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 The History of Friendly Bridge 
 
September of 2011 marks our 10th anniversary year of Friendly Bridge! Where had the time gone? Some of 
our players who started with us are still  part of Friendly Bridge, and some have become Life Masters. We 
have made so many friends over the years! 
 
In the spring of 2001, Mike Fine, who was then the president of the Richmond Bridge Association, looked 
around the room during a bridge game, saw only 5 of the 15 tables filled with bridge players, and decided 
that bridge in the Richmond area was in crisis. At that time the average age of a Richmond area bridge 
player was 65. Unless we took some action, the game that we love would be practically gone in 20 years. 
 
He talked to me about our starting up some lessons. At that time, the ACBLñAmerican Contract Bridge 
Leagueñwas helping bridge units and clubs with a new program called Easybridge!Ê . We knew that if we 
could just let people see how challenging and fun the game is, we would be able to increase our number of 
players. 
 
We were so excited about this venture, that we asked the Richmond Times Dispatch to do an article about us. 
To our delight, they agreed. That article helped us bring in our first group of students in September of 2001. 
We had 2 lesson slots available--Sunday afternoons and Tuesday evenings. With the help of Jim Goodwin, 
Ed Kinlaw, Jim Poulson, Bob MacCleave, and numerous volunteers who came to help, we started giving 
lessons. The Bridge Center was standing room only for both classes. We actually had more people wanting 
lessons than we had seats, so we started again in January of 2002. 
 
Before our second week of lessons could begin, our world shattered. September 11 brought Americans face 
to face with our complacent sense of safety. We were united in grief, and everyone's need for a sense of 
community was heightened. The students who continued in the lessons formed bonds with each other that 
have caused the entire bridge community to realize that what is the most important thing about this game 
we love is the opportunity for sharing our lives with each other.  
 
Our Sunday afternoon and Tuesday evening classes soon developed into regular bridge games for novice 
players. We had to find another time for giving lessons to new players (0-20 masterpoints), and the only 
time left was Sunday evenings at 6:00. We decided to keep that time open for beginning lessons all the time 
and encourage the students to come to Sunday afternoon (now 0-499 masterpoints), Tuesday evening (now 
0-499 masterpoints),  and Thursday night Bridge Center games (mixed master) as soon as they were ready. 
We have had several Sunday evening groups since then, and bridge has flourished in Richmond. 
 
After the first lessons were over, the students decided to rename the games òFriendly Bridge.ó Although 
Easybridge!Ê  was a great program, the participants felt that one of the reasons the game is so much fun is 
that it is not easy. However, learning this game in a friendly atmosphere makes all the difference in the 
world. 
 
We are proud that our Friendly Bridge Beginning Bridge Lessons book is now being used in other areas of Vir-
giniañVirginia Beach and Charlottesville. In 2006, we welcomed Fredericksburg, our 109 neighbors, to the 
Friendly Bridge circle. We hope you enjoy learning about bridge with our book. 
 
Have fun, 
 
Linda MacCleave 
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Lesson 1:  Mechanics of a Hand in Duplicate Bridge 
 

Bridge is a four-player game. The people sitting across from each other are partners.  Each player 
is dealt 13 cards. The sides bid to determine what trump will be and how many tricks their side will 
attempt to take. After bidding is completed, the hand is played. During play, each player plays a 
card and the best of the four cards wins the trick  for his side. Play continues until all 13 tricks have 
been played, then on to the next hand. What? You want details? 
 

 
Partners 
 

Believe it or not, sometimes people will want to describe a bridge hand to others after the game. To 
protect the innocent, weõll name the players North , East, South, and West. North and South are partners, 
as are East and West. In duplicate bridge, the cards are kept in a board. Each player gets 13 cards, which 
they take from the board and arrange into suits. Then the bidding begins.  

 
The dealer for the hand (either North, East, South, or West) is marked on the board, and opens 
the bidding or auction by making a call. He will either pass or make a bid. Bidding then proceeds clockwise. 
A bid is made up of a number from 1 to 7 followed by a suit (or no-trump). The order of suits in bidding 
from lowest to highest is clubs (C), diamonds (D), hearts (H), spades (S), and no-trump (NT).  Clubs and 
diamonds are called minors, and hearts and spades are called majors. 
 
If you want to bid, you must make a bid higher than the previous bid, i.e. you can bid 1D over 1C, but not 1C 

over 1D. (You would have to bid 2C or more, if you wanted to bid clubs over a bid of 1D.) If you donõt want to bid, 
you pass. Three consecutive passes ends the bidding, unless you are at the beginning of a game and the first three 
players pass, in which case, the fourth person can still bid. The calls double and redouble also exist. Weõll get to those 
later. 
 

 
The Contract 
 

The side that makes the highest bid wins the contract. The contract is a number 1 to 7  followed by a suit (or NT ð 
which is called no-trump because that means there is no trump suit). There are 13 tricks in each hand. One trick is 
made up of 4 cards, one from each player, so each side will take an average of six. The first six tricks are considered 
book.  A one-level bid (1C or 1H or 1NT, for example) means that the side has contracted to take seven tricks ð book 
plus one. A seven-level bid means that the side has contracted to take all 13 tricks ð book plus seven.  The suit of the 
highest bid is called the trump suit. A card in the trump suit will win any trick that does not contain another trump 
card. Therefore, the bidding is an auction to determine which side gets to name trump.  
 
Whichever player first named the suit (or NT, if the final contract is NT) of the final contract is declarer.  The person 
on his left playsñleadsña card, and then declarerõs partner (the òdummyó) places all of his cards face-up on the table. 
Play proceeds clockwise. The first trick will be the opening lead made by declarerõs left-hand-opponent (LHO ), 
whichever card declarer selects from dummy, a card from declarerõs right-hand opponent (RHO), and then declarerõs 
card.  Players should play the cards in front of them rather than throwing the cards into the middle of the table. The 
hands can then be returned to the board when the play is over exactly as they came out of the board.  This insures that 
the next players who play the same board your table just finished get exactly the same hands that your table had.  Final 
scores at the end of the session are determined by comparing which table did the best for that particular board.   
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Play of  the Hand 
If a player has a card in the suit that was led, he must play a card in that suit (follow suit). If he doesnõt, he can play 
anything he wants (including trump). The person who plays the highest card in the suit that is led (ace being highest) 
wins the trick unless there is a trump played, in which case, the highest trump wins. 
 
The side that wins the trick should turn the card toward them, and the side that loses the trick 
should turn the card toward the opponents. This way, everyone can see how many tricks each 
side has taken. (Tricks that are yours are standing soldiers, and tricks that belong to the 
opponents are fallen soldiers.)  
 

 
 
Whoever wins the trick leads first to the next trick. If dummyõs card won the first trick, 
then declarer is òon the board,ó meaning that the lead has to be made from dummy. If 
he won the trick with the card he played from his hand, then he is òin his hand,ó 
meaning that the lead must be made from his hand. Play continues until all 13 tricks 
have been played. 

 

 
 

 
 
Making Your Bid or Going Down 
 
If the declaring side takes at least as many tricks as they contracted for, that means they made their bid.  If they take 
less, that means they went down. The declarer should state the result, and the defenders should agree. After agreement 
(òDown oneó, òMaking threeó, or some variation), all players should mix up their 13 cards (only) and put them back 
into the correct slot in the board. The player sitting North is given the responsibility of writing down the score. Usually 
there will be more than one board on your table. After you play all of the boards on your table, you wait for the 
director to call for the next round to start. If you finish early, you can get some refreshments or make quiet 
conversation. 
 

 
What is the Name of  This Game? 
 
You will hear many people refer to this game as Auction Bridge or Contract Bridge. Auction Bridge developed into 
Contract Bridge about 80 years ago. Contract bridge consists of an auction (made up of one bid followed by a higher 
bid and so forth) to determine the contract. You may also have heard the terms Party Bridge, Social Bridge, and 
Duplicate Bridge. These are also not different games. They are all Bridge. Party Bridge (also known as Social Bridge) 
differs from duplicate bridge in scoring only. Duplicate Bridge simplifies the scoring and creates an exciting 
competitive element to the game by comparing the scores for everyone who played the same hand. The lessons you are 
taking assume that you will love seeing how your bidding and play compares to the others. Duplicate Bridge does not 
remove the element of luck from this game, but it does diminish it. You canõt win Social Bridge unless you receive good 
hands; however, duplicate bridge depends on how well you play the hand you are dealt, whether good or bad 
 

 

 

 

 

 

It's not enough to win the tricks that belong to you.  Try also 

for some that belong to the opponents. ãAlfred Sheinwold 
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Quiz for Lesson 1: 
 

1. How many cards are in the deck?  ____ 

2. How many cards are in each suit?  ____ 

3. How many cards does each player get?  ____ 

4. There are ___ cards in each trick. 

5. The order of suits, lowest to highest, is _______ _______ _______, and _______. 

6. The person who plays the hand is called the __________. 

7. Declarerõs partner is called the ________. 

8. How many tricks does a declarer in 3H have to take to make his contract? ____ 

9. Why is the dummy called the dummy? 

 

 

 

 

 

 
There are a lot of new and important concepts introduced in the hands that follow. You are not expected to understand all 
the terms at this point (danger hand, finesse, leading the top of a sequence, etc.) but it is still helpful to hear them. They will 
be covered in more detail in later chapters.  
 
 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

Bridge Etiquette 
Itõs never too early in your bridge game to think about proper behavior at the bridge table. Most of 
this is common sense. 
 
One of the things that many bridge players dislike is card slamming or snapping when playing a card. 
This behavior is aggressive and can appear to say òso there.ó  
 
Many new players are unaware of the inappropriateness of communicating information illegally. Do-
ing anything that gives your partner unauthorized information is not allowed. These things might 
include such things as tapping on the bidding box or touching a lot of the cards before making a call, 
hesitating and then passing, or talking about your hand in any way. Beginners can get away with 
more than experienced players can, of course, but itõs important to know that some of these habits 
need to be broken eventually. 

See Zero Tolerance Policy on page 9. 

