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  Updated ACBL Bridge Series

  Bidding in the 21st Century is the first in a series of texts developed by the American Contract Bridge League. This series is designed to introduce a new player to the game of duplicate bridge.

  These materials were written in 1986 by Audrey Grant. In 2006, the ACBL enlisted Betty Starzec, a TAP (Teacher Accreditation Program) Teacher-Trainer and ABTA (American Bridge Teachers Association) Master Teacher, to update the series to more accurately convey the latest duplicate bridge ideas and philosophy. The update complements the Learn to Play Bridge computer programs written for the ACBL by Fred Gitelman which were used as the basis for this update. Download this program free at www.acbl.org.

  There are five textbooks and teacher manuals with coordinating E-Z Deal decks of cards:

  Volume One —

  Bidding in the 21st Century – The Club Series

  Volume Two —

  Play of the Hand in the 21st Century – The Diamond Series

  Volume Three —

  Defense in the 21st Century – The Heart Series

  Volume Four —

  Commonly Used Conventions in the 21st Century – The Spade Series

  Volume Five —

  More Commonly Used Conventions in the 21st Century – The Notrump Series

  Trained teachers across North America offer bridge courses using these materials. Information on teachers in your area is available on the ACBL web site www.acbl.org through the Find a Teacher link.

  Coordinated decks of E-Z Deal Cards, which allow the reader to deal out the exercise hands at the end of each chapter, are available for each bridge text.

  These materials can be purchased through Baron Barclay Bridge Supplies 1-800-274-2221.


  The American Contract Bridge League

  The American Contract Bridge League (ACBL) is dedicated to the playing, teaching and promotion of contract bridge.

  The membership of 160,000 includes a wide range of players — from the thousands who are just learning the joy of bridge to the most proficient players in North America.

  ACBL offers a variety of services, including:

  •Tournament play. Thousands of tournaments: North American Bridge Championships (three a year), as well as tournaments at the regional, sectional, local and club levels — are sanctioned annually.

  •A magazine. The Bridge Bulletin, a monthly publication, offers articles for all levels of players on tournaments, card play, the Laws, personalities, special activities and much more.

  •A ranking plan. Each time a member does well in any ACBL event, whether at the club level or at a North American Bridge Championship, that member receives a masterpoint award. Players achieve rankings and prestige as a result of their cumulative masterpoint holdings.

  •A teaching program. ACBL has trained more than 5,000 people through the Teacher Accreditation Program (TAP) to teach beginning bridge lessons. You can find a teacher in your area at ACBL’s web site — www.acbl.org, Find a Teacher.

  •A newcomer program. ACBL offers special games and programs for players new to bridge and new to duplicate. The Intermediate-Newcomer (IN) Programs at the three North American Bridge Championships are very popular and are offered as examples of what ACBL hopes regionals and sectionals will offer to their local newcomers.

  •Access to 3,200 bridge clubs. ACBL offers sanctioned bridge play at clubs across the United States, Canada, Mexico, Bermuda, on cruise ships and even at a few foreign-based bridge clubs. You can locate a club in your area at ACBL’s web site — www.acbl.org, Find a Club.

  •A charity program. Since 1964, the ACBL Charity Foundation has made substantial contributions to a wide range of charitable organizations, now with $100,000 in annual allocations.

•A cooperative advertising program. ACBL assists teachers, clubs, units and districts by subsidizing costs incurred for advertising programs designed to recruit students and promote bridge lessons and games.

 •A Junior program for players age 25 and under. ACBL offers a funded teaching program, a funded school bridge lesson series program, student membership, a junior website and special events.

  •Membership benefits. Credit-card programs, special hotel rates at tournaments, airline discounts for NABCs, an 800 line for member services, discounted entry fees at most tournament play, recognition for levels of achievement, discounted Hertz car rental and supplemental insurance products, including a prescription discount card, are offered.

  ACBL has been the center of North American bridge activity since it was founded in 1937. You can enjoy the fun, friendship and competition of bridge with an ACBL membership available online at www.acbl.org.
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  INTRODUCTION

  The American Contract Bridge League’s (ACBL) Bidding in the 21st Century student text is the first in a series of bridge books for beginning and advancing players. It is followed by four additional texts: Play of the Hand in the 21st Century, Defense in the 21st Century, Commonly Used Conventions in the 21st Century and More Commonly Used Conventions in the 21st Century. The books focus on introducing students to all aspects of the game of bridge.

