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About the book


"Master the Game of Bridge: A Comprehensive Guide

Are you ready to dive into the captivating world of Bridge? This comprehensive guide is your ultimate companion, whether you are a beginner taking your first steps or an experienced player looking to refine your skills.



Designed for players of all levels, this book offers a clear and engaging introduction to the game, covering essential topics such as bidding conventions, Handplay, and defense. With numerous examples and exercises, you will have many opportunities to practice and solidify your understanding.



Key Features:


	Beginner-friendly explanations

	In-depth coverage of advanced strategies

	Dedicated chapter on Bridge competitions

	Flowcharts for easy understanding of Hand play, defense, and bidding

	Exercises with solutions to reinforce learning





Whether you are a Bridge enthusiast in North America, Europe, India, or Japan, this book is your passport to mastering the game. Start your Bridge journey today and discover the thrill of strategic gameplay!"






About this book


Many bridge books focus solely on teaching the game's rules but fail to provide players with the strategic thinking skills they need to succeed. This book is different - it goes beyond simply teaching the rules. Instead, it focuses on providing players with the tools they need to think critically and strategically about the game of bridge.



One of the key areas this book focuses on is the bid process. Rather than just teaching players what to bid, it teaches them how to analyze the bidding process and interpret what their partner's bids mean. By understanding the nuances of the bidding process, players can make better decisions and improve their chances of success.



Another area this book covers in detail is how to communicate effectively with your partner during the game. Bridge is a game that requires a lot of teamwork, and effective communication is crucial to success. This book provides tips and strategies for communicating effectively with your partner, from signaling your partner to what your plays mean.



The book also covers the importance of leading the first card effectively. By leading the right card, players can gain valuable information about their opponents' hands and make better decisions as the game progresses.



In addition, the book explores the limitations of software bridge games and why players can often beat the computer. While computer programs are designed to follow the game's rules, they do not always make the best strategic decisions. The book provides numerous examples that illustrate this, including why the "third-hand-play high" rule is not always the most optimal tactic.



Therefore, this book is an excellent resource for anyone who wants to take their bridge game to the next level. With its focus on critical thinking, effective communication, and strategic decision-making, it is an essential guide for any serious bridge player.



For the beginner player


How to choose a Bridge player to be your perfect partner:

Choosing a partner for bridge play involves considering several factors to ensure compatibility and effectiveness as a team. Here are some tips for picking a partner for card bridge play:

Skill Level: Look for a partner whose skill level matches yours or is slightly above. Playing with someone of similar ability can create more balanced games and a better learning experience. However, playing with someone slightly better can be beneficial if you aim to improve.



Communication: Effective communication is crucial in bridge. Choose a partner with whom you can communicate comfortably and clearly during the game. This includes both verbal and non-verbal communication cues.



Compatibility: Consider your compatibility in terms of playing style, strategies, and temperament. Some players prefer aggressive bidding and play, while others are more conservative. Finding someone whose style aligns with yours can lead to smoother gameplay.



Reliability: Choose a partner who is reliable and committed to regular play. Consistency in playing together can help you develop a strong partnership and understanding over time.

Experience: Partnering with someone with experience playing bridge can be advantageous, especially if you are new to the game. They can offer guidance, tips, and strategies to improve your skills.



Availability: Ensure your partner can play regularly for casual games or competitions. Consistent practice and playing together are essential for building a strong partnership.



Learning Together: If you and a potential partner are new to bridge, consider learning and improving together. This can be a rewarding experience as you progress and develop your skills as a team.



Openness to Feedback: A good partner is open to giving and receiving constructive feedback. This fosters continuous improvement and helps 

strengthen your partnership over time.



Compatibility Outside the Game: While not necessary, compatibility outside the game can contribute to a more enjoyable partnership. Shared interests or similar personalities can enhance your playing experience.



Enjoyment: Ultimately, choose a partner with whom you enjoy playing bridge. Having fun together is an essential aspect of any partnership and can contribute to a positive playing experience.

Considering these factors, you can choose a partner for card bridge play who complements your skills, communication style, and playing preferences, leading to a more enjoyable and successful partnership.





PS: Do not choose your spouse as your bridge partner. It could damage your relationship.




