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PREFACE

THESE “developments "’ of modern scientific Bridge
are taken from a forthcoming work entitled “ The Higher
Grammar of Bridge.” Before its appearance it may be
hoped that some of the many anomalies and imperfec-
tions of this very excellent game will be set right, and
that some definite pronouncement will have been made
on such moot points as the Heart Convention, the Dis-
card Dilemma, the Blind Lead, etc.

The following pages deal mainly with the theory of
the game, because sound theory is of the first im-
portance at Bridge —a good deal more important
even than correct play. This is especially true of the
declarations. By incorrect play a trick or two thay
be lost but an unsound declaration usually involves
the loss of the game, and the rubber inclines strongly
in the same direction.






BRIPGE

Description of the Game

Bridge may be played by two, three, or four players.
The four-handed game is the one most usually played
and the most interesting form of the game.

Two Packs of. fifty-two cards each are used alter-
nately in each deal; and the cards rank: A K Q J 109
87654 3and 2.

The Players cut or draw for partners and for the
deal. The lowest cut of the four has the deal as well
as the choice of the cards and seats; and the two lowest
play in partnership against the two highest. The
players must cut from the same pack, the ace being
the lowest card in cutting.

The Dealer’s Partner after shuffling the pack selected
by the dcaler places it before the pone to be cut.

The Dealer distributes the cards to the four players
in’ rotation, beginning with the player on his left, the
cards being all dealt face downwards into four packets
of thirteen each and the last card falling to the dcaler.
There is no penalty for a misdeal, but there must be a
new deal if a card be found faced in the pack, or the
last card dealt docs not fall to the dealer, or the pack
is proved to be imperfect or incorrect.

Each Player deals in turn and the order of {ealing
passes from right to left.

The Dealer has the right to name the suit that shall
be trumps during his deal, or to clect to play without

b ¢



2 BRIDGE DEVELOPMENTS

trumps. He may also leave the declaration to his
dummy partner. .

With a Declared Trump each of the four suits has a
different value. When the declaration is

Spades, each trick over six counts.... 2
Clubs, cach trick over six counts.... 4
Diamonds, each trick over six counts.. 6
Hearts, each trick over six counts.... 8

In Playing without Trumps cach trick over six
counts 12.

As the Trick Scores alonc contribute to the winning
of the rubber they are kept separately from the honor
scores.

The Dealer is Guided in His Selection of the Trump by
the varying trick values of the different suits, and by the
object of the game, which is to win two games of thirty
points each before the adversarics contrive to do so.

A Game consists of thirty points obtained by tricks
alone, exclusive of any points scored for honors, which
are separately reckoned. Only onc game may be
scored in a deal, but the hands are not abandoned
after the thirty points necessary for game have been
scored. The players winning them get the full benefit
of all the points they may make.

The Rubber is the best of three games, but if the
first twvo games be won by the same side, the third
game is not played.

The Honors consist of the A K Q J and 10 of the
trump suit, and when there are no trumps they consist
of the four aces.
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Honors are thus Reckoned

Three honors count {wice the value of the trump suit
trick.

Four honors divided count four times, ctc.

Five honors divided count five times, etc.

Four honors in onc hand count eight times, etc.

Four honors in onc hand and the fifth in partner’s
hand count nine times, ctc.

Five honors in one hand count fen times, etc.

Without Trumps

T hree aces in onc hand or divided count.......... 30
Four aces divided count...................... 40
Four acesin one hand count................... 100

If a Player Holds no Card of the Trump Suit hc and
his partner score for CHICANE twice the value of the
trump suit trick.

If a Player and His Partner make, independently of
any tricks taken for the revoke penalty,

(7) All thirteen tricks, they scorc for GRAND SLAM
40 points.

(#7) Twelve tricks, they score for LITTLE SLAM 20
points.

At the End of the Rubber the total scores for tricks,
honors, chicane, and slam obtained by each side are
added up, 100 points are added to the score of the
winners of the rubber, and the difference between
the scores on the two opposing sides is the number of
points won and lost on the rubber.

The following example of a scoring sheet explains
how the scores are kept:
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(@) W deals and declarcs- hearts. W X make 3 by
cards, i.e., 24 below the line, and have four
honors divided, 7. e., 32 above the line.

(b) Y deals and declares no trumps. Y Z score 60
for tricks but nothing for honors
as the aces were divided. Aline |WX|Y Z
is drawn to show that the first | 00
game is completed. (€) 20

(¢) X deals and leaves it to W who |[(¢) 32
declares diamonds. W X make |(® 4

(c) 48
4 by cards, 24 below, and have (@) 32| (c) 12
four honors in one hand, 48 =
above. Y has chicanc for which |(2).24/() 60
Y Z score 12 above. gi)) :2

(@) Z deals and leaves it to Y who [;)7g
declares spades. W doubles and 344 72
W X make 3 by cards, 12 below, —72
and have simple honors, 4 above. |~ 272
A line is again drawn to show
that the game has been completed.

(¢) W deals and declares hearts. W X make 6 by
cards, 48 below,.and hold four honors divided
32. They score 2o for little slam and 100 points
for the rubber bonus.

The total score made by W X amounts to 344, which,
after deducting 72 points scored by Y Z, leaves them

winners of 272 points.
After the Dealer or His Partner has made the Declara-
tion the adversaries may enhance the original value of
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the tricks by doubling. The dealer’s left-hand adver-
saryhas the first right, and should he not care to double
he should ask his partner “May I play?” His partner
may cither answer “Yes” or “I double.”

It is Well to Bear in Mind that the clement of doubling
has been introduced into the game, not for the purpose
of gambling, but in order to penalize a rash declaration.
And in order to punish a reckless double, the dealing
side has the right to redouble the increased value of
the trick.

This Process of Doubling and Redoubling the original
value of the trick may be carried on indefinitely, al-
though at many clubs a reasonable limit, 100 points, is
fixed as the maximum value of a trick. .

After the Doubling Business has been Disposed of by
reaching the limit, or by one side expressing them-
sclves content, the dealer’s left-hand adversary leads
a card, and dummy ther lays his cards down on the
table face upwards.

The Duty of Playing the Hand and of claiming any
penalties devolves on the dealer unaided by his partner.

Dummy Must Take no Further Part in the Play of the
hand except the mechanical one of playing from his
hand any card named by the dealer; but he may ask
the dealer if he has a card of the suit which he may
have renounced. He is not allowed, however, to in-
dicate to the dealer the hand from which the dealer
has to lead; nor is he at liberty, should the dealer
have led from the wrong hand, to draw attention to
the error.



General Principles of the Declaration®

The Declaration depends on the strength or trick-
taking value of the hand and is affected by

(1) The state of the score.

(2) The honor-value of the hand.

The Guiding Principle is that if you have a reason-
able certainty of scoring on the deal it is to your in-
terest to make the points as costly as possible; and
conversely, when you have no hope of making a score
you should aim at incurring the least possible loss.

The Grgat Advantage You Possess as Dealer is a
knowledge of the cards in your favor as well as those
against you as soon as dummy’s hand is laid on the
table. This will enable you to combine forces with
dummy in a manner that is not possible to partners
who are ignorant of the help they can afford cach
other. The knowledge adds cnormously to your
strength and, as we shall sce later, is especially telling
in playing without trumps.

When You Have the Deal You Have the Attack, and
experience has abundantly proved that it will pay you
in the long run to adopt a forward policy. You have
always a right to expect your partner to hold his fair
one-third share of the good cards not in your hand,
and keeping this point in view it is for you to select the
declaration that will yield the largest number of points.

6
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Your Object Should be to make the most of your
dealpand, whenever possible, to make 30 trick-points
or game, — which is a step towards the rubber. The
shortest road to game is to play without trumps, and,
next to no trumps, hearts offers the best chance of
scoring game on the deal. Diamonds, although an
attacking declaration or one on the border-line, offers
a poor chance of game, except with preponderating
strength, as you need five by cards with your score
love.