  The ACBL, the sanctioning body for bridge in North America, developed these books to address the needs of students and teachers. This series of books, written originally for the ACBL by Audrey Grant, a professional educator, has been used successfully by bridge teachers and students for more than 20 years.

  In the late 1900s, the ACBL produced a computer program, Learn to Play Bridge I and subsequently Learn to Play Bridge II, written by bridge champion Fred Gitelman. The response to these programs has been tremendous with more than a 150,000 copies now in circulation. (LTPB can be downloaded for free by visiting the ACBL’s web site, www.acbl.org, or Fred Gitelman’s web site at www.bridgebase.com.)

  In this current publication of the Bidding in the 21st Century text, Betty Starzec a Senior TAP Trainer and ABTA Master Teacher, was enlisted to update the material for the ACBL. The goal was not only to convey more accurately the latest bridge ideas and philosophy but also to allow the material to be used as a tool in conjunction with the Learn to Play Bridge programs.

  The ACBL Bridge Series updated material encompasses these changes:

     •25 total points required for games of 3NT, 4[image: frn_fig_005] and 4[image: frn_fig_006].

•Opening bids still require 13 total points or more. Therefore, the opener’s bidding ranges as well as responder’s ranges were adjusted slightly in order to conform to the 25 total points required for game. For example, responder’s ranges are 6 to 9 total points for the minimum range, 10 or 11 total points for the medium range and 12+ total points for the maximum range.

  •1NT opening bids are 15 to 17 and are based on high-card points (HCP).

•2NT opening bids are 20 or 21 HCP.

 •Overcalls are allowed with as few as 10 total points with an upper limit of 17 total points.

  •Each of the first three books contain a bonus chapter. The bonus chapter for the Bidding Series is Stayman.

  •Strong 2[image: frn_fig_007] bids are used along with weak two-bids.

  The goal of this update is to enable the reader to learn basic bridge or to review and improve bridge techniques in a logical and progressive fashion. More importantly, the reader will have fun while learning the fundamental concepts of modern bridge bidding, play and defense which will be beneficial for a lifetime.
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INTRODUCTORY CONCEPTS

  As early as the 16th century, Europeans were playing triumph, a game similar to bridge. Triumph evolved into the game of whist, which Edmond Hoyle made internationally famous through his book, A Short Treatise on the Game of Whist, published in 1742. A later version of this book became the most widely circulated book of the 18th century next to the Bible. It brought the phrase “according to Hoyle” into the language. With the introduction of the auction concept at the end of the 19th century, whist evolved into auction bridge. Around 1925, Harold Vanderbilt refined the scoring to bring the game into its present-day format of contract bridge.

  This game, popularized by Ely Culbertson in the 1930s and by Charles Goren in the 1950s, became the world’s most popular card game. Home-style or rubber bridge is played by nearly 40 million people in North America. Duplicate bridge is played principally under the auspices of the American Contract Bridge League. It is enjoyed in more than 3,200 bridge clubs and at hundreds of bridge tournaments held annually across the country. Bridge is a game for four people. All you need is a deck of cards and a scorepad, and you are set to go.

  The Players

  Bridge is a partnership game. Partnerships may be arranged ahead of time, as is commonly done in duplicate bridge, or players may draw for partners. To draw for partners, the cards are shuffled and fanned face down on the table. The two players drawing the higher cards form one partnership; the two players drawing the lower cards form the other partnership.

  Partners sit opposite each other at the table. For convenience, players are often referred to by their compass direction. North and South play against East and West.

[image: chpt_fig_003]

  Your relationship with your partner is a very important part of the game. You will get much better results if you learn to work with and appreciate your partner.

  The Deck and the Deal

  Bridge is played with a deck of 52 cards. There are four suits: clubs ( [image: frn_fig_007] ), diamonds ( [image: chpt_fig_001] ), hearts ( [image: frn_fig_006] ) and spades ( [image: frn_fig_005] ). The cards are ranked within each suit. The ace is the highest card in each suit followed by the king, the queen, the jack, the 10 … and on down to the 2.

[image: chpt_fig_004]

  The game starts when one of the players shuffles and deals the cards. In duplicate bridge, the dealer is predetermined. In home-style bridge, it is customary to determine the dealer on the first deal by having each player draw a card from the deck and turn the drawn card face up on the table. The player who drew the highest card deals.

  Suppose you are the dealer. You give out the cards one at a time face down. You start with the player on your left and continue around the table clockwise until all of the cards are gone. Each player’s 13 cards constitute a hand.