Advice for Young and New Players: Where to Begin?

If you are a young or inexperienced player, I have some advice.


The book I am referring to contains unconventional methods that are not commonly used. It primarily follows the ACOL approach for basic rules (five-times Major approach). However, much of the book is based on advanced conventions that might confuse players new to the game. These conventions describe the distribution of cards and Hand strengths more accurately, which can help you and your partner find the best strategy for attacking or defending.




Experienced players designed the conventions in Bridge to assist you in advancing your skills and knowledge of the game. As you and your partner continue to play, it is important to determine which conventions suit your playing style. 

Allow me to recommend which conventions you should focus on learning first.

I have described the rules based on the ACOL method, except for open bids at level two, which are now weak.



To start playing Bridge, you need to know the following: 


	Assessing the strength of the Hand based on its distribution and the number of high points (HCP) 

	Rules for opening a bid based on the ACOL method 

	Rule of 20 - used to open a bid with less than ACOL's recommended

	Responses to the opening bid without the intervention of the opponents

	Re-evaluation of the hand's strength when there is a Fit 

	Opening bid of No-Trump (NT)

	Response to NT's opening bids 

	FLINT convention as a reply to 2NT Opening Bid

	2-Club, the stronger opening bid 

	Replies to 2-Club opening bid 

	Pre-emptive bids (at level 3) of weak hands and replies 

	Week two 

	Free bid 

	Overcall

	Double takeout 

	You must agree to play the Double-Penalty or Negative-Double convention. 

	Playing the Hand using powerful techniques 

	Defense techniques, using the auction information and signaling

	Which card to lead against Trump and No-Trump contracts

	The vulnerability (Vul) of the partnership and its impacts on the performance of the contract.

	Learn by heart the card distributions and how to win the maximum number of tricks.

	Learn the signaling methods and when to use them as defenders.

	Once you have studied and practiced the basics, you can move on to more advanced topics in the game of bridge, such as: 


	Estimating Hand strength based on the number of sure tricks/losses to the final contract 

	Transfer and splinter bids

	Choosing a defense method against a strong 1NT opening bid 

	Michael overcall and 

	Que-Bid -slam bid

	Rules like Rule 11 and much more.
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A Bridge to Mastery

A Comprehensive Guide for the Discerning Player


For those who seek intellectual stimulation and strategic depth, Bridge offers a captivating challenge, unlike any other card game. This comprehensive guide is designed to elevate your Bridge playing to new heights, providing insights and strategies for players of all levels.

Whether you are a seasoned Bridge enthusiast or a curious newcomer, this book will equip you with the knowledge and tools to excel in the game. From the intricacies of bidding to the nuances of Hand play, I delve into every aspect of Bridge with meticulous detail and expert analysis.

My approach is grounded in a deep understanding of the game's principles and a commitment to providing practical, actionable advice.

I avoid jargon and unnecessary complexity, ensuring my insights are accessible to players of all backgrounds.

By reading this book, you will:


	Deepen your understanding of Bridge's strategic nuances.

	Enhance your bidding skills and make more informed decisions.

	Refine your play and outmaneuver your opponents.

	Expand your knowledge of advanced techniques and conventions.



This book is an indispensable resource if you seek an enriching Bridge experience. Invest in your game and unlock your full potential as a Bridge player.
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A standard deck of Bridge cards has 52 cards divided into four suits:

Spade (♠), Heart (♥), Diamond (♦), and Club (♣). 



Each suit has 13 cards (13x4 = 52). 

The highest card is the Ace (A(and the lowest is the 2. 

The entire order from Ace to 2 is A,K,Q,J,T,9,8,7,6,5,4,3,2. 

The A, K, Q, and J are the most essential cards, called HONOR cards.

Each pack of Bridge cards has a total of 40 points, 10 points in each suit:

A - Ace = 4 points 

K - King = 3 points

Q - Queen = 2 

J - Jack = 1 point



The Hierarchy (from top to bottom):

No-Trump (NT). (The highest Hierarchy)

♠ - Spade – Major suit

♥ - Heart – Major suit

♦ - Diamond – Minor suit

♣ - Club – Minor suit. (The lowest Hierarchy)
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​Type of Games
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You can play a Partial game, a Game, a Mini-Slam, or a Grand Slam in two types: A Trump or a No-Trump (NT) game.