Answers:  1-52  2-13  3-13   4-4   5-clubs, diamonds, hearts, spades  6 -declarer  7- dummy  8-9  Bonus-  Because he 
doesnõt get to say anything ð it comes from the French word for òsilentó.  
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Lesson 1, Hand 1 (Hand played by South) 
West is on lead against 3N. He's heard that fourth from his longest 
and strongest is a good lead, so he leads the club seven. Declarer 
should start by counting his tricks. He can count 2 sure winners in 
spades and diamonds and the club ace. That's five, so he needs to de-
velop four more. He can develop three heart winners and a diamond 
winner for nine, but will he be able to take them? 
 
Playing a no-trump contract is a race. Declarer is trying to develop 
nine winners before the defense can take five. It looks like the defense 
has gotten off to a good startñthat  happens sometimes. Declarer 
should hold up his club ace until the third round of the suit, in the 
hopes that East will 1) have the heart ace and 2) not have a clubs to 
return. Happily, that turns out to be the case. 

 
Now declarer has three hearts to go along with his two spades, two 
diamonds, and a club. That makes eight, and he should be able to de-
velop another in diamonds.  Still, he doesn't want to lose the lead to 

West because West is sitting over there with two club winners.  West is called the danger-hand. So he takes the diamond ace 
and then leads toward the king-ten on the board. This is called a finesse. Declarer doesn't mind losing the trick to East be-
cause East doesn't have any more clubs to lead. Making four? 
 
 

 

Lesson 1, Hand 2 (Hand played by West) 
North is on lead against 3N. What does he lead? He may think that his 
diamonds are stronger than his spades, but his lead should the spade 
queen for a couple of reasons. First, this is his longest suit. Second, this 
lead will usually not give anything away. This is called leading from the top 
of a sequence. Note that if he chooses to lead fourth best (not appropriate 
when you have a sequence) that declarer's nine would take the first trick.  
 
Declarer should count his winners. Two spades, one heart, one diamond, 
and five clubs should get him up to nine. How does he manage to take 
five club tricks? First, he needs to take the spade trick with his ace and 
leave the spade king on the board.  Saving entries will become a recurring 
theme.   
 
Second, he needs to play the club queen and jack from his hand before 
crossing to the carefully preserved spade king to take the remaining three 
clubs. When running a long suit, declarer should play his high cards from 
the short side first to unblock the suit. That way, his high cards will remain 
in the long suit, and enable him to run the suit. Making three? 

 SQ J T 5 2 

1Q 6 

2K J T 4 

c 8 7 

 

SA 9 6  

1A T 8 3 

2A Q 6 2 

c Q J 

 SK 8 4 

17 2 

29 5 3  

c A K 9 4 2 

 S7 3 

1K J 9 5 4 

28 7  

c T 6 5 3 

 

 SK 9 7 3 

1K T 3 

2K T 8 3 

c 9 5 

 

s J 8 4  

18 6  

2Q 7 4 

c K J  8 7 2 

 SQ 6 5 2 

1A 7 4 2 

29 6  

c Q T 6 

 SA T 

1Q J 9 5 

2A J 5 2 

c A 4 3 
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Lesson 1, Hand 3 (Hand played by North and then East) 
This hand should be played in 3NT first to see the disadvantage of 
this contract with some hands. Playing 3NT was no fun - for 
North, anyway. I'm sure East and West enjoyed themselves im-
mensely.   
 
This is why bridge players conduct an auction before the play of 
the hand. This will introduce us to the concept of the trump suit. If 
spades were trump on this hand, after declarer or dummy ran out of 
a suit, a spade could be played to take the trick. After that, declarer 
would pull trump, run the opposition out of trump, and then take a 
bunch of diamonds for the rest of the tricks.   
 
Play the same hand again. Only this time, north plays it in 4S. If you 
have time, let E play the hand in 4H. 
 
Note that with perfect defense N-S can take 10 tricks if spades are trump and 
E-W can also take ten tricks if hearts are trump. This is why we call spades 
the master suitñthe side with spades can outbid the other side without going to 
a higher level. It's an advantage to have spades. If North bids 4S, E-W would 
have to bid 5H to win the auction, and they canõt make 5H if NS take their 2 
spade tricks and one diamond trick before they let declarer in! 

 
 

 
  
 

 

 

 

 

 s A Q J 9 7 4 

18 6 2  

2Q 5 3 

c 6 

 

s 6 5 

1A T 

2T 6 4 

c A K 9 8 4 3  

 s 8 3 2  

1K Q J 9 7 4 

27 

c Q J T 

 s K T 

15 3 

2A K J 9 8 2 

c 7 5 2 

 

 

 

 

Zero Tolerance Policy 
The RBA has adopted the ACBL Zero-Tolerance Policy. If someone is being rude at the table, you can call the 
director and simply say, òThis player is interfering with my enjoyment of the game.ó The director may then choose 
to either warn the player or assess a penalty. 
 
Expected Behavior 
Anything that makes bridge more enjoyable for others 

1. Greeting others in a friendly manner prior to start of play on each round. 
2. Be a good òhostó or òguestó at the table. 
3. Making your convention card readily available to your opponents and filling it out completely. 
4. Do EVERYTHING possible to make bridge enjoyable for yourself, partner and opponents. 
5. Give credit when opponents make a good bid or play. 

  
Unacceptable Behavior 
Anything makes bridge less enjoyable for others 

1. Publicly criticizing partner or opponents. 
2. Badgering, rudeness, insinuations, profanity, threats, or violence. 
3. Negative comments concerning opponentsõ or partnerõs play or bidding. 
4. Gloating over good results. 
5. Objecting to a call for the director. 
6. Disputing or arguing with a directorõs ruling. 
7. Poor personal hygiene, grooming, or dress. 
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Scoring in Duplicate Bridge 
 

All scoring in duplicate bridge is done on a hand to hand basis ð there is no carryover from 
one hand to the next.  

 

 

Trick Score: 

If you bid and make a contract, you get points for each trick you make as follows: 

NT       - 40 points for the first trick, 30 for each additional trick 

Majors      - 30 points per trick 

Minors     - 20 points per trick 

Bonuses: 

Making a part-score contract   - 50 points 

Making a game (100 point) contract  - 300 if not vulnerable, 500 if vulnerable 

Making a slam (6-level) contract   - 500 if not vulnerable, 750 if vulnerable 

Making a grand slam (7-level) contract  - 1000 if not vulnerable, 1500 if vulnerable 

Note that slam bonuses are in addition to game bonuses. 

Undertricks: 

If you do not take enough tricks to fulfill your contract, your opponents will be awarded points, as follows: 

Non-vulnerable    - 50 points per undertrick 

Vulnerable     - 100 points per undertrick 

If the opponents think that you have bid too high, they can double you for penalties. Then the penalties get more 

costly. 

Non-vulnerable     - 100 for the first trick, 300 for down 2, 500 for down 3, and 

       300 more for  each additional trick 

Vulnerable      - 200 for the first trick, 500 for down 2, 800 for down 3, 

       and 300 more for each additional trick 

Making Doubled contracts 

It happens. If you make a doubled contract, you get double your trick score, plus 50 points for an insult bonus, 

plus any game or slam bonus youõve earned. You canõt be doubled into slam, but you can be doubled into game ð 

if you make 2H doubled, you get a game bonus! If you make overtricks, you receive 100 per overtrick not 

vulnerable, and 200 per overtrick if you are vulnerable. 

 

 
Redoubling: 
If you are confident that you can make your contract, or if you want to see if you can get the opponents to take 
another bid, you can redouble. Thatõs when the point scores get really interesting.  Redoubling doubles all doubled 
trick scores. The redouble insult bonus is 100 points. 
Edõs note ð Iõve been playing tournament bridge for about ten years, and Iõve gone down twice in redoubled contracts. It wasnõt pretty. 
Lindaõs noteñRedouble is rarely used as a penalty bid nowadays. Redouble is usually used as a way to ask your partner to bid or give information about your 
hand. More information on the redouble can be found in the Bonus Lessons.  
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Scoring examples: 
1N making 2     120 (40 plus 30 plus a 50 point part-score bonus) 
2N making 2   120 (40 plus 30 plus a 50 point part-score bonus) 
3N making 4 (NV)  430 (40 plus 3 times 30 plus 300 NV game bonus) 
4N making 4 (NV)  430 (40 plus 3 times 30 plus 300 NV game bonus) 
2D making 3   110 (3 times 20 plus 50 point part-score bonus) 
2H making 2   110 (2 times 30 plus 50 point part-score bonus) 
2H making 3   140 (3 times 30 plus 50-point bonus) 
3H making 4   170 (4 times 30 plus 50-point bonus) 
4H making 4 (V)   620 (4 times 30 plus 500-point bonus) 
4SX down 3 (NV)  -500 (X means doubled; XX would mean redoubled)  
4SX down 4 (NV)  -800 
4SX down 2 (V)  -500 
4SX down 3 (V)  -800 
4HX making 5 (V)    990  (4 times 30 times 2 plus 500-point game bonus plus 200    
    vulnerable overtrick plus 50 point insult bonus) 
 
 
 
Some observations: 
1) The score for 1N making two and 2N making two are the same. There is no bonus for making your contract on 
the nose. 
2) The score for 2H making two is the same as the score for 2D making three. If at all possible, you should strive 
to play your contracts in majors as opposed to minors. 
3) The score for 3N making three is significantly higher than the score for 3D making three.  Similarly, there is a 
big difference in the score for 3H making four and 4H making four.  It pays to bid game if you can make it. 
4) The score for 4S doubled down 3 NV is -500. If your opponents are vulnerable and you allow them to make 
4H, your score on the board will be -620. Sometimes, it pays to sacrifice (make a bid that you donõt expect to 
make), especially not vulnerable 
5) The score for 4S doubled down 4 NV is -800. Sometimes it doesnõt pay to sacrifice. 

 

 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

There are three kinds of bridge players:       

   

(1) Those who can count, and  

(2) those who can't.  
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Lesson 2:  How to Open and How to Respond to One-level Suit Bids 

 
The next two chapters will lay the foundation for basic bidding. We need to cover this well, 
so we will take 3 weeks to complete Lessons 2 and 3. 
 
The bidding in bridge is really what separates it from other card games.  The play of the hand 
in spades is somewhat similar to bridge, and numerous card games have partners and feature 
some bidding ð whist, euchre, canasta, and pinochle, among others.  