  The players pick up their hands and fan them so they can see their cards. Evaluation of the hand is easier if the cards are sorted into suits, alternating colors, with the cards in each suit arranged from left to right according to rank.

  However, that is a matter of personal preference. A sorted hand might look like this:

  [image: chpt_fig_005]

  When a hand is discussed in a textbook or newspaper, it is usually displayed in a symbolic fashion with letters and numbers for the cards (A – ace, K – king, Q – queen, J – jack, 10, 9, etc.). The suits are displayed one underneath another with the spades first, followed by the hearts, diamonds and clubs. The hand from above looks like this:

  
     
       
	
  [image: frn_fig_005] K 10 6 3

  [image: frn_fig_006] Q J 9

  [image: chpt_fig_002] A Q 7 2

  [image: frn_fig_007] 8 5

   
   	
  Sometimes symbols are used for the suits as in this textbook. Sometimes alphabetic abbreviations are used (S – spades, H – hearts, D – diamonds, C – clubs). When discussing a complete deal, all four hands are shown in the following manner:
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  The Game’s Two Stages

  There are two stages in the game of bridge. First, there is bidding, as in an auction, to determine which partnership will undertake a contract. Second, there is the play of the cards, where one side tries to fulfill the agreed contract while the other side tries to defeat it. Before looking at how the bidding works, it is helpful to understand something about how the cards are played out.

  The Trick

  The play of the cards starts when one player leads a card by placing it on the table and turning it face up. Each player, in clockwise rotation, plays a card of the same suit and places it face up on the table. This is called following suit. The four cards played constitute a trick. The player who contributes the highest-ranking card wins the trick. This is a partnership game, so, if either you or your partner plays the highest card, your side wins the trick.

  Here is an example of a trick:

[image: chpt_fig_007]

  The player who wins the trick by playing the highest-ranking card leads to the next trick. You must follow suit if you can. If you don’t have any cards in the suit led, you play a card from another suit. This is called discarding.

  For example:

  [image: chpt_fig_008]

  By the end of the deal, 13 tricks will have been played with one side having won more tricks than the other. Whenever your side wins a trick, place your card face down vertically in front of you. When your side loses a trick, place your card face down horizontally in front of you. By placing the card played to the first trick on your left and slightly offsetting each subsequent card to the right, at the end of the deal you will be left with a row of 13 cards in front of you. The row of cards will look something like this:

 [image: chpt_fig_009]
 
  This is a good way to record your winners and losers. At the end of the deal, you will have all of the cards you played in front of you. Now, you can have an instant replay. If you play other card games that have tricks, you may be accustomed to keeping track of winners by picking up all the cards in the trick, turning them over and putting them in a stack in front of you. When you are learning bridge, it helps to keep your hand and look at it again when the play is over. This is also the required method of play in duplicate bridge.

  Notrump and Trump

  When the contract is played without a trump suit (notrump), the highest card played to a trick wins the trick, provided it is of the same suit as the card led. On many deals, one suit is designated through the bidding as “wild” or as a trump suit. When there is a trump suit, a trump beats any card in another suit.

  Here are some things to remember when playing with a trump suit:

•You still must follow suit if you can. You may play a trump if you have no cards left in the suit led. This is called ruffing.

•You do not have to ruff. If your partner plays the [image: chpt_fig_002]A and you have no diamonds, you may discard from another suit, since your partner’s card will probably win the trick without your help.

  •If more than one player puts a trump on a trick, the highest-ranked trump wins.

  •The trump suit does not have to be led at any particular time. It is up to the discretion of each player to decide when to lead a trump.

  Here is an example of a trick played with spades as the trump suit:

  [image: chpt_fig_010]

  THE LANGUAGE OF BIDDING

  Before the play of each deal, the contract must be determined. This is done through an auction. Having looked at the hands they were dealt, the members of each partnership would like the right to decide whether the deal is to be played in notrump or with a particular suit as trump.

  To do this, each partnership must exchange information about their hands. They do this through the special language of bidding.

  Bidding

  After the cards have been dealt and the players have looked at their hands, the dealer starts the auction by making the first call. The dealer either makes a bid or refrains from bidding by saying “pass.” The auction proceeds clockwise around the table with each player having an opportunity to bid or pass. This continues until three players in succession pass following a bid, which now becomes the final contract.

