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INTRODUCTION

The Mechanics of Duplicate Bridge

Our initial goal in bridge involves how to get to game, or how to stay out of a game try when your combined hands are not strong enough.

Only three ways to score a game.

Bidding and 5 Clubs or Diamonds at 20 points per trick

Bidding and making 4 Hearts or Spades at 30 points per trick

Bidding and making 3 No-trump, getting 40 points for the first

Trick and 30 points a trick thereafter.

Half the time you will be ‘vulnerable’ and half the time you will be ‘not vulnerable’.  When ‘not vulnerable’, you get 300 point bonus for game bur lose 50 points per trick when you fall short. When ‘vulnerable’, you get a 500 point bonus for game, but lose 100 points per trick when you fall short.

And finally, we must consider the decision of our opponents to double. If you make a doubled contract, only your trick score is doubled, but if you fail when ‘vulnerable’, you lose 200 for the first trick and 300 a trick thereafter. If you fail to make a doubled contract when ‘not vulnerable’ you lose 100 for the first trick and 200 a trick thereafter.

Now that we have a notion where we are going, how do we get there.

The term “duplicate bridge” refers to the factor that your score is only compared to other pairs playing your same direction, and thus is not dependent on holding the best cards in order to win.

In order to accomplish this, the hands are kept separately in the slots of duplicate boards and replaced there at the conclusion of play. The board slots are designated by direction.... North and South being partners, as are East and West. 

Contract bridge consists of an auction and the play.

The auction consists of competitive bids by the opposing pairs starting with the designated dealer. The bidding ends when there are three consecutive passes. The suits are ranked with No-trump being the highest, then Spades, Hearts, Diamonds and Clubs in that order.  A subsequent bid must exceed a prior call by announcing a contract to take the same number of tricks in a higher ranking suit ....or a higher number of tricks in a lower ranking suit.

The last bid number of a suit or No-trump tricks is termed the CONTRACT, and the first player to name that designated suit or No-trump is called the DECLARER, both his partner and his partner’s hand is referred to as the DUMMY. The pair sitting in the opposite direction from declarer and dummy are referred to as DEFENDERS or OPPONENTS.

The PLAY is initiated by an opening lead by declarer’s Left Hand Opponent face down. The declarer’s partner then faces his hand on the table with trumps, if any, on his right, and play continues by the hand taking the trick making the next lead to completion.

As a trick is completed, the players put the card face down in front of them, pointing in the direction of the side that took the trick, rather than being played in the center of the table.

In No-trump, the highest card of the led suit takes the trick. In a Suit contract the highest card of the led suit takes the trick or the highest trump played on that trick. A trump may not be played on another suit led, unless that hand has no cards of the led suit.

A contract consists of taking that number of tricks in addition to the first six tricks, referred to as the BOOK.  Hence, if you exactly made a contract of two Clubs you would have taken eight tricks.

The hand is then scored in terms of whether the hand was made or not.

Learning to play contract bridge consists of how each pair can bid and take the optimum number of tricks their combined hands will produce.

This involves what is known as ‘card promotion’, usually more tricks will be taken with “spot” cards then with “honor” cards. This occurs when one hand has a suit of five or more cards and two or more of the smaller cards remain to take tricks when the opponents have no more cards of that suit in No-trump or in a suit bid after the opposing side has no more trump.

This factor is important in assessing the strength of your hand during the auction as well as in the course of play.

Much of this course will involve judging the strength of your hand and choosing a bidding sequence that will describe your holding top your partner and enable him/her to do the same in order to reach the best contract available.