 

The Goal 
 
The object in any one hand of duplicate bridge is to score the highest score possible on the hand.  One of the 
features of the scoring at bridge is that major-suit contracts score higher than minor-suit contracts. Another 
feature of scoring in duplicate bridge is awarding of bonuses. If a side bids and makes a contract that scores 100 
points (game) or more, they get a sizable bonus on that hand. Game contracts are 3N, 4H, 4S, 5C, and 5D. 
Bidding and making six on a hand is called making a slam (bigger bonus), and bidding and making seven on a 
hand is called a grand slam (much bigger bonus). Note that it takes nine tricks to make game in no-trump, ten to 
make game in a major, eleven to make game in a minor, twelve for a small slam, and all thirteen for a grand slam  
 
These scoring features encourage duplicate players to gear their bidding systems to finding a major-suit fit . If a side 
has eight or more cards between them in a major, they should strive to declare a contract with that major as trump 
because they have eight trumps to only five for the opposition.  Declarer will usually take more tricks in the 8-card 
major-suit fit contract than in no-trump (xxx given the same cards?). 

 
 
Hand Evaluation:  
High-card points (HCP) give a quick (although not always a complete) indication of the playing strength of a hand.  
For a more accurate assessment of your hand, you must also consider the shape of the hand (how many or how 
few cards you hold in each of the suits).  This is also referred to Distribution.  
 

  Ace  - 4 points 
  King   - 3 points 
  Queen  - 2 points 
  Jack  - 1 point 

 
10s are worth more than 2s, but not by enough to value them in the initial hand evaluation. The hand s AT98 
1AT9 L AT9 c AT9 is significantly stronger than s A432 1A32 L A32 c A32. When describing a hand in 
written form, spades are always listed first, followed by hearts, then diamonds, then clubs. You could 
describe a hand as Axxx Axx Axx Axx, with the x representing a non face card without mentioning the suits.  
Note: You could say your hand was ace-fourth, ace-third, ace-third, ace-third. It also could be described as a 4 by 3 (or 4-triple 3)ða hand with one four-card suit 
and three three-card suits. 

 
 

Bidding 
 
Bidding is simply a language with a limited number of words (15 words if you count no trump as two words) to 
convey information to your partner about what suit you have the most of and how good your hand is. Bidding is 
conducted in an auction. Like any other auction, only one person can open. The opponents can overcall, and 
openerõs partner can respond. Also, like any other auction, the bidding can only go higher. After someone has 
opened, three consecutive passes ends the auction. If no one chooses to open, the hand is òpassed out.ó 
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Do I have enough to open? 
 

There are three ways to determine if your hand has trick-taking potential and whether 
you should open it in first or second seat: 
1. HCP: If you have 13 high card points, open the bidding always. If you 
have 12 high card points, open the bidding most of the time.  

2. The Rule of 20: Take your high-card points and then add the number of cards in 
your two longest suits.  If the total is 20 or more, you should open the bidding.  

Note: This does not mean you have 20 points. You could have only 10 points with 2 five-card suits. Your HCP should 
also be in the LONG suits, not the short suits. 

3. Quick Tricks : Does your hand have 2.5 immediate tricks? This means 2 aces and a 
King or an A and AQ. If your hand could take 2-3 tricks immediately, you should open 
the bidding. 
  1 Quick Trick: Ace  
  2  Quick Tricks: Ace/King in the same suit  
  1ı Quick Tricks: Ace/Queen in the same suit  
  1 Quick Trick: King/Queen in the same suit  

               ı Quick Trick: King  

 
What should I open? 
Unless you have a MASSIVE hand (over 20-points, which weõll learn about later) or a PREEMPTIVE hand (10 or 
less points with a very long suit, which weõll also learn about later), there are three options: 
1. If you have a five-card major, open one of your major, (with 5-5, open 1S). 
2. If you have a balanced hand with 15-17 high card points (HCP), open 1NT.  

Note: A balanced hand has no voids, no singletons, and not more than one doubleton.  Possible distributions are 5-3-3-2,  
4-4-3-2, and 4-3-3-3. 

3. Open your longest minor (with 3-3 open 1C, 4-4, 5-5, or 6-6, open 1D). 

 
 
Opening Examples  
1. s Ax 1Qxxx 2Jxx c Axxx  Pass ð only 11 HCP, and 19 on the Rule of 20. 
2. s Axxxx 1Ax 2Kxxx c xx  1S ð only 11 HCP, but 20 on the Rule of 20. 
3. s xxxxx 1Ax 2xx c AKQx 1S ð open with a five-card major, no matter how anemic it is. 
4. s AKx 1Qxxx 2AQxx c xx 1NT ð donõt worry about your worthless doubleton - much. If  

     you donõt open 1NT, you will never convince partner that you  
     have 15-17 points and a balanced hand. 

5. s xxxx 1Axx 2AKQ c xxx 1C ð open 1C with 3-3 in the minors in first or second seat, no  
     matter what they look like. 

6. s AKQx 1Qxx 2AKxx c Jx 1D ð No-trump bids are very specific. This hand has 19 HCP. If  
     you open it 1N, partner will read you for no more than 17.  
     Looking ahead, 2N shows 20-21 HCP, so you must open 1D. 

7. s AQxx 1x 2Axxx c AKxx 1D ð 17 HCP, but you are not balanced.  With 4-4 in the   
     minors, open 1D. 
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Partner Opened. Should I Respond? 
If you have 6+ points and partner opened one of a suit, YES! 

 
 

Responding to One of a Minor  
 

If he opened in a minor, he (probably) does not have a five-card major, but he may have a four-card major.   
¶ Since bidding is geared toward finding an eight-card major-suit fit , bid your 4-card majors up the line. If 

partner opens 1C and you have s AKQJ 15432 2432 c 32, respond 1H. Your partner must bid again, and 
your  hand is unlimited. If partner opens 1D, you will respond 1H with the shape s xxxx 1xxxx 2xx c xxx 
whether you have 6 HCP or 19 HCP.   

Note: If you have 5 spades and 4 hearts, bid spades first. If you have 5 spades and 5 hearts, bid spades first. In both situations, you can bid hearts on your 
next bid, and in the second situation, you can bid hearts on your next 2 bids. When you bid spades followed by hearts, partner knows you have 5 spades 
because you didnõt bid up the line. 
Important: Even though we emphasize the importance of bidding a major over a minor, it should be mentioned that a bid of 1D over 1C is sometimes the 
correct call, especially when you have a good hand with 5 diamonds and a 4-card major. So, never assume your partner does not have a 4-card major if he 
bids 1D over your 1C opening. 

¶ If you have five of partnerõs minor, raise him to 2 with 6-10 points and to 3 with 10-12 points.  Raising your 
partnerõs minor denies having a four-card major. 

¶ If you have 5 of the other minor, bid it.   
Note: You should have 10+ HCP to respond at the two level, so if partner opens 1D, you should have 10+ HCP and a five

-card suit to bid 2C.   

¶ If you havenõt found your bid yet, you are bidding some number of no-trump. With 6-10 HCP, respond 1NT.  
Respond 2NT with 11-12, and 3NT with 13-15.  Sometimes you must respond 1NT even if you are 
unbalanced. If partner opens 1D and you have no 4-card major, a 6-card club suit, and only 6-9 HCP, you have 
no choice other than to bid 1NT. 

 

 
 

Responding to One of a Major 
 

With support for partnerõs major, tell him.   
¶ With 6-10 points, raise him to 2 of his major.   
¶ With 10-12 points, raise him to 3 of his major.   
¶ With 13+, bid another suit at the two level, then raise him to game in his major on your next bid. 
¶ If partner opens 1H and you donõt have 3+ hearts but have 4+ spades, bid 1S. 
¶ You should have 10+ HCP to bid a new suit at the two-level. If you donõt have 10+ HCP or support for 

partner, bid 1N.   
¶ With a balanced 11-12 HCP and no suit to bid, respond 2N.   
¶ With a balanced 13-15 HCP and no suit to bid (or that you want to bid), bid 3N. 

 
NOTES   
òHCPó is mentioned in some areas and òpointsó in others.  IF  you are certain that your side has at least an-eight card fit 
and IF  you have at least 3 cards in the suit, you can upgrade your hand if you have shortness in a side (non-trump) fit: 
Responder (With fit in partnerõs suit) 
Add 1 point for a doubleton (2 cards in a suit) 
Add 3 points for a singleton (1 card in a suit) 
Add 5 points for a void. (no cards in a suit) 
Opener (After partner has shown you a fit) 
Add 1 point for a doubleton 
Add 2 points for a singleton 
Add 3 points for a void 
These guidelines will help you determine the value of a hand and help you to decide if you should bid game. Distributional points should be used 
with caution. If your void is in a suit in which your partner has HCP, you may find the void to be of little value. 
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Raising 
 
Did anyone notice that you are advised you to raise partnerõs 1H bid to 2H with 6-10 
points and to raise him to 3H with 10-12 points? A 10-point hand when you are responder 
is what I call a tweener ð you want to bid 2ı H, but that isnõt allowed. You need to either 
upgrade or downgrade your hand. Here are some guidelines: 
 
1. Aces and kings are worth more than queens and jacks. Really? In the grand scheme of 

things, aces and kings are worth a little more than 4 and 3 points, respectively, and 
queens and jacks are worth a little less then 2 and 1. Why? Aces and kings can prevent your side from losing 
two quick tricks in a suit. 

2. Tens and nines are worth more than twos and threes. Having more than your fair share of 10s and 9s is 
something to evaluate when you have a tweener.   

3. Having your face cards in long suits is a good thing. The hand s AJxx 1xx 2Kxxxx c xx is better than the 
hand s xxxx 1AJ 2xxxxx c Kx. 

 
 
 
 
 

Responding to Partnerõs Opening Examples 
 
Partner opens 1C 
1. s AKQx 1xxxx 2xx c xxx  1H ð if partner then bids 1S, you have an eight-card fit. This   

     will allow you to find out whether you have an eight-card   
     major suit fit. 

2. s Axxx 1xx 2Jxxx c Qxx  1S ð Bid your major when you have such a weak hand rather   
     than your 4-card diamond suit. 

3. s Ax 1Qxx 2xxxx c Kxxx  1N ð you show your points and distribution on the same bid.   
     You donõt have a strong preference for clubs, and NT scores   
     better than clubs. 

4. s AJxx 1xx 2AQxxx c xx  1D ð with 11+ points, you can afford to show your longest suit,  
     because you can bid spades later if partner bids 1H. 

