Major suit and NT contracts - II

Hand 1: 1N opening – 2 level signoff


	Dealer: N

	♠

	8 5 2
	Vul : 
None

Lead: ♣5

		♥

	K 3 2
	
		♦

	K 7 5
	
		♣

	K 7 6 5
	
	♠

	9 7 6
	N
W      E
S
	♠

	K J 4

	♥

	Q 9 4
		♥

	A T 8 6

	♦

	AJT862
		♦

	Q 4

	♣

	8
		♣

	A Q 32

		♠

	A Q T 3
	
		♥

	J 7 5
	
		♦

	9 3
	
		♣

	J T 9 4
	

	
	Bidding   

N

E

S

W

P
1N
P
2♦
All pass

Bidding comments: W should bid 2♦ over E’s 1N. W’s hand is practically useless for play in NT, unless the ♦ suit comes in. 2♦ is much safer.
Play comments: Losers – 3♠, 2♥, 1♦. Winners – 1♥, 5♦, 1♣
W will lose 3 ♠’s as the cards lie, but can work on the ♥ suit to actually make an overtrick because the ♥ suit breaks 3-3. The percentage play in ♥ is to finesse for each missing honor (J & K) – lead the 9 and run it, then after getting back to hand, lead the Q and run it if N plays low. This will also keep the ♠ safe from attack because the trick will be lost to S. Entries to W will have to be with ♦ and ♣ ruffs.
Defense comments: Not much the defense can do. N should duck once if the ♦Q is led from the table for a finesse (to prevent entries to W). But declarer can get home by entering with ♣ ruffs to play on ♥s.



Hand 2: 1M – 2M raise, game rebid
	Dealer: E

	♠

	AJT864
	Vul : 
NS
Lead: ♦Q

		♥

	AQJ8
	
		♦

	A 9 2
	
		♣

		
	♠

	5
	N
W      E
S
	♠

	Q 7 2

	♥

	T 5
		♥

	K 9 7 3

	♦

	T 7 6 5
		♦

	Q J 8

	♣

	AQT762
		♣

	K 5 4

		♠

	K 9 3
	
		♥

	6 4 2
	
		♦

	K 4 3
	
		♣

	J 9 8 3
	

	
	Bidding   

N

E

S

W

P

P
P
1♠
P
2♠
P
4♠

All pass

Bidding comments: After a simple raise by S, N should bid all the way to game. 6-4-3 is a powerful distribution, especially when there’s a fit for the 6 card suit and most of the values are in the long suits. Point counters will bid a timid 3♠ - this is not good enough.
Play comments: Losers – 1♠, 1 or 2♥, 1♦, 0♣. Winners – 5♠, 2♥, 2♦
Declarer is 1 trick short. However, the 4th ♥ can be ruffed on the table to provide the game going trick. Declarer wins the opening lead on the table and immediately takes a ♥ finesse. When this loses, E returns another ♦ which is won in hand. Now, declarer plays off the 2 top trumps and then the 2 top ♥s. As the cards lie, E is unable to ruff, but even if a defender ruffed the 3rd round of ♥ with the ♠Q, the 3rd ♠ will still be left on the table to take care of the 4th ♥. Playing off the ♠AK early courts disaster. E will win and draw the outstanding trump and down goes the game.
Defense comments: W should play ♦7 at trick 1 to tell E that it’s safe to continue that suit. If N plays 2 rounds of trumps before playing on ♥, E should draw the trump when she gets in. Or if N takes a ♠ finesse, E must play another ♠.