	Playing a Partial GAME in TRUMP suits:


	Major suits up to level 3 – means 6 tricks + the level committed: 	1♠/1♥ : 6 + 1 meaning to commit to win 7 tricks.

	2♠/2♥ : 6 + 2 meaning to commit to win 8 tricks.

	3♠/3♥ : 6 + 3 meaning to commit to win 9 tricks.



	Minor suits up to level 4 – means 6 tricks + the level committed: 	1♦/1♣ : 6 + 1 meaning to commit to win 7 tricks.

	2♦/2♣ : 6 + 2 meaning to commit to win 8 tricks.

	3♦/3♣ : 6 + 3 meaning to commit to win 9 tricks.

	4♦/4♣ : 6 + 4 meaning to commit to win 10 tricks.









	Playing a GAME in TRUMP suits:


	Major suits at level 4 – means 6 tricks + the level committed:


	4♠/4♥ : 6 + 4 meaning to commit to win 10 tricks.


	Minor suits at level 5 – means 6 tricks + the level committed:


	5♦/5♣ : 6 + 5, meaning to commit to win 11 tricks.







	Playing a Partial GAME in No-Trump (None of the Suits is a Trump-like “war game”):


	Partial No-Trump game is up to level 2 – which means 6 tricks + the level committed:


	1NT: meaning to commit to win 7 tricks.

	2NT: meaning to commit to win 8 tricks.


	Playing 3NT: meaning to commit to win 9 tricks.







	Playing a mini-SLAM – is to commit to win 12 tricks (Trump or No-Trump)







	Playing a Grand SLAM means committing to winning all 13 tricks with no losses.
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A “Hand” consists of 13 cards divided into four suits. 

The Hand distribution refers to the number of cards in each suit. A common notation is used to represent this distribution, such as 4-4-3-2. This notation indicates that there are 4 cards in the Spade suit, 4 in the Heart suit, 3 in the Diamond suit, and 2 in the Club suit.



The three categories of Hand’s distribution:


	A Balanced Hand – a Hand that does not contain a singleton or a void series. It may have one doubleton series.



A balanced Hand has a distribution of 4-3-3-3 or 4,4,3,2 or 5,3,3,2


	A Half-balanced Hand– A Hand that does not contain singleton series but might contain up to two series with only two cards. A half-balanced Hand has a distribution of 5-4-2-2 or 



6,3,2,2.


	An unbalanced Hand– A Hand that contains a singleton or void in any series. An unbalanced Hand is any other distribution, for example, 6-4-2-1 or 5-5-3-0  or 7-2-2-2 or 7-5-1-0
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THE GAME
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Playing Bridge follows certain basic rules: 



	Each Hand or board comprises 13 rounds. 

	A round is called a "trick" and consists of four cards. 

	The round begins with the dealer and then proceeds to the player who sits on the dealer's left (left-hand opponent – LHO).





Let us say the West is the dealer: 




	West

(Dealer)

	North

(LHO)

	East

(West’s partner)

	South

(North’s partner)







[image: A group of people sitting around a table
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A trick is won by the player who plays the highest card. 


	While playing a trick, players must "follow suit," i.e., they must play a card from the same suit as the first card played to the trick (i.e., the leading card).

	If there is no card to “follow suit,” you may choose any other card to play (if it is not a Trump card – it calls to discard a card). If it is a Trump card, it is called to ruff, and whoever played this Trump card wins.

	If a trick does not have any Trump cards, the leading suit's highest card will win.











During the Bid process. In this example, West is the dealer.

After the process ended successfully, a contract was established, and West-East side won the contract:
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For example:


	The contract game is No-Trump:








	West

The dealer

	North

Leads the first round

	East

	South


	
	♣ J

	♣9

	♣2


	♣ Q

	
	
	

	West wins. Q♣ is the highest card.












	West

The dealer

	North

Leads the first round

	East

	South


	
	♣ A

	♣9

	♦5


	♣ Q

	
	
	

	North wins. Must follow the Club suit

South does not have any ♣ to follow, so he chooses (it calls “discard” a card)  to draw the ♦5.