5. s Kxxx 1QTxx 2xxx c xx  1H ð You are a point short for your response. Still, leaving   
     partner in 1C might not be a good idea. No one could argue   
     with a pass, though. 

 
 
 
 
Partner opens 1D  
1. s Ax 1Qxx 2xx c Qxxxxx  1NT ð you need 10+ points to bid 2C over 1D. 
2. s AKxx 1AKxx 2xx c xxx  1H ð Thereõs no need to jump the bidding to show extras.   

     Partner canõt pass, and you can show your strength with your   
     next bid. 
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Partner opens 1H 
 
1. s Axxxx 1Kxx 2Jxx c xxx  2H ð 6-10 points and at least 3-card support. Your spades will be a  

     nice surprise. 
2. s Axxx 1Kx 2xxxx c xxx  1S ð you donõt have 3 hearts, so you shouldnõt raise partner.   

     Mention your 4-card spade suit. 
3. s Qxx 1Ax 2Qxxx c Axx  2N ð no 3-card support for partner, and no suit to mention. Let  

     him know you have 11-12 HCP and a balanced hand. 
4. s Qx 1Axx 2Axx c KJxxx  2C ð with 14 HCP, tell partner about your suit. You will plan to  

     bid 4H on your next bid. 
5. s Qxx 2Qxxxx c Axxxx  1N ð You arenõt going to bid a new suit at the two-level with 8  

     HCP. This bid does not show a balanced hand; itõs just a hand  
     that has no other bid. 

6. s Ax 1Qxxxx 2Jxxxx c x  4H! ð Note the difference between this hand and hand #4. Are  
     you going to make 4H? Who knows? If you canõt, odds are that  
     the opponents will be able to make something. 

 
 
 
Partner opens 1S 
 
1. s Axxx 1xx 2Axxx c Qxx  3S ð show partner that you have a hand with more than a   

     minimum raise. This is called a limit raise ð itõs an invitation for  
     him to bid 4S if he has more than a minimum. 

2. s Axxx 1xx 2Axxx c xxx  2S ð this is a 6-10 point raise with at least 3-card support. 
3. s Ax 1Axxx 2Qxxx c xxx  1N ð you donõt have a five-card suit to mention on the two-level.   

     With 10 HCP, you are at the top of your bid. Still, you are a   
     point short of a 2N response, and you donõt want to raise partner  
     with only two-card support. 

4. s Axxx 1x 2Axxx c xxxx  3S ð You only have 8 HCP, but should upgrade your hand to 11  
     points because of your singleton heart (worth 3 points as   
     responder).  

5. s Kx 1Qxxx 2AQxx c Qxx 3N ð 13-15 HCP, and you only have 2-card support for partner. 
 
 
Donõt worry about how high your side should bid yet. There are two main things you need to worry about in 
bidding ð 1) What strain (suit or no-trump), and 2) how high. Following the above guidelines will always allow 
you to find your 8-card major suit fit. 
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Lesson 3:  Rebids by Opening Bidder and Responder  
 

Last weekõs lesson advised how to find eight-card major suit fits. Todayõs will give advice on 
how high the bidding should go.   
 
In general, it takes about 25 points for one side to be able to make game. Of course, sometimes 
you can make game with less than 25, and sometimes you canõt make game even if you have 
more than 25. Note that I didnõt say HCP. With extreme distribution, itõs possible to take all 13 
tricks with only 5 HCP! Of course, HCP should be your guide if you are investigating a 3N 

contract. Also, when I say a ògame contract,ó Iõm referring to either 3N, 4H, or 4S. It takes about 29 points to 
make *bold*5C or *bold*5Dñgame in a minor. To seriously think about a 5C or 5D contract, at least one hand 
should contain a singleton or a void. Bidding game gives you either a 300 (non-vulnerable) or 500 (vulnerable) 
bonus. To duplicate players, itõs all about the score.  

Note: Itõs not important for this lesson, but it can be mentioned here.  It takes about 33 points to make a slam, and about 37 to 

make a grand slam. 
 
There are three types of opening hands ð minimum , invitational, and game-forcing. The point ranges are based 
on the fact that if partner responds to your opening bid, he promises 6 points. Of course, 6 is a minimum. If you 
describe your hand accurately to your partner, he will be able to do something intelligent. 
 
Minimum rebids (or calls) are:  
1. Opener rebidding his suit cheaply    1D-P-1H-P-2D 
2. Opener raising responderõs suit cheaply   1D-P-1H-P-2H  
3. Opener rebidding no-trump cheaply   1D-P-1H-P-1N (denies 4 spades) 
4. Opener bidding a new suit that is lower  

than the one opened.       1D-P-1S-P-2C 
5. Opener bidding a new suit at the one level   1D-P-1H-P-1S 
6. Opener passing a minimum raise     1S-P-2S-P-P 
 
Note: Hands 1-3 are true minimumsñyou will never have a 17-count and only raise partnerõs 1H response to 2H because you would 
make an invitational bid of 3H. On hands 4 and 5, your point range is not as clear. You could be invitational. 
 
Considering whether you have a minimum, invitational, or game forcing hand is an  important concept!  You 
cannot bid hands that are larger than minimum (12 to a bad 16) as if they are minimum, because partner can and 
very well may pass any minimum response you make. If, and only if, you have found an 8-card fit, opener can add 
distribution points as follows: 3 points for a void, 2 points for a singleton, and 1 point for a doubleton. If 
you have s AKx 1KQxx 2Qxxxx c x, you have 14 HCP.  If you open 1D and partner responds 1H, you have an 8
-card fit, and you can upgrade to an invitational hand (bid 3H). If partner responds 1S, you have not found an 8-
card fit, so you need to bid as though you have a minimum response.  
 
 
Also, remember that partnerõs first suit bids place no limit on the value of his hand.  This means that a first suit 
response may have 6 HCP or might have 19 or more HCP.   Even if you opened a rule of 20 dog, if partner 
responds in a new suit, you need to find a second bid. (You could also say that a new suit response at the one level 
is FORCING for one round.) He could have 19 points and be thinking about slam.  
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Invitational rebids are:  
1. Opener jumping in opened suit    1D-P-1H-P-3D   
2. Opener jumping in partnerõs suit    1D-P-1H-P-3H   
3. Opener jumping in notrump (shows 18-19 HCP)  1D-P-1H-P-2N 
4. Opener bidding a suit at the 2-level that is higher  

 than the suit opened (called a reverse)   1H-P-1N-P-2S 
5. Opener bidding again after a minimum suit raise  1H-P-2H-P-2S   

        or 2N, 3C, 3D, 3H, etc. 
 
These bids show hands that are willing to play in game opposite a non-minimum response.  They contain 16 to 18 
or so points (counting distribution with a fit and HCP). Verbally, the bid is òI heard you respond, so I know you 
have 6+ points. If you have 8 or 9, I want to be in game. If you have a bare minimum, pass or return me to my 
suit, whichever is appropriate.ó 
 
Note: Most of these bids are straightforward and common sense, but the fourth is unusual (and a little advanced). 
Bidding a suit higher than the one you opened at the two level is called a reverse. We are taught to open in our 
longest suits, and with two five-card suits, we always open the higher one. With five clubs and four diamonds, we 
open 1C. Partner could respond 1S with as few as 6 HCP.  If we then bid 2D, we force him to the three level if he 
prefers clubs over diamonds.  We need to have a good hand to do this, or we could be playing at the three level on 
a seven-card fit with about half the deck. A reverse promises an unbalanced hand ð the long suits could be 5-4, 6-
4, 7-4, 6-5, or 7-6 ð and a hand strong enough to play in game opposite an 8 or 9-count. With a minimum hand 
with five clubs and four diamonds, many players choose to open 1D in order to have a 2C rebid. 
 
Game forcing bids are: 
1. Opener jumping to game    1D-P-1H-P-4H 
2. Opener making a jump-shift   1S-P-1N-P-3H 
 
These bids show 19+ points a willingness to play game opposite a six point response. Have you ever said to 
yourself, òI only have five points, but Iõm going to respond to partner. Whatõs the worst thing that could happen?ó 
1D-1H-4H is the worst thing that can happen, or if it works, itõs the best thing that can happen. 
 
 

Openerõs Rebid Examples 
 
The bidding has gone 1D by you, 1H by partner  
1. s Axxx 1AKQ 2xxxx c xx  1S ð partner is only promising a four-card heart suit and may   

     also have four spades.  
2. s Axx 1AKQ 2Jxxxx c xx  1N ð This bid denies having a four-card major.  If you had one,   

     you would either be raising partnerõs hearts or bidding spades. 
3. s Axxx 1AKxx 2Qxxx c x  2H ð You have found an eight-card fit in a major.  Tell partner   

     immediately, instead of mentioning your spades. 
4. s Axxx 1AKxx 2AJxx c x  3H ð You still have an eight-card fit, but now you have an   

     invitational hand (counting distribution).  If partner has eight or   
     so points, 4H should be a good contract. 

5. s AKxx 1AKxx 2AJxx c x   4H ð partner should have at least 6 HCP for his response. His 6   
     plus your 21 (counting your singleton) should be enough for   
     game.  

6. s AK 1AQx 2Kxxx c Qxxx 2N ð With your 18 HCP, you were too big to open 1N.  Your jump to 2N 
     shows a hand with 18-19 HCP, and denies 4-card support for partnerõs major. 
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The bidding has gone 1H by you, 1S by partner 
 
1. s Axxx 1AQxxx 2Kx c xx  2S ð You have found an eight-card fit in a major.  Tell partner   

     immediately, while showing him a minimum hand. 
2. s Ax 1AJxxxx 2Axx c xx  2H ð You told partner that you have at least five hearts with   

     your opening bid. Rebidding them promises six, and your   
     minimum rebid shows a minimum hand. 

3. s Axx 1KJxxx 2Qxx c Qx  1N ð You have a minimum hand, no four-card spade support, no  
     second suit, and only five hearts. Sounds like a balanced hand   
     with 12-14 HCP. 

4. s Axx 1AQxxx 2Kxx c Qx  1N ð You have 15 HCP, and partner will play you for no more   
     than 14 HCP at this point. Some players will open 1N with this   
     hand. 

5. s Ax 1AQxxx 2Kxxx c Qx  2D ð You have a second suit.  This doesnõt promise more than a  
     minimum, but you could have up to 18. Partner could pass with   
     a count of 6 or a bad 7 but should squeeze out another bid with   
     an 8-count.  