We will also learn the effective ways to play both suit and No-trump hands as declarer and the optimum plays the defenders should choose to attempt to defeat the contract. 
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Chapter 1

1. Building Blocks

A. Partnership Agreements

a. Aggressive or Conservative

B. Five Card Majors and Why

C. Point Count and Hand Evaluation

D. Dummy Count

E. Re-evaluation

F. Point Count Chart

G. Golden Fit and Golden Game

H. Bidding Points and Responding Points

I. Hand Patterns

J. Distribution Facts
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PARTNERSHIP AGREEMENTS

1. STYLE

A. STYLE AFFECTS ALMOST ALL ASPECTS OF BIDDING.  IF THE PARTNERSHIUP STYLE IS AGGRESSIVE, IT WILL OPEN MORE LIGHT HANDS THAN A PARTNERSHIP WHOSE STYLE IS CONSERVATIVE.  SIMILARLY, THE AGGRESSIVE PARTNERSHIP WILL MAKE A GAME-FORCING BID WITH HANDS THAT A CONSERVATIVE PARTNERSHIP MAY CHARACTERIZE AS MERELY INVITATIONAL.

IT IS UP TO EACH PARTNERSHIP TO CHOOSE A STYLE AND ATTEMPT TO PRODUCE BIDDING SEQUENCES THAT ARE CONSISTENT WITH THAT STYLE.
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POINTS NEEDED TO OPEN:

1. RECOMMENDED OPENING BIDS IN FIRST OR SECOND SEAT SHOULD HAVE 13 POINTS.

DETERMINE BY:

a. HIGH CARD POINTS

b. LONG COUNT

2.  IN THIRD OR FOURTH OPEN WITH 10 POINTS 

     DETERMINE AS (1) ABOVE

A. IN FOURTH SEAT USE RULE OF FIFTEEN TO OPEN THE BIDDING.

RULE OF 15 STATES THAT YOU ADD YOUR HIGH CARD POINTS WITH THE NUMBER OF SPADES YOU HAVE AND IF THEY ADD TO 15 YOU SHOULD OPEN.  REASON BEING, THAT IF YOUR POINTS ARE HIGH ENOUGH AND IF OUR SPADES ARE LONG ENOUGH THEN YOU NOT ONLY HAVE THE POINTS BUT THE COMMANDING SUIT.

3.  SUIT LENGTH

A. THE ADVANTAGES OF FIVE CARD MAJORS 

OPENS AS COMPARED TO OTHERS ARE:

a. Easier to find an eight card fit

b. Will get you to game somewhat easier but for sure it will get you to slam a lot easier

c. By opening 5 card majors you will be able to find the 4/4 fit when a 5 card open isn’t available.
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HAND EVALUATIONS

HIGH CARD POINTS (HCPs)



ACE


=
4



KING

=
3



QUEEN

=
2



JACK

=
1

DISTRIBUTION POINTS



ADD ONE POINT FOR



EACH CARD OVER FOUR



IN A SUIT



DUMMY POINTS





VOID

=
5





SINGLETON
=
3





DOUBLETON
=
1



POINTS REQUIRED FOR GAME





NO TRUMP
=
26





MAJOR SUIT
=
26





MINOR SUIT
=
29





SMALL SLAM
=
33





GRAND SLAM
=
37

EXAMPLES:    Page 1.1 Item 1


1.2


(
Requirements for an opening bid:

1. Opener should have 12/13 high card points and a convenient rebid.

Partnership preferences and styles will dictate how far these requirements should be stretched.

Examples:  Page 1.3 Item 1
Five card major opening

1. As implied by the title, the opening bidder must hold at least five cards in the 

named major to open one heart or one spade, plus opening values.  The following is the priority of choice of opening bids (provided the hand does not qualify for a No Trump or preemptive bid).

a. A five card major or longer

b. A four card minor or longer

c. A three card minor

2. It is proven fact that a suit fit of at least 8 cards or better (known as the Golden Fit) is the ideal trump holding.

3. The advantages of five card majors opens are:

a. Easier to find an eight card fit

b. Will get you to game somewhat easier but for sure it will get you to slam a lot easier.

c. By opening five card majors you will be able to find the four/four fit when a five-card open isn’t available.
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POINT COUNT CHART

THIS CHART DEPICTS THE COMBINED POINTS REQUIRED FOR A SUIT AND/OR NO-TRUMP BID AND TO WHAT LEVEL YOU CAN REASONABLY GO.