  A bid consists of two parts: a level, indicating the number of tricks the bidder proposes to take, and a strain, indicating which suit or notrump the contract is to be played in. An example of a bid is:

[image: chpt_fig_011]

  The Level

  Since the partnership that wins the auction must offer to take at least a majority of the 13 tricks available, the level named is in addition to the first six tricks. The first six tricks, called the book, is assumed as a part of every bid. In other words, a bid at the one level represents 6 + 1 = 7 tricks. Similarly, a bid at the two level is an undertaking to take 6 + 2 = 8 tricks.

  The highest level to which the bidding can proceed is the seven level. This implies a contract to take all 13 tricks. Thus, the level named in a bid is always a number from one to seven.

  The Strain

  In addition to the level, a bid states whether the contract is to be played in a trump suit or in notrump. There are only five possible strains — clubs, diamonds, hearts, spades and notrump.

  The Bidding Scale

  As in an open auction, each bid must be higher than the preceding bid. For this purpose, the strains are ranked with clubs as the lowest, then diamonds, hearts, spades and notrump as the highest. The suits are ranked in alphabetical order ( [image: frn_fig_007], [image: chpt_fig_002], [image: frn_fig_006], [image: frn_fig_005] ).

  The bids are put on a scale called the Bidding Scale. The lowest bid is 1[image: frn_fig_007], and the auction proceeds through the levels and strains to the highest bid of 7NT.

  BIDDING SCALE

[image: chpt_fig_012]

  The bidding must always move up the Bidding Scale. If the preceding bid was 1[image: frn_fig_006], you may bid 1[image: frn_fig_005], since it is higher on the scale. However, you can’t bid 1[image: frn_fig_007]. If you want to bid clubs, you would have to bid at the next higher level, 2[image: frn_fig_007]. Of course, if at any point you do not want to bid any higher, you may pass.

  Suppose North is the dealer. Here is a typical auction:


     
  
     
  

	WEST
	NORTH
	EAST
	SOUTH



	
	(Dealer)
	
	



 	  
	Pass

	Pass
	1[image: frn_fig_006]


	Pass

	2[image: frn_fig_006]
	Pass
	Pass


	Pass

	
	
	




  Bidding is written across the page in this manner. You visualize it proceeding clockwise around the table.

  The player who makes the first bid, South in the above example, is called the opening bidder. Note that the dealer is not forced to start the bidding. Also, although a player has said pass, that player may bid later.

  Three passes following a bid ends the auction, and the final contract in the above example is 2[image: frn_fig_006]. During the play, the partnership that won the auction becomes the offense and tries to take the number of tricks required to fulfill the contract. If the players on offense succeed, they make their contract. In the above example, North and South have contracted to make 2[image: frn_fig_006], a total of eight tricks (2 + 6 = 8) with hearts as the trump suit. The other partnership becomes the defense and tries to prevent the offense from fulfilling their contract. If they succeed, they defeat or set the contract.

  Declarer and Dummy

  At the end of the auction, the deal is played out. The member of the partnership who first suggested the strain of the final contract is called the declarer. The declarer will play both of the partnership hands and try to fulfill the contract. Declarer’s partner, who will not take part in the play of the cards, is appropriately called the dummy.

  Here is how the play works:

  The player to the left of the declarer makes the opening lead by placing a card on the table. The card is first placed face down and soon after placed face up. If you are declarer’s partner, the dummy, you are next to play. You place all of your cards face up on the table in front of you and arrange them in four columns, one for each suit. If there is a trump suit, you place it on your right (declarer’s left).

  The table might look like this:

[image: chpt_fig_013]

[image: chpt_fig_014]

  The declarer now decides which card is to be played from dummy and names the card dummy is to play. For example, if you were declarer, you might say, “Play the queen of diamonds please, partner.” Your right-hand opponent (RHO) then plays a card to the first trick, and you play a card from your hand. This completes the first trick. The play continues in this fashion with the lead to each subsequent trick coming from the hand, including dummy, that won the previous trick. (Declarer may physically play the cards from dummy’s hand if necessary.)

  SCORING

  At the end of the deal, points are awarded based on the final contract and whether or not it was fulfilled. Points can be earned in three ways:

  •Trick score for fulfilling a contract.

 •Bonus for fulfilling a special contract.

  •Penalty for defeating the opponents’ contract.

  Trick Score

  For each of the tricks bid and made (in excess of book), the partnership is awarded points based on the strain of the contract.

  •20 points per trick in clubs or diamonds (minor suits).

 •30 points per trick in hearts or spades (major suits).

