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The Pack has 4 suits in ascending order of status:

 Clubs ♣           Diamonds ♦            Hearts ♥              Spades ♠

Cards in ascending order of priority: 2  3  4  5  6  7  8   9  10   J (jack)   Q (queen)   K (king)  A (ace)

Valuing a hand:  ace = 4 points   king = 3 points    queen = 2 points    jack = 1 point.

There are 40 points in the pack. An average hand holds 10 points.

MiniBridge Rules:

When you pick up your hand, arrange it into a fan so that you can see all thirteen cards at once. Put all the spades together, in order.  Similarly with the other suits. Don’t show your cards to anybody else.

Without trumps:  

Each player counts his points and announces the total.  For example:

 South: 12 points         West: 14 points       North: 11 points      East: 3 points

South partners North, West partners East.  North/South with 23 points have more points than East/West. South has more points than North so South takes on a special role called: Declarer.  Next North (declarer’s partner) places his hand face up on the table so everybody can see it: all the spades together etc.  North’s part is over. He is called Dummy.

Now declarer opts to play either in Game or Part-score. If the combined points of declarer and dummy are at least 25 he opts for Game. Otherwise he opts for Part-Score. We will explain the implications of this a little later.

Rotating clockwise, the hand after declarer is West.  West chooses one of his thirteen cards and plays it face up on the table i.e. he leads that card.
Cards are now played in a clockwise rotation. Dummy makes no decisions. Declarer tells him which card to play.  Suppose West leads ♥2, North (dummy) is told by South (declarer) to play ♥Q. East plays ♥K and South plays ♥5.  East’s ♥K is the highest card played in the suit led so East wins the trick. 

(A trick consists of one card from each player’s hand). Since East/West are partners it doesn’t matter which of them wins the trick except that if East wins this trick, it is East who must play the first card (lead) to the next trick.

Each player must play a card in the suit led if he has one. If he hasn’t got one he plays a card of another suit but in doing so he gives up hope of winning the trick.

  When a trick is finished the cards are turned over. Point the card towards your partner if your side wins the trick. Point the cards towards your opponents if your side loses the trick.  Arrange the quitted cards in a neat row from the left. In the arrangement below your side lost the first three tricks and won the fourth.


[image: image1]
    

This process goes on until each player has no cards left. Thirteen tricks have been divided between the two sides. Maybe North/South have 8 tricks and East/West have 5 tricks. Who do you think has been more successful?

If North/South had opted for Game (because they had at least 25 points) then they are successful only if they make at least 9 of the 13 tricks. If they opted for Part-Score then they are successful if they have made 7 of the 13 tricks.

In the event of any tie, ie. both sides have 20 points, the board is re-dealt. If North/South have the majority of the points but North and South have equal numbers (eg. North and South each have 12 points) the first one to speak becomes declarer.

With trumps allowed: Each player counts his points and announces the total.  For example: South: 12 points. West: 14 points. North: 11 points. East: 3 points 

South will be declarer and West leads but when dummy appears South either says no-trumps or picks a trump suit. Play proceeds as with no-trumps but if a player has no cards in the suit led he can choose to play a trump if he wishes (he doesn’t have to). In any trick a trump beats any non trump.

   E.g. Spades are trumps.  West leads ♥2.  North (dummy) plays ♥A   East plays ♠2   South plays ♥7. East has won the trick and leads to the next trick.

Generally declarer picks a trump suit if he has a total of 8 cards in that suit in his hand and dummy put together. Otherwise he opts for no-trumps. He still needs 25 points for Game but the criteria for success in a Game are different.

If there are no-trumps declarer is successful if he makes 9 of the 13 tricks.

If Spades or Hearts are trumps declarer is successful if he makes 10 of the 13 tricks.  If Diamonds or Clubs are trumps declarer is successful if he makes 11 of the 13 tricks.

MiniBridge Hands  (Hands 1-4 played with no-trumps)

Hand 1
♠ 7 3 2



Hand 2
♠ K Q J 3



♥ 6 3 2





♥ 9 4 2



♦ A 8 4





♦ 9 5 4



♣ A K 7 3





♣ 7 3 2

♠ 9 8 6


♠ A 5 4

♠ 10 9 8 6


♠ 7 4 2


♥ Q J 10 9


♥ 8 7 5

♥ A K Q J


♥ 10 5 3

♦ 9 7 6 3


♦ Q J 10

♦ J 6 2


♦ Q 10 3

♣ J 2


         ♣ Q 10 9 8

♣ 9 6


         ♣ J 10 8 4



♠ K Q J 10





♠ A 5



♥ A K 4





♥ 8 7 6



♦ K 5 2





♦ A K 8 7



♣ 6 5 4





♣ A K Q 5

Hand 1:    West leads ♥Q.  South wins ♥A and counts 6 top tricks: ♥A K, ♦A K, ♣A K. 

South plays ♠K at trick 2. Once ♠A has gone then ♠Q J 10 give him 3 more tricks.

It would be wrong for South to take his 3 immediate tricks because the defenders

then take more than they should.  Late tricks count as much as early tricks. Don’t

automatically cash your aces and kings. Try to drive out the opponents aces and kings so that you can make tricks with your queens and jacks. 

Hand 2:    West cashes ♥A K Q J. South counts 9 top tricks: ♠A K Q J, ♦A K, 

♣A K Q. South must cash his spades in the right order, firstly the ace, then the 5 to dummy’s king. This will be the last time the lead is in dummy so South must cash the ♠Q J while he has the chance to do so. Safeguard your entries. When cashing a suit, start with the high cards from the shorter holding.