When You Have Made up Your Mind that it will
not pay you to select any of these three attacking or
offensive declarations, there is no reason to rush off
with a confession of weakness and to declare a black
suit. Your own hand may be too poor to attack suc-
cessfully, but the thirteen cards held by your partner
have to be considered. It calls for the exercise of no
little judgment to know exactly when to pass the decla-
ration. Even at love all theoreticians are not agreed
as.to the minimum strength on which the declaration
should be left to dummy.

The Tendency of Timid Players is to lcave the onus
of the decision to dummy unless they see their way
clearly to making a score. This is not sound bridge
because dummy is in a far less favorable position to
make an attacking declaration. Any little weakness
in his hand will be seen as soon as his cards are laid
on the table, and unless he holds a hand well above
the average it is his duty to make an inexpensive
declaration.



8 BRIDGE DEVELOPMENTS

The Result is that hands which in combination
would have proved excellent no-trumpers are wasted
on spades, because the dealer would adopt the back-
ward policy of passing the make.

Such Players Fail to Appreciate the Importance of the
Deal and lose more by timid passes than any amount
of bad play could cost them. A point to be kept in
view is that even with an average hand you have a good
chance of success in an attacking declaration because
you have the advantage of not only sceing but com-
manding two hands. With a hand, therefore, above
the average your chances are greatly improved, and if
you pass the declaration, dummy’s hand going on the
probabilities will be below the average, and he will be
compelled to declare defensively.

In Other Words You Relinquish the Attack by Pass-
ing although the balance of chances is in your favor,
which is manifestly unsound.

THE HONOR-VALUE OF THE HAND

The Average Player is Very Apt to ignore the honor-
value of the hand. The trick-value of the hand alone
contributes towards the winning of the rubber, and
the main struggle is to secure the 100 points bonus to
be added to the score of the winners of the first two
games. But over anxiety to win a game often results
in the declarer neglecting points he might have se-
cured in honors.

Points 8cored Above thie Line will not serve to win
the rubber but they will have an important bearing
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in the ultimate reckoning. The ever-varying con-
ditioms of the game make it impossible to estimate the
relative value of points gained above and below the
line in each deal with any approach to exactness, but
elaborate calculations go to show that in average posi-
tions their relative values are as three is to one. This
point should not be lost sight of when you are tempted
to declare no trumps without an ace, or hearts with
only one honor. It will be discussed in detail later.

DECLARING TO THE SCORE

After the Love All Stage the declaration must be
adapted to changes in the state of the score. When
the hand admits of an alternative declaration or is of a
doubtful character the score must decide whether an
offensive or a defensive declaration should be made.

The score includes the state of the rubber as well as
the state of the game. With a game to the good or
with the score a stage ahcad of the adversaries, a de-
fensive policy is advisable. But with the scores re-
versed an aggressive attitude should be adopted.

The Main Points to be Kept in Mind in Making a
Declaration Are

(¢) If you have a hand above average strength you
should adopt a forward policy and not relinquish the
attack by passing;

(#7) You should not neglect the honor-value of the
hand; and

(#%%) You should not fail to look at the score before
you make the declaration.



The Robertson Rule

In Order to Take Full Advantage of the Deal, the
chances that the expensive declarations offer for mak-
ing game should be first examined, and as the value of
each trick is highest in no trumps and it is the shortest
road to game, your first thought on looking at your
hand should be: ““Am I strong enough to play without
trumps?”’

As Dealer You not only See but Command Two Hands,
and the enormous advantage of knowing what cards
are in your favor, where finesses are practicable, and
what suits have a chance of being established, is alone
sufficient to ensure the odd trick in no trumps with
all-round average hands.

But This is Not by Itself a Sufficient Reason for calling
no trumps with only an average hand. The odd
trick in your deal is of more value to the adversaries
than to yourself, because if they manage to score in
your deal it will give them a greatly increased chance
of making game when it is their turn to declare trumps.
If there is any doubt about the odd trick always make
it a principle to prevent the adversaries from reaching
one of the “useful”” stages when they have the deal to
go on with.
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It is therefore not sound to declare no trumps unless
youm hand contains at least one probable trick above
the average, i.e., unless the chances are decidedly in
favor of your making at least the odd trick.

There is Another Point to be Considered. The lcad
being with the adversarics, if you are not protected in
the majority of the suits, that is, three out of the four,
it may happen that cach of your opponents has a long
suit and you may not get the lead in time to save the
game.

The General Principle, therefore, on which it would
be sound to declare no trumps is that your hand should
contain onc very probable trick above the average,
with three suits protected. A suit is not absolutely
protected in no trumps unless it contains an ace or
one of the following combinations:

King King King Qn. Qn. Jack
7 10 Qn. 10 Jack IO

6 3 3 3 3
5 2 2

Theoretically an average hand contains 31 tricks.
Your hand taken with your partner’s will on the
average take 63 tricks. You may count upon your
partner holding his fair onc-third share of the good
cards not in your hand, and when your hand contains
one very probable trick above the average your com-
bined hands will take at least seven tricks (43+3% of
84=17}), that is, you have a right to expect the odd
trick, and may scorc two by cards.
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It is Important but not always easy to know what
is an average hand. There arc four aces, kings, queens,
ctc., and the hand that contains an ace, a king, a queen,
a jack, and a ten, Z.e., a card of each denomination,
may be regarded as a typical average hand. But this
arrangement is not usual. A hand may contain no ace
or king and yet be of average strength.

Without a Measure of Value it is very difficult, in
the case of a mixed hand, to know whether it is above
or below average strength. To avoid this difficulty
the following scale of values known as the ‘“Robertson
Rule,” is laid down for the purpose of calculating very
nearly the exact strength of any hand:

Total of an average hand = 18

Eighteen may be Regarded as the Standard of Value
of an average hand. The value (5) assigned to the
K as compared with the other bridge honors is a frac-
tion too much, and those of the Q J and 10 too little,
but these differences are quite inappreciable in actual
play, and may be safelyedisregarded. It should be
remembered that this scale of values, based on the
mathematical laws of chance, is mainly intended for
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the purpose of calculating the strength of a hand with
a vigw of declaring no trumps.

For the benefit of vacillators we will discuss this
valuation at some length in a footnote* which the be-
ginner need not puzzle over. .

Having Determined the Standard Value of an average
hand 18, the conclusion we arrive at is that with one
ace (18+7=25), king (184+5=23), or queen (1843
=21) above average strength, i.e., with 21 points or
over, and with three suits protected, it would be sound
to declare no trumps. Remember that 21 points is the
minimum strength on which it would be sound with the
score at love all to declare no trumps, that three suits
must be protected, and that the hand should contain
at least onc ace.

This Scale of Values should not be applicd to a
singleton ace or king, an unguarded queen, jack, or

*Every card has a threefold value:

(1) Its aggressive or trick-taking value.

(2) Its obstructive value, i. e., its power to prevent onc or more
adverse tricks.

(3) Its protective, 4. e., its power to help other friendly cards to
take tricks.

What is the aggressive or trick-taking value of say a guarded king
in your hand without the ace of the same suit? There are three
hands in one of which the ace must be, 7. e., your partner has one
chance out of three of holding the ace. Again, if your king is guarded
it should make a trick if the ace is held by the adversary to your right,
that is, there are two chances out of three that your king will make a
trick. Assuming the trick-taking value of the ace at 1, the abstract
trick-taking value of the king is therefore in average positions, as-
suming that it is guarded, two oyt of three.

The trick-taking value of the ‘6 J and 10 may be deduced in like
manner. In average positions, assuming that it is guarded, the queen
has four chances out of nine, the jack eight out of twenty-seven, and the
ten sixteen out of eighty-one of taking a trick. Reckoning the
value (5#5) of the second Dutch honor, the nine, would seriously
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ten. Bul every honor in a guarded suil of not less than
three cards should be allowed full value. .
A Singleton Ace, although a certain protection in onc
.suit and a consideration as regards the honor-value of
the hand, loses virtue enormously in no trumps, and
should be reckoned at 4 only. Similarly a singleton
king should be reckoned at 2 only (if your partner has
not the ace it will force an adverse ace) and an un-
‘guarded queen at 1.