	Diamond (♦) is the Trump:








	West leads

	North

	East

	South


	♣ Q

	♣ 7

	♣9

	♦5


	South wins. South does not have any ♣. He preferred to “ruff” with 5♦ Trump-card and wins the trick.












	Lead (West)

	North

	East

	South


	♦2

	♦T

	♦J

	♣ Q


	East wins. The highest Trump wins.

South has no Trump card. He discards the Q♣.
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​​Types of sequences
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	A Solid-Sequence – At least three cards in sequence:



A-K-Q-J-x; K-Q-J-x; Q-J-T; J-T-9-x





	A Broken Sequence – Two consecutive honor-card followed by a non-consecutive card that skips one card:



Q-J-_-9; K-Q-_-T-x; A-K-_-J-x; J-T-_-8-x 





	An Interior Sequence – Three honor cards in a suit. The lowest two cards are in a sequence, and the highest is not consecutive:



K-_-J-T ; A-_-Q-J



Note:

When we hold a suit with a sequence of cards that begin with a high-ranking card, it is advisable to lead with that suit to create Quick Tricks. (for more details about which card to lead, refer to the Defense chapter)



More details are in the Defense chapter – Leading cards against No-Trump and suit contracts.
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​​The Declarer & The Dummy
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The Dealer: The dealer deals the cards to the other three players and is the first to bid.

The Declarer: The first to bid on the suit of the final contract. At the end of the auction, the final contract is determined. The declarer is solely responsible for making the contract (execution of the contract).

The Defenders are the two players who did not win the auction (bidding process) and are designated DEFENDERS (The opponents). 

The remaining two players are split into two roles – The Declarer and the Dummy. After the first card, led by the OPPONENT player who sits on the declarer's left side, the dummy reveals his cards on the table face-up, so they are visible to all players.



Auctions: (South is the dealer)





	South

	West

	North

	East


	1♦

	1♥

	1♠

	Pass


	4♠

	Pass

	Pass

	Pass


	The contract is 4♠ (promise to win 10 tricks)

The Trump is Spade ♠

The first to bid ♠ is North (1♠)

The declarer is North

The Dummy is South

The opponents are West and East










	South

	West

	North

	East


	1♦

	Pass

	1♥

	Pass


	2NT

	Pass

	6NT

	Pass


	Pass

	Pass

	
	

	The contract is 6NT (promise to win 12 tricks)

The first to bid NT is South (2NT)

The declarer is South

The Dummy is North

The opponents are West and East
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​The Vulnerability (Vul)
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The points awarded for completing or failing a contract are influenced by our vulnerability (VUL) status.



For instance, if we are vulnerable and make a 3NT-9 tricks contract, we will earn 600 points.

However, we will only receive 400 points for the same contract if we are not vulnerable.



Conversely, if we are vulnerable and fail to make a contract, we will lose 100 points for each trick below the contract level. 

If we are not vulnerable, we will only lose 50 points per trick.

(For more details and strategy, refer to the “Probabilities – Scoring & Strategies” chapter)



Note:

More details regarding vulnerability can be found in the next paragraph and the “Scoring” chapter.
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​​Terms and Scoring Tables
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Terms:


	Minor suits – Diamonds or Clubs

	Major Suits – Spades or Hearts

	NT – stands for No-Trump

	Part game in Minor suits– up to level four (6 + four tricks)

	Part game in Major suits – up to level three (6+ three tricks)

	Part game in NT – up to level two (6 + two tricks)

	Part score – the score of winning a part game

	Overtricks – tricks that are more than the contract. Ex. The contract is two Diamonds (eight tricks required to make two Diamonds) and winning ten tricks. The overtricks are two (10 – 8)

	A Game (5♣; 5♦; 4♥; 4♠; 3NT) – a contract played and did eleven tricks in the minor suits, ten in major suits, and nine in NT.

	Small Slam – 12 tricks of any suit, including NT

	Slam – 13 tricks of any suit, including NT





Bonus points are earned when bidding and successfully making a GAME, Small SLAM, or Grand SLAM.



