.
Defense comments: As an exercise, consider the effect of N’s playing the ♠J at trick 1. E cannot afford to duck for fear of losing to the possible ♠A in the S hand (a holding such as ♠AT742), so she’s forced to win and rely on ♠ breaking 4-4 (in which case the defense can only win 3♠ and the ♦A).



Hand 8: 1M – new suit – NT rebid
	Dealer: W

	♠

	Q T 8 5
	Vul : 
Both
Lead:♦5

		♥

	A 8
	
		♦

	K 9 8 5 4
	
		♣

	8 4
	
	♠

	A9 6 4 2
	N
W      E
S
	♠

	K 7

	♥

	K J
		♥

	Q 9 4 2

	♦

	A Q T
		♦

	3 2

	♣

	T 5 2
		♣

	AQJ 6 3

		♠

	J 3
	
		♥

	T 7 6 5 3
	
		♦

	J 7 6
	
		♣

	K 9 7
	

	
	Bidding   

W

N

E

S

1♠

P
2♣
P
2N
P
3N
All pass
Bidding comments: W opens 1♠ and hears 2♣ from partner. The rebid is easy – balanced hand in the minimum range (12-14) with stoppers in both unbid suits (sometimes this rebid will have to be made with no stopper in an unbid suit). E accepts with a good 5 card suit and 12 hcp.
Play comments: N leads a 4th best ♦ on which S plays the J and W wins with the Q. Now, W should play on ♥ first, leading the K and then the J. If S is able to win this trick and play a ♦, W can play the T (losing to the K in N), win the ♦ return and take the ♣ finesse. Even if the finesse loses, either S will have no ♦ left (if the suit breaks 5-3) or the ♦s will break 4-4. If declarer goes after ♣ first taking the finesse, S will clear the ♦s and N will get in with the ♥A to cash out the ♦ (3 ♦s, 1 ♥, 1 ♣) for 1 down.