Singleton Ace. ..... e = 4
Singleton King ........... = 2
Unguardcd Queen......... =

complicate matters, but it is a card by nog means to be despised in ne
trumps.

The value of a card, in so far as its power to prevent an adverse
trick and its power to help friendly forces are concerned, is modified
by so many circumstances of position and play that it would be idle
to lay down an exact scale of values. Similarly the trick-taking
worth of a card largely depends on what is termed the fall of the
cards, but in average positions the abstract threefold relative values
of the cardsin a gradually descending scale from the ace downwards
are relatively:

Ace . oooi.L. e = 81
King o oooiii .. = 54
Queen . .................... = 36
Jack . oo = 24
Ten o o = 16

A possible objection to this scale of values is that only bridge
honors are taken into account, whereas small cards also score
tricks. When a small card scores a trick (especially in no trumps)
it can be proved to be due to the protective or obstructive valuc of
one or more of the bridge honors. Remember that this scale is
mainly intended for the purpose of estimating the strength of a hand
with a view to calling no trumps. "There is no question in no trumps
of a two of trumps ruffing an adverse ace. What you want to know
is “How much ahove the average is my hand?” This scale will
make the answer easy.
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An unguarded jack or ten need not be taken into
account.*

The Advantages of a Measure of Value for deter-
mining a no-trump hand are ernormous. 1If we apply
the test to the following hands we find that theyshould
all be played without trumps:

N

}\ ﬁ { —
/\ - . 3 -
R i
= 10
+++
— — -
404 2,4 [eTe
274 7o =
4,4 | = 3
L Ik J o 4 e ¢ —
Total. .. ....... 25
*To tail off into refinements:
Ace with onc other........... = 6
King ¢ “ S F. = 3
Queen ¢ ¢ et = 1
Jack with two others . ........ = I

In practise it is only necessary to remember that every honor in a
guarded suit of not less than three cards should be given its full
value,
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= 10
(e o *
+
* 2H | e = 8
g
*+%e | e
. (
8 [ *
43 a4 o7 = 7
e o (o o s | —
Total. ... ..... 25
VY
i . = 8
!
1 — 7
3
ry
+*s
+ &
(] *
& | =10
_® _—




THE ROBERTSON RULE

L3
. = 8
‘[
= 8
* * & &
L = 0
* & + +
Total. . ... cee..25§
4 —
) = 5
= 12
= I
* o + @ * *
¢ o + * = 7
® ¢ *_o * 3 —

17
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These Hands Come Up to 25, i.c., scven points (an
ace) above avecrage strength, 18. They may be re-
garded as specimens of fine no-trumpers, although
none of them contain more than three certain tricks.
It is easy to sce, however, that they all possess a con-
siderable element of strength, and with average assist-
ance from dummy’s hand they offer an exccllent
chance of game. With two aces* there is always a
probability — two chances out of three — of scoring
30 above the line, which is about one-third of the rubber
bonus 100.

*The honor-value of :

2ZACES .« ot e = 2
3

3 Y = 4
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Hands Containing Two Aces, not singlctons or double-
tonsp and a third suit absolutely guarded usually make
the soundest no-trumpers if they total up to 21 and
there is no decided strength in a red suit. As we shall
sgc later a hand well above average strength is not
necessarily a ho-trumper. There may be both more
profit and more safety in a red trump declaration.

With Four Aces (7X4=28) there can be no doubt
about the declaration. With three aces (7X3=21),
unless there is sufficient strength in a red suit to score
game, or a very large honor score, the hand should be
played without trumps. Besides the honor score (30)
and three certain tricks, the protective and obstructive
value of the aces are so great that the hand may be re-
garded as onc very probable trick above average
strength.

The Value 7 Assigned to the Ace does not represent
its trick-taking value alone, but its combined three-
fold value. It may at first sight appear that as an A
K Q held in the same hand are equally valuable in
no trumps they should be reckoned at 7 cach. As,
however, the protective value of the ace converts the
king into a certain trick, and the combined protective
values of the ace and king help the queen to take a
trick, their true values are 7, 5, and 3 respectively.

The following hands are generally considered good
cnough for no trumps with the score love all:
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Total..........21

0y
e &
& & ® &
*,% =
L -
* 4l lo o
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.21
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1 Y N
Lol o o w9 =
! ‘ N A7 DY »
G o
v < ; =
.C" < !
- » . |
o , B

Total

¥y o »
J‘y}*)ﬁ < i —_—
Yo . =
. !
1y : [ N
\
! . .,
RO ; .
IS o0
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Remove Even the Lowest Honor, the tcn, from any
one of these hands and it will no longer be good cnough
for no trumps, as it will fall below the standard no-
trumper 21. These hands contain only a single ace
cach and are the minimum strength on which you
should risk no trumps.

Without an Ace it is seldom sound to make it no
trumps. Besides the remote chance of four aces being
in one hand against you, there is a probability of losing
30 for honors. At love all or with the score in your
favor no trumps should not be declared unless the
hand totals up to 25. But when only the odd trick
is needed to score game, or when the adversaries’ score
is so far advanced that only a bold no-trumper will save
the game or rubber, the risk of an adverse honor score
may be accepted with any hand that totals up to 21.

An Aceless No-Trumper is an Expensive Luxury which
should as a rule only be indulged in when you are in a
hurry to make the game or rubber. When playing
the rubber game, or when the opponents are a game up
with some score towards the next game, points below
the line have a greatly incrcased value to you. An
adverse honor score must then be cheerfully risked in
the effort to make game. In such cases any hand that
totals up to 21 is a no-trumper.

The following hand is fully a king and a queen above
average strength and comes up to 27:
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= 3
= 5
e
P - 38
+*s

Y X))
>
> P
I

| <

This is a Sound No Ace No-Trumper at any point of the
score. The other three hands must hold four aces, a
king, two queens, a jack, and four tens, or a total of
45 points. The probabilities are that dummy will
hold his fair share of the good cards not in your hand,
that is 42=15. This 15 and your 27 total up to 42.
Playing on the probabilities these two hands are as
much superior in trick-taking power to the adversaries
as 42 is to 30 (4 : 3). A superiority of 7 to 6 is all that
is necessary to score, the odd trick, and owing to the
dealer’s advantages two by cards is more than probable
— with a fair prospect of game. As already pointed
out, besides a possibility of four aces being in one
hand against you there is a likelihood of losing 30 for
honors, but there is at least an equal chance of scoring
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24 for tricks if not the game. In all doubtful cases
the ssate of the score must decide the declaration.

It Should be Noted that 21 is the minimum Strength
on which no trumps should be called with the score
love all — this minimum being increased or decreased
according to the state of the score. When the score
is decidedly in your favor, i.e., you are 24 or over,
unless you hold a fairly unbeatable no-trumper (24 or
over) you should search your hand to see whether you
have not a reasonable prospect of scoring game on a
safer and less cxpensive declaration. But with the
score dangerously against you a 20 hand or two five-
card suits with two aces, or a six-card suit headed by
ace, king, quecen, is good enough to risk no trumps on.
There is nothing like a bold no-trumper for pulling a
game out of the fire.



Sporting No-Trumpers

We Have Seen that With a Hand Totalling 21, with an
ace and three suits protected you should play without
trumps. Besides these classical no-trumpers, you may
hold a hand strong cnough for no-trumps, "although
unprotected in the majority of the suits. Even good
players miss many fine opportunitics at bridge in avoid-
ing a possible disaster.

