Mylapore Club Bridge Camp (Summer 2009)


Class Handouts - Sessions VII & VIII
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.
What is bidding?

· Bidding is a language that is used by a partnership to communicate the relative strength of the player’s hands in order to determine the optimum number of tricks that can be obtained by the partnership. The partnership bids to a “contract” which then becomes the goal of the declarer in the play of the hand. A contract consists of a level (number of tricks to be taken) and a strain (the trump suit to play in or no-trumps). Think about bidding as synonymous with an auction for some piece of property.
What are the mechanics of bidding?

· The dealer starts the bidding. Each bid consists of a level and a strain. A bid of 1C (1 Club) means that the bidder is willing to contract for 7 tricks with clubs as trumps. The order of suits is clubs, diamonds, hearts, spades and then no-trumps. What this means is that when a higher suit has been bid at a given level, a lower suit cannot be bid at the same level. For example, after a bid of 1H, the next player is not allowed to bid 1C or 1D. If they want to bid clubs or diamonds, they will have to bid at the level of 2 (2C or 2D). However, they are allowed to bid 1S or 1N. There are 35 possible bids (5 strains * 7 levels). A player can bid or pass at his turn (there are also 2 more calls: “Double” and “Redouble” but we won’t discuss these for now). The bidding proceeds clockwise until there are 3 consecutive passes, except in the case when the first 3 players pass, in which case the 4th person is allowed to bid. The final contract is the last bid that occurred before the 3 consecutive passes. The declarer is the person who made the first bid in the strain of the final contract. For example, if the final contract is 3 Clubs (9 tricks with clubs as trumps), the declarer is either the person who bid 3 clubs or her partner – it is the person in this partnership who bid clubs first. Example: North bids 1C, East passes, South bids 3C, then West, North and East pass. In this case, North becomes declarer even though South is the person who bid the final contract.
Why does 1C mean 7 tricks and not 6 or 8 or any other number?

· The reason that 1C equates to 7 tricks is that when a player bids, it doesn’t make sense for them to bid for 6 tricks, because this would mean that the opponents will take 7 tricks (which is more than what they are bidding for). Therefore, the minimum one can bid for is 7 tricks, which is why the shortcut of 1 has been assigned to 7 tricks. Similarly, bidding 2 of a suit (or no-trumps) equates to 8 tricks and so on. The maximum you can take is 13 tricks, which equates to bidding 7 (basically you add 6 to the number bid to determine the number of tricks). 
How are points allocated for bidding and making contracts?

· Points are scored based on the strain of the contract and the level. Any contract in C or D (these 2 suits are called minor suits) scores 20 points for each trick more than 6 (the bid level). For example, if you bid and make 2 clubs, you make 2*20 or 40 points. 4 clubs scores 80 and so on. Contracts in Hearts and spades score 30 points per trick (2H = 60, 3S = 90 etc). Contracts in NT score 40 for the 1st trick and 30 for each subsequent trick. So, 1N scores 40 points, 2N scores 40+30=70 points, 3N scores 40+30+30=100 points.
What are the objectives of bidding?

· The primary objective of bidding is to determine the optimum contract for the partnership. However, there is a little twist to this because of the scoring methodology. Any contract that scores at least 100 points is called a “game” contract. This means that in a no-trump contract, it is enough to bid and make 3NT (40+30+30=100 points) in order to make game. In the major suits (H/S), we need to go to the 4 level (10 tricks) in order to make game (30*4=120). In the minors, we need to contract for 11 tricks (5 level) in order to make game. Bidding game and making the contract offers huge incentives (bonus). The game bonus ranges between 300 and 500 depending on the situation (we’ll discuss this later). Note that the bonus is available if and only if the game contract is bid and made. Bidding 2 Hearts (8 tricks) and making 10 tricks will NOT obtain the game bonus. The incentive for making game implies that it is critical to bid to the game level on all hands where that number of tricks is possible. The next level of bonus is achieved when a side contracts to make 12 tricks in any denomination – this is called a “little slam” (or “small slam” or just “slam” for short) contract (example: 6 NoTrumps). The maximum bonus is available when a side contracts for and achieves all 13 tricks – this is called a “grand slam”. Any contract below game level is called a “part-score”.
How do I know what is the correct contract?

· This is where bidding comes in. Each bid conveys a message to partner. For example, a bid of 1NT says that the bidder has 15-17 points and a balanced hand (more on this later). Looking at your hand and looking at what partner has, a player must make a judgment on what the correct contract is likely to be. For example, if you hold 11 points and a balanced hand yourself, you can bid 3NT because the combined hands will have between 26 and 28 points which is enough to make the 9 tricks required for 3NT. Typically 2 balanced hands which contain 26 or more points will reach 3N. If the 2 hands have an 8 or 9 card major suit fit, it is better to reach 4H or 4S because the trump suit will contribute additional tricks. Bidding is a complex process and requires lots of effort and patience, so please don’t expect to understand everything right away.
What are all the available opening bids and what do they mean?