Scoring table for No-Trump contracts:





	Contract

	Tricks made

	Scoring

Vul

	Scoring -

No - Vul

	Game Type


	1NT

	7

	90

	90

	Partial


	2NT

	8

	90+30=120

	120

	Partial


	3NT

	9

	600

	400

	Game


	4NT

	10

	600+30=630

	400+30=430

	

	5NT

	11

	600+60=660

	400+60=460

	

	6NT

	12

	1440

	990

	Small SLAM 


	7NT

	13

	2220

	1520

	Grand SLAM 







Scoring table for Major contracts:






	Contract

	Tricks made

	Scoring

vulnerable

	Scoring

No-vulnerable

	Game Type


	1♥/1♠

	7

	80

	80

	Partial


	2♥/2♠

	8

	110

	110

	Partial


	3♥/3♠

	9

	140

	140

	Partial


	4♥/4♠

	10

	620

	420

	Game


	5♥/5♠

	11

	650

	450

	

	6♥/6♠

	12

	1430

	980

	Small SLAM


	7♥/7♠

	13

	2219

	1510

	Grand SLAM











Scoring table for Minor contracts:






	Contract

	Tricks made

	Scoring

vulnerable

	Scoring

No -vulnerable

	Game Type


	1♣/1♦

	7

	70

	70

	Partial


	2♣/2♦

	8

	90

	90

	Partial


	3♣/3♦

	9

	110

	110

	Partial


	4♣/4♦

	10

	130

	130

	Partial


	5♣/5♦

	11

	600

	400

	Game


	6♣/6♦

	12

	1370

	920

	Small SLAM


	7♣/7♦

	13

	2140

	1440

	Grand SLAM









	If we do any extra tricks beyond the NT or Major contract, we will receive an additional 30 points for each trick and 20 points for Minor contracts.

	If we fail to make the contract, the opponents will earn 50 points for each trick we fall short of if we are not vulnerable and 100 points for each trick if we are vulnerable.
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​Bid PROCESS
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Now that you know how many tricks you might be able to win, it is important to communicate your strengths and preferred suit to your partner. Likewise, you will want to hear the same information from them. This exchange of information is done through a specific process.



The process begins with the dealer, who distributes the cards clockwise. Each player (four players total) must make a bid during their turn until the bidding is complete.



“Pass” represents one bid, indicating insufficient strength to commit. You may choose “Pass” whenever it is your turn to bid.



The Bid Process ends when all players have passed on their first Bid, or three consecutive players have Bid “Pass.”



A "Bid" is made up of two parts: the level of the bid, which ranges from 1 to 7, and a suit, which can be either a Club, Diamond, Heart, Spade (known as "Trump"), or a No-Trump (NT). The bid level refers to the number of tricks your side has committed to winning over and above the first six tricks. For example, if you bid "1♣," your side has committed to winning seven tricks (6 + 1) with Clubs as the Trump suit.



The suits rank from lowest to highest:


	Club (♣), 

	Diamond (♦), 

	Heart ( ♥) , 

	Spade (♠) are “Trump,” 

	NT is the highest ranked.









There are rules to follow when Bidding:

To make a bid, you must increase the level of the last bid or choose a higher-ranked suit. For instance, if the previous bid was 2♦, you can bid any of the following options: 3♦- 7♦ ;  2♥ - 7♥ ; 2♠ - 7♠ ; 2 NT - 7 NT ; 3♣ - 7♣ .



However, you cannot bid 1♣ or 2♣ because Clubs are ranked lower than diamonds.



In short:


	A low-level bid must be in a higher-ranking suit.

	A low-ranking suit must be in a higher-level bid.





The highest Bid a player can make is 7 NT. It is the highest level and the highest-ranked suit.
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​​Double (x) and Redouble (xx) Bids
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What is a "Double-DBL" (X) Bid? After your opponent has made their bid, you may bid "DBL."



Scenario:


	Imagine the opponent sitting on your right (RHO) makes a non-pass bid.

	In this scenario, you can bid 'DBL (X).'





Important Note:



	If your partner makes a non-pass bid and their left-hand opponent (LHO) passes, you are not allowed to bid 'DBL.'

	Doubling your partner's bid is off the table in this situation.