 •40 points for the first trick in notrump, 30 points for each subsequent trick.

  For example, the trick score for making a contract of 2[image: frn_fig_005] is 60 (30 + 30). The trick score for making a contract of 3NT is 100 (40 + 30 + 30).

  Bonuses

  A bonus is awarded if the partnership bids and makes a contract worth 100 or more points. This is called a game bonus. This can be earned by bidding to one of the following contracts:

  •5[image: frn_fig_007] or 5[image: chpt_fig_002] (20 + 20 + 20 + 20 + 20 = 100).

  •4[image: frn_fig_006] or 4[image: frn_fig_005] (30 + 30 + 30 + 30 = 120).

 •3NT (40 + 30 + 30 = 100).

  Because of the possible bonus involved, a lot of the bidding centers around trying to reach one of these game contracts. Bonus points are discussed in the Appendix, and getting to game contracts will be discussed in the next chapter.

  A contract worth a trick score of fewer than 100 points is called a partscore. For example, a contract of 3[image: frn_fig_005] is a partscore, since it is worth only 90 points (30 + 30 + 30). In duplicate bridge, a small bonus is awarded for bidding and making a partscore contract.

  
  Note that you do not score the game bonus if you do not bid to a game contract, even if you take enough tricks. For example, if the contract is 3[image: frn_fig_005] and you take 10 tricks, the extra trick is worth the trick score (30 points) but does not entitle you to the game bonus. You must have bid 4[image: frn_fig_005] in order to score the game bonus.

  

  You receive an additional bonus if you bid and make a contract at the six level (12 tricks). This is called a small slam. An even larger bonus is awarded for bidding and making a contract at the seven level (all 13 tricks). This is called a grand slam.

  The size of the bonuses is explained in the Appendix. For now, it is sufficient to know that there are certain key contracts on the Bidding Scale that are worth a bonus in the scoring.

  Penalties

  If you don’t make your contract, the opponents receive points for defeating you. The penalty for going down in your contract depends on the number of tricks by which it is defeated. (See the Appendix.)

  At this point, it is only important to realize that you lose points if you bid too high and don’t make your contract. This is why you shouldn’t try for a game bonus with every deal. Sometimes, you have to stop in a partscore. Sometimes, rather than bid higher yourself, you have to let your opponents play in their contract and try to defeat them.

  GUIDELINES FOR PLAY

  The play of the cards, from the points of view of both the declarer and the defenders, is an exciting part of the game. It poses numerous challenges as to which card to play on each trick. For now, a few guidelines will get you started. The play is discussed in more detail in the Play text .

  The Opening Lead

  The play starts with the player to the left of declarer. Entire books have been written on how to make good leads. Fortunately, there are a few simple rules that work well to get you going.

  [image: chpt_fig_015]When leading against a notrump contract, it is usually best to lead a card from your longest suit. Long suits can be a good source of tricks. When choosing the card to lead, lead the top card if you have three or more high cards (A, K, Q, J or 10) that are touching ( e.g., K–Q–J or Q–J–10). If you don’t have touching high cards, lead a low card ( e.g., the 5 from K–10–7–5).

  [image: chpt_fig_015]When leading against a suit contract, you can sometimes take advantage of your trumps by leading a short suit of one or two cards. You hope that when the suit is led again, you will be able to win a trick by ruffing (playing a trump when you are out of the suit led). When leading from a two-card suit, lead the higher-ranked card first.

  [image: chpt_fig_015]Another good choice is a suit in which you have touching high cards. Lead the top of two or more touching high cards ( e.g., K–Q or Q–J–10). Otherwise, lead a low card from a long suit.

  Suppose you have the following hand:

  
     
  
   

   	
   	
  [image: frn_fig_005] Q 6 3

  [image: frn_fig_006] 5 2

    [image: chpt_fig_002] K Q J 7 6

    [image: frn_fig_007] 9 5 3

   
   	



  If you are leading against a notrump contract, pick your longest suit, diamonds. Since you have touching high cards, lead the top card, the [image: chpt_fig_002] K. If you are leading against a contract with hearts as trump, the [image: chpt_fig_002] K would still be a good lead.