· There are several systems of bidding available, where each bid is assigned a specific meaning. There is no rule on what a given bid should mean – each bid can be assigned any meaning in a given partnership. However, the meaning of each bid should be disclosed to the opponents (this concept is called full disclosure). What this means is that you cannot have any secret agreements. The system of bidding we are going to learn is called Standard American. In this system, the opening bids have the following meanings (an opening bid is the first bid made in a deal other than “pass”):
· 1 of a minor (1C, 1D) – 12-21, 3+ cards in bid suit

· 1 of a major (1H, 1S) – 12-21, 5+ cards in bid suit

· 1 NT – 15-17 balanced

· 2C – 22+, any distribution

· 2D/2H/2S – 6-10, 6+ cards in bid suit

· 2 NT – 20-21 balanced

· 3x – 5-10, 7+ cards in bid suit

Therefore, a bid of 1C shows 12-21 points in a hand that has at least 3 clubs. A balanced hand is one that has no singleton or void and also does not have 2 doubletons (the distributions are: 4-3-3-3, 4-4-3-2, 5-3-3-2). With a balanced hand of 15-17 points, the opening bid should be 1NoTrump. This bid overrides the others, i.e., if you have a hand with 15-17 points and 3 clubs, you would rather open 1N than 1C (although the criteria for both bids are satisfied). The reason for this is that 1N is the most precise bid available because it defines your hand to a very narrow extent and makes it easy for partner to judge the correct contract more often.
What are the responses to an opening bid of 1N?

· When responding to a 1NT opening (after the next player has passed), the responder should judge whether game is possible on the combined hands. To judge the best contract, the following bids are available:
· Pass = shows a weak balanced hand (< 7 points)

· 2D/2H/2S = shows 5+ cards in bid suit and no more than 7 hcp. This is a sign-off bid. Opener should pass

· Playing in the trump suit is better because the small trumps in responder’s hand will take tricks in addition to the high cards of opener, whereas in NT, responder’s hand will take very few tricks

· 2N = 8-9 hcp, invitational to 3N. Opener should pass if she has only 15 or bid 3N if she has 17. With 16 she should use her judgement to decide

· 3C/3D/3H/3S = 5+ cards in bid suit. 10+ hcp. Forcing to game

· Opener bids 3N (which denies support for responder’s suit) or raises to 4 of responder’s suit with support

· 3N = 10-15 hcp. To play. Opener should pass

· 4H/4S = To play. Unbalanced hand with at least 6 cards in the major

· When responder has 6 cards in the suit, 8 card fit is guaranteed because opener has at least 2

· 2C = At least an invitational hand, Forcing for at least 1 round (opener cannot pass). Looks for 4-4 or 5-3 major suit fit. Responses are:
· 2D = no 4 card major, says nothing about the rest of the hand. Responder bids as follows:

· 2H/2S = 5+ cards in bid suit, invitational or better (8+ hcp). Opener bids as follows:
· 2N = doubleton in responder’s major. 15-16 hcp

· 3H/3S (raise) = shows support, 15-16 hcp

· 3N = doubleton in responder’s major. Good 16-17 hcp

· 4H/4S (raise) = shows support, good 16-17 hcp

· 2M = shows 4 cards in bid major. Note that 2S denies 4 cards in Hearts, but bidding 2H does not deny 4 card spade

· 2N = shows invitational hand with 4 of other major

· 3M = invitational, shows 4 card support for opener’s major

· 4M = to play, shows 4 card support for opener’s major

What are the responses to an opening bid of 2NT?

· When responding to a 2NT opening (after the next player has passed), the responder should judge whether game is possible on the combined hands. To judge the best contract, the following bids are available:

a. Pass = shows fewer than 4 hcp

b. 3D/3H/3S = shows 5+ cards in bid suit and forces to game

i. Opener should raise or bid 3N

c. 3N = To play

d. 3C = At least an invitational hand, Forcing for at least 1 round. Looks for 4-4 or 5-3 major suit fit. Responses are:

i. 3D = no 4 card major, says nothing about the rest of the hand. Responder bids as follows:

1. 3H/3S = 5+ cards in bid suit, invitational

a. Pass = doubleton in responder’s major or 20 hcp

b. 4H/4S (raise) = shows support, good 20-21 hcp

c. 3N = doubleton in responder’s major. Good 20-21 hcp

ii. 3M = shows 4 cards in bid major. Note that 3S denies 4 cards in Hearts, but bidding 3H does not deny 4 card spade

1. 3N = shows hand with 4 of other major

2. 4M = to play, shows 4 card support for opener’s major