After a Double (DBL) Bid:

After a double (DBL) is made, all players must bid again. Any bid made after the DBL will be invalid unless it is a "Pass."



Penalty Double Scenario:

If all three players bid 'Pass' after the DBL bid, this double turns into a Penalty Double.



Redouble ("XX")


	If your opponents have doubled your partnership bid, you have the option to bid "Redouble" ("XX").

	However, note that you cannot redouble your side's bid. You can only bid "Redouble" if the opponent has bid "Double" ("X").

	It is important to remember that you cannot redouble after any other bid.





There are three types of Double: 



	Penalty Double, 

	Takeout Double, and 

	Negative Double.
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​HAND EVALUATION
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This chapter, Hand Evaluation, defines a method for evaluating your hand's strength based on counting the total points.





	Bid level and make

	# points needed


	Partial game in Major

(♥,♠) suits contract

	Up to 25 points


	Partial game in Minor

(♣,♦), suits contract

	Up to 29 points


	Partial game in NT

	Up to 26 points


	Game in Major suits

	26+ points


	Game in Minor suits

	29+ points


	Game in NT

	26+ points


	Small Slam

	33-36 points


	Grand Slam

	37+ points







HCP – High Card Point – These are also known as Honors



	Ace = 4 points.

	King = 3 points.

	Queen = 2 points.

	Jack = 1 point.





Notes: 



	Add one point if you hold all four Aces.

	Deduct one point if you hold 13 high points without an ace.





LP – Length Points

Add a point for each card over four in a Trump series.



To open the bid, only sum up the HCP + LP.
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FIT
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A 'Fit' means that you and your partner hold at least eight cards from the same suit, also called the Trump suit. If there is a Fit, you should count the High Card Points (HCP) and short points (SP), then add one point for each card-Trump over the fourth card.



SP – Shortage Points:


	Void = 5 points

	Singleton = 3 points

	Doubleton = 1 point





Bad distribution - Subtract a point for each bad distribution:

K singleton, Q singleton, J singleton

Qx, Jx

4,3,3,3 distribution 
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​Type of tricks
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Quick Tricks = Sure tricks

Winners = playing tricks.





	Quick Tricks:








	Sequence honors in the same suit

	# Quick Tricks


	A-K

	2


	A-Q

Queen is a sure trick 50% of the time.

	1.5


	K-Q

If the Ace is at your side, count 2 sure tricks

	1


	A

	1


	K-x

If the opponents hold the Ace, the King wins 50% of the time. If your partner has the Ace, you will win two tricks. However, consider 0.5 tricks as information has yet to be revealed.

	0.5







Notes: 



	Queens (Q) and Jacks (J) are not considered Quick Tricks. 

	The sequence of Ace, King, and Queen in the same suit counts as three quick tricks.

	The sequence of King, Queen, and Jack in the same suit counts as one quick trick. Here is the breakdown:

	King: 0.5 quick tricks, Queen: 0.5 quick, and Jack: 0 quick tricks.

	A Hand containing Q, J, and x does not have Quick Tricks.









	Playing Tricks





It is the number of tricks created after the series’ development.

Example:  ♥ K Q J T 9 8

After forcing out the Ace of Hearts (♥A), you count five Playing Tricks.

When holding a solid suit, count the value of your Hand based on Playing Tricks rather than any scale of "Quick Tricks" or points. This method is most useful for defensive and Pre-Emptive bids and game planning.



Count playing tricks:





	
	♠ 7 3

♥ K Q J T 9 8

♦ 4 2

♣ K Q 7

	

	
	
	

	♠ 
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	0


	♥
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	5 – after driving out the A


	♦
[image: ]


	0


	♣
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	1 – after driving out the A


	Total 6 playing tricks in this Hand










	
	♠ A K

♥ T 9 8 5

♦ A K 8

♣ A K Q 7

	

	
	
	

	♠ 
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	2


	♥
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	0


	♦
[image: ]


	2


	♣
[image: ]


	2/3. 3 playing tricks and 2 Quick Tricks


	Total 7 Quick Tricks and only 6  quick  tricks in this Hand









Stopper in No-Trump contracts:

These are defensive winners: 

A, K-x,  Q-J-x,  J-T-9-x.