Hand 3
♠ K J 6



Hand 4
♠ A Q 2



♥ A K 5





♥ 6 4 3 2



♦ A Q 5





♦ 9 4 2



♣ 6 5 4 3





♣ 6 4 2

♠ 7 4 2


♠ 10 9 8 3

♠ K 6 4


♠ J 10 9 5 3


♥ J 10 9 8


♥ 7 4 3

♥ A K Q J


♥ 5  

♦ J 8 6


♦ 10 9 4 2

♦ 10 7 6


♦ 8 5 3

♣ 10 9 8


♣ J 7


♣ 9 5 3


♣ J 10 8 7



♠ A Q 5





♠ 8 7



♥ Q 6 2





♥ 10 9 8 7



♦ K 7 3





♦ A K Q J



♣ A K Q 2





♣ A K Q

Hand 3:  South seems to have just 12 top tricks: 3 in each suit. However when he plays a little club at trick 13 it wins the trick because neither defender has any left. This is called making length tricks. Little cards become winners if your opponents have none left.    

Perhaps South might have thought that he has 4 spade tricks, after all he does have ♠A K Q J. The problem is that in neither hand does he have more than three spades so two of them are bound to fall on the same trick. Compare this hand with the spade suit in hand 2 when 4 spade tricks are available.  

Hand 4:   West cashes ♥A K Q J. South counts 8 top tricks: ♠A ♦A K Q J  

♣A K Q, He makes an extra trick by leading a small spade from his hand and waiting to see what West does. West should play a little spade as smoothly as possible. South then calls for dummy’s ♠Q. This is a 50/50 chance. If he is lucky then West will hold the ♠K and the ♠Q will win. If he is unlucky then East will hold the ♠K but there was nothing he could have done about this.

Hoping, and playing on the assumption that one particular opponent has a missing card is called a finesse. Note the technique. South leads from the hand which has weakness in the finesse suit, through the hand that he hopes has the missing honour. The result is that this unfortunate opponent has to make a decision on what to do before South decides which card to play from dummy. If West had played the ♠K, South would have taken North’s ♠A.

MiniBridge Hands  (Hands 5-8 played with South picking trumps)

Hand 5
♠ 8 6 4 3


Hand 6

♠ 9 8 3 2



♥ 8 7 5




 
♥ 8 7 2



♦ 7 6 3 2





♦ A 7 4 3



♣ A 9 





♣ A 5

♠ 2 



♠ 7 5


♠ A K Q J 10 

♠ 7 6 5


♥ A K Q J 10 9 

♥ 6 4 2

♥ A 5 4


♥ 3

♦ 8 5 4


♦ J 10 9 

♦ 9 2



♦ 8 6 5

♣ J 7 5


♣ 8 6 4 3 2

♣ 8 4 3


♣ Q J 10 9 7 2



♠ A K Q J 10 9




♠ 4



♥ 3






♥ K Q J 10 9 6



♦ A K Q 





♦ K Q J 10



♣ K Q 10





♣ K 6

Hand 5:    South picks spades as trumps. West leads ♥A K. South trumps ♥K. Then he plays the ♠A K, drawing the opponents trumps and cashes his winners, making 12 tricks. Note that if the hand was played with no-trumps then West would cash the first 6 tricks. To play in no-trumps you need some high cards in                every suit. If you have a weak suit it is best to have a trump suit. If you have a trump suit you should have a combined total of at least 8 trumps between your two hands. 

Hand 6:   South picks hearts as trumps.  West leads ♠A K. South trumps ♠K and must draw trumps. He plays ♥K. West wins and plays another spade. South has control of the hand. He trumps and plays two more high hearts, removing the remaining East/West trumps. He makes 11 tricks because he can cash his winners in clubs and diamonds without fear that East or West are going to 

produce a nasty trump. Because declarer should have more trumps than the defenders it is normally right for declarer to draw the opponents trumps as soon as possible to prevent  them trumping his winners in other suits

Hand 7
♠ J 3 2



Hand 8
♠ Q J 10 9 8 6



♥ 6 3 2





♥ -



♦ A 8 6





♦ Q J 10



♣ Q 10 9 8





♣ 10 9 5 4

♠ A K Q 7


♠ 10 9 8 6 5 4      ♠ -



♠ -


♥ Q J



♥ A K

         ♥ Q 9 8 4 2


♥ A K 10 7 6 

♦ 7 5 4 3


♦ 9 2


♦ 8 5 3 2


♦ 9 7 4

♣ 7 5 3


♣ 6 4 2

♣ A K Q J 


♣ 8 7 6 3 2



♠ -






♠ A K 7 5 4 3 2



♥ 10 9 8 7 5 4




♥ J 5 3 



♦ K Q J 10





♦ A K 6



♣ A K J





♣ –

Hand 7:  South picks hearts as trumps. Does this surprise you, after all North and South have all of the top diamonds and none of the top trumps? The important thing is not to have the high trumps, it is to have trump

quantity which helps you draw trumps and keep control of the hand. South trumps West’s ♠A lead and immediately plays a trump. East wins and leads another spade. South trumps and leads yet another trump. Now he makes 11 easy tricks. Notice that East/West had the A K Q J of trumps and only made a measly two tricks.

Hand 8:   South picks spades as trumps. Declarer and dummy have only 21 out of the 40 points in the pack but they easily make all thirteen tricks. Declarer trumps West’s lead of the ♣A. There are no trumps to draw so he just cashes three diamond tricks and trumps clubs backwards and forwards. This is known 

as cross- ruffing. Look out for opportunities to ruff losers backwards and forwards, making your trumps separately. This hand illustrates the power of a good trump suit. Having lots of points is not the only criterion for making lots of tricks.

The Contract

In mini bridge declarer chooses the trump suit (or no-trumps) and then tries to make as many tricks as possible. In  bridge the process starts with an auction in which each side bids to try to become declarer.

The person who wins the auction becomes declarer. He effectively chooses trumps, but he is committed to making a specified number of tricks. If he succeeds (or makes more tricks than he promised) he scores points according to the scoring table (A) (See page 8)

If he fails he loses points according to table (B).  (See page 9)

See page 11 for an explanation of vulnerability.