In the Infancy of the Game players held altogcther
cxaggerated notions of the strength necessary for a no-
trumps declaration. The chief advantage of the deal
was thought to lic in the dealer’s privilege to name his
longest suit trumps. Very gradually it dawned upon
the bridgite that playing no_trumps afforded openings
for assistance from dummy’s hand in all the suits, and
that any long suit held by him could be turned to ac-
count. While in a trump declaration the declarer’s
long suit is usually the partner’s short suit, in no trumps,
all four suits being equally valuable, this is an advan-
tage rather than a drawback.

Moreover, as You Command Two Hands your knowl-
edge of the twenty-six cards in your favor is most tell-
ing in this declaration, because it cnables you to know

26
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immediately what suits have a chance of being estab-
lished®

The Adversaries, on the other hand, have no means
of knowing till towards the end of the game what help
they could afford each other in any of the suits. Hav-
ing no notion of the direction in which their strength
lies, they cannot combine forces cffectively against you,
and are at a miscrable disadvantage in making dis-
cards, in leading, and throughout the play of the hand.

As You Have no Ignorance of This Kind to hamper
you, your jacks, tens, and nines, though of little account
in a trump declaration, are very usecful in plaving with-
out trumps. Rightly, thercfore, to appreciate the
importance of the deal, no opportunity should be
missed of playing without trumps.

THE SEVEN RULE

You should go no trumps with:

4 tricks and 3 suits guarded
5 (43 13 2 o 43
6 119 13 1 sul‘t 13

The declaration will in fact be theoretically correct,
if the number of tricks you hold p/us the number of
guarded suits come to seven or more.

The first case is covered by the Robertson rule. In
the second case there are two unguarded suits. A
five-trick hand should always be regarded as a strong
attacking hand, and unless you have decided strength
in hearts or four honors in diamonds, cither of which
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would be a safer declaration, you need have little
hesitation in playing without trumps even with two
absolutely unprotected suits. The chances are that
dummy will hold a guard in each of thesc suits.

When You Hold Five Certain Tricks dummy is entitled
to a third of the remaining eight tricks, and owing to
your advantages in combining the two hands, two by
cards is very probable, and a successful finesse or an
extra trick in dummy’s hand must give you game.

If you hold A K of clubs and A K Q of spades, and
we distribute the other probable trick-taking cards
among the other three hands, your chances of scoring
game are immense. And yet with this hand, which
comes up to 27, many players would pass the declara-
tion:
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If you leave it, dummy is almost certainly unguarded
in clubs and spades, so that no trumps would be out
of the question, and unless your partner is able to de-
clare a red trump, you would be missing an opportunity
of making game, or at least a good score.

If His Hand is Good Enough to Declare a Red Trump,
your combined hands have a good chance of scoring
game in no trumps. The effect of passing the declara-
tion with a hand above the average is so very imper-
fectlyeappreciated even by good players that it would
be well to examine it a little further.

The remaining 39 cards, when dealt out, would
probably arrange themselves something like this:

+ & +
+ &+ +
+ + %
* e
L]

Li_ L
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All These Hands Are Below the Average 18, but any one
of them, fitted in with your 27, would make 2 by cards,
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if not the game, highly probable. Two by cards can
be lost only if dummy holds a Yarborough.
If your strong suits are red:

7
v

Al S

[ *F
14-',;',} + +
[+ &+ *
T;T TR ‘e—o
aTe e o | o
oo e_g} L

there is wery little chance of dummy making an ex-
pensive declaration if it is left to him. He clearly has
a very poor chance of naming a red trump or of play-
ing without trumps.

This Brings Us to the Third Case. \Vith six or more
certain tricks (in a black suit, of course) even with
three absolutely unprotected suits, you should play with-
out trumps at love all, or when the score is against you.

With the Score in Your Favor, or with a game to the
good, it is best to play safe and pass the make. Dummy
may turn up a good red suit which will help to estab-
lish your long suit; or he may hold strength to play
no trumps which would fit in admirably with your
hand; or he may have a poor hand and make it
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spades, which would be prudent. Dummy’s declara-
tion cannot hurt you and may be most useful. °

Of Course, With Two Suits Guarded you will have
no hesitation in declaring no trumps when one of
them is a solid established suit. We have seen that
with five certain tricks and two suits guarded, you
should declare no trumps. The difference between
two suits protected and only one protected is glaring
and should be duly appreciated.

The Secret of the Declaration is that a long solid suit
gives you a preponderating advantage in playing with-
out trumps. You will, of course, make at least the
same number of tricks with a trump declaration, and
when your long suit is red, you should unhesitatingly
name it trumps. When it is black, however, the ques-
tion for decision is whether you should declare it as
decaler and be content with 2 or 4 for cach trick in-
stead of 12, or leave it to your partner with the likeli-
hood of his declaring spades when your long suit is
clubs or wvice versa.

With Seven Spades to the Quart Major and nothing
else in the hand, dummy is entitled to an A K Q J 10,
i.e., he is almost certainly protected in two out of the
three suits in which you are unprotected.

It Is Clear that if in addition to one solid suit con-
taining six_or seven tricks, you hold a probable re-
entry in another suit, say a king singly guarded, it is
comparatively safe to declare no trumps. The fact
that the first card played will be a blind lead up to you
should not be lost sight of.
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24-POINT NO-TRUMPERS

These Is a Third Class of No-Trumpers which does not
come under the seven rule, and with which the declara-
tion is usually left to dummy. These are hands which
total up to 24 (more than a king above average strength)
but have two suits cither missing or unprotected.

The three hands that follow are about as unfavorable
examples of 24-point hands as it is possible to con-
struct, and yet they are all good enough for no trumps:
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N
]

Total ......... 24

e 24

Total
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It Is No Good Playing a Timid Game at Bridge. If
you have an opportunity of making a good score, but
at some risk, provided the balance of chances is in
your favor, in always accepting the risk you must
come off well in the long run. If you wait till you are
absolutely protected in three suits, and sec your way
clearly to making a score, you are surc to miss golden
opportunitics.

There Is too Great a Tendency in modern bridge to
throw the burden of responsibility on dummy’s shoul-
ders. The deal is a very important advantage, and you
should make the most of it by taking the shortest road
to game. When your hand is distinctly above the
average, leaving the declaration means, as we have
seen, missing an opportunity of making game on the
deal.

" With Any of the Hands Instanced, and in fact when-
ever your hand totals'up to 24 and you do not hold four
honors or very decided strength in a red suit, you should
play without trumps rather than pass the declaration.

Playing on the Probabilities your partner will at
least hold stoppers in yvour missing suit. If he holds
strength in either or both the suits vou are likely to do
better at no trumps than at his suit. As “Ace of
Spades” points out, ‘“‘numberless games are lost by
timid passes; hands which in combination would.have
proved fine no-trumpers are wasted on spades be-
cause the dealer will pass on what is really a no-trump
hand. The dummy is greatly fettered in his declara-
tion, and even with a 20-point hand is quite right to
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declare spades. Yet a combined strength of 40 points
well played ought to mean game at no trumps.”

In all these declarations with missing suits, it is
assumed that the score is love all.  When the score is
against you, it is all the more reason why you should
adopt aggressive tactics. If, on the other hand, your
score is sufficiently advanced to win with a trump
declaration, it is neither necessary nor wise to jeop-
ardize the game.

Timid players do not like the clement of uncer-
tainty about these hands. They may come to grief,
but there are long odds that they will pan out all right.
It is for the judgment of the player to decide when the
chances are in his favor and not to confound the pos-
sible with the probable. The declaration should be
made according to the law of probabilitics, and no
opportunities missed for fear of a possible disaster.

It Should Always be Borne in Mind that the dealer
and dummy can join forces in a way that is not possible
to partners who are ignorant of the help they can give
cach other. This ignorance is especially fatal in no
trumps. If the leader hold king, jack, ten of clubs,
and the third hand ace and qucen, both partners are
equally afraid to open the suit for fear of finding
strength with the dealer. When after some rounds
it is scen that the dealer will not touch the suit, the
adversarics will probably infer that he wishes to be
led up to. Only when the game is practically decided
do the unhappy partners discover the cost of their cau-
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tion. This ignorance is especially disadvantageous
in making discards.