	POINTS REQUIRED
	19-20
	21-22
	23-24
	25-26

	
	
	
	
	

	Suit Bids
	1
	2
	3
	4

	
	
	
	
	

	No-Trump
	
	1
	2
	3
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GOLDEN FIT AND GOLDEN GAMES

1. ONE OF THE MAIN OBJECTIVES OF THE PARTNERSHIP IS TO 

BID TO A GAME CONTRACT WHEN THERE IS SUFFICIENT COMBINED STRENGTH.

2. A SECOND OBJECTIVE IS TO REACH THE RIGHT 

DENOMINATION BY LOOKING FOR A GOLDEN FIT OF AT LEAST EIGHT CARDS IN THE COMBINED HANDS.  IF THERE IS NO GOLDEN FIT, THEN PROBABLY THE CONTRACT SHOULD BE PLAYED IN NO-TRUMP.


3.  IF YOU AND YOUR PARTNER HAVE FEWER THAN 26 COMBINED 
     POINTS, PLAY A PARTSCORE IN A GOLDEN FIT OR NO-TRUMP 


     OR LET THE OPPONENTS PLAY THE CONTRACT.  IF YOU HAVE 


     26 OR MORE COMBINED POINTS, PLAY IN ONE OF THE GOLDEN 


     GAMES.





4 SPADES


ALL





4 HEARTS


GOLDEN





3 NO-TRUMP

GAMES

RESPONDERS DECISIONS

(THE CAPTAIN OF THE SHIP)


WHAT LEVEL – WITH 26 OR MORE COMBINED POINTS, BID A 


GOLDEN GAME


WHAT DENOMINATION – WITH A GOLDEN FIT IN A MAJOR SUIT,


PLAY WITH THAT SUIT AS TRUMP IN A PART GAME OR A GAME


CONTRACT


WITH A GOLDEN FIT IN A MINOR SUIT, PLAY WITH THAT SUIT AS 


TRUMP IN A PART-GAME CONTRACT.  PLAY 3 NT RATHEA MINOR SUIT GAME
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Page 1.6  EXAMPLES OF POINT COUNT & HAND EVALUATION:  Page 1.6 Item 1
Page 1.7 EXAMPLES OF DUMMY POINTS:  Page 1.7 Item 1
Page 1.8  EXAMPLES OF RE-EVALUATION:  Page 1.8 Item 1
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Bidding Points and Responding Points

Openers Range

Responders Range
Bid


Level








Partscore

Pass











1NT











2 of Opening Bid




10 to 12


Partscore/Game
2NT











Bid 3 of Opening Bid




13+



Game


Golden Game if fit











can be found

16 to 18


6 to 8



Partscore

Pass












2 of Opening Bid





8 to 9



Game


New Suit





10 – 12


Game


Golden Game












New Suit





13+



Game


Golden Game












Possible Slam

19 to 21


6 to 9



Game


1NT












2 of Opening Suit





10 to 12


Game


Golden Game












Bid of 3 Opening Bid





13+



Slam


Slam
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Hand and Suit Patterns

(Some of the More Common)

PATTERN






OCCURRENCE %

  4432








21.55

  4333








10.54

  4441








  2.99

  5332








15.52

  5431








12.93

5422








10.60

5440 1.24


     5521








  3.17

5530 .90

6232 5.64

6421 4.70

6331 3.45

7321 1.88

7222 .51

NOTE:  1.  There are a possible 39 Hand Distribution patterns ranging from 



4-3-3-3 to 13-0-0-0.

2.  The Hand Pattern 4-4-3-2 could mean:  4 Spades, 4 Hearts, 3 Diamonds

and 2 Clubs in that particular holding or, that Hand Pattern 4-4-3-2

could be of any suit (e.g. 3 Spades, 4 Hearts, 2 Diamonds and 4 Clubs).