  Suppose you have this hand:


      
  
  

   	
   	
  [image: frn_fig_005] K J 6 3

 [image: frn_fig_006] 9 5 4 2

[image: chpt_fig_002] J 6 5 3

[image: frn_fig_007] 7


	



  If you are leading against a notrump contract, lead your longest suit. With a choice of long suits, it is usually best to pick your strongest suit. In this case, it would be spades. Since your high cards are not touching, lead low, the [image: frn_fig_005]3. If you are leading against a contract with hearts as trump, you also might lead a low spade. However, another good choice is the [image: frn_fig_007]7. You hope the club suit will be led again, and you will be able to win a trick by ruffing with one of your low trumps.

  Subsequent Leads

  When you win a trick and have to lead to the next trick, the situation is different from the opening lead. In addition to your own cards, you can now see dummy’s cards. You might also be able to remember some of the cards that have been played to previous tricks.

  If you are defending and your partner was the opening leader, it is a good idea to return the suit that your partner led originally, unless you have a valid reason for not doing so.

  If you are the declarer in a notrump contract, it’s a good idea to lead a card from the longest combined suit between your hand and the dummy at your earliest opportunity. In a trump contract, you often lead the trump suit first and continue leading trumps until the opponents have none left.

  Second-Hand Play

  If the opponent on your right leads a card, you have to play the second card to the trick. A general piece of advice is to play a low card, second hand low, when you are not sure what to do.

  The advantage of playing low is that your partner will be the last to play to this trick. Partner will be in a better position to decide whether to play a high or low card after seeing the cards played by both opponents.

  Third-Hand Play

  If your partner leads a card, you will contribute the third card to the trick. If it doesn’t look as though partner’s card will win the trick, it is usually up to you to try to win the trick for your side by playing a high card, third hand high.

  You only need to play as high a card as is necessary to win the trick. For example, if you have both the king and the queen, and two low cards have been played, you play the queen. Either it will win the trick or it will force your left-hand opponent to play the ace, since you have the king. If either your partner or your RHO (right-hand opponent) has already played the ace, you don’t need to play a high card. Play a low card instead.

  Fourth-Hand Play

  Usually it is easiest to decide what to do when you are the last to play to a trick. You can see what has already been played, and you can decide whether you need to play a high card to win

    
  SUMMARY

  
  
  
  
  
    

  
  
  
  
  
  

     
  
   

   	
	
	
	



   	
 	[image: frn_fig_005] A K 4 3 2
	[image: frn_fig_005] A K x(3) (three)



   	
	
[image: frn_fig_006] K Q 8
	[image: frn_fig_006] K or Q(1) (one)



	   
	[image: chpt_fig_002] 9 8
 	[image: chpt_fig_002] —(0) (zero)



   	
	[image: frn_fig_007] Q J 10
 	[image: frn_fig_007] Q(1) (one)


  
  
  
  
  
  
  
  
     
  
   

   	
   	
  
 
 
 
   
   	



 
 
  
  
  
  
  
  
  
  

  
  
  
  
  
  
  
  
  
  
  

  
 
 
 

  
  
   
  
  
  
  
 
 
  

  
  
  
  
 
  
  
  


 




  
  


  


  


  
  
  

  
  
  
  
  
  
  
  
  
  
  
  
  
  
  


  









  
  
  
  
  
  
  
  

  
  
  
  
  
  
  
  
  
  
  
 
 

 
 



 
  
  
  

  ARE YOU A MEMBER?

  The American Contract Bridge League (ACBL) is dedicated to the playing, teaching and promotion of contract bridge.

  The membership of 160,000 includes a wide range of players — from the thousands who are just learning the joy of bridge to the most proficient players in North America. The ACBL has long been the center of North American bridge activity. The organization is looking forward to celebrating its 75th Anniversary in 2012. ACBL invites you to join in the excitement of organized bridge play.

  ACBL offers sanctioned games at local clubs, tournaments, on cruise ships and on the Internet! The ACBL is a service-oriented membership organization offering considerable benefits to its members, including reduced playing fees at tournaments!

  If you are not a member of the ACBL, join today to take advantage of the reduced rates for first-time members and to receive our outstanding bridge magazine — The Bridge Bulletin! You will receive an ACBL player number, and any masterpoints (the measure of achievement for all bridge players) you win at ACBL clubs and tournaments will be automatically recorded to your account!

  You can enjoy the fun, friendship and competition of bridge with an ACBL membership. Join today by visiting our web site www.acbl.org or by calling ACBL Headquarters in Memphis, TN 901–332–5586, ext. 1259. ACBL is a Great Deal!

  American Contract Bridge League
2990 Airways Blvd.
Memphis, TN 38116

  901–332–5586 • www.acbl.org
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