Table A
Vul = Vulnerable. Not Vul = Not vulnerable
	Contract
	Trick Score
	Part Score or game bonus not vul
	Part Score or game bonus Vul
	Slam Bonus

not vul

Vul
	Total

not vul
	Total

Vul:

	1 Club/Diamond
	20
	50
	50
	
	70
	70

	1 Heart/Spade
	30
	50
	50
	
	80
	80

	1 No Trump
	40
	50
	50
	
	90
	90

	2 Clubs/Diamonds
	40
	50
	50
	
	90
	90

	2 Hearts/Spades
	60
	50
	50
	
	110
	110

	2 No Trumps
	70
	50
	50
	
	120
	120

	3 Clubs/Diamonds
	60
	50
	50
	
	110
	110

	3 Hearts/Spades
	90
	50
	50
	
	140
	140

	3 No Trumps
	100
	300
	500
	
	400
	600

	4 Clubs/Diamonds
	80
	50
	50
	
	130
	130

	4 Hearts/Spades
	120
	300
	500
	
	420
	620

	4 No Trumps
	130
	300
	500
	
	430
	630

	5 Clubs/Diamonds
	100
	300
	500
	
	400
	600

	5 Hearts/Spades
	150
	300
	500
	
	450
	650

	5 No Trumps
	160
	300
	500
	
	460
	660

	6 Clubs/Diamonds
	120
	300
	500
	500/750
	920
	1,370

	6 Hearts/Spades
	180
	300
	500
	500/750
	980
	1,430

	6 No Trumps
	190
	300
	500
	500/750
	990
	1,440

	7 Clubs/Diamonds
	140
	300
	500
	1000/1500
	1,440
	2,140

	7 Hearts/Spades
	210
	300
	500
	1000/1500
	1,510
	2,210

	7 No Trumps
	220
	300
	500
	1000/1500
	1,520
	2,220

	Score for each overtrick = 20 for a Minor i.e. Clubs and Diamonds.  

30 for a Major i.e. Hearts and Spades or for No Trumps


Table B


	Tricks Down
	Non Vul
	Vul
	Non Vul Dbl
	Vul Dbl

	1
	50
	100
	100
	200

	2
	100
	200
	300
	500

	3
	150
	300
	500
	800

	4
	200
	400
	800
	1,100

	5
	250
	500
	1,100
	1,400

	6
	300
	600
	1,400
	1,700

	7
	350
	700
	1,700
	2,000


The lowest bid is 1♣. If that bid ends the auction the winning side will required to play with clubs as trumps and make at least 7 tricks. The contract is 1♣ and you always add on 6 to get the number of tricks promised.  Therefore a final contract of 3NT says declarer has promised to take 9 tricks without any trumps, or 7♦ means declarer must make all 13 tricks with diamonds as trumps.

As with any auction, a player who wishes to make a bid must always make a more expensive bid than the previous bid. This is called making a sufficient bid. In ascending order the bids are:

1♣  1♦  1♥  1♠  1NT  2♣  2♦  2♥  2♠  2NT  3♣  3♦  3♥  3♠  3NT  4♣  4♦  4♥  4♠  4NT  5♣  5♦  5♥  5♠  5NT  6♣  6♦  6♥  6♠  6NT  7♣  7♦  7♥  7♠  7NT

The first person to have the opportunity to bid is called the dealer. The dealer is decided by the instructions on the board, or by ‘cutting’ cards if you are playing at home. Each player takes a card before dealing. The highest one deals the cards and is the first to speak

1)   South  West  North  East                       2)   South   West  North     East

      Pass    1♣      Pass  1NT


          1♥        1♠       2♥         2♠
      Pass    3NT   Pass   Pass 


 4♥        4♠      Double   Redouble

      Pass 






 Pass    Pass  Pass

In auction 1): 

South is the dealer. He doesn’t have to bid, and doesn’t want to so he passes. West (clockwise after South) bids 1♣ (7 tricks with clubs as trumps). North doesn’t want to bid so he passes. East bids 1NT (also 7 tricks but note that 1NT is a more expensive bid than 1♣).  South passes again and West bids 3NT. The final three passes close the auction  (Note that everybody has a chance. If South, West and North all passed East would get a turn. Sometimes all four players pass! 

The final contract is 3NT. West’s 3NT bid won the auction but that doesn’t automatically mean that West is declarer. We must look back to the first person in the partnership to bid no-trumps (the denomination that won the auction). That is East’s 1NT. East becomes declarer, South makes the opening lead and West puts his hand down as dummy. 

Does it surprise you that West chose to bid 3NT, effectively outbidding his own partner? The reason is that East will get a lot more points for promising to make 9 tricks and succeeding, than he would get if he promised to make only 7 tricks and he made 9. Of course the downside is that if he only makes 8 tricks (or fewer) he will score no points at all even though he took more tricks than his opponents. Indeed, he will lose points.

You may choose to bid unnecessarily high in an auction in order to chase the big scoring bonuses.

In auction 2): 
Both sides are bidding aggressively. Without even seeing the hands of the four players it is obvious that North/South have lots of hearts, while East/West have lots of spades. Notice that 1♠ is a sufficient bid over 1♥, but when North wants to bid hearts he finds that the lowest sufficient heart bid over 1♠ is 2♥. Effectively East/West have an advantage over North/South because they hold the suit with the higher status.

The auction ends in an interesting way. North gets fed up with being pushed around and thinks that West won’t make 4♠. He decides to double. You are allowed to double at your turn to bid if the last person to make a proper bid (not a pass) was an opponent. The result is that if they make the 10 tricks promised they score more, but if they fail they lose more. West disagrees with North. He believes that 4♠ will make and redoubles! You can redouble at your turn to bid if an opponent has doubled you or your partner.

The scoring for making doubled and redoubled contracts is complex. You will find these scores on the back of the bidding cards in a bidding box.