The dcaler, on the other hand, knows exactly the
strength of the combined hands, and what suits have
a chance of being established, and he can order his
play accordingly. Another great advantage lies in his
ability to deccive the adversaries by the judicious play
of false cards.

With a Declared Trump cven average plavers find
little difficulty in making all their probable tricks.
Playing against a no-trumps declaration the best
players are at a serious disadvantage. If therefore
you wish to take a long chance, take it by all means at
no trumps.

It Should be Noted that these declarations with
missing suits apply mainly to the dealer. Dummy
must cxercise more caution. It is obviously no good
having strong suits exposed if the hand is otherwise
weak, because it is not likely the adversaries will be
charitable cnough to open them.



The Spade Shield

THE points in favor of an original protective declara-
tion when your hand does not contain a single trick
are: :

(1) You prevent dummy from making an expensive
call which is likely to result in a big adverse score if it
docs not cost you the game.

(2) The odd trick in your deal in any c¢xpensive
declaration is morc valuable to the adversaries than
to you, because it would largely increase their chances
of making game when it is their turn to make the
declaration.

Against these two great advantages an original
spade call has the following glaring disadvantages:

(1) By naming spades originally you plainly in-
form the adversaries that your hand is a very poor
one. Throughout the game the eldest hand will lead
up to you with confidence, and both the adversaries, by
placing the lead with dummy, or by going through
him, will make the most of their good cards.

38 '



THE SPADE SHIELD 39

(2) You are very likely to be doubled when each
trickowill cost 4, so that losing two by cards will carry
the adversaries’ score to onc of the useful stages.

(3) A trump dcclaration by dummy, if spund, may
not be equally disastrous and unproductive. Besides
the remote chance of dummy holding four aces or four
honors in a red suit, he has a chance of holding one
long suit, which if made trumps might be useful.

It follows that while not securing the greatest amount
of safety a misére declaration entirely kills the hope
of a good score. The spade shicld should therefore
be sparingly used.

It would be uscful to lay down a standard minimum
of weakness for a defensive declaration with the score
even or at love all.

In the first place, suppose you have no trick in your
hand and leave the declatation to -dummy. The
chances are all in favor of dummy holding a hand
above the average, i.e., four tricks, which must tempt
him to make an expensive declaration, usually no
trumps. What is your expectation of making a score?
To get the odd trick dummy’s hand must contain
seven tricks, 1.e., be superior to both the adversaries’ -
hands taken together. Playing on the probabilities,
he will make about four tricks, i.e., vou run a risk
of losing 3 by cards, as you can give him no help.
This practically means the loss of the game in no
trumps, or doubled hearts or diamonds. Your ad-
vantages as dealer will be nil, as you cannot get the
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hand to finesse, or to combine your hands in any way;
and as all the strength dummy may hold will be laid
on the table it will help the adversarics to make the
most of their good cards.

The rule for estimating the value of a hand given in
a previous chapter might be usefully applied here.
We have scen that counting 18 as the value of an
average hand, the total value of the four hands is
equal to 72. Let us suppose your hand contains only
a guarded queen:

= 3
'l'_!_'l- LK ] -
LK J *
#tel e s &
® & ® & L )
§*9 L)
e o o o | o]
Total. ......... 3

This is a 3-point hand. The value of the other
three hands will amount to 72—3=69. Going strictly
on the probabilities,dummy will hold one-third of the
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good cards not with you, and his hand will total up to
23. *This means that in the absence of very decided
strength in a red suit he will declarc no trumps and
the result, as we have seen, will be the loss of the game.
He may hold four aces and an unbeatable no-trumper,
but even then to make the odd trick, his hand must be
superior to both the adversaries’” hands taken together.*

Therefore as loss is very probable, with a hand of
zero expectation play to lose as little as possible. It
is part of your advantage as dealer to make the most
of good cards, and to make the least costly declaration
when the chances are all against your scoring on the
dcal. In other words it is vour business to prevent
dummy from throwing away the game, and when vour
hand does, not contain a single -trick you should un-
hesitatingly declare spades.

If, however, vou hold one certain trick in vour hand
there is no necessity to assume that you must lose on
the deal. Remember that there are 26 cards to be
played and that the 13 cards held by vour partner have
to be considered.  Any sound declaration that dummy
might make may not turn out so disastrous as an
original spade declaration doubled.

If you hold one certain trick (an ace or a suit con-
taining a king and queen), vour hand will total up to
7 or more. The other three hands total up to 65 or
less (72-7), so that dummy’s hand will probably come

*Dummy’s chances of declaring hearts or diamonds is approxi-
matcly §.
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up to 21. Now the minimum strength on which the
exposed hand should declare no trumps is 23. * This
means that dummy will declare no trumps only if he
holds something more than his fair share of the good
cards held by the three unknown hands.

We have scen that owing to the glaring disadvan-
tages of a misére declaration, the spade.shield should
be very sparingly used. With one certain trick or with
two suits protected, the dealer’s advantage of knowing
the cards in his favor and where finesses are -practi-
cable must also be considered. And asthereisnoreason
to assume that the odd trick must be lost there is no
necessity to rush off with a confession of weakness
which, while it does not afford the greatest amount of
safety, entirely kills the hope of a good score. If the
partner can be trusted to make a sound declaration,
and unless clearly overruled by the state of the scote,
when the dealer’s hand totals up to 7 or more, it is best
to pass the make. .

The tendency of backward players is to leave dummy
the onus of making the declaration. If the decaler
does not hold a jeu-de-régle no-trumper or red-trump
hand he usually passes the declaration. His hand
may, thercfore, range from considerably over average
strength to utter defencelessness.

It would greatly simplify the inferences to be drawn
from passing the call if it were a convention that the
dcaler should declare a black trump:
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(1) When his score is so far advanced that he has
a rcaspnable certainty of the game in his own hand.

(2) When he does not hold a single trick and his
hand falls below the minimum seven points.

The first case properly comes under playing to the
score and largely depends on the judgment of the
player.  An advanced score is a tangible advantage
which should not be lightly jeopardized.

But besides these misere spade declarations the
dealer may he compelled to declare clubs or a red
trump defensively with a hand that totals up to less
than 7, according to the Robertson scale.  As these
hands present some features of difficulty, we will dis-
cuss a few typical ones: '

1 Hearts............ Jiwo 8 5 3 212
2 Diamonds ........ Qo 6 3 3 2| 3%
. . -~
3 Clubs ... ... 109 7 6 5 3| ¢
4 Diamonds ........ K g 6 5 4 3 :':;'.;
5 Hearts............ Q 8 7 6 5 4: 3%
fop
6 Hearts............ Q Jiwo 4 2 N
7 Diamonds ........ Kio 8 7 3 '§§
8 Clubs ............ Qo 8 6 4 ;.C.g
9 Diamonds ........ Qio 5 6 4 =35
< / S =

10 Hearts............ Ko 6 5 3 J=

These hands are all below the minimum %, and it
does not seem expedient for the dealer to pass the
declaration with any of them at love all.

It is clear that if dummy makes a trump declaration
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loss must result unless he holds an exceptional
hand. .

Should he declare no trumps, on an average no-
trumper the dealer’s hand will prove worthless un-
less dummy holds at least” the ace of his long suit.
Even then it is not likely to be established unless
dummy holds three cards of the suit. The decaler has
to depend on his long suit for re-entry as he does not
hold a card of re-entry in any other suit. But as the
chances are two to one against dummy holding the
ace, the chances arc at least two to one that the ad-
versaries will stop the suit and the dealer’s long cards
will never come in.

Eliminating exceptional distributions of the cards,
the dealer would seriously jeopardize the game if he
passed the declaration with any of these hands. The
question is what should he declare protectively?