     3.  There are a possible 635,013,559,600 different hand combinations which

     a player may hold.
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                            Distribution Facts

An even number of cards usually will divide slightly unevenly.  For example, if the opponents have four cards, they are likely to be divided 

3 – 1 rather than to be divided 4 – 2 rather than 3 – 3; if the opponents have eight cards, they are likely to be divided 5 – 3 rather than 4 – 4.

An odd number of missing cards usually will divide as evenly as possible.  For example if the opponents have three cards, they are likely to be divided 2 – 1; if the opponents have five cards, they are likely to be divided 3 – 2; if the opponents have seven cards, they are likely to be divided 4 – 3.

TABLE

Number of Missing Cards




Most likely Distribution

3 2-1

4 3-1

5 3-2

6 4-2

7 4-3

8 5-3
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Chapter 2

1. Opening No Trump Bids

A. Explain required point needed for opening 

1, 2, 3 No-trump bids and the bidding

sequence to get there.

B. Required distribution for opening No-trump bids.

C. 18 point hands of 4-4-3-2 distribution and what to do

with them.

2. Responses to No Trump bids

A. Standard responses

B. Stayman

C. Transfers
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NO-TRUMP BIDS AND ASSOCIATED SUBJECTS

1. FIRST, YOU SHOULD CONSIDER OPENING A NO-TRUMP BID WITH THE FOLLOWING DISTRIBUTION:

4333

4432

5332

2. SECOND, YOU NEED THE FOLLOWING POINT COUNT

TO OPEN A NO-TRUMP:


A.  1 NO-TRUMP
15-17 OR 16-18

B.  2 NO-TRUMP
20-21

C.  2 CLUBS/ 2NT
22-24

D.  2 CLUBS/ 3NT
25+

RESPONSES TO A 1 NO-TRUMP BID

1.  BALANCE HANDS WITH NO FOUR CARD MAJOR

A.  7 OR LESS POINTS
-PASS

B.  8 OR 9 POINTS

-BID 2NT

C.  10+ POINTS


-BID 3NT ORLOOK FOR 



 SLAM

2.  BALANCED HADS WITH A FOUR CARD MAJOR

A. USE THE STAYMAN BID WHERE AN    

ARTIFICIAL RESPONSE OF TWO CLUBS ASKS OPENER TO BID A FOUR CARD MAJOR IF THEY HAVE ONE

B. THE POINT COUNT REQUIREMENT TO USE  STAYMAN IS AT LEAST A GOOD 8 OR 9 POINTS.  THE REASON BEING THAT IF PARTNER DOESN’T HAVE A FOUR CARD MAJOR ITS MOST PROBABLE THAT THE FINAL CONTRACT WILL BE 2NT.  2NT REQUIRES A COMBINED HOLDING OF 23 POINTS.

2.b
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C. IF PARTNER DOESN’T HAVE A FOUR CARD MAJOR      

HE WILL RESPOIND AN ARTIFICIAL 2 DIAMOND BID WHICH WAYS PARTNER I DON’T HAVE A FOUR CARD MAJOR, WHERE SHOULD WE PLAY THE HAND.  NORMALLY YOU WOULD TAKE IT BACK TO 2NT.

D. EXAMPLES OF THE STAYMAN BID

1NT – PASS – 2C – PASS

2D (I DON’T’ HAVE A FOUR CARD MAJOR)

1NT – PASS- 2C – PASS

2H (I HAVE FOUR HEARTS)

1NT – PASS – 2C –PASS

2S (I HAVE FOUR SPADES)

3. RESPONDING TO AN OPENING NT BID WITH AN  

UNBALANCED HAND.