6. s JTx 1AKTxx 2A c AQxx  2Cð Wow, an 18-count. Can you force to game? You shouldnõt.   
     Partner should try to keep the bidding alive, so if he passes 2C,   
     you probably wouldnõt want to be in game. This is a quirk in   
     standard bidding. If your longest suit is higher than your second   
     suit, there is no invitational bid you can make. Bid it like a   
     minimum, and then take anther call if partner doesnõt pass. You   
     really donõt want to force to game with an 18-count.    
     (Remember, partner could have a 6-count.) 

7. s AK 1AQxxx 2AKxxx c x 3D ð Partner should read you for a hand that wants to be in   
     game opposite a 6-count. hand. You promise at least 9    
     red cards on this bidding. 

8. s AKQx 1AQxxx 2Qxx c x 4S ð Your 17 HCP and singleton (making 20 points) should   
     make game a good bet.  Note: This is a better hand than   
     s AKQx 1AQxxx 2xxx c Q, which would be a 3S bid. 

 
The bidding has gone 1H by you, 2H by partner. 
 
1. s AQxx 1AJxxx 2Jx c xx  P ð partner has no more than 10 points. Could you make game?   

     Maybe ð give partner both major suit kings and a minor suit   
     ace, and youõd have a shot. However, that is not likely.  

2. s AQxx 1AKxxx 2Kx c xx 2S ð This is worth an invitation to game. If partner is near   
     the top of his 6-10 points, you should have a reasonable shot at  
     game. Note that 2N, 3C, 3D, and 3H would also be    
     invitational. 2S shows that you have spade values. Partner   
     would accept a 2S invitation by bidding 4H and reject a 3C   
     invitation by bidding 3H with s KJxx 1xxxx 2Ax c xxx. 

3. s AKx 1AKxxxx 2Ax c xx 4H ð You donõt care what partnerõs six points look like. 
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Rebids by Responder 
There are also three types of responding hands,:  minimum , invitational, and game forcing. Sound familiar? By 
the time partner has made his second bid, you should have a good idea about his shape and point count. Letõs 
compare what minimum, invitational, and game-forcing hands look like for both opener and responder: 
 
  Strength  Opener  Responder 
  Minimum  12-16   6-10 
  Invitational  16-18   10-12 
  Game-forcing  19+   13+ 
 
This will make sense if you remember that you need about 25 points to be in game. Note that if either person has a 
game-forcing hand, the pair should have enough for game, even if partner barely had enough to make his bid. 
Also, note that if both pairs have minimum hands, the pair usually wonõt belong in game. Itõs the hands where one 
partner has an invitational hand and the other has a minimum that hand evaluation comes into play.  
 
 
Here are some guidelines: If you are responder and partner has shown a minimum hand with his second bid, 
you should make a minimum bid with a minimum hand, make an invitational bid with an invitational hand, and 
make a forcing bid with a game-forcing hand. Itõs really not much harder than that.   
 
Minimum calls by responder are:  
1. Rebidding your suit cheaply      1D-P-1H-P-2D-P-2H 
2. Raising openerõs second suit cheaply     1D-P-1H-P-1S-P-2S 
3. Rebidding no-trump cheaply      1D-P-1H-P-1S-P-1N  
4. Showing a preference for partnerõs first suit cheaply   1H-P-1S-P-2D-P-2H 
5. Passing partnerõs minimum rebid      1D-P-1H-P-2H-P 
6. Bidding a suit lower that your first after partner rebids 1NT  1D-P-1H-P-1N-P-2C 
 
On hand 1, you should have 6 hearts to rebid your suit, such as s xx 1AQxxxx 2xx c Qxx.  
On hand 2, you promise four-card support for partner, because heõs only going to have four spades (or he would 
have opened them), such as s Axxx 1Qxxx 2Qx c xxx. 
On hand 3, you deny six cards in your suit or four-card support for partnerõs major. 
On hand 4, you only show two cards in partnerõs first suit, such as s AJxxx 1Qx 2xx c xxxx. If you had three-card 
support, you would have raised him on your first bid with a minimum hand. This is an important nuance.  
On hand 6, you promise at least nine cards between your two suits, and your second bid is non-forcing.  
 
Invitational hands are either making a bid one below game, or taking another bid after opener has made a 
minimum rebid (in either his suit, your suit, or NT). 
 
Invitational rebids are: 
1. Jumping in your suit      1D-P-1H-P-1N-P-3H 
2. Jumping in partnerõs suit      1D-P-1H-P-1S-P-3S 
3. Jumping in notrump      1D-P-1H-P-1S-P-2N 
4. Taking any action over a minimum suit raise   1D-P-1H-P-2H-P-2S  
          or 2N, 3C, 3D, and 3H 
 
On hands 1 and 4 partner has already indicated a minimum. He may have a non-minimum hand on 2 or 3, but you 
still jump to show your invitational hands. On hand 1, you promise a good six-card heart suit. 
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Game Forcing Bids 
 
If you have a game forcing hand as responder, you have two choices. The first is obvious ð 
jumping to game. Jumping to game shows a hand you know belongs in game, but you are pretty 
sure that slam is not òin the cards.ó If you think that slam could be in the picture, or donõt know 
which game will be best, you can mark time by bidding a new suit (unless partnerõs rebid was 1N).   
 

Responder Bidding Unbid SUITS 
 
If you OPEN a SUIT and partner keeps bidding unbid SUITS, you should not pass. Please note that NT is NOT a 
suit, so if either of you bids NT, new suits are (usually) NOT forcing. It is very easy for beginning bridge players to 
pass partner's forcing bid, and beginning bridge students may do it often.  
 
The idea of òforcing bidsó is an important part of the game and one that you will get a better feel for as you 
become more experienced. One tip, however, is that if you or your partner have either bid NT or passed at any 
point in the bidding sequence, then most new suit bids will not be forcing. Of course, like most things in bridge, 
there are a few exceptions. Forcing bids will be covered in more detail in a later chapter. 
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Repsonderõs Rebid Examples  
 
The bidding has gone 1D-1H-1N (opponents passing) 
1. s xxxx 1Qxxx 2Kxxx c K  2D ð You have no eight-card major suit fit, and 2D should play  

     better than 1N.  Partner promises at least four diamonds. The  
     only time heõll have three diamonds is if he has 4-4-3-2   
     distribution, and he would have raised your hearts if he had that.  

2. s Axxx 1Qxxx 2xx c Axx  P ð Partner has 14 HCP at most, and you donõt have an eight-card  
     major suit fit. 

3. s Ax 1Kxxxx 2x c Qxxxx  2C ð One of your suits should play better than 1N. This still   
     shows a minimum hand. 

4. s Ax 1Kxxxx 2xxx c Qxx  P ð Itõs usually not right to rebid your five-card suits - save your  
     rebids for when you have six. 

5. s AKxx 1AQxx 2x c Qxxx 3N ð You hoped that partner would have support for one of your  
     majors. He didnõt, so raise him to game. 

6. s Ax 1AKxxxx 2x c Qxxx 4H ð Partner should have at least two hearts for his 1N rebid, and  
     since he has a minimum, slam shouldnõt be in the picture. 

7. s Ax 1AQxxxx 2x c xxxx  3H ð If partner opened a 12 HCP point hand, you probably   
     wonõt want to be in 4H. 

 
 
The bidding has gone 1D-1H-2H (opponents passing) 
1. s xx 1Kxxx 2xx c Kxxxx  P ð No-brainerñyou barely had enough for your 1H response. 
2. s AQxx 1Kxxx 2Qx c xxx 2S ð This shows an invitational hand.  With a minimum, you   

     would have passed partnerõs 2H rebid. 
3. s Ax 1AKxx 2xx c AQxxx 3C ð Your hand is too big for a jump to 4H.  No one says that  

     wonõt be where you end up.  Remember partner canõt pass ð in  
     theory. Turn the club ace into the club 9, and your bid would be 4H. 

 
 
The bidding has gone 1D-1H-3H (opponents passing) 
1. s xx 1KJxx 2xx c Kxxxx  4H ð You only have 7 HCP, but you have a shapely hand with a  

     5-card suit, not 4.  Partner has invited you to bid game if you   
     have more than a bare (6-7 point) minimum. 

2. s xx 1KJxx 2Ax c AQxxx  4C ð Any bid other than pass, 3N, or 4H by you here shows   
     interest in slam. Partner has shown 16-18 points. That plus your  
     shapely 14 could be enough. 

 
 
 
You wonõt get these all correct in the beginning, but this should be a lesson that you review often. If you can 
remember the minimum, invitational, and game-forcing bids and when to apply them, youõll be ahead of 90% 
of the bridge players out there. Really. 
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Lesson 4:  Overcalls 
 
There is a huge advantage to being able to open the bidding.  In tennis the player who serves tends 
to win the point.  In bridge the side that opens the bidding tends to win the auction most of the 
time. However, òmost of the timeó is not all of the time, and thatõs where overcalling comes in. 
 
 
 

There are a few reasons that a player may want to overcall. The first is obvious: the player has an opening hand, 
but the opponent opened first. Donõt you hate it when that happens? The second is less obvious, but also 
important. The overcaller wants to let partner know what to lead if partner has the opening lead.  In fact, there is 
a third reason to overcall, although said somewhat òtongue and cheek;ó overcalling is often something you can do 
to obstruct your opponents and make it a little more difficult for them to just run away with the bidding 
unopposed.  You donõt want to abuse this, but if you have an overcallable hand,  it is a tactic you may wish to 
consider. 
 
The requirements of an overcall are actually pretty simple. The overcaller should have some HCP. How many? At 
the one level, at least 8 HCP not vulnerable, and at least 10 HCP vulnerable. At the two level, at least 10, 
regardless of vulnerability. Either way, 16 HCP should be the maximum for your suit overcalls (Note: With 

more than 16 HCP, start with a double . The next lesson will cover this topic.) 

 
The overcaller should also have a good suit.  It should contain at least five cards, and if you have less than 13 
HCP the suit should contain at least one of the top two or at least two of the top four honors. If you overcall a 
suit that looks like this: JTxxx, donõt be surprised if your partner leads the K right into declarerõs AQ.  
 
A 1NT overcall is a special exception. When you overcall 1NT you have almost exactly the same hand as if you 
had opened 1NT (15-17 HCP). The only difference is that you must have at least one stopper (Axx, Kxx, QJxx) in 
the openerõs suit. 
 