The scoring for failing in doubled or redoubled contracts is in table B.

South, West or North could remove 4♠ redoubled by making a sufficient bid over 4♠, but they decide not to. West will play 4♠ redoubled as declarer, North will make the opening lead and East will be dummy.

You may choose to bid high in order to outbid your opponents and impose your own choice of trump suit.

Types of Bridge

There are various types of bridge, but the differences are relatively minor, generally confined to the scoring. We are teaching you Chicago, which will provide a sound basis for either playing in your homes or moving on to a bridge club. Many people play rubber bridge. Get used to Chicago first, then adapting is not difficult.

Vulnerability

The idea of vulnerability comes from rubber bridge. Not all hands start on the same playing field. Either, or both, pairs can be vulnerable. If you are vulnerable the bonuses for bidding and making a contract can increase, but equally the penalties for failure are more severe. See tables A and B.

If you are playing Chicago in your home rotate the vulnerability:

   Board 1    Nobody vulnerable.

   Board 2    Only North/South vulnerable.

   Board 3    Only East/West vulnerable.

   Board 4    Both sides vulnerable.

If you are playing with the wallets then the vulnerability is pre-determined: a red stripe across your hole in the board says you are vulnerable.

We should advise you to be a little more careful when you are vulnerable, but at present you have too many new things to occupy you to worry too much about this. 

The objectives of Good Bidding

Your objective in bidding is to play in a sensible contract. This can be broken down into two components:
1) Finding the right level.

There are three important levels:

i) Part-score contracts. All the contracts up to and including 4♦ are part-scores except 3NT, which is a Game contract. A successful part-score attracts a small bonus of 50 points.

ii) Game contracts. All contracts from 4♥ upwards, and 3NT are game contracts. A successful game contract attracts a substantial bonus of 300 if not vulnerable or 500 if vulnerable. 

iii) Slam contracts. Contracts at the six level are small slams. Contracts at the seven level are grand slams. Successful slams attract a very big bonus.

If you regularly play in 1NT and make 12 tricks you will score points, but not achieve the larger bonus that more aggressive bidding would have brought. Such a policy is called underbidding.

     If you regularly play in a high contract and fail then you will be throwing away your potential part-score bonuses. Such a policy is called overbidding.

You need to find a way to bid that avoids regular overbidding or underbidding.

The bonuses for game are sufficiently high that you are quite happy bidding a game contract if you have a 50% chance of success. For a game contract you usually need about 25 of the 40 points in the pack (occasionally fewer if you have an excellent trump suit and  a hand with unusual shape).  That doesn’t guarantee your contract: it just makes it reasonable.

The bonuses for a small slam are sufficiently high that you are quite happy bidding a small slam if you have a 50% chance of success. For a small slam you usually need about 33 or 34 of the 40 points in the pack (occasionally fewer if you have an excellent trump suit and a hand with unusual shape).

Our advice is to avoid slams (particularly grand slams) until you are quite experienced.

2) Finding the right denomination
No-trumps scores better than other contracts. For example you can pick up the game bonus for 3NT, just 9 tricks, whereas you need ten tricks in hearts 4♥ or spades 4♠, called major suits or eleven tricks in clubs 5♣ or diamonds 5♦, called minor suits. On the other hand if you play in no-trumps you don’t have the benefit of your choice of a trump suit,

You have already met the idea of the strength of a hand, the point count. That determines the right level. At this stage you need to understand the idea of the shape of a hand. A hand with 3 spades, 1 heart, 6 diamonds and 3 clubs is said to have 3-1-6-3 shape.

A hand with 4-3-3-3, 4-4-3-2 or 5-3-3-2 shape is said to be balanced.  It has no suit missing (called a void), no suit with only one card present (called a singleton) and at most one suit with only two cards present (called a doubleton). Hands with other shapes are said to be unbalanced.

It is often right to play in no-trumps if both hands are balanced and you have your points spread around the suits. It is often right to have a trump suit if you have some suits much stronger than others. A good trump suit has at least 8-cards between the two hands, so that you outnumber your opponents in trumps by at least 8 to 5. 

What is a bidding system?

In the early days of bridge even the best players started bidding with some guidelines but ended when they felt like it. The result was that reaching a sensible level or denomination was an extremely haphazard business. A system is a way of codifying bids so that they give as much information as possible. There are plenty of systems in common use. We will teach you the system called Standard English Acol that is widely played throughout the country. 

Standard English Acol  (Acol for short)

Don’t worry if you don’t immediately understand some of the ideas in the next few pages. Keep coming back to it and the light will dawn.  

Principles of Acol

An auction is really a discussion between partners over what is the best contract. You need to understand certain basic principles.

i) Your hand has 13 cards and therefore at least one suit with 4 cards (a 4-card suit).  If you choose to introduce a suit it should have at least 4 cards.  In suggesting a trump suit, quantity before quality.  Your first bid (if not no-trumps) should almost always be in your longest suit. We saw this at work in MiniBridge where you picked a trump suit when declarer and dummy had at least 8 cards, not the one with the most aces and kings. 

ii) If your partner has bid a suit and you have 4 of them (called 4-card support) that suit is probably going to be trumps. Tell partner the good news by supporting his suit (i.e. bidding it). (Sometimes you might have 4-card support for partner’s minor suit but choose no-trumps instead).

iii) If you bid a suit a second time when partner has not supported you the first time  (rebid your suit), you are showing a fifth card in the suit. Remember, partner already knows you have four.

iv)  The main objective in bidding is to reach a game contract if possible. This  needs 25 points. You cannot risk both partners passing with 13 points, so 12/13 points is the criterion for being the first to bid in your partnership (called opening the bidding).

