Mylapore Club Bridge Camp (Summer 2009)


Class Handouts - Sessions I & II
Answering the following questions will help you review and assimilate the material you learned over the last 2 days. Try to answer the questions yourselves before looking at the correct answer below.

What is bridge?

· A card game played by 4 players, using a full deck of cards

Why should I play bridge?

· It’s an interesting social pastime

· It develops the mind in various ways – logical reasoning, planning, communication, analysis, concentration 

· It helps to develop competitive spirit and working with a partner/team
· It helps in meeting new people and developing lasting relationships
What is a trick?

· A trick is a combination of 4 cards played by each of the players in succession. There are 13 tricks in each deal. The winner of a trick will lead first to the next trick.

Can I play any card to a trick when it’s my turn?

· No! If the first person to lead to the trick plays spades, you are duty-bound to play a spade if you have one. With no spades, you are free to play any card in your hand. In this case, normally, you would play the smallest card you can afford (unless you know that small card can take a trick later). 
Who wins a given trick?

· A trick is won by the highest card played to that trick. For example, if the following spades are played in a given trick: Ace, Ten, Four and Three, the Ace wins the trick. Aces are the highest cards, then Kings, Queens, Jacks, Tens, Nines and so on up to the two. What matters here is the suit which the first card of trick belongs to. For example, if the first player leads a spade, everyone needs to play a spade. The biggest spade would win the trick. However, if someone doesn’t have a spade, and plays a diamond (say), the size of their card does not matter – they won’t win the trick. If the two of spades is led and the next person plays the diamond Ace, the 2 of spades is still the biggest card in that trick and will win the trick unless someone has a higher spade.

· Examples:
· S3 – S4 – SK – SA : Spade Ace wins this trick
· C2 - SA – HA – DA : Club two wins this trick if it is the card that is first played to the trick
What are high card points?
· High card points (or hcps for short) are numerical values assigned to face cards (or picture cards) based on their trick-taking potential. From experience, the following system has been seen to work best in evaluating a bridge-hand: Aces : 4, Kings: 3, Queens: 2, Jacks: 1. While numbered cards don’t have hcps, it is important to know that they can still take tricks. It is important to remember that high card points are just guideline values meant to help an individual in evaluating how many tricks the partnership can take. There are 40 hcp in each bridge deal (10 in each suit). Since there are 13 tricks to a bridge hand, typically, it takes 40 ÷ 13 = 3 points to take a trick. What this means is that if the partnership has a total of 30 hcp, they should, on average, expect to make at least 10 tricks.
Who is the declarer?

· Bridge hands always have an offensive side and a defensive side. The offensive side “contracts” for a specific number of tricks (we will get to this part in later lessons). The defending side tries to ensure that the offense does not make this number of tricks. The declarer is the person who plans the play and attempts to take the contracted number of tricks for the offense.

Who is the dummy?

· Not the dumbest person at the table (. The dummy is the partner of the declarer. The person to the left of declarer makes the opening lead. As soon as this happens, the dummy (who will be next to play), puts down their entire hand (arranged in suits). The declarer then takes time to evaluate the combined assets of the offensive side by looking at his hand as well as the dummy before deciding on the best way to make the contracted number of tricks. Similarly, the 2 players in defense can also see the dummy and make their own plans to bring about declarer’s downfall.

Can I win tricks only with picture cards?

· NO!!! While it is true that most of the times, picture cards are the ones that will take tricks, even a two (also called a deuce) can take a trick. Consider the following layout in the diamond suit: North has A,K,Q,3,2; East has J,T,4; South has 9,8,7 and West has 6,5. When North leads out the A, East plays the 4, South the 7 and West the 5. When North next leads the K, East plays the T, S the 8 and West the 6. On the next trick, North leads the Q, East plays his last card in that suit, the J and so does S (the 9). West is already out of diamonds, so he plays some other card. Now no one else has diamonds and North’s 3 and 2 have become winners. This is the power of long suits. Long suits are a huge asset in a bridge hand and should be treasured.

What is the general strategy to make maximum tricks?

· In general, it is best to try and develop long suits. Face cards (Aces, Kings especially) will take tricks more often than not. The true skill in bridge lies in making tricks with smaller cards. In addition, it is always better to be the last person to play to a given trick – this is because you have the full information to decide the cheapest card that can be used to win the trick or to play the smallest card if you know you cannot win the trick. Also, face cards should be used to capture the face cards of your opponents (Aces to capture opposing Kings, Kings to capture opposing Queens etc).