A. JACOBY TRANSFERS – does several positive things for the   

bidders:

a. It causes the strong balanced hand to become the  

Declarer when responders long suit becomes trump.

b. It gives the responder great latitude in invitational and forcing situations.

c. Responder may have any strength, from a complete bust 

to a slam going hand.  All he guarantees is a five card suit.

d. The transfer bid is initiated as follows:

Partner

You

1NT


2D means partner transfer to 


hearts

1NT


2H means partner transfer to 




spades

1NT


2S means partner transfer to 




clubs and if that isn’t my suit I’ll 

correct to diamonds (note:  this 




how you transfer to the minors)

2.1
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e. After the opener accepts the transfer responder has the

following bids available:

1) Pass = one five card suit and has less than 

7 points

2) 2NT = one five card suit and 8 – 9 points

3) 3NT = one five card suit and 10+ points

4) 3 of the transfer suit = one six card suit and 8 to 9 

points

5) 4 of the transfer suit = one six card suit and 

10+points

Chapter Two Examples:  

Page 2.3 Item 1
2.2

EXAMPLES - Page 2.3 Item 1
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CHAPTER 3

1. Opening bids

A. Major suit opens

B. Minor suit opens

a. The Two Diamond Open

C. 1st, 2nd, 3rd and 4th seats

2. Vulnerability

3. Sacrifice bids

4. Rule of Fifteen

Major suit openings

1. If you open one heart or one spade you are guaranteeing that you have at least five in that suit.  This requirement applies to opening bids in first, second, third or fourth seats.  If your major suits are equal in length and at least five cards in length, you should start the bidding with one spade, then two hearts at your next turn.

EXAMPLES:  Page 3.0 Item 1
3.0
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Minor suit openings

1. If you have no five card major and you do not hold a hand of 

between 15 and 18 HCP with balanced distribution but you have at least 13 HCP you must open the bidding with a minor suit. But which one?  As you might expect, if the length of the suits is not identical, it is most common to open the bidding with a one bid in the longer suit.  If the suits are of equal length, open the higher ranking – diamonds – unless both suits are of only three card length, the open the bidding with one club.

While there is now law which states that an opening bid of one club or one diamond may not be made on a suit of four or more cards, there is always the possibility that opener started with only three cards in his minor suit.

EXAMPLES:  Page 3.1 Item 1
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Vulnerability and Sacrifice bids

1. First, the main thing is to have a good understanding of the penalties for going set.

The reason for this knowledge is to know how high you can bid knowing you will go set but at a lesser amount than the score the opponents would have received had you let them play their contract.  The sacrifice bid is a very delicate balance since the possibility exists that the opponents most likely will double, hoping to set you enough to make up for their lost contract score.  So knowing the penalties for going down doubled vulnerable or doubled non-vulnerable are very important.  It’s normally accepted that the best time to consider a sacrifice bid would be when the opponents are vulnerable and you are not.

2.                                             PENALTIES

Non-vulnerable




Vulnerable



Down

Not Dbld
Dbld




Not Dbld
Dbld



1

50

100




100

200



2

100

300




200

500



3

150

500




300

800



4

200

800




400

1100
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Sacrifice bidding:  

One of the most important considerations in the sacrifice bidding is duplicate scoring.  That is if you beat the board you will probably gain a point, if you tie the board you will probably gain a ½ point, and if you lose the board you end up with a zero.  You have the rule of fifteen and the law of total tricks to use but there is a certain element of experience and knowledge that helps with Sacrifice Bidding.  From the bidding you should have some picture of the distribution, what kind of help you might expect from your partner and finally what the final score will be, knowing that you will probably be doubled.  In other words will it be more profitable to bid or pass.

There are no examples of this type of bidding since each situation is very individualistic and requires practice to implement.

3.3
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RULE OF FIFTEEN


States:  That you add your high card points with the number of 



spades you have and if they add up to fifteen you should open.  The 


reasoning is that if your high card points are high enough and your 


spades are long enough then you not only have the points but control 


of the commanding suit.


When you are in the pass-out seat (fourth seat), that is three passes 


before you, give this rule some thought before bidding or passing.

3.4

EXAMPLES:  Page 3.5 Item 1
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CHAPTERS 4 – 8
COMING SOON