    If you have a very unbalanced hand you might like to open the bidding with fewer than 12 points. You can open the bidding if you add the number of your points to the number of cards in your two longest suits and the total comes to at least 20. This is called the Rule of Twenty.  Look at this hand:

♠  A K 7 5  4 3       ♥ K 9 8 7 5 
♦ 2      ♣ 9

You have only 10 points but you have 6 spades and 5 hearts. 10 + 6 + 5 comes to 21,  so you can open the bidding.

The maximum points for opening the bidding with a one-level bid is normally 19, therefore the partner of the opening bidder (called the responder) may have to try to find a bid (i.e. respond)  with as few as six points (19 + 6 = 25).

Don’t worry if you sometimes bid to game and fail. If you never fail in a game contract, you are seriously underbidding.
Different bids fulfil different purposes.

 1)  A Limit bid. This is a bid which tells partner how many points you have within a pretty small range. For example an opening bid of 1NT shows 12-14 points and a balanced hand. We denote limit bids with [L].

If partner makes a limit bid common sense will often allow you to bid a good contract immediately. You often make a limit bid when you are either supporting partner or bidding no-trumps because you are getting closer to finding the best denomination. 
2) A Sign-off bid. This is a bid which says to partner: “I know all about your hand. My bid is the final contract. Shut up!”  You often make a sign-off bid when partner has just made a limit bid.  We denote sign-off bids with [S].

3) A Forcing bid. This says to partner: I want to hear more about your hand. You must not pass. We denote forcing bids with [F]. Some forcing bids demand that partner must not pass until game is reached, Game-Forcing, denoted by  [GF].

4) An Invitational bid. This says to partner: I know quite a lot about your hand, but I am not sure if the right level is game or part-score. What do you think?  We denote invitational bids with [I].

5) A Conventional bid. This says to partner: I may not have the suit I am bidding, but we have agreed that this is going to serve a specific artificial purpose. We denote conventional bids with [C]. Conventional bids almost have to be forcing as well because the bid is not suggesting a trump suit.

6) A Wide ranging bid. You will learn that some bids cannot carry the beautifully precise message of the 1NT limit bid (12-14 points). For example a 1♣ or 1♦ or 1♥ or 1♠ opening bid has between 12 and 19 points. Opener could have as few as 4 spades or as many as 7 or more. It is rarely the case that responder can immediately pick the final contract. Often this opening bid is the start of a discussion, which will become clearer when somebody makes a limit bid. We denote wide-ranging bids with [W].

What matters now is logical thinking. E.g.: after a 1NT opening bid [L] showing 12-14 points:

If you have a balanced hand with 9-10 points there is no chance of game (the magic 25) so pass.

If you have a balanced hand with 11-12 points game may be possible so bid 2NT [I].

If you have a balanced hand with 13-19 points game is worthwhile but slam isn’t so bid 3NT [S].

Remember: There is no advantage in being in 2NT rather than 1NT (Both are Part-Scores).

There is a big advantage in being in 3NT over 2NT (Game bonus).

There is no advantage in being in 4NT or 5NT over 3NT (All are Game contracts)

There is a big advantage in being in 6NT over 3NT (Slam bonus).

If you have 9 points and 6 spades there is no chance of game but you know your side has at least 8 spades so bid 2♠ [S].

If you have 13 points and 6 spades game should be worthwhile. You know your side has at least 8 spades so bid 4♠ [S].

You will learn that usually fairly quickly in the auction one of the partners makes a limit bid. At this stage the other one should not need to look at notes. If he is reasoning as we have just shown he can probably pick the final contract immediately and make a sign-off bid. 

Some simple Acol bidding sequences

An opening bid of 1NT [L]  shows 12-14  points and a balanced hand.  In response to 1NT:

Pass     =   0-10 points.  Balanced.

2NT [I]  =  11-12 points. Balanced.

3NT [S] =  13+ points.    Balanced.
An opening bid of 1♣/1♦/1♥/1♠ [W] shows 12-19 points. In response to 1♥:

2♥    [L]  =  6-9 points.     At least 4 hearts.

3♥    [L]  = 10-12 points.  At least 4 hearts.

4♥    [L]  = 13-15 points.  At least 4 hearts.

After the limit bid or invitational responses opener uses common sense. You are always asking the following questions:
1)    Do I know the denomination: i.e. is there an 8-card fit?

2)    Do I know enough to decide that game is:
i) Unlikely?  In that case arrange for the auction to terminate quickly. Pass or sign-off.

ii) Possible?  Make an invitational bid.

iii) Very likely?  Bid game.

E.g.  After an opening bid of 1NT [L] is raised to 2NT [I] we know the denomination is no-trumps:

    i)             If opener has 12 points game is unlikely so pass.

    ii)            If opener has 14 points game is very likely so bid 3NT

    iii)           If opener has 13 points game opener must decide whether to

                   pass or bid 3NT. He might decide to bid 3NT with a couple of tens. 

After an opening bid of 1♠ [W] is raised to 2♠ [L] we know the denomination is spades:

     i)   
If opener has 12-16 points game is unlikely so pass.

ii)      If opener has 17-18 points game is possible so bid 3♠ [I].

    iii)
          If opener has 19 points then game is very likely so bid 4♠ [S].

Competitive Bidding.

When your opponents open first your priorities change. The opener has announced 12 points, so clearly it is far less likely that your side holds the 25 points required for game. However:

i) There are plenty of hands where the points are equally divided between the two sides and both sides can make a part score, indeed you have already seen hands when both sides can make game because of shape! Hence shape becomes a greater consideration in deciding whether to try to outbid them.

ii)  Even if you lose the auction (maybe having pushed them a bit higher than they really wanted to go) if you bid spades your partner might be persuaded to lead a spade. In competitive bidding, try to bid good suits.