Vulnerability 
Why is vulnerability important?  Well, if you look at your board, youõll note that it either says òVULó or not, or is 
red or white. In scoring there are penalties for going down or not making your contract. The vulnerable 
penalties for not making your contract are twice as harsh undoubled and even harsher if you are doubled (100 
per trick undoubled red, compared to 50 per trick white). That is why you need to exercise more caution in your 
bidding. (Doubled penalties more than double the score if you are down more than one. See the scoring chart on pages 10 and 11.) 
 
 
Overcalling is very similar to opening the bidding in that itõs fairly obvious when to do it. Itõs the overcallerõs 
partner who needs to exercise some judgment. If your partner overcalls, do not expect him to have an opening 
hand. You should usually pass without a fit unless you have 10 or so points of your own. If you have a fit, you can 
give partner a raise with a minimum type hand.   
 

Note: This is advanced, but itõs very important. With a 10+ point hand and a fit , you cue bid the opponentõs suit. This just means you bid the openerõs suit, 

which you donõt really have. Your partner needs to know you are doing this. (See Cue Bids in Bonus Lessons.) 
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How to Respond to Partnerès Overcall 
 

Here is an example of how to respond to your partnerõs overcall if your right hand opponent opens 1 club and 
your partner overcalls 1 spade. His 1 spade bid shows at least a 5-card spade suit and 8-16 HCP. 
 

OPP       PARD        OPP     YOU 

 1        1           P         1NT  = 8-11 hcp, club stopper, not forcing 

                                          2    = forcing, asking about the point count of the overcall (shows 
            support for spades with 10+ points) 

                                          2    = not forcing* 

                                          2    = not forcing* 

                                          2    = simple raise (shows 3+ spades with 6-10 points) 
                                          
      2NT = 12-14 HCP, clubs stopped, invitational 

                                          3    = good suit, good hand, highly invitational 

                                          3    = good suit, good hand, highly invitational 

                                          3    = preemptive (shows 4 spades with 6-9 points, including  
           distributional points) 
                                           
      3NT= to play; 14+ hcp with clubs stopped 
 
 
*You and your partner need to discuss whether a new suit bid over the overcall is forcing or not forcing. Standard bidding 
says that it is not forcing, but many people play that if you are a non-passed hand, you can bid a new suit over your partnerõs 
overcall as a one-round forcing bid. Note that if you would prefer to play this non-forcing, you can jump in your suit to show 
a good hand, as indicated on the chart. 
 

 
 
How to or whether to respond to your partnerõs overcall is one of the hardest parts of this game, so donõt feel 
overwhelmed. With practice and partnership trust, you will get this. 
 
The bids on this chart introduce some concepts we havenõt yet mentioned. Notice that after partner overcalls 1C 
with 1S, both your 2S and 3S bids show weak hands with support. Believe it or not, 3S shows a weaker and/or 
shapelier hand than 2S, while the cue-bid of 2C shows a good hand with support.   
 
The 3S bid is called preempting ð jumping the bidding with a weak hand. There will be more information on 
preempting in a future lesson, but the idea is to crowd the bidding when you have a long suit to make it more 
difficult for the opponents to bid. Jumping to 3S would show a hand such as s Axxx 1x 2xxxx c Qxxx.   
 
With another spade, you would think about bidding 4S, especially not vulnerable.  You probably wonõt make it, 
and you will probably will be doubled. Still, if partner has five spades and a weakish hand, the opponents are 
probably taking a bunch of tricks if they get to decide what the trump suit will be. Itõs a sacrifice bid.  
Note: Good duplicate players know scoring very well so they can know when to do this and when not to. 
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Final Word on Overcalling 
 
One great thing about making overcalls is that it makes it difficult for opener's partner to describe his hand. 
Negative doubles are a tool most players use. The easiest use of a negative double involves showing your partner 
your heart suit after the opponents have the nerve to overcall spades. 
 
Example: 
Your hand:   s K3  1AJxx  210xxx  c xxx 
 
You have 8 HCP and your partner opens 1C. You are all ready to say 1H, but hereõs how the bidding goes: 
 
Partner  Opponent   You 
  1C               1S   ??? 
 
You are now stuck. You canõt bid 2H. That is telling your partner that you have at least 5 hearts and 10 or more 
HCP. So what are you to do? 
 
The solution is the negative double. You simply say double, which does NOT say the opponents cannot make 
1S. It simply says: òI have at least 4 hearts, and I might have less than 10 HCP. 
We'll discuss this bid in greater detail in Lesson 11. 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The sum of all technical knowledge cannot make a master  

contract player. 

Ely Culbertson  
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Lesson 5 - Takeout Doubles  
You have three options when the opponents open the bidding.  You can either pass, overcall, or 
double. We've already learned about overcalls (a good 5+ card suit with at least 8 HCP - more if 
vulnerable or at the 2 level),  and, of course, you know how to pass.  The third option is to double.  
By the way, there are several other types of doubles you can use in different situations.  We will 
discuss some other doubles in later chapters. 
 

Lets look at the takeout double. Here's how it works. If RHO opens 1S, you are far more likely to hold a hand 
with a s x 1xxxx 2xxxx c xxxx -type shape than one with a s xxxxx 1xx 2xxx c xxx -type shape. In old (really 
old) bidding theory, 1S-X would have been a penalty double, meaning òYou aren't going to make 1 spade, so I'm 
doubling to increase your penalty.ó Since hands like that seldom came up, using the double to force partner to 
make a call became a better use for the double. 
 
In modern bidding the doubler in the sequence 1S-X is saying, òI have about an opening hand. I don't have 
many spades, but I can support all of the unbid suits.ó A textbook double of 1S would look like s x 1AJxx 
2Kxxx c AJxx. With this shape, you could double with as few as 11 or so points because you have 4-card support 
for any suit partner bids. If the shape is not quite as good as the textbook example above for instance  s xx 1xxxx 
2xxxx c xxx, then the 1S doubler should have at least 13 HCP. A takeout double strongly suggests having at least 
four of the unbid major(s), but sometimes you will be dealt a hand like s x 1AJx 2AJxx c Qxxxx. You would 
double 1S because of your weak five card suit and your tolerance for the other two suits.  You could also be dealt 
Axxx KJx Axxx c Jx and double a 1C opener. Remember, if you don't have perfect shape, you need to have a full 
opening bid. 
 
If you don't have a shape for an overcall, and you don't have a shape for a takeout double, and you can't overcall 
1NT, you should pass. If you double, you need to be able to tolerate any suit partner bids. If RHO opens 1S and 
you have s Axx 1Axxx 2KQxx c xx, you should pass.   

Edõs Law: If you double with a hand that has a short suit (not opponentõs), your partner will bid that suit.   

 
Responding to Takeout Doubles 
Responding to partner's takeout double is relatively simple. First, partner is NOT inviting you to pass.  He doesn't 
have many of the opponent's bid suit. If partner doubles 1C, you expect him to have a hand that looks like s Axxx 
1Axxx 2Axxx c x, or thereabouts.   
Your options: 
¶ If you have 4 cards in an unbid suit (prefer a major over a minor) and 0-8 points, bid it .  
¶ If you have 4 cards in an unbid suit (prefer major over minor) and 9-11 points, jump in your suit.  For 

example, if the bidding goes 1C-X-P to you and you have s Ax 1KQxx 2xxx c Qxxx, let partner know you 
have 9-11 points by bidding 2H.   
Note: if you have more than 11 points,  you might want to either go to game or cuebid the opponentõs suit. 

¶ With 7-9 points, no four-card major and stoppers in opponentõs suit, bid 1NT.  
¶ With 10-12 HCP, no four-card major and stoppers, bid 2N.   
¶ With 13-15 HCP, no four-card major and stoppers, bid 3N.   

Note: Since 1NT promises 7 HCP, you will occasionally find yourself bidding your best 3-card major. You cannot pass a   takeout double with a weak 
hand. You must have a good hand with 5 or more trumps in order to pass. 

 
If you have 17+ HCP, you may want to make sure that everybody has the same-colored cards, or that you aren't 
playing pinochle. You are forced to bid even if you have zero points.  Doubler should not take another call 
unless he has 17+ points. 
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Double or Overcall 
Overcalls should be between 8 and 16 HCP. With less points, you do something else (pass), and with more you do 
something else (double). With the hand s AKJxx 1Ax 2KQxx c xxx, double if RHO opens 1C.  Partner will 
probably respond 1H because he expects your hand to have a s xxxx-1xxxx-2xxxx-c x shape. You should then 
bid 1S. This tells partner that you don't have a takeout double based on shape. Instead you have a hand that was 
too big to overcall 1S. You have a double hand based on more than 16 points + a good suit. 
 
In general, you should have 17 or so points to take another bid after you have made a takeout double.  Remember, 
partner will jump if he has 9-11 points. If he doesn't jump, he has 0 to 8 points. This means that if you double and 
partner hits one of your four-card majors at the one-level, you pass on your next bid, even if RHO has taken 
another call.   
 
On the bidding 1D-X-P-1S-2C, a 2S bid by opener would show 17or so points. Partner heard the double. He 
won't let them play 2C unless it's a good thing. If the bidding proceeds 1D-X-P-1S-2C-P-2D-P-P, a 2S bid would 
be competitive and would not show extra values. Similarly, if you are responding to partner's takeout double, after 
the bidding 1D-X-P-1S-2C-P-2D, a 2S bid doesn't mean that you have 9+ points, because you denied that with 
your non-jump bid of 1S.  
 
If you have a massive hand (20+ HCP), double and then cue-bid the opponent's suit. This tends to promise 
support for partner's suit, but you could also do it with a hand intending to bid your suit over whatever partner 
bids.  

 
Takeout Double Examples  
 
LHO opens 1H 
1. s AQxxx 1x 2AQxx c Kxx 1S - Yes, you can support all of the unbid suits.  Still, with a five- 

     card major, this looks like an overcall. 
2. s AKJx 1xx 2Qxxxx c xx  P - I might bid 1S with this hand.  Of course, I go down a lot.   

     Still, it will get partner off to the right lead (if heõs on lead.) 
3. s AJxx 1xxx 2Qxxx c Ax  P - You aren't short in opener's suit, don't have a good suit of  

     your own, and aren't big enough (or have the heart stoppers) to  
     bid 1N. 

