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 defensive play all about?

· The main objective of defensive play is to defeat declarer’s contract, especially against game contracts. A secondary objective is to take as many tricks as possible. The reason that the latter is secondary is because it is vital to prevent the opponents from scoring their game bonus. The scoring system is such that the difference between 1 down and 2 down is not significant, whereas the difference between a contract making and the contract being defeated is massive. To defeat the contract, the defense has various tools available. The foremost of these is the opening lead, which is crucial because it can build momentum for the defending side. In addition to the opening lead, there are a variety of defensive plays that can be made to help partner obtain the correct picture of the hand. Defensive signals also play a huge role in determining the correct path to the defeat of a contract.
What are the normal opening leads against NoTrump contracts?

· Against a No Trump contract, it is vital for the defense to put their best foot forward. A No Trump contract is usually a race between declarer and the defense in establishing their long suits and the defense gets to fire the first salvo in this race. It is therefore important to lead the suit where the defense is most likely to establish maximum tricks. Normally, the opening leader will lead the top of a sequence or the 4th best from a long suit. The following are the “standard” leads against No Trump contracts:
· Top of solid sequence (Q from QJT9x etc)

· Top of sequence headed by at least 2 top cards (e.g.: K from KQTxx)

· 4th best (from the top) of suit that is most likely to develop tricks

· With good suit such as AKJxx, can lead A first

· Top of interior sequence (J from AJTxx)

· Generally prefer to lead longer suit rather than suit with more high cards. For example, prefer to lead the 5 from QT853 than the K from KQJ.

· 2nd best from poor suit (7 from 8753)

· With no hope of establishing own longest suit, try to hit partner’s suit (by leading a short suit where partner likely has length)
What are the normal opening leads against trump contracts?

· In a trump contract, it is more important to aim for quick tricks than long suit tricks. In addition, the trump suit plays a crucial role as well. It may be important to aim for ruffs or to try and prevent declarer from ruffing his losers in dummy. The following are the “standard” leads against Trump contracts:
· Top of solid sequence (Q from QJT9x etc) or touching honors (K from KQ, KQJ etc)
· Top of sequence headed by at least 2 top cards (e.g.: K from KQTxx)

· A from AK

· Singleton

· High card from doubleton (normally with some trump control)

· Top of interior sequence (T from KT9xx)

· 3rd/4th best from suit without sequence

· Trump (normally when holding low cards or Axx or Kxx)

How does 2nd hand (the hand that plays second to a trick) usually play?

· 2nd hand will normally play low. The reason for this is that in 2nd seat, the player has no idea of how the trick will go. Besides, partner is always there to try and win the trick. Therefore, it doesn’t make sense to waste your high cards at this stage. However, when first hand has played a high card, it may be crucial for second hand to play a higher card in the hope of promoting a lower card in partner’s hand (see example below). There are also other scenarios where it may be important for 2nd hand to play high, however, in general, you won’t go wrong often by playing low in 2nd seat. The following are the standard plays by the 2nd hand:
· Normally 2nd hand plays low

· Normally 2nd hand will cover an honor with an honor

· Honor = A/K/Q/J/T

· Example: dummy leads Q from a holding of Qxx, you hold Kxx – should play K because it could well promote J or T in partner’s hand

· Only cover when there is theoretical and practical chance to promote a card in your/partner’s hand. Example: dummy has QJT9x and you hold Kxx, when Q is led, don’t cover because there is no chance for promotion

· 2nd hand may need to play high in some situations

· Splitting, say with QJT, when dummy leads a low card

· Giving count (more on this later)

How does 3nd hand (the hand that plays third to a trick) usually play?

· 3rd hand will normally play as high a card as necessary. The reason for this is to prevent 4th hand from winning the trick cheaply. The card played should be what is required to drive out high cards from 4th hand, not the highest card in the hand (see example below). The following are the standard plays by the 3rd hand:
· Will normally play high in order to force high card from 4th hand

· Play as high as necessary in order to not allow 4th hand to win cheap trick (eg: if Q is in dummy and you hold KJx, play the J, not the K)

· Should play lower of equal cards. Example: partner leads the 4, dummy plays 2, with a holding of T93, should play the 9 (whereas when leading the suit, you lead the T)

· Duck if it is certain that playing high won’t help (Example: declarer has stiff A or dummy plays Q from QJT9x when partner leads low and you hold Kxx)

What are defensive signals?