If your opponents bid first and you then bid, your bid is called an overcall. There are some hands you would open but you have no reason to overcall. Look at hands a), b) and c).

a) ♠ A 7 6

b)   
♠ A K J 10 5
c)
♠ K J 5 4

♥ A J 6 5
♥ 8



♥ 8


  ♦ A 3 2


♦ 7 6 4


♦ A J 7 6

         ♣ 6 3 2


♣ 9 4 3 2


♣ K 5 3 2

With a) you would open 1NT, but what if an opponent opens 1♥ first? Why do you want to bid if they want to play with your best suit as trumps? Pass is best.

With (b) you would not open the bidding because you have so few points, but you would like to show partner you have good spades and maybe persuade him to lead a spade. If they open the bidding with 1♥, you can overcall 1♠.

With c) you don’t really want to stress any suit but you don’t want to leave them in peace to play in hearts. Really you would like partner to pick a trump suit   We are going to tell you how to pass this message.

An overcall at the one level  (i.e. bidding 1♠ over 1♥)  shows  9-16 points and 5+ spades.

An overcall at the two level without a jump (bidding 2♣ over 1♥) shows 10-18 points and 5+ clubs.

A 1NT overcall shows a balanced hand with 16-18 points. You need at least one high card in their suit.

Now comes the surprise. What do you think it means if you double 1♥?  Perhaps you think you can beat it, however there are not many hands like that. We use double of a 1 level suit bid as a conventional way to say to partner: “I want to compete but I don’t know which suit to choose. You choose partner. Whatever you do, don’t pass!” You would double 1♥ with hand c) above. Because partner is required to take the double out into his choice of suit, it is called a take-out double.  You need 12 or more points and a shortage in their suit.

There is a lot to be learned about what to do if your partner overcalls or makes a take-out double. For the time being, try to think it out logically and you will get more right than wrong. For example, if he has overcalled he has shown a 5-card suit so you only need 3 cards in the suit to support him.

Some Declarer Play Combinations

How many tricks can you make from each of the following combinations, assuming you have plenty of time to play the suit. The top holding is in dummy. The bottom holding is in declarer’s hand.

i)  K J 9               ii)  K J 9 6           iii)  Q J 9           iv)  Q J 9 8           v)  Q J 9 8 7

   Q 10 8                  Q 10 8 7            10 8 7                10 7 6 5                10 6 5

The formula is: Number of cards in longest holding – number of top honours missing

i)   3 – 1 = 2        ii)   4 – 1 = 3      iii)  3 – 2 = 1       iv)  4 – 2 = 2         v)  5 – 2 = 3   

How many tricks can you make from each of the following combinations, assuming you have plenty of time to play the suit. The top holding is in dummy. The bottom holding is in declarer’s hand. Assume the missing cards are breaking as evenly as possible: e.g. 3-2 if you are missing 5 or 3-3 if you are missing 6.

i)   A 7 4 3        ii)  A 7 6 4 3          iii) A K Q 2         iv)  A 7 4 3          v)  A 7 4 3 2

     K 6 5 2             K 5 2                    5 4 3

  8 6 5 2                8 6 5

The formula is: Number of cards in longest holding – number of cards you must give up.

i)  4 – 1 = 3        ii) 5 – 1 =  4        iii)  4 – 0 =  4       iv)  4 – 2 = 2       v)  5 – 2  = 3 

How many tricks can you make from each of the following combinations, assuming the missing honours are held by West. The top holding is in dummy. The bottom holding is in declarer’s hand. Assume that you have entries (in other suits) to the South hand to lead up to dummy as many times as you want.

i)   A Q J
     ii)  K 3 2             iii) K Q 2

    iv)  A Q 10               v)  K J 5

     4 3 2                6 5 4

        6 5 3                      4  3  2                     4 3 2

i) If West has the king you can make 3 tricks. Lead from South and finesse the jack. Later lead from South and finesse the queen.

ii)  If West has the ace you can make one trick. Lead from South up to the king.

iii) If West has the ace you can make 2 tricks. Lead from South up to the queen. Then lead from South up to the king.

iv) If West has the king and jack you can make 3 tricks. Lead from South and play the 10. Later lead from South and play the queen.

v) If West has the ace and queen you can make two tricks. Lead from South and play the jack. Later lead from South and play the king. 

Note: lead from the weaker combination towards the stronger combination for a finesse.

Defending against no-trumps

Hand 1:
♠ 8 4 2



Hand 2:
♠ 8 7 2



♥ Q J 10 





♥ Q J 10



♦ K Q 4 2





♦ K Q 4 2



♣ A K Q





♣ A K Q

♠ K Q J 6 5


♠ 9 7


♠ K J 6 5 4


♠ Q 9

♥ A 4



♥ 9 8 5 3 

♥ A 4



♥ 9 8 5 3

♦ 8 5 3


♦ 10 9 7 

♦ 8 5 3


♦ 10 9 7

♣ 6 4 2


♣ 10 9 8 3

♣ 6 4 2


♣ 10 9 8 3



♠ A 10 3





♠ A 10 3



♥ K 7 6 2





♥ K 7 6 2



♦ A J 6





♦ A J 6



♣ J 7 5





♣ J 7 5

The Bidding:   South   West  North   East   The Bidding:   South   West  North   East 

                     1NT     Pass   3NT    Pass                       1NT     Pass   3NT    Pass

                      Pass  Pass                                              Pass   Pass

Hand 1: West must not cash his ♥A, otherwise he will just create 3 easy heart winners for South. West should lead a spade, trying to create spade winners with secondary honours and with length cards. With a solid sequence ♠K Q J it is right to lead the top one, the ♠K.  Eventually South takes the ♠A and can only make 9 tricks by dislodging the ♥A, but when West takes the ♥A all his spades are winners. West defeats 3NT with 4 spade tricks and the ♥A.

Hand 2: This is almost identical to hand 1 except the ♠Q has changed hands. West leads his longest suit, not the ♠K this time because he doesn’t have a solid sequence. He leads his fourth best spade, the ♠5. The spotlight is now on East. East must play his highest spade, the ♠Q. The rule is: “Third hand to play to a trick plays high”. Suppose South allows the ♠Q to win. East plays a spade back, returning his partner’s suit. Again 3NT is defeated with 4 spade tricks and the ♥A.