4. s AJxx 1xx 2Qxxx c Axx  X - This is about the cheesiest takeout double you should ever  
     make.  

5. s AKxxxx 1Ax 2AQx c xx X - You have a 17 HCP and a 6-card suit.  Show partner a big  
     hand by starting with a double.  He'll play you for about an   
     opening hand with s xxxx-1x-2xxxx-c xxxx shape.  He'll   
     probably bid a minor.  Over that, bid 2S - he'll know that you   
     had a hand too big to overcall 1S. 
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LHO opens 1D and partner doubles.  RHO passes.  
 
1. s xxxx 1xx 2xxxx c xxx  1S - Partner is NOT inviting you to pass!! He doesn't have many  

     diamonds in his hand, so unless he has a moose (technical term  
     for a massive hand), 1D will make, probably with overtricks. 

2. s Axxx 1Kx 2KJxx c xxx  2S - Partner has invited you to bid a four-card major. You have  
     one, and 10+ HCP. Show him that you have a good hand.   
     Notice that this hand has the same shape as the above example.  
     This is why the takeout doubler needs 17+ points to take a   
     second bid. 

3. s Axx 1Kx 2KJxx c Jxxx  2N - Partner should have about an opening hand and you have  
     two stoppers in opener's suit. If you are white on red, converting  
     the takeout double to a penalty double by passing might pay off.  

4. s xxx 1xxx 2xxxxx c xx  1H - You aren't going to pass - see the comments for hand #1! 
     Bid 1H, and hope that partner doesn't jump to 4H. 

5. s AKxxx 1Qx 2xxxx c Ax 4S - If partner has enough for a takeout double, you should have  
     enough to make 4S. 
 
RHO opens 1D.  You double, and partner bids 1S 
   
1. s Axxx 1Qxxx 2x c AQxx P - You promised about an opening hand with support for the  

     unbid suits. That's what you have. Partner would have bid   
     something other than 1S if he had had 9+ points. You'd rather  
     play 1S than 2S if you could. If the opponents come back into the  
     bidding, you can then raise to 2S. 

2. s Axxx 1AKxx 2x c AQxx 2S - This is a big hand.  Partner will play you for 17+ points and  
     at least four spades.  He isn't forced to bid again, but probably  
     will if he has 7 points or so. 

3. s Ax 1AKQxxx 2xx c AKx 2D - Wow, that's a big hand.  Partner should play you for about a  
     20-count.  He cannot pass, as your bid doesn't promise diamonds.  
     (Itõs one of those cuebids again.) You plan to bid hearts at your  
     next turn. 

4. s AKQx 1AQxx 2x c AQxx 4S - Yes, partner could have a zero-count and he could go down.  
     Still, a rounded king (heart or club king) would be enough for  
     him to make game. 

 
 
 
Takeout doubles and overcalls tend to be difficult concepts for beginning bridge players. It takes discipline to 
pass with a 13-count where your hand doesn't fit the requirements for an overcall or a takeout double. Believe it or 
not, partner will usually be able to figure out about how many points you have. How? He knows that if the 
opponents stop in a part score, they have less than 25 HCP. If they stop in a two-level contract, they usually will 
have between 19 and 22. If he's looking at a 5-count and the opponents stop in 2D, he'll be able to figure out that 
you either 1) have about an opening hand or  2) the opponents should be bidding more. You should always 
assume that if the opponents could bid more, they would. Why? They like to score game bonuses as much as you 
do! 
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Lesson 6:  Responding to No-Trump OpeningäStayman 
 
Opening 1NT is a great bid because it tells partner your have 15-17 HCP and a balanced hand. Your partner has 
a couple of tools to find out more about the strength and/or major suit holdings of your hand in order to find the 
best contract.   
 
If your partner opens 1NT and you do not have 4 or more cards in a major suit, you have very easy choices. 
 
Partner opens 1NT 
¶ With 0-7 points   Pass 
¶ With 8-9 points   Bid 2NT 

     This bid asks your partner if he is on 15 or 17. If he is on 15, he passes, and if  
     he is on 17, he bids 3NT. What about 16, you say? Well, he looks for other  
     good stuff, such as a 5-card suit or some well placed 10õs to make his   
     decision. In other words, he uses judgment. 

¶ With 10-14 points   Bid 3NT 
¶ With 15+    We will get to that bid later. Itõs a good problem to have. You  can probably guess because 

     there is a definite pattern here. 

 
Now what if you do have 4 or more cards in a major suit? It is usually worth exploring whether or not your side 
has an 8-card major suit fit. The good news is that there are 2 conventions that can help you find out about your 
partnerõs major suit holdingñStayman or Jacoby Transfer.  
 

Stayman    2  
The basic premise of Stayman is simple. A 2C bid over 1NT promises at least 8 HCP (with one exception which is 
described below) and at least one four-card major. The 1NT opener has only three choices: 
¶ 2D - I don't have a four-card major. 
¶ 2H - I have four (or five) hearts, and I may have four spades. 
¶ 2S - I have four (or five) spades, and I don't have four hearts. 
 
Responses to 2D 
Bidding has gone 1NT-P-2C-P-2D 
¶ 2H or 2S shows a minimum hand (less than 7 HCP) with five of the bid major and four of the other.  

Note that you do NOT have to have 8 HCP to bid Stayman if you have 5 of one major and 4 of the other. You simply bid your 5-card major if partner 
bids 2D. 

¶ 2NT  shows an invitational hand with at least 1-four-card major (8 or 9 HCP). 
¶ 3 of a major shows five cards in the bid major and four in the other and 10+ HCP. 
¶ 3NT shows a hand with at least one 4-card major and 10+HCP. 
 
Responses to 2H or 2S   
(bidding has gone 1NT-P-2C-P-2H or 1NT-P-2C-P-2S) 
2NT  shows that responder to the 1NT opener has 8-9 HCP without four cards in partner's major. (You have the 
four-card major that he didnõt bid.) Partner can pass with 15 or a bad 16 HCP or bid 3NT  with good 16 or 17 
HCP.   
¶ Raising partner's major to 3H or 3S shows 8-9 HCP with four-card support. 
¶ Bidding 4H or 4S  (partner's major) promises four-card support with 10+ points. 
¶ 3NT  shows 10+ points but the other major (not partnerõs). 

Note: Therefore, if 1NT opener has four hearts and four spades and responder has four spades and 10+ HCP, the bidding would go 1N-2C-2H-3N-4S. 
 
 



30 

Garbage Stayman 
Your hand is s Jxxx 1Jxxx 2Qxxx c x, and partner opens 1NT. You expect that partner will do better in 
a suit contract than in 1NT. Bid 2C. He only has three possible responses, and you can pass whichever 
one he makes.   
 

 
Beyond 17 
Stayman isn't just played over 1NT openers. You should play Stayman over 2NT openings, also. Of course, 
responder's strength requirements to bid game will be less. Over 2NT (20-21 HCP), 3C is Stayman.  

 
Opening NT 
1NT  15-17 
2NT  20-21 
What if you have 18-19 HCP and a balanced hand?  You just bid 1of a suit (usually a minor) and then jump to 
2NT on your second bid. What if you have more than 21 points? Thatõs a very good question, and we will talk 
about how to open that hand in Lesson 9. 

 
Stayman Examples 
 
Partner opens 1N 
1. s AKxx 1AJxx 2xxxx c x  2C - If partner bids a major, you'll raise him to four.  If he bids  

     2D, you'll raise him to 3N.  Don't worry about your singleton  
     club - much.  

2. s AJxx 1Qxx 2xxxx c xx  P - Yes, it would be great if partner responded 2S if you bid 2C.   
     However, if he doesn't, you'll be forced to make an invitational  
     bid and partner could end up in 3NT, which could be bad. 

3. s Axxx 1xxxx 2xxxxx c V  2C - You'll pass whatever response partner makes. This is   
     Garbage Stayman. Partner will expect you to have at least 8   
     HCP; heõll figure out you donõt when you pass his response.   
     Heõll thank you, too. 

 
 
You open 1NT and partner bids 2C  
1. s AJx 1KQx 2xx c AJxxx  2D - This hand is the worst hand you can hold when partner   

     holds a garbage Stayman hand. 
2. s AJxx 1KQxx 2Axx c Qx 2H - With 4-4 in the majors, respond 2H to Stayman. 
3. s Ax 1Qxxxx 2AQx c KJx 2H - You opened this 1NT. Some players will - some won't.   

     here are a couple of good reasons to open it 1NT. First, it   
     describes your point count. Second, it makes it tougher for the  
     opposition to come into the bidding if they have spades. The   
     problem is that you can't tell partner you have 5-card major. 
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Partner opens 1NT and responds 2S to your 2C bid  
1. s AJxx 1Qx 2Axxx c xxx  4S - You have an eight-card major suit fit and enough points to  

     be in game. 
2. s Qx 1AJxx 2Axxx c xxx  3N - You don't have an eight-card major-suit fit, but you have  

     enough points to be in game. 
3. s AJxx 1xx 2Axxx c xxx  3S - You've found your eight-card major-suit fit, but you   

     wouldn't want to be in game if partner only has a 15-count or  
     has 16 HCP with a 4-3-3-3. 

4. s xx 1AJxx 2Axxx c xxx  2NT - No eight-card major suit fit, but you want to be in 3NT  
     if partner has a maximum 1NT opener. 

 
You open 1N, and partner bids 2N over your 2H response to Stayman 
1. s AQx 1AKxx 2Kx c xxxx P - This is a tweener hand. You want to evaluate on shape and  

     spot-cards. With 2 10s in your hand, you would take a   
     gamble on 3NT. 

2. s AQxx 1AKxx 2Ax c xxx 4S - Why did partner bid Stayman?  He would raise hearts if   
     he had a four-card heart suit. Since he doesn't have four hearts,  
     he must have four spades and an invitational hand. You accept  
     his invitation - in spades. Turn the heart king into the heart   
     jack, and you would bid 3S and expect partner to pass. 

     
Other than when you bid Garbage Stayman with 0-7 points (or with 0-7 points and 5-4 in the majors), the Stayman 
bidder has at least an invitational hand. In general, you have four choices after partner makes his response. They 
are: 
 
1. With an invitational hand (8-9), raise partner to 3 of his major if you have an eight-card fit. 
2. Bid 2NT (8-9) if you haven't found an eight-card major-suit fit. 
3. With a game-going (10+) hand, raise partner to 4 of his major if you have an eight-card fit. 
4. Bid 3N (10+) if you haven't found an eight-card major-suit fit. 
 
