Mylapore Club Bridge Camp (Summer 2009)


Class Handouts - Sessions XIII & XIV

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 an overcall?

· An overcall is a bid made after an opponent has opened the bidding or after both opponents have bid. Example, your RHO opens 1D and you bid 1S – this is a simple overcall. Overcalls can be at the 1 level or 2 level (or higher).
What does it mean to overcall at the 1 level?

· The simple overcall at the 1 level (in a suit) shows a hand with 8-17 hcp, at least 5 cards in the bid suit. Note that the suit should be of fair quality (QJ9xx or better) and never of fewer than 4 cards. Overcalls are NOT forcing. Partner will generally pass with fewer than 7 hcp, especially with no support. It is ok to enter the bidding with only 8 points - there is some safety because opponents have already shown opening values, so if they choose to defend, it will be at the cost of their own part score or game. However, there is too much danger in entering the bidding with a ragged suit (opponents may double and collect a huge penalty – more on this later).
What does it mean to overcall at the 2 level?

· The overcall at the 2 level (in a suit) shows a hand with 12-17 hcp, at least 6 cards in the bid suit (a 5 card suit of great quality is also acceptable). Note that the suit should be of fair quality (QJ9xxx or KQT9x or better). There is too much danger in entering the bidding with a ragged suit (opponents may double and collect a huge penalty – more on this later). Overcalls are NOT forcing. Partner will generally pass with fewer than 7 hcp, especially with no support.
What does it mean to overcall 1 No Trump?

· The 1NT overcall shows the same type of hand as the opening bid of 1NT, with one difference – the overcall also promises a stopper in the opponent’s bid suit. A stopper is a card or set of cards that can “stop” the opponent’s suit from running (taking all the tricks). An example of a stopper is an Ace, or a singly protected King (Kx) or a well protected Q (QTx etc). Note that the latter two are not sure stoppers – they may or may not stop the suit depending on the location of the other high cards. However, they are considered good enough for the purpose of overcalling 1NT.
After partner overcalls in a suit, how do I respond?

· Since the 1 level overcall can be made on as few as 8 hcp, you have to exercise a little more caution while responding. While the responses are similar in nature to the responses to an opening bid, the point ranges for these responses is a couple of notches higher than the ones for an opening bid. For example, LHO opens 1C, partner overcalls 1H. If you have 6 hcp, you should pass because partner will not have enough for game and may have as few as 8 in which case bidding on might be dangerous. However, with 9 hcp or more, you should make the appropriate bid (raise or bid a new suit at the 1 or 2 level or bid the appropriate number of NoTrumps. Always, the principle is to add your known number of points to partner’s estimated number of points. If the total equals 25 or more, contract for game in a major suit (with a known fit) or in NT. If the total may be 25 (but you don’t know for sure), invite game by making an invitational bid or keep the bidding open by bidding a new suit. If the total is definitely not 25 or more, pass and play in a part-score. Here is the general structure for responding to overcalls:
· 1 level overcalls

· Normal raise (without jump) : 8-11 hcp

· Jump raise : 12-14 hcp

· Game level raise (in major) : 15+ hcp

· 1N : 9-12 hcp

· 2N : 13-15 hcp

· 3N : 16+ hcp

· New suit at the 1 level : 9+ hcp, 4+ cards

· New suit at the 2 level : 12+ hcp, 5+ cards

· 2 level overcalls

· Normal raise (without jump) : 7-10 hcp

· Game level raise (in major) : 13+ hcp

· 2N : 11-13 hcp

· 3N : 14+ hcp

· New suit at the 1 level : 9+ hcp, 4+ cards

· New suit at the 2 level : 12+ hcp, 5+ cards

· 1 NT overcall

· Identical to responses to 1NT openings

If I have a choice of overcalls, what should I do?
· The rules for overcalling are similar to the rules for opening the bidding. If your hand satisfies the requirements for overcalling 1NT, that is your first priority. If not, try to overcall 1 of a Major otherwise overcall in a minor. With 2 5 card suits, overcall in the higher ranking suit (irrespective of quality of the suit, always remembering that you need to have a good suit to overcall at the 2 level).
What do the bids “double” and “redouble” mean?

· A double of a bid is a challenge to the opponents that they cannot make the number of tricks required to fulfill their contract. If the opponents do fail to make the contract, the penalty is doubled. However, if the opponents manage to make their contract, they will get additional bonuses when the contract is doubled (we’ll discuss exact scoring later). A redouble (which can only follow a double), is like a counter-challenge. Both the penalty (for going down in the contract) and the bonus (for making a contract) are quadrupled if a contract is redoubled.
How is the double used at low levels of bidding?
· When the bidding is at a low level (say opponents open 1H), how often will you have a hand that can beat that contract on its own (without much knowledge of partner’s hand)? Therefore, most players assign a conventional meaning to the “double” at low levels. A double of an opening bid, in particular, proclaims a hand that is short in the opponent’s suit and has support for all the other 3 suits. For example, say RHO opens 1D and you double. You are telling partner that you have at most 2 diamonds and at least 3 cards in every other suit. In effect you are asking partner to bid his best suit and that you definitely have support for this suit. This type of double is called a take-out double (because you are asking partner to take the double out into his best suit). 

· It is ok to do this at the 1 and 2 levels because it is rare that you collect a sizeable penalty at that level. The take-out double is much more useful. Without this tool, it is impossible to show a hand with support for all the other suits

· Good shapes for take-out doubles are : 4-4-4-1, 5-4-3-1, 5-4-4-0, 4-4-3-2, rarely 5-3-3-2, where the shortness is in opponents’ suit

· Generally, the doubler should have at least 13 hcp, but with good shape, it is ok to double with a point or two less

· This applies only when partner has not opened the bidding or overcalled

· This also applies when both opponents have bid - either when a suit is raised or 2 suits have been bid. In the latter case, the double emphasizes the 2 unbid suits
What are the responses to a take-out double?

· When responding to a take-out double, use the following structure:
· Never pass (a double is forcing)
· New suit without jump = shows 0-8 hcp, 4+ cards in the bid suit
· New suit with jump = shows 9-11 hcp, 4+ cards in the bid suit

· 1N = 8-10 hcp, balanced, shows stopper in opponent’s suit
· 2N = 11-12 hcp. , balanced, shows stopper in opponent’s suit
· Cue-bid (bid of opponent’s suit) = 12+ hcp, forcing to game