Hand 3:
♠ 8 4 2



Hand 4:
♠ 8 7



♥ K Q J 10





♥ A K Q 5 3 



♦ A J 4





♦ A 4 3 2



♣ K Q J





♣ K 6 

♠ 9 7



♠ K Q J 6 5

♠ K J 6 5 4


♠ 10 9 


♥ 9 8 7 3


♥ A 6 

♥ 4 



♥ J 10 9 8 7

♦ 10 9 2


♦ 8 5 3

♦ Q 10 8 6


♦ J 9

♣ 10 6 3 2


♣ 9 5 4

♣ 9 8 5


♣ Q J 10 7 



♠ A 10 3 





♠ A Q 3 2



♥ 5 4 2





♥ 6 2



♦ K Q 7 6 





♦ K 7 5



♣ A 8 7





♣ A 4 3 2

The Bidding:   South   West  North   East    The Bidding:   South   West  North   East 

                                           1 ♥      1 ♠



                1♥       Pass

                    3NT     Pass   Pass    Pass


   1♠        Pass   2♦       Pass

                                                                                      3NT     Pass   Pass   Pass

Hand 3:  This time West doesn’t lead his own longest suit, he has listened to the bidding and learned that his partner has good and long spades. East has helpfully indicated his spades so West leads his partner’s suit. The idea is still to set up length tricks, but this time in his partner’s hand. With just a doubleton spade West leads the higher, the ♠9.  As with hands 1 and 2 declarer must give up a trick to the ♥A and the defenders cash enough spade tricks to beat 3NT.

Hand 4:  West’s natural lead seems to be a spade, but look what happens then. Declarer started with 8 tricks; the ♠A, 3 hearts, 2 clubs and 2 diamonds. A spade lead from West gives him a ninth trick: the ♠Q. There is a clue: South bid spades. Be wary about leading a suit your opponents have bid. 

West should lead a club, the unbid suit. This gives nothing away and provided the defenders are careful then declarer has no ninth trick. Leading away from a broken honour sequence can cost a trick. Sometimes it is best to just play passively and leave declarer to find his own tricks.

Defending against a suit contract

Hand 5:
♠ 10 9 8 4




Hand 6:
♠ 7 4 3 2



♥ K 7 4






♥ K Q J



♦ A Q 7 6  






♦ Q 10 7 4



♣ Q 2






         ♣ K 6

♠ K 7 6


♠ 3



♠ 8 6 5

       ♠ A 


♥ Q J 10 


♥ A 6 5 3


♥ 9


       ♥ A 6 5 4 3

♦ 10 8 3


♦ J 9 4 2


♦ J 8 6 5 3

       ♦ 9 2

♣ 9 5 4 3                       ♣ J 10 8 7                    ♣ J 5 3 2                     ♣ 10 9 8 7 4



♠ A Q J 5 2






♠ K Q J 10 9



♥ 9 8 2






♥ 10 8 7 2



♦ K 5







♦ A K



♣ A K 6






♣ A Q

The Bidding:   South   West  North   East   The Bidding:   South   West  North   East 



  1 ♠       Pass   3 ♠      Pass


  1 ♠        Pass  3 ♠       Pass



  4 ♠
    Pass   Pass   Pass


  4 ♠
     Pass  Pass    Pass

Hand 5:  West leads the ♥Q: again top of a solid sequence. This strikes gold because the defenders can take the first three heart tricks. West subsequently makes the ♠K.

Note what happens if West doesn’t lead a heart, or if the defenders switch to another suit before they cash all three heart tricks. South can play 3 rounds of clubs, discarding a heart from dummy and one of the defensive heart tricks has vanished.

Hand 6: West leads the ♥9, a singleton. Leading a short suit (singleton or doubleton) is much more attractive against a suit contract than against no-trumps because you hope to be able to use one of your small trumps to trump an enemy winner. East wins the ♥A and returns his partner’s suit. West ruffs. When East wins a trick with the ♠A he can now lead yet another heart for West to ruff. 4♠ is defeated with two aces and two heart ruffs.

   Consider leading a short side suit against a suit contract.
Hand 7:
♠ Q 10 6 3



Hand 8:
♠ 5 4 2



♥ Q J 10





♥ 8



♦ K J






♦ A K 4 3



♣ Q 10 8 4





♣ K 7 5 4 3

♠ 7 



♠ 9 5 4 

♠ K Q J


♠ 3


♥ A K 4 3 2

         ♥ 9 5


♥ A J 10 9 


♥ 7 6 5 4 2

♦ 8 4 3 2


♦ A 7 6 5

♦ J 9 8 7 5


♦ Q 10

♣ 9 7 6


♣ J 5 3 2

♣ 2



♣ Q J 10 9 8 



♠ A K J 8 2





♠ A 10 9 8 7 6



♥ 8 7 6





♥ K Q 3 



♦ Q 10 9





♦ 6 2



♣ A K





         ♣ A 6

The Bidding:   South   West  North   East  The Bidding:     South  West  North  East 



  1♠       Pass   3♠       Pass


   1♠       Pass   2♣       Pass



  4♠
    Pass   Pass  Pass


   2♠
     Pass   3♠       Pass










   4♠       Pass   Pass   Pass

Hand 7: Cashing an unsupported ace is not usually a good idea because too often it sets up an easy winner for your opponent’s king. However here West has the ♥A and ♥K so leading the ♥A is ideal. East plays the ♥9. When playing small cards it is helpful to indicate to partner whether or not you like his lead. An unnecessarily high card is encouraging. East certainly likes the ♥A lead because, holding a doubleton, he can hope that West will cash the ♥K and lead a third heart, allowing East to ruff. West cashes ♥K and is reassured that East wants another heart when East plays ♥5. 