The main considerations involved are:

(1) These hands are valueless unless the long suit
is declared trumps.

(2) There is a two to one chance that spades will
be doubled.

(3) The dealer by naming his long suit trumps does
not disclose the poverty of his hand as he would do by
declaring spades originally.

When the dealer holds a six-card suit (see cases 1 to
5), it is highly probable that if the long suit is declared
trumps it is good for three tricks. Owing to the
dealer’s advantages, with any six trumps there is a
probability of his making the odd trick. His cards
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are clearly worthless with any other declaration, and
the logs of at least two by cards is more than probable.
As the loss of two by cards in doubled spades or in
any other declaration would carry the adversaries’
score to a useful stage, it would be safest for the dealer
to declare his long suit. But he must be careful not
to risk a large honor score against him.

"In Cases 6 to 10, thc dealer has an even chance of
making or losing the odd trick. His safest course is
to name his long suit, or to declare spades, as the
chances arc all against him if he passes the declaration.
When he holds two honors in his five-card suit, he
should make it trumps, as, besides the protection it
affords the suit, there is a probability of his scoring
at least simple honors. In all other cases he should
declare spades.

To sum up: When the dealer’s hand falls below
the minimum 7 he should declare spades. But if he
holds a six-card suit or a five-card suit to two honors,
and weak spades, he should make his long suit trumps,
his hand being clearly worthless in any other declara-
tion.

The main thing to be considered in making an
original protective declaration is the state of the score.
With an advanced score be cautious, with a backward
score be bold. In playing the rubber game remember
you are playing against time — it will rarely pay you
to declare protectively.



" The Blind Lead at No Trumps

THE opening lead against a no-trumps declaration
should be made from your longest suit, —

Because it informs your partncr where your main
strength lies;

Because the struggle on cach side is to establish
onc or more long suits, and leading yours will help to
establish it carly; and

Because playing your long suit is least likely to help
the dealer, and it has a chance of hitting his weak spot
and so saving the game before he can get into the lead.

1t is easy to construct hands to show that it is inad-
visable to afford too much information by your lead,
because every indication given to your partner may
be turned against you by the dealer. On the other
hand it would, except in rare cases, be hopeless for
you to contend single-handed against a no-trumps
declaration. To make anything of a stand you must
join forces with your partner, and this combination of
forces is not possible unless you give him information
about the contents of your hand.

You have little to gain by attempting to deceive the
dealer, as he knows alrcady what cards are out against
him. The additional information, rcgarding the lie
of the cards, may cnable him to know whether a finesse
will be successful, but it will not alter the fact of a card

46
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lying in his favor or against him. It would only be
uscfulewere an alternative line of play open to him.

On the other hand it is vitally important that the
partners should know what assistance they can afford
cach other, and what suit or suits have a chance of
being established against the dealer.  This knowledge
is often the only means of saving game against a no-
trumps declaration.

The opening lead (.-spccially should be so arranged
as to enable the third hand to know the strength of
the combination opencd.  This is best shown by lead-
ing the third-best card of your long suit.

THE TWELVE RULE

As we shall sce when we come to consider bridge
probabilitics, there are approximately two chances out
of three that the leader’s long suit will contain five
or more cards. Ordinarily in three leads of the suit,
he will be left with two long cards.

The chief disadvantage he labors under is his
ignorance of the help his partner can give him. As
his partner yvou have the advantage of seeing the ex-
posed hand before playing, and provided the third
best card has been led, in a large majority of cases
you will know exactly what chance the suit has of being
established. This information the dealer already pos-
sesses and the only question for decision is whether the
exact indication afforded by the third-best lead is in
the majority of cascs a greater evil than the mischief
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likely to result by withholding the information from
the partner. )

The first information you gain from the lead is that
the lecader holds exactly two cards higher than the one
led. If now you deduct the pips on the card led from
12 you will know the number of cards held in each of
the other three hands higher than the one led.

Any.or all of them may be held by you or they may
be divided between dummy’s hand, yours, and the
dealer’s. Say he leads the 8, you deduct this number
from 12 and find there are four cards higher than
the 8 which are not with the leader. Should you
hold two, and dummy the others — say you hold the
K 10 2, and dummy the Q 9 7 — you know at once
that your parnter’s suit is established. If dummy
does not cover with the Q you put on the 10 with con-
fidence, and rcturn the K.

If you were uncertain that the third best card had
been led, you would be obliged to put on the K third in
hand, with the result that dummy would stop the suit
with his Q on the third round. Instead of making five
tricks in the suit you might possibly make only two

If the g is led there are three, if the 8 four, if the
7 five, cards that obstruct the leader’s suit. Dummy’s
hand being exposed you know with certainty how
many cards are held by each of the four hands higher
than the one led. In the majority of cases you will
be able to locate the entire suit.

This lead is especially effective- when dummy de-
clares no trumps. Take these cases:
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I. Dummy: Q 9 8

Leader: A J 7 4 2 Pone: K 10 3
Dealer: 6 5
II. Dummy: J 9 8 7
Leader: K Q 6 3 2 Pone: A 10 4
Decaler: 5

Now compare the difference as regards pone’s knowl-
edge under the three systems — the third-best, the
fourth-best and the lowest card of the suit.

Under the two latter systems, pone would know
almost nothing about the leader’s suit. But when you
open with the third-best, he is at once able to place
almost every card of the suit. He is also able to finesse
over dummy with certainty.

Now compare the dealer’s knowledge under each of
these systems. It will readily be scen that whatever
you might lead you add nothing uscful to the informa-
tion he alrcady possesses. He knows exactly what
cards are held against him. In the one case he knows
the A K J and 10 are against him, and in the other the
A K Q and 10. While therefore the gain to your
partnership has been great, the information has been
anything but useful to the dealer.

These are of coursc made up hands, but cases in
which the third hand has a chance of finessing over
dummy occur frequently. It is possible that pone may
finesse .even when the fourth-best or the lowest is
played, but as the finesse would be attended with
much uncertainty and may, if it fails, greatly delay
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the establishment of the leader’s suit, it would be rarely
advisable to trifle with your partner’s lead in thic way.

This may be the very suit in which the dealer is
totally unprotected, but unless you know for certain
that he does not hold a card higher than the one led,
as third in hand you have gencrally to play your
highest even though vou leave dummy with a stopper.

The beginner need not labor through the discussion
that follows.

It has been persistently asserted that the third-best .
gives too much information, but in order to discredit
the leagl it is necessary to show that such information
is in the majorily of cases more uscful to the dealer than
it is to the partners.*  Experience so far has proved
that this contention is unsound, and the reason is that
in order to play a combined game you must be cahdid
with your partner cven at the risk of being too frank
with the encmy.

*As regards the respective merits of the third and fourth best
leads, it is clear that if a number showing lead is to he adopted, the
inferences to be drawn from the third-best are very much more useful
and simpler than the inferences to be drawn from the fourth-best. The
reason of this is that the gap between the third-best card of your long
suit and its fourth-best card may be anything from one to nine cards.

Playing the second-best card of your long suit would not do, be-
cause it would in most cases be sacrificing a valuable card, and,
unless it is a commanding card, it is obviously an absurd lead as it
would cripple your chances of gaining command of the suit. The
third-best just hits the happy medium.

It may be that in some cases the inferences to be drawn from
leading the fourth-best are nearly on a par with the inferences to be
drawn from leading the third-best. But to say that the fourth-best
is the better lead because after much thought the fourth-best player’s
partner would select the same card as the third-best player’s partner
is a truly lame and impotent conclusion.
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Your chances against a no-trump make are slender
enough, without your secking to involve the play, as
between you and your partner, in deliberately achieved
chaos. Say you lcad the 3 from A K ¢ 7 5 3, dummy
holds Q 8 4, third hand 10 35 2, and dealer J. The J
takes the trick, and as your partner has no information
whatever about your hand, how is he to know what hope
there is of saving the game in your suit? The dealer
knows where the A and K are, but for all your unhappy
partner knows you may have led from g 7 5 3.