Hand 3: 3N rebid after stayman


	Dealer: S

	♠

	QJ85
	Vul : 
EW
Lead: ♣T

		♥

	AJ92
	
		♦

	9 5
	
		♣

	J 7 5
	
	♠

	K 6 4 2
	N
W      E
S
	♠

	A 3

	♥

	Q 4
		♥

	K T 8 6

	♦

	J T 8 3
		♦

	A Q 6 4

	♣

	A 4 3
		♣

	K 8 2

		♠

	T 9 7
	
		♥

	7 5 3
	

		♦

	K 7 2
	
		♣

	Q T 9 6
	

	
	Bidding   

S
W
N
E
P
P
P
1N
P
2♣
P
2♥
P
3N
All pass
Bidding comments: W tries Stayman with 4-2-4-3 distribution. The 3N rebid after Stayman promises 4 card ♠ and game values. E should correct to 4♠ if he has 4 ♥s and 4 ♠s.
Play comments: Top winners – 2♠, 1♦, 2♣. 
Declarer starts with 5 top tricks and can develop 2 or 3 more in ♦ (depending on location of ♦K). Declarer can also work on ♥ for at least 1 trick. Declarer should duck the 1st ♣ - this is generally good policy when holding 1 or 2 stoppers and will frequently put the defenders out of touch. Assuming ♣ are continued, declarer wins in dummy and takes the ♦ finesse. When this loses and S returns a ♣, declarer now plays a ♥ to the Q. Now, declarer is up to 8 tricks (2 ♣, 2 ♠, 1 ♥ and 3 ♦). The only remaining chance to develop the 9th trick is in ♥. Declarer should therefore take the ♥ finesse (low from dummy to the T). Note that if N switches to ♠ after overtaking the first ♣, E should duck that trick too.



Hand 4: 1M opening followed by 3M rebid by opener
	Dealer: W

	♠

	A 7 6
	Vul : 
Both
Lead: ♠Q

		♥

	Q T
	
		♦

	9 4
	
		♣

	KJ6532
	
	♠

	Q J T 8
	N
W      E
S
	♠

	9 5 4 2

	♥

	7 5 3
		♥

	6 4

	♦

	A Q 8 5
		♦

	K T 7 3

	♣

	9 8
		♣

	Q T 7

		♠

	K 3
	
		♥

	AKJ982
	
		♦

	J 6 2
	
		♣

	A 4
	

	
	Bidding   

W
N
E
S
P
P
P
1♥
P
2♣
P
3♥
P

4♥

All pass

Bidding comments: S must jump at her 2nd turn to suggest 15+ points with a good 6 card ♥ suit. N has an easy raise to game.
Play comments: Losers – 0♠, 0♥, 2♦, 0♣. Winners – 2♠, 6♥, 2♣
This game is easy to score. Declarer starts with 10 top winners. Good players will take all 13 tricks however. Winning the ♠ lead in hand, declarer draws 3 rounds of trumps, then plays ♣A, ♣ to K and takes a ♣ ruff. When that suit splits 3-2, dummy’s 3 little ♣s become winners and declarer claims all the tricks, discarding his 3 ♦s on those ♣ winners.
Defense comments: The ♦A lead, which restricts declarer to 11 tricks, is practically impossible to find. This will more often than not result in giving away a trick (and potentially handing over game bonus in a platter). Always remember that bridge is a game of percentages. The results on a single deal do not make a percentage play wrong or an unusual play correct.



Hand 5: 1N opening – 4 level signoff


	Dealer: N

	♠

	A J 4 2
	Vul : 
None

Lead: ♠3

		♥

	K 8
	
		♦

	K Q 9 6
	
		♣

	K 7 3
	
	♠

	7 6 3
	N
W      E
S
	♠

	Q T 8 5

	♥

	6
		♥

	Q J 7 5

	♦

	AT853
		♦

	7 4

	♣

	T 8 4 2
		♣

	A J 6

		♠

	K 9 
	
		♥

	AT9432
	
		♦

	J 2
	
		♣

	Q 9 5
	

	
	Bidding   

N

E

S

W

1N
P
4♥
All pass
Bidding comments: Routine. S must not stop short of game after N opens 1N. 4♥ is the practical bid.
Play comments: Losers – 0♠, 1 or 2♥, 1♦, 1 or 2♣. Winners – 2♠, 4♥, 2♦
Declarer has work to do on this hand (. There are 5 possible losers, including 2 in trumps if ♥QJxx is in 1 hand. There are also 2 potential ♣ losers, but one can be discarded on one of the ♦ winners from dummy. Declarer should win the opening ♠ lead in hand and play a ♥ to the K and a 2nd ♥ from the table. When E follows small, declarer should insert the ♥9. This is a safety play that caters to 4 ♥s with E. If W should win the trick, the ♥s will have broken 3-2 and there will be only 1 ♥ loser. Declarer next goes after the ♦s and still has ♠A on the table as entry to take the ♣ pitch on the ♦ winner.
Defense comments: E should not split his ♥ honors on the 2nd round (when declarer leads the ♥8 from the table). He should play low, hoping that declarer will go up the A. Splitting (playing either the Q or J) gives up entirely on the chance of getting 2 defensive ♥ tricks.



