Mylapore Club Bridge Camp (Summer 2009)


Class Handouts - Sessions V & VI
Please checkout the class website at http://chennaibridgecamp.yolasite.com. You can find a lot of information on it, including schedules, bridge links and quizzes.
Answering the following questions will help you review and assimilate the material you learned over the last 2 days. Try to answer the questions yourself first. Please also review last week’s handout which discusses trumps. 
How do you play the following combinations for maximum tricks?

· AJT with declarer facing 432 in dummy
· Start with 2 from dummy and if next player plays low, insert the T. If this loses to the Q or K, get back to dummy again and lead the 3. Once again if the next player plays low, insert the J. This approach wins 2 tricks whenever the hand that plays after dummy has either Q or K. This is called a double-finesse.
· KT3 with declarer facing AJ4 in dummy
· Here, you need to guess which opponent is likely to hold the Q. If it is the player to the right of declarer, start with the 4 from dummy and insert the T when RHO (right hand opponent) plays low. If you think the Q is to the left of the declarer, start with the 3 from hand and insert the J from dummy if LHO plays low. This is called a two-way finesse (since it can be taken both ways).
· AJ9 with declarer facing 432 in dummy
· This position is very similar to the one above, except that you have the 9 instead of the T. Here again, you start with the 2 and when LHO follows low, you insert the 9. If this loses to the T, you will only make 1 trick in this suit. However, if it loses to the K or Q, we will “know” that RHO has the T. If RHO also has the remaining face card, you can finesse him for that card by leading the 3 and playing the J when RHO plays low. This approach wins 2 tricks whenever RHO has KT or QT. Another approach is to lead the 2 from dummy and insert the J. If RHO started with both K and Q, the J will immediately win the trick. If, with this holding, RHO decides to stick in the Q, you win with the Ace, cross back to dummy and lead towards the J to make the 2nd trick in due course. This latter approach yields 2 tricks only when RHO has both K and Q. Since it is more probable that RHO has KT OR QT than specifically KQ, it is much better to finesse the 9 the first time around.
How many tricks will you take in the following situations?

· AKQ32 facing 654
· 3, 4 or 5: The way to analyze these types of combinations is as follows. There are 3 top tricks (AKQ). Declarer and dummy together have 8 cards in this suit. The opponents, therefore, have 5. These will split 3 with one opponent and 2 with the other (3-2 for short), or 4-1 or 5-0. When the suit breaks (or splits) 3-2, you will make all 5 tricks because opponents’ cards in the suit will be exhausted when you lead out the A, K and Q. Therefore your 3 and 2 are promoted into winners. However, when the suit breaks 4-1, one of the opponents will have a high card after 3 rounds of the suit have been played. When a 4th round is then played, opponents win the trick, but your last card in the suit is a winner, which you can take when you get back the lead. Therefore you win 4 tricks in this case. In the case when the opposing cards are distributed 5-0, you will only get tricks for the A, K and Q.
· AK432 facing 65
· In this combination, you have a total of 7 cards and opponents have 6. Your two top cards (A & K) will take 2 tricks. When you lead out a 3rd round (which an opponent wins) and the suit breaks 3-3, you will have set up your 3 & 4 as winners, thus taking 4 tricks in total. When the suit breaks 4-2, you will have to get back the lead and play a 4th round which the opponents will win once again. Now your 4 is a winner, for a total of 3 tricks. When the suit breaks 5-1 (or 6-0) you will win only 2 tricks.
How does a trump suit change the above scenarios?

· AKQ32 facing 654
· If the suit breaks 3-2, you will still take 5 tricks

· If the suit breaks 4-1, you play out the AKQ (at which point one opponent still has a high card), then lead the 2 and ruff it in dummy. Now, your 3 is a winner. So you make 4 tricks in this suit, however, you haven’t lost any tricks in the suit (because you ruffed the loser).

· If the suit breaks 5-0, you will need to ruff both the 3 and 2 in dummy.

· AK432 facing 65

· You take the A and K and play the 2 ruffing in hand

· If the suit breaks 3-3, the 3 and 4 are now winners. You make 4 tricks in this suit without losing any

· If the suit breaks 4-2, one of the opponents will still have a high card left. You cross back to dummy (in another suit) and lead the 3 ruffing in hand once again. This way you make 3 tricks in this suit (but don’t lose any)

· If the suit breaks 5-1, you make only the 2 tricks for A and K

In general, how do you go about planning the play of a hand as declarer?

· Declarer play is a complex skill. However, there are some basics that can be followed on every hand to simplify the thinking process. They are :
· Count your top tricks in each suit: this is the process of counting which cards are sure winners (such as Aces and Kings when supported by the Ace in either hand)

· In each suit, determine the number of extra tricks you can take by doing the following:

· Taking finesses

· Promoting high cards into winners (after conceding tricks to opponents’ high cards)

· Promoting small cards into winners

· Ruffing your losers (if there is a trump suit)

· Play suits in order of priority based on the number of tricks you can generate in each suit and the context of each hand. For example, playing with spades as trump, it may be that diamonds will generate 4 tricks and clubs will generate 1, but it may be crucial to develop the club trick first in order to discard a loser in hearts before drawing trumps or making the play in diamonds. As you play each suit, you will find out if you are going to make the estimated number of tricks (for example, you will know if a finesse succeeds or fails). You may need to make adjustments to your line of play in other suits based on how the cards lie in each successive suit.