Suppose you did lead from ¢ 7 5 3, and the pone held
a five-card suit to the K Q J.  He would be obliged to
return your lead on the first opportunity unless he
knows for certain that vour suit is hopcless. You, in
other words, compel him to throw away the chance of
saving the game in his own suit.  You are really play-
ing the dealer's game, by dcliberately withholding
from each other information which the dealer already
possesses, and which is vital to your partnership.

But let us examine cases which are supposed to be
disadvantageous to the third-best leader. It is usual
for opponents of the lead to construct hands in which
dummy has an opportunity of making a successful
finesse against pone, and on the strength of such distri-
butions to impugn the principle of giving informa-
tion by your ovcning lead. They overlook the fact
that in all such cases the finesse may have been made,
and in the majority of cases should have been made, on
the lead of any small card.

Here is a case from actual play:
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. Dummy: 10 9 2
Leader: A J 8 4 3 Pone: ¢
Dealer: K Q 6 5

Leader opened with the 8, and as dcaler could place
the A and J, he put on the 9 from dummy.

This hand is given not merely because it occurred in
actual play, but because it is about as unfavorable a
hand as it is possible to construct for the leader. In
the actual game, the dealer headed the trick with the o,
and opponents of the lead of course held that playing
the third-best suggestcll the finesse.

Now, if, instead of the third-best, the fourth-best or
the lowest had been led, it is clear that nothing could
be lost by putting up the ¢, that in fact it is the only
correct play under the circumstances, because wher-
ever the J might lic it would ensurc the dealer two
tricks at least in the suit. Therefore, as the dealer
must have played as he did, where is the disadvantage
of leading the third-best?

However A might lead, the dcaler is seldom told
anything that he does not know, and if a finesse from
dummy is in a few cases possible it was always there;
but leading the third-best tells the pone, in almost
every case, a great deal about the partner’s hand, and
so far as the suit opened is concerned, the partners are
placed on a footing with the dealer. And when he is
able to place certain cards in his partner’s hand, he is
indirectly, according to his powers of inference and his
bridge perception, informed about the contents of the
dealer’s hand. The balance of advantage therefore
appears to lie with the third-best lead.
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The point is that the dealer knows whether he need
fear the suit and what its limits are. Therefore it
must be right in the majority of cases to let your partner
know the limits of your suit. It will be useful to him
in inferring the contents of the dealer’s hand, and it
will help him to decide whether there is a better chance
of saving the game in his own suit.

Opening with the third-best against a no-trumps
declaration does away entirely with the present cumber-
some and complicated system of leads, which are of
no use whatever to the average pPlaver. It also greatly
simplifies the inferences to be drawn from the card led.

Rule 1. — From cvery combination jrom which il
would be incorrect to lead a commanding card play vour
third highest card.

Rule 2. — From a sequence of three or more cards
headed by an honor, play the highest of the sequence.

These two rules cover all the ground, with three ex-
ceptions which are sclf-evident and which will not in
the least burden the memory once their guiding prin-
ciple is understood.

EXCEPTION I

The principle that should guide you in leading
against a no-trump declaration is that you should not
play a commanding card of vour long suit, unless you
see your way to gaining complete command of the
suit, or unless you hold one or more cards of re-entry.

With a re-entry you should play a bold game and
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accept the risk of your suit being stopped in the second
or third round, as you have a chance to come ix with
your re-entry and make the rest of the suit.

With a Re-Entry
lead the ace from

A Q J two others

A Q 1othree “
five ¢

>

"lead the king from

our ¢

S

K Q four  “

A guarded king may be counted upon as a card of
re-entry when the dealer has made the declgration.
Against a passed make, however, absolute protection
in a suit other than your long suit is necessary.

When you do not hold a card of re-entry in another
suit, remember that your ability to regain the lead will
depend on your long suit, so that it would be unsafe to
play out commanding cards unless you have a very
good chance of gaining complete command of the suit.
By leading commanding cards you very likely take
out the only cards your partner holds in the suit, and
if the adversaries stop it, he cannot return it to you
when he gets the lead. Instead of making five or six
tricks in your long suit you make only one or two, and
your hand is then decad.
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By leading your third-best and if necessary giving
away the first trick you have a chance of your partner
returning your suit when he gets in.

Without a Re-Entry

lead the ace from

AQ ]

I

o= i
OO0

n
o)

10 and at least 3 others

EXCEPTION II

1

e O

When you hold an A K suit, other than your long suit,
it will often pay vou to play the K in order to see dum-
my’s cards before vou continue
other rliles of play must be used intelligentli’, and should
you hold a six-card suit which will need two re-entries to
bring in, the long suit should be opened, and both the
ace and king preserved as re-cntries

It is a great help to the dealer that his opponents
have to make the first lead in the dark, and vou should,
whenever you can do so with safety, neutralize this
advantage by plaving a card which will retain the
lead till you have seen dummy’s hand.  You will then,
in the majority of cases, know whether the game is

But this like all
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in danger, in what directions strength or weakness
lies, how best to play your long suit, etc. '

It will also enable your partner to know how to put
you into the lead should you be left with any winning
cards in your long suit later in the game. The in-
formation is not nearly so useful to the dealer, who
knows exactly what cards are out against him as soon
as dummy’s hand comes down.

Remember that by playing the K you do not re-
linquish command of the suit; that the information
conveyed by your lead is a great deal more useful to
your partner than it is to the dealer; and that as saving
the game should be the first thought of the non-dealers
in playing against a no-trumps declaration, this lead,
by cnabling you to see dummy’s cards before you part
with the lead, will in most cases enable you to know
how, if possible, to save the game.

If, however, your A K suit is also your long suit,
it is not advisable, as we have alrcady scen, to play
out the A or K unless you sce your way to gaining
complete command of the suit, or you hold one or
more cards of re-entry in the other suits.

Instead of the usual table of leads, with and without
cards of re-entry, and a confusing list of exceptions,
it would be useful to study the inferences to be drawn
from the leads.
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Inferences From the Leads

Ace_led should be regarded as an wurgent invitation
to unblock. It should always mean that the leader
has at least six cards in suit. Being a commanding
card it mecans that the leader cither hopes to gain com-
plete command of the suit, or he holds one or more
cards of re-entry. The exposed hand will guide the
partner in unblocking.

King led should be looked upon as a somewhat less
urgent invitation to unblock. It may be a command-
ing card from A K and four or more, or from K Q and
at least three others. The leader either hopes to clear
his suit, or he has onc or more cards of re-entry. The
exposed hand will make this clear.

Qucen led shows sequence of Q J 10 or Q J 9 and
one or more.

Jack led might mean a sequence of J 10 g and one
or more, or it might be a third Lest lead from

A K ] and onc or more

A Q J « 13 9 (13
From the 27 cards in view, the third hand will easily
detect the combination from which it is plaved.

The 10 might be led from any of the following com-

binations:
10 and onc or more

“« ITRT «
10

« I «
I0

« “ o« «
10

HOR
"t QO A
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In the first five cases it would be a third-best lead
and indicate that only two cards arc out against the
-leader. From the 27 cards in view the third hand will
readily detect the weakness in the last case.

It will be noticed that with the exception of the A
K and Q the other bridge honors are mostly third-
best leads. When as an opening lead a card lower
than a ten is played it should as a rule be the third
highest card of the suit.

Leading the third-best enables the partner:

(1) To know almost exactly what chance there is to
establish the suit;

(2) To finesse whenever necessary against dummy;

(3) To know when the suit is hopeless and should
be changed for his own long suit;

(4) To unblock with certainty; and

(5) It greatly simplifics the leads, as well as the
inferences to be drawn from the leads.