Hand 6: 1M followed by jump shift
	Dealer: E

	♠

	KT652
	Vul : 
NS
Lead: ♣4

		♥

	J 5 2
	
		♦

	6
	
		♣

	A J 5 4
	
	♠

	Q 9 8 7
	N
W      E
S
	♠

	A 4

	♥

	4
		♥

	A K963

	♦

	K8 7 3 2
		♦

	A Q 9 4

	♣

	Q 8 2
		♣

	K 6

		♠

	J 3
	
		♥

	Q T 8 7 
	
		♦

	J T 5
	
		♣

	T 9 7 3
	

	
	Bidding   

N

E

S

W

1♥
P
1♠
P
3♦
P
3N
All pass
Bidding comments: E makes a jump shift at her second turn. This promises 18+ hcp and 2 good suits. W should try 3N at her 2nd turn and not focus on ♦s (except with a hand with slam potential). Note that 5♦ is a tricky contract, but 3N is fairly comfortable.
Play comments: Top winners – 1♠, 5♦, 2♥ 
Declarer starts with 8 top tricks and gets one more on the lead. However, there is a catch. To get 5 ♦ tricks, declarer will need to play carefully. Say she plays ♦A and ♦Q from dummy first and then the ♦4 to the ♦K. Now the ♦9 in dummy is high and there is no further entry back to declarer’s hand. To avoid this mess, declarer must play the ♦9 from the table on the 3rd round of ♦s and overtake with the ♦K in hand.
In 5♦, declarer can make as follows: draw trump and take ♥AK and ruff a ♥ to hand. Cross to dummy and ruff another ♥. Now the 5th ♥ is high, so declarer gets 5♦s, 1 ruff on the table (after drawing trumps), 1♠, 1♣ and 3♥ tricks for 11.



Hand 7: 1N rebid – sign off in clubs


	Dealer: S

	♠

	9 8 3
	Vul : 
EW
Lead: ♦3

		♥

	7 6
	
		♦

	4
	
		♣

	QT97643
	
	♠

	A J 7 5
	N
W      E
S
	♠

	Q 6 2

	♥

	8 3
		♥

	KJT94

	♦

	Q 8 5 2
		♦

	K 9 7 3

	♣

	A J 2
		♣

	5

		♠

	K T 4
	
		♥

	A Q 5 2
	
		♦

	A J T 6
	
		♣

	K 8
	

	
	Bidding   

S

W

N

E

1N
P

2♣
P
2♥
P
3♣
All pass
Bidding comments: This is the only way for S to sign off in ♣s, since 2♣ has an artificial meaning. Note that 1N has no play whatsoever. In ♣s, N’s long suit will take several tricks. In NT, the N hand is practically useless. This is why the extra 2 levels are worth it.
Play comments: Losers – 2 or 3♠, 0 or 1♥, 0♦, 1 or 2 ♣.
Declarer has to try all options here. Take the ♥ finesse (which works) and take 2 ♠ finesses (play low to the ♠T first time and then run the ♠9 the next time). This wins whenever one of ♠QJ is with E and is a much better shot (75%) than playing E for ♠A (50%). As the cards lie, declarer loses 2 ♠ and 2 ♣s and makes the contract with the correct line of play.



Hand 8: 1M opening – limit raise
	Dealer: W

	♠

	J 9
	Vul : 
Both
Lead: ♦Q

		♥

	A T 7 5
	
		♦

	Q J T 8
	
		♣

	J T 4
	
	♠

	AQ743
	N
W      E
S
	♠

	K T 8 6

	♥

	Q 8 4
		♥

	J 9 2

	♦

	K 5 2
		♦

	A 6 4

	♣

	K 9
		♣

	A 8 3

		♠

	5 2
	
		♥

	K 6 3
	
		♦

	9 7 3
	
		♣

	Q7652
	

	
	Bidding   

W

N

E

S

1♠
P
3♠
P
4♠
All pass
Bidding comments: W has a routine accept over the limit raise (3♠ bid) which shows 10-12 hcp.
Play comments: Losers – 0♠, 2 or 3♥, 1♦. Winners – 5♠, 2♦, 2♣
Declarer is 1 trick short. There are 2 ways to avoid a 3rd ♥ loser. The first is to locate the ♥T and finesse for this card. A 2-way finesse is available because of the presence of ♥8 and ♥9. The 2nd way is much easier and 100% foolproof. Win the lead in hand and draw trumps. Next play ♣K, cross to ♣A and ruff a club in hand. Now, cash ♦A and exit with a ♦. Whoever wins this trick will have to play 1. a ♥, obviating the guess for declarer OR 2. a ♣ or a ♦, allowing declarer to ruff in dummy and dispose of one of the ♥s from hand. Declarer thus loses only 1 ♦ and 2 ♥s.