· Draw trumps when the time is right to do so

What is the hold-up play?

· The hold-up is a type of play which serves to cut the communications between the 2 defenders. As an example, let us say that declarer, in a no-trump contract, has A98 of diamonds with 64 in the dummy. LHO, who is on lead, starts with the Q of diamonds. Normally, a face-card lead is made from a sequence. So in this case, LHO is likely to hold QJT with some length (usually 4 or more). Now, having 5 cards between the two hands means that opponents have 8. Let us assume that opening leader has QJT32 and his partner has K75. If declarer wins the first trick (Q led) with the Ace, the opponents, when they get the lead with another suit, will quickly take 4 more tricks in diamonds (playing the K first and then leading the J, T and so on). However, see what happens when declarer plays low on the opening lead (playing a low card when you have the ability to win the trick is called “ducking”). LHO continues with the 2, upon which dummy plays the 6, RHO plays the K and declarer ducks again. Now, RHO continues with the 7, declarer wins the Ace and LHO contributes the 3. Notice now that LHO has the J and T that are winners, but RHO does not have any diamonds to play. If it so happens that RHO is the person who gets the lead next (and LHO does not have any top cards with which to obtain the lead), LHO will NOT be able to win the D JT. Thus, “holding up” the Ace of diamonds until the 3rd round has cut the communications between the 2 defenders (by virtue of the fact that RHO will not have any more diamonds). This concept is most applicable to no-trump contracts, but also comes in handy in trump contracts on occasion.
What is an avoidance play?

· In certain hands, it may turn out that one opponent is more dangerous than the other. For example, in the above diamond scenario, say that 3 rounds of diamonds have been played, declarer winning the 3rd round with the Ace. Now, LHO has 2 diamond winners available to take. To prevent losing these 2 tricks, declarer would much rather lose any tricks that have to be lost to RHO than to LHO. If RHO gets in, she is not able to do any damage because she is devoid of diamonds. Thus, declarer is “avoiding” LHO by playing on a suit where only RHO can gain the lead or playing in a way that only RHO can gain the lead. The concept of avoidance has wide application in bridge hands.
What is a combination play?

· In several bridge hands, there will be more than one way of achieving your trick goal. In such a case, it is best to combine chances in 2 or more suits so that success in any one of these suits will insure success to the contract. However, it is important to do this in a way that does not jeopardize the other chances or the contract itself. For example, say you have 43 of hearts facing AQJ on the table and J543 of clubs facing AK98. If your goal is to make 5 tricks from these 2 suits without conceding the lead, it is best to cash the A and K of clubs first. When the club suit is distributed such that the Q of clubs falls on the first or second round, you will make 2 additional club tricks without having to give up the lead. If the club queen does not fall, you can bank on taking 2 heart finesses for the 2 extra tricks. However, if you take the H finesse first and it loses, even a favorable club position will not be of help. The club suit is “favorable” in these scenarios: whenever either opponent has precisely Q, QT, Q7, Q6 or Q2.
What is a ducking play?

· A ducking play is used to develop tricks in a suit when entries to one hand are at a premium. Say dummy has AK987 of spades and you have 32 in hand. Now, if opponents’ spades split 3-3, you can take 4 tricks after conceding 1. So you might play A, K and a 3rd round. However, after these 3 rounds, dummy has only 9 and 8. If there is no way to get to the dummy (entry), there will be no way to cash these 2 tricks. To avoid this situation, a better way is to duck the first trick - play 2 from hand and 7 from dummy. When you get back the lead, you play the 3 from hand and win with the K. Now you are in dummy to take the Ace. When the suit breaks 3-3, all the remaining cards will fall on the Ace and you are in dummy to take the 9 and 8.

What are some of the ways in which a trump suit helps?

· The most obvious uses for a trump suit are

a. Prevent the opponents from running a suit

b. Ruff your losers 

c. Promote small cards into winners by ruffing

d. Serve as entries to both hands in order to cash tricks or to be able to lead from either hand

When is it right to postpone the drawing of trumps?
· In several trump hands, it is correct to draw trumps right away. By the same token, it is correct to postpone the drawing of trumps in several hands. Some reasons to not draw trumps right away are:

a. You need to take ruffs in either hand – if you draw the opponents’ trumps you may not have enough trumps left to ruff all your losers

b. You need to set up a quick winner in another suit to dispose of a loser in a 3rd suit – if you play trumps, opponents may gain the lead at the wrong time and be able to set up winners in the 3rd suit above

c. When you need to concede the lead later and will need trumps to prevent opponents from running their suit

d. When you need to use trumps as entries at a later point