Hand 8:  With trumps that are winners anyway, West doesn’t particularly want to ruff a club. The successful (and best defence) is to lead a trump and to continue leading trumps at every possible opportunity. Deprived of the opportunity to ruff a heart in dummy, South must eventually lose two heart tricks and two trump tricks.

APPENDIX:  The Basic Structure of Acol
What comes next is a table of bids and their meanings. Experienced players would call it a ‘system file’.  At this stage you certainly shouldn’t try to memorise this. Feel free to keep it beside you for reference while you are bidding, or even to ignore it completely and just use common sense. We are certainly not going to cover most of this on our Bridge For All holiday, however we feel that as your experience increases you will find it useful for reference purposes.

An opening bid of 1NT [L]  shows 12-14 points and a balanced hand.  
2♣/♦/♥/♠ [S] 0-10 points. At least 5-card suit.

2NT [I] 11-12 points. Balanced. 

3♣/♦/♥/♠ [GF]  At least 5-card suit. Forcing. 3♥ and 3♠ are often used if you have a 5-card suit and you are wondering if opener has 3 card support. With 3 or 4 card support he rebids 4♥/♠. With just doubleton support he rebids  3NT.

3NT [S]  13+ points.    

4♥/♠ or 5♣/♦  [S].

If you have a balanced hand in the range of 12-14 points you must open 1NT. If you choose to open with a suit bid you might find that partner makes a forcing bid that compels you to bid again, only to find that any rebid you make tells a lie.
An opening bid of 1♣/1♦/1♥/1♠ [W] shows 12-19 points. In response to 1♥:

1NT  [L] = 6-9 points.          Ideally balanced.

2NT  [L] = 10-12 points.      Balanced.

3NT  [L] = 13-15 points      Balanced.

2♥    [L]  =  6-9 points.        At least 4 hearts.

3♥    [L]  = 10-12 points.     At least 4 hearts.

4♥    [L]  = 13-15 points.     At least 4 hearts.
1♠     [F]   =   6+ points.      At least 4 spades. 1♠ is a change of suit at the one

                                           level.
2♣/♦  [F] =  9+ points          At least  4 ♣/♦. 2♣ a change of suit at the two level.
If you have a balanced hand in the range 15-19 points you must open with a suit bid and make a suitable no-trump rebid.  

After a change of suit response at the one level 1♥ [W] P 1♠ [F] P opener rebids:

2♥  [L]    =   12-14 points  and 5+ hearts.  Denies 4 spades.

3♥  [L]    =   15-17 points and 6+ hearts.  Denies 4 spades.

4♥  [L]    =   18 points and 7 hearts.  Denies 4 spades.

2♠  [L]    =    12-14 points and 4+ spades.

3♠  [L]    =    15-17 points and 4+ spades.

4♠  [L]    =    18 points and 4+ spades.

1NT  [L] =    15-16 points. Balanced.  Denies 4 spades.

2NT  [L] =    17-18 points. Balanced.  Denies 4 spades.

3NT  [L] =    19  points. Balanced.  Denies 4 spades.

2♣/♦ (New suit)  [W]   12-18 points. 4 + cards in new suit.

3♣/♦ (Jump in new suit) [GF]  19 points. 4 + cards in new suit.

After a change of suit response at the two level 1♥ [W]  P  2♣ [F]  opener rebids:

2♥  [L]    =   12-14 points  and 5+ hearts.

3♥  [L]    =   15-17   points and 6+ hearts.

4♥  [L]    =   18+   points and 7 hearts.

3♣  [L]    =   12-15    points and 4+ clubs.

4♣  [GF] =   16+  points and 4+ clubs.

2NT  [L]  =  15-16 points. Balanced.

3NT  [L]  =  17-19 points. Balanced.

2♦/♥ (New suit)  [W]   12-16 points. 4+ cards in new suit.

3♦/♥ (Jump in new suit) [GF]. 4+ cards in new suit.

Generally speaking if an 8-card major suit fit is found then that suit will be trumps, but if an 8-card minor suit fit is found then 3NT may be preferable to 5♣/♦ because it is two tricks fewer.

An opening bid of 2♦/2♥/2♠  [F]  shows 20-22  points or maybe a hand with fewer points but lots of shape. In response:

With 0-7 points responder bids 2NT, a (negative bid).

Any other response shows 8+ points [GF].

An opening bid of 2♣  [C]  [GF]   shows 23 or more points. It says nothing about clubs
With 0-7 points responder bids 2♦, a (negative bid).

An opening bid of 2NT  [L] shows  20-22 points and a balanced hand. In response:

3♣/♦/♥/♠  [GF]  At least 5-card suit. 3♥ and 3♠ are often used if you have a 5-card suit and you are wondering if opener has 3 card support. With 3 or 4 card support he rebids 4♥/♠. With just doubleton support he rebids 3NT.

3NT [S]  5+ points.    

An opening suit bid above 2NT is weak, showing a long suit (at least seven) but a weak hand. It is called a pre-emptive bid.

An opening bid of 3♣/3♦/3♥/3♠   shows seven cards in the suit bid and at most nine points.

An opening bid of 4♣/4♦/4♥/4♠   shows eight cards in the suit bid and at most nine points.
When both sides are bidding:

An overcall at the one level  (i.e. bidding 1♠ over 1♥)  shows  9-16 points and 5+ spades.

An overcall at the two level without a jump (bidding 2♣ over 1♥) shows 10-18 points and 5+ clubs.

A 1NT overcall shows a balanced hand with 16-18 points. You need at least one high card in their suit.

A Double of a suit opening says “I want to compete but I don’t know which suit to choose. You choose partner. Whatever you do, don’t pass!”  You need a hand with 12+ points to double. The perfect hand to double 1♥ contains 4 spades, 4 diamonds, 4 clubs and just a singleton heart.  

Lessons produced by Andrew Kambites in conjunction with First for Bridge.