Half stopper:

Q-x, J-x-x - combine with partner honors to provide stoppers.
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​​Guidelines for opening the first Bid
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	Points

	The Bid

	Description


	0-11

	Pass

	The Hand is half-balanced or balanced.


	6-9

	3♣/3♦/3♥/3♠

	Pre-emptive Bid.

7 cards in the suit and:

If Vul -  6 playing tricks 

If Not Vul – 5 playing tricks


	10-11

	1♥/1♠

	6 cards in the suit and 1.5 honors


	12-21

	1♣/1♦/1♥/1♠

	Bid according to the following rules:

Always Bid the longest suit

If two suits are 5 cards long, Bid the higher suit first

If two or more suits are a 4-card, Bid the least ranked suit first


	15-17

	1NT

	Promise a balanced hand.


	20-22

	2NT

	Promise a balanced hand.


	23+

	2♣

	Or 9-10 sure tricks – This is a forcing Bid.


	6-9

	2♦/2♥/2♠

	Weak-two bid:

6 cards in the suit. Most of the points are at that suit.


	10-14

	3NT

	Gambling Bid:

8 cards in one of the minor suits contain the three top honors: A, K, and Q.
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Guidelines to open the Bidding
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	14 HCP: Open any Hand that has a point count of 14 HCP.







	12-13 HCP: Open a Hand with a point count of 12 or 13 HCP only if you have at least two Quick-Tricks.







	10-11 HCP: Open a Hand with a point count of 10 or 11 HCP only if you have at least two Quick-Tricks and good length in one of the major suits.







	Third Position: Open the third position with 10 or 11 points after two passes, even without 2 Quick-Tricks or major suit length. This bid helps your partner with the lead.





Some examples of opening the first Bid:






	♠ A 7 3

♥ A Q 5

♦ J 5 4 2

♣ K Q 7

	
	♠ K Q

♥ T 9 8 4 2

♦ A K 5

♣ J 8 2

	
	♠ Q 8

♥ K Q 9 4

♦ A 5 3

♣ A K 8 3 


	Bid: 1NT - 16 points.

A balanced Hand; 

♠: 4 points

♥: 6 points

♦: 1 point

♣: 5 points

LP: 0 points

	
	Bid: 1♥ - 14 points.

5-card Heart

♠: 5 points

♥: 0 points

♦: 7 points

♣: 1 point

LP: 1 point

	
	Bid: 1♣ - 18 points.

No 5-card Major

♠: 2 points

♥: 5 points

♦: 4 points

♣: 7 points

LP: 0 points














	♠ A Q T 3

♥ A 8

♦ Q T 3

♣ J 9 8 4

	
	♠ J T 7 6 5

♥ 6 3

♦ A K J 9 4

♣ A 

	
	♠ K 9 8 3

♥ T 9 8 3

♦ A K Q 5

♣ 3


	Bid: 1♣ 

13 points.

No 5-card Major

♠: 6 points

♥: 4 points

♦: 2 points

♣: 1 point

LP: 0 points

	
	Bid: 1♠

14 points.

The ranker suit first

♠: 1 point

♥: 0 points

♦: 8 points

♣: 4 points

LP: 1 point

	
	Bid: 1♦

12 points.

The lowest-ranked first.

♠: 3 points

♥: 0 points

♦: 9 points

♣: 0 points

LP: 0 points












	♠ 7 6 5 4 3

♥ 5

♦ A K J

♣ A Q T 3

	
	♠ A K

♥ K J 5 3

♦ T 8 3 2

♣ A K Q

	
	♠ 5

♥ A Q J T 9 6

♦ A K J T 6

♣ A 


	Bid: 1♠

15 Points.

5-card Major

♠: 0 points

♥: 0 points

♦: 8 points

♣: 6 points

LP – 1 point

	
	Bid: 2NT

20 Points.

No 5-card Major

A balanced Hand

♠: 7 points

♥: 4 points

♦: 0 points

♣: 9 points

	
	Bid: 2♣

9+ winners.