· Defensive signals are ways for the defense to signal a specific piece of information about a holding in a suit to partner. This is done purely by playing cards in a particular order and not with any hidden hand signals etc (this latter is akin to cheating (). The 2 main types of defensive signals are attitude and count, in that order. Attitude signals show interest (or lack thereof) in continuing the suit led while count signals show the number of cards held (distribution) in a particular suit.
How do attitude signals work?

· In general, attitude signals show the presence of high cards in a suit led by partner or the desire to have the suit continued in order to ruff a subsequent trick. Attitude signals work as follows:
· High card encourages, low card discourages

· Example, partner leads Q of a suit (implying possession of J), you hold K74, you would play the 7 to encourage continuation of that suit. If however, you held 874, you would play the 4. Note that this is relative – there is no rule that 7 (or some such number) or higher is always encouraging etc. Whether the signal is encouraging or not depends on the other cards held by the player – this will be determined either by looking at the cards played by declarer and in dummy or from future play.

· Can also be used to show interest in ruffing. Example: partner leads A and you hold 94; play the 9 to indicate that you want partner to continue and then play the 4 when partner leads the K. When partner continues with the 3rd round, you can ruff. This should not be done blindly – if, for example , you know that declarer will be able to over-ruff, you should consider if you want to play high-low

· This signal is not available when partner and dummy play low cards (i.e. when you play 3rd hand high) because you are forced to play your highest necessary card in order to prevent declarer from winning a cheap trick

How do count signals work?

· In general, count signals show the distribution in a suit led (usually by declarer). The idea is to signal your distribution to partner so that she may work out the correct defense. Count signals work as follows:
· High then low shows even count, low then high shows odd count

· Attitude takes priority over count

· Can be used to signal distribution when following suit in order to enable partner to count the hand

How is the defense planned?

· Defense is probably the toughest area of bridge. It requires terrific concentration, attention to detail, partnership communication and logical reasoning, among other things. However, the tools that have been described above are useful in forming a mental picture of the unseen hands and planning the defense. Planning the defense is very similar to planning declarer play, except that partner’s hand is unknown. The bidding also provides clues in determining the high card strength and distribution of the unseen hands. Generally, just as in declarer play, we count the top tricks that are available to the defense and then determine where we go for the remainder. This job is that much harder because we can’t see partner’s hand (unlike the fact that declarer can see dummy), so defense requires more imagination and communication than declarer play. In general, the approach to defensive planning is as follows. At every stage of the hand, the defensive side should be thinking of the following and determining the line of attack necessary to defeat the contract

· Count declarer’s known hcp and top tricks (based on bidding and play thus far – deduction by knowledge and by inference)

· Count partner’s known hcp and certain tricks for the defense

· Form an estimate of hidden strength in declarer’s hand as well as in partner’s hand

· Analyze how to beat the hand by placing the missing key cards in declarer’s/partner’s hand and determining which combination of cards/plays will lead to defeat of the contract

· Make the required assumptions to defeat the contract, but make only those assumptions that are absolutely necessary

· Determine sequence of plays to defeat the contract

Bridge seems so difficult and mentally taxing. How will I ever get good at it? And why the heck should I keep playing bridge when it seems like so much work?
· Yes, bridge is a very challenging game. It takes time, energy, patience, focus and devotion to play this game well. However, it is precisely this reason that makes it appeal to so many different types of people. Humans love to be challenged – what is the point of a humdrum existence where the biggest challenge is “what TV show should I watch next”? No, we live to solve problems and challenge ourselves mentally and physically. Bridge provides so many avenues to improve oneself:

· 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

· Yes, bridge is difficult. However, please remember that you are just starting out on a long journey. It takes a lot of patience and hard work before you can reach the destination. If you were learning a new language would you expect to do it in a month? You might learn the rudiments of the language quickly, but to become an expert at it; to be able to read and write it fluently, you would need long hours of study and countless practice sessions. Bridge is similar. Don’t expect miracles to occur overnight. If bridge were that easy, then it wouldn’t be as much fun (. The destination will come when it does, but meanwhile, enjoy the journey – it’s almost as much fun as reaching the destination. We hope you’ve had as much fun participating in the course as we’ve had teaching it. We want only one thing from you and that is to keep playing (. Good luck and see you soon!