Remember these choices. They will come in handy not only for Stayman, but also for next week when we learn 
about transfers. 
  

 

 

 

 

 

 

 

 

 

 

 

 

Most bridge players prefer consistency in their partners 

rather than brilliance. 

~Matthew Granovetter 
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Lesson 7:  Jacoby Transfers 
 

The last lesson featured the Stayman Convention. The other common convention 
after partner has opened no-trump is the Jacoby Transfer, named after Oswald 
Jacoby. The Jacoby Transfer tells partner that you have a 5+ card major. Stayman 
asks, Jacoby Transfer tells.   
 
 
The Jacoby Transfer bid is used after opener has opened some level of no trump. 
How do you do it? After partner opens 1NT, the partner bids the suit under his 5+ 
card major, i.e. he bids 2D with a 5-card heart suit. The 1NT opener has no choice - 

he must accept the transfer by bidding the next higher suit, so he would bid 2H over 2D, even if he only had 2 of 
them.   
 
 
After the Jacoby Transfer sequence, the next bids are similar to the simple stuff.  
¶ With 0-7 points, the transfer bidder passes.   
¶ With 8 or 9 and a 5-card major, the transfer bidder invites to game by bidding 2NT. 
¶ With 8 or 9 and a 6-card major, the transfer bidder invites to game by bidding 3 of the major. 
¶ With 10+ points and a 5-card major, the transfer bidder bids 3N. 
¶ With 10+ points and a 6+-card major, the transfer bidder bids 4 of the major. 
Note these point ranges are lower if partner opens 2N or shows a NT hand that has 22 or more points. 
 

 
Pretty simple! Okay, what if the Jacoby transfer bidder has two suits? Well, thatõs a very good hand. The main 
thing to remember is that the first suit you bid is a transfer, the second suit you bid is natural, and you are 
interested in going to game in one of those suits. 
 
 
Announcing Your Bid 

If you and your partner agree to play Jacoby Transfers, you need to let your opponents 
know. This is how you do it. After the transfer bid is made, the 1NT opener says "transfer." 
This lets the opponents know that the 2D bid doesn't mean that the bidder has diamonds; he 
has hearts. If you goof (and we have all done that), and your bid of 2D really means 
diamonds, donõt say a word. Keep a poker face. (No oopsñthatõs why directors are 
sometimes called.) Remember, if you go back and bid the diamonds again, your partner will 
now think you have 5 hearts AND 5 diamonds.  
 
 

Why Play Jacoby Transfers 
There are two major advantages to playing Jacoby Transfers. First, the no-trump opener gets to play the hand. 
Having the stronger hand in the partnership, declarer will often gain an extra trick. Second, if you don't play Jacoby 
Transfers you are less able to describe your hand. Playing Jacoby Transfers gives you the ability to describe 
invitational and game forcing hands with 5+-card majors. Also, everyone in the room is playing them, so you 
donõt want to be at a disadvantage by not playing that convention. 
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BIG Transfer (Texas-Style) 
 

Want something fancy? A Texas Transfer shows a hand with a 6+-card 
major that belongs in game. With a six-card spade suit and 9-12 or so HCP 
(depending on shape), a person playing Texas transfers would bid 4D or 4H 
over partner's 1NT bid. Partner would know to bid 4H or 4S. That's all there 
is to Texas Transfers. Texas Transfers are similar to Jacoby Transfers in that 
partner says òtransferó after the 4H bid, announcing that you have spades, 
not hearts. You are also showing a hand that has no interest in slam.  

Note that if you play Texas Transfers, the sequence 1N-2D-2H-4H shows a hand that could belong in 
slam if partner has good heart support and a maximum. 

 
 

Minor Suit Relay 
Want something else?  Since you never have to bid 2S over 1NT again (because if you have spades, you will bid 
2H), you could play that 2S over 1NT shows a weak hand with a long minor. Partner will say òalert,ó not 
òtransfer,ó and bid 3C. This bid is called a relay to clubs. If clubs is your suit, you would pass. If you have a weak 
hand with lots of diamonds, you bid 3D, and partner will pass.   
 
There are two advantages to this. First, the no-trump opener will get to play the hand if your suit is clubs. Having 
the strong hand hidden is often worth an extra trick. Second, if you play 2S as a relay to clubs, the sequence 1NT-
2C-2S-3C shows a weak hand with a four-card major (the one partner didn't bid) and at least six cards in the 
minor. That way, if partner bids your four-card major, you can pass or raise, if so inspired . 6-4 hands tend to play 
pretty well. 
Note: Some pairs play the above sequence as a strong hand with a major and clubs, so be sure to discuss this bidding sequence with your partner. 

 
 
Try Transfers  
Once you get used to the concept of bidding a suit that you don't have, transfers will become a very useful part of 
your bidding. Without them, you'd have no way to bid the hand s KQxxx 1Kx 2Jxx c xxx with any certainty 
after partner opens 1NT. 2S would be a sign-off, 3S could be too high if partner has a two-card spade suit and 15 
HCP, and Stayman won't let partner know that you have a five-card major. 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
 

Did You Know? 

 

43.6 percent of all slam contracts fail. 

62.7 percent of all bridge players are women. 

97.8 percent of all bridge statistics, including these, are made up. 
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Jacoby Transfers Examples 
 
Partner opens 1NT  
1. s xxxxx 1xx 2xxxx c xx  2H - transfer to 2S. Partner may not make 2S, but he certainly  

     won't make 1NT. 
2. s AKxxx 1Qx 2Qxxxx c x 2H - transfer to 2S, then plan to bid 3NT on your next bid.   

     Yes, partner could have a hand that makes 5D or 6D and goes  
     down in 3NT.  However, if 3NT makes, partner needs to take  
     12 tricks in diamonds to get a better score. 

3. s AKJxxx 1x 2xxxx c xx  2H - transfer to 2S, then bid 3S inviting partner to game. 4S   
     would also be reasonable with this 6-4 shape. 

4. s Q 1xxx 2Jxxxxx c xxx  2S - transfer to a minor. Partner will bid 3C, and you will   
     correct to 3D. Partner must pass 3D. Partner likely won't have  
     a chance in 1N.  3D may not make, but your side should take at  
     least two more tricks if diamonds are trump. 

5. s xx 1Qx 2AQxxxx c Kxx 3NT - Yes, you have nice diamonds, but you shouldn't expect  
     to take 12 tricks if diamonds are trump. That being said, bid   
     your most likely game. 

6. s Ax 1KJxxxx 2xx c xxx  2D - transfer to 2H, planning to raise to 3H (an invitational bid  
     showing a six-card suit). 

7. s AJxxx 1KQx 2Qx c Qxx 2H - transfer to 2S, planning to raise to 3N. Slam could make  
     on this hand, but partner would need to have a maximum and  
     good spade support. Game is probably the limit, so advise   
     partner that you have enough for game with a 5-card spade suit.  
     He'll bid 4S with three or four-card support and pass 3N with  
     only two. 

 
You opened 1NT.  Partner transferred you to 2S, and then bid 3NT. 
1. s Ax 1AQx 2Kxxx c Axxx P - You don't have an eight-card fit in a major, so play 3N. 
2. s AQx 1Ax 2Kxxx c Axxx 4S - You have an eight-card major-suit fit. 
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Lesson 8:  Opening Preempts 
 
This is going to be a foreign concept to some of you. Everything you have learned so far has been 
based on bidding when you have a good hand and passing when you don't. As far as concepts go, 
that's a pretty good one. There are a couple of exceptions, though. Both of them deal with ways to bid 
weak, but shapely, hands. You will learn about single-suited shapely hands today.   
 
 

Making an opening preempt is making a bid at 2D or higher with a hand that you wouldn't open under the Rule 
of 20.  (Note: 2C is not a preemptñsee Lesson 9.) 

 
There are three good reasons for making preempts:  1) you make things difficult for the opponents,  
2) you describe your hand to your partner, and 3) you make things difficult for the opponents. 
 
Preempt Requirements 
An opening preempt should contain between 5 and 10 points, with most of the points contained in the long suit.   
¶ With a six-card suit, open at the 2-level (except for clubs).   

A Disciplined Weak 2 Bid promises 2 of the top 3 honors if vulnerable, 2 of the top 4 honors if not vulnerable, and no voids. 

¶ With a seven-card suit, open at the three-level. 
¶ With an eight-card suit, open at the four-level.  
  
So, with the hand s AQxxxx 1xx 2xxx c xx, you have the requirements for a preempt - open 2S.  With 
s AQxxxxx 1xx 2xxx c x, open 3S.  With s AQxxxxxx, 1x 2xxx c x, open 4S.   
 
Vulnerability 

Vulnerability has a huge influence on preempting. A good rule of thumb is the  
2-3-4 rule. If you are at unfavorable vulnerability (You are vulnerable; they aren't.), you should be 
within 2 tricks of your bid. At equal, you should be within 3 tricks, and at favorable, you should be 
within four tricks.   
 
You expect to take six tricks with the suit s AJxxxxx. (Assume the other cards split 2-2-2.) If you open 

3S, you will be within 3 tricks of your bid. The worst case scenario in the outside suits will cause you to go down 3. 
If you have equal or favorable vulnerability, you should definitely preempt. At unfavorable, you may want to wait 
for further developments. The general principle is that if you are vulnerable, you should have a very good suit. 
 
Partner 
Another thing to consider is whether partner has already bid. If you are 1) vulnerable and 2) in first or second 
seat, you especially want to have a good suit for your preempt. Why? Partner may have a good hand, and your 
preempt will make it tougher for him to bid. When you make a vulnerable preempt in first or second seat, partner 
will expect you to have a suit no worse than AJTxxx or KQJxxx. This way, if he has an honor he can expect to 
take six tricks in your suit.  If partner hasn't bid, you should NOT preempt with a hand that has an outside four-
card major. If partner opens the bidding, your side will usually find an eight-card major suit fit if one exists. If 
you preempt in front of partner, you rarely find your four-four major suit fit.  
 
The great thing about preempts is that it makes things hard on your opponents. If partner has already passed, you 
don't have to worry about making things tough on him.   
 
 
 
 
 