Any distribution.
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​Bid Practice
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What is the correct opening Bid:






	a

	
	b

	
	c


	♠ A 8 5

♥ A Q 5

♦ Q 8 5 3

♣ K Q T

	
	♠ K Q

♥ J 9 8 5 3

♦ A K 8

♣ J 8 5

	
	♠ A Q T 5

♥ A 8

♦ Q T 6

♣ J T 9 5










	d

	
	e

	
	f


	♠ K T 8 5

♥ J 8 5 3

♦ A K Q 8

♣ 3

	
	♠ T 8 5 3 2

♥ 3

♦ A K J

♣ A Q 8 5

	
	♠ A K

♥ K J T 9

♦ T 8 5 6

♣ A K Q










	g

	
	h

	
	i


	♠ 7

♥ A Q J T 8 5

♦ A K J T 8

♣ A

	
	♠ K Q T 8 5 3 2

♥ J 5

♦ T 8 

♣ 8 5

	
	♠ K Q

♥ A J T

♦ A K

♣ K Q T 9 8 5











The correct bids:






	a

	1NT


	b

	1♥


	c

	1♣


	d

	1♦


	e

	1♠


	f

	2NT


	g

	2♣


	h

	3♠


	i

	2♣
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​Dummy Points
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Dummy Points Usage

Dummy points are used when you are likely to be the Dummy, and a Fit is in one of the major suits. Do not use Dummy points when a Fit is in a minor suit or No Trump (NT) contract.



Your HCP remains, and the value of your distribution may change. 

Do not use LP. 

Dummy points as below:





	Side suits length

	Add points


	Void (0 cards)

	5


	Singleton (1 card)

	3


	Doubleton (2 cards)

	1









Evaluating Your Hand with a Heart Fit

A Heart Fit has been found once your partner bids Hearts and you hold a 4-card Heart. You should evaluate your Hand as a future Dummy using the table above.





	Your Hand

♠ 5

♥ K J T 9

♦ 8 5 3 

♣ A 8 7 6 4





Reevaluating:

8 HCP + 3 points for the Spade’s singleton = 11 points.
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​​The Rule of 20
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The "Rule of 20" is a Hand evaluation technique that allows players to consider opening the bidding with fewer than 12 High Card Points (HCP).

The player can open the auction when the high points count and the number of cards in his two longest suits is 20 or more. 

Ensuring that the honor cards are in the longest suits is important. 
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For example:



	# of cards in two suits

	HCP

	Total


	9

	11

	20


	10

	10

	20


	11

	9

	20










	♠ K Q 7 5 4

♥ 9

♦ 8 3

♣ A J 7 3 2









	Count 10 cards (a 5-card Spade and a 5-card Club)

	Count 10 HCP (5 HCP in Spade + 5 HCP in Club)

	You can open 1♠ with less than 12 HCP
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​ADVANCED HAND EVALUATION
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Defining new point sets called RF–Ruffing Points:



	If you have 4-card support for your partner, add for: 	Void = 6 points

	Singleton = 4 points

	Doubleton = 2 points



	If you have 3-card support for your partner’s 5-card or longer, add for: 	Void = 5 points

	Singleton = 3 points

	Doubleton = 1 point



	If you have 2-card support for your partner’s 6-card or longer, add for: 	Void = 3 points

	Singleton = 2 points

	Doubleton = 1 point



	If you have Bid a suit and your partner raised it, add for:


	Void =  5 points

	Singleton = 3 points

	Doubleton = 1 point


	Super-Fit points - If you can tell that the partnership has at least 10 Trumps and you hold a singleton or a void, add 3 extra points.









For example:

Suppose you hold this Hand, and your partner opens 1♦ and raises your 1♠ response to 4♠.





	♠ K 9 7 5 4 3

♥ 9

♦ 8 3

♣ A 8 3 2










	Partner

	
	Your and


	1♦

	
	1♠


	2♠

	
	4♠







Now, the actual point count value of the above Hand is 14 points:

7 HCP + 7 RP (3 points for the singleton, 1 point for the Doubleton, and 3 points for the Super-Fit Trump).



Remember:


	Do not count LP (Long Points) and RP (Ruffing Points).

	Count HCP (High Card Points) plus LP when bidding No Trump or when a No Trump Fit is identified.

	Count HCP plus RP (Ruffing Points) when a Trump Fit has been established.
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