It is mainly on account of the information they con-
vey that conventions are so important in bridge, and
it is in the multiplication of conventions, such as the
third-best lead, that the dealer’s advantages will be
considerably diminished. To assert vaguely that it is
inexpedient to play the number showing leads at
bridge does not dispose of the question. The point is
whether the ‘information game’ is more useful to the
dealer than it is to the non-dealers — having in view
the fact that the dealer knows already what cards are
held against him.

There are very few rules in bridge that are inflexible,
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and cases will occasionally arise which will compel
you to’lead from a suit that is not your longest.

First Case
Hearts 107 2 J 64 QJ1:
Diamonds 9 6 4 KQ]J 8762
Clubs AKQ 5432 984
Spades 6532 1073 765

. With hands like these it would be beetle-hcaded
to open with your four-card suits or to expect to do any
good in them. It sounds well cnough to say that even
four small cards possess an clement of strength and
that after three rounds vou will be left with a winner.
But this assumes that the other cards of the suit are
equally divided, whereas the odds against such a dis-
tribution are 158,735 to 16,795, or nine to onc. The
more usual distributions (sec the chapter on the mathe-
matics of bridge) are 4 32,5 31, and 5 2 2, and when
they are so divided the chances are two to one that vour
partner will be short in the suit, and vou are plaving
the dealer’s game by inviting your partner to give up
the good cards or stoppers he may hold in the suit. On
the other hand you lose nothing by leading from such
strong combinations as A K Q or K Q J, and even with
less strength, say A K 4 or K Q 10, vou should, I think,
lead the K instead of opening with such a hopcless
suit as four cards to an cight. In fact any strengthen-
ing sequence headed by a Queen or a Jack would be a
better lead.
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Second Case .
Hearts J 2 Q6 J1og
Diamonds ¢ 6 5 AQ:2 K6 2
Clubs 0432 8643 8642
Spades 7543 7654 K]J3

These hands call for more careful handling. Any
lead is likely to prove disastrous, but as you must open
the game, you should select a card that will do your
partner the least damage. His hand has to be con-
sidered, because it is his cards alone that can save
the game. Leading hearts would perhaps do his hand
the least harm, and as you have no good lead, a
strengthening heart may prove the most effective de-
fence against a no-trumps declaration, especially if it
was made by dummy.

In fact, a singleton hcart with a hopelessly weak
hand is by no means a bad lead against a no-trumps
declaration by dummy. With this hand:

Hearts Vi
» Diamonds 10 7 6 2
Clubs Js5a3

Spades 106 3 2

the singleton heart is the correct lead if the declaration
was made by dummy. Even if your partner did not
double you may safely credit him with some strength
in hearts. If the declaration was an original one, you
may infer some strength in the suit with your partner
and dummy. The heart lead through the latter seems
the best lead, and should warn your partner that he
has little to expect from you in the play of that hand.



The Blind Lead With a Declared
Trump

THE initial lead against an offensive trump make
is important, as the fate of the game, and it may well
be the fate of the rubber, depends on the card you
open. The long-suit leader at whist played with the
object of bringing in his long cards after the trumps
were extracted. But when an offensive trump declara-
tion is made at bridge, strength in trumps is declared
against you and the long cards of your best suit are
not likely to be of much value to you.

On the other hand, the dealer’s long suits have to be
feared and you should not be in a hurry to play out
aces and so help to establish his long suits.

Your object in leading is not so much to bring in
any suit as to make all your possible iricks — your acces,
kings, and queens — and not to establish any suit
against you on the little cards of which you may have
to discard any possible trick-winners.

As soon as dummy’s hand comes down, you are

gencrally in a position to know whether or not the
61
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game is in danger. Your original lead should there-
fore comprise the double object of retaining the lead
till you have scen the exposed hand, and be at the
same time one that is not likely to sacrifice a possible
trick in your partner’s or in your own hand. With
these objects in view the following defensive leads are
arranged in their order of merit, beginning with the
useful and the expedient and tailing off into the objec-
tionable. In each case the card underlined is the one
that should be led.

DEFENSIVE LEADS
1. A K with or without others

This is an excellent suit to open as it will enable
you to see the exposed hand without parting with
the lead. It also gives your partner a chance of call-
ing should he be able to ruff on the third round.

If you play the ace and follow with the king it
should mean that you hold no more of thé suit and
invite a ruff. *

This suit should be opened even when your partner
doubles a declaration by dummy, because you can
have a look at the exposed hand without parting with
the lead. Of course after winning with the king you
should continue with your best trump unless you see
clearly that it would be more profitable to adopt
another course. By playing the king you let your
partner know how to put you into the lead again should
it be necessary to play another round of trumps through
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the declarer. In any case the information is likely
to be most uscful to him.

2. K Q Doubleton

This is the only unobjectionable doubleton. If the
ace is not put on you continue with the queen.  Should
the ace be against you, you lose little by this lead
which gives you a chance of a ruff on the third round
and may help to establish your partner’s jack. The
object of leading from this doubleton is to prevent
your partner from playing the ace and so sacrificing
a probable trick. Most other doubletons are very
bad opening leads.

3. K Q J with or without othcers

Nothing is lost by leading from such a strong com-
bination. It may also give you a chance of seeing
dummy’s cards without parting with the lead.

4. Q J 10 with or without others

or Q J o and another

While risking little by leading from these combina-
tions there is a chance of dummy's king falling to
your partner’s ace.

5. Ace Singleton

The chief merit of this lead consists in its enabling
you to sce the exposed hand without parting with
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the lead. It also gives you a chance of a ruff on the
second round, and -stands a better chance than any
cther singleton of enabling you to make a little trump.
It has not the disadvantage of other singletons which
as often as not cause your partner to sacrifice a prob-
able trick.

6. Ace and jour others

" The two advantages of lcading an ace are: it re-
tains the lead till you have scen the exposed hand and
it secures one trick. Its disadvantages are: that it
makes the king good wherever it may lie and may
help to establish several tricks against you. But
when you hold five cards of the suit, it is not likely
you will need the ace to stop the adversaries’ suit.

7. Singleton
This is a favorite lead with many players who fancy
they see an easy way to making their little trumps.
It fails though quite as often as it succeeds and is on
the border-line between a desirable and a non-desirable
opening lead. As often as not you make your partner
sacrifice a probable trick, and unless he holds great
strength in the suit, this lead usually goes a good way
to establish the suit for the dealer. To succeed, your
partner must take the trick (which is equivalent to
depending on his holding the ace) and he must know
it is your singleton. The chances are two to one that
he does not hold the ace, in which case the dealer is
likely to disarm you by extracting your trumps.
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This lead calls for careful examination because the
books strongly recommend it, and there are players
who will play a singleton in preference to any other
lead, without stopping to consider the state of the
score, the number of trumps they hold or the rest of
the cards in hand. .

A singleton is without any question a most useful
lead at bridge, but unless it is played intelligently it
will in the long run lose more than it will win. When
the dealer declares diamonds and you hold

L L
PN J i + |
B I R N

the singleton heart is unquestionably the correct lead.
But in a majority of cases the singleton will fail unless
you are able to stop the trump suit at least once, and
you are able to put your partner into the lead to re-
turn the suit to you.

Players are very apt to be impressed by the success
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of a singleton; they are not equally impressed by its
failure which they accept as inevitable. Thege is a
two to one chance against success, and when played
blindly the risk of establishing the suit for the dealer
outweighs the problematic gain of utilizing a little
trump. If you are weak in trumps-the dealer is very
apt to take the lead and draw them, and if you are
moderately strong in trumps, say you hold four to the
jack, it is very poor policy indeed to play for a ruff,
which will considerably weaken the defensive strength
of your hand. Remember that a singleton, or a
doubleton, for that matter, does not lose all chance of
success by being retained until dummy’s hand is seen.

8. K Q and one or more

The chief objection to this lead is that if the ace is
held adversely you make only one of your two good
cards, whereas you have a chance of making both if
the ace lies to your right. But as the chances are five
to four that your partner will hold either ace or jack,
this is a better suit to open than a singleton with two
or three little trumps that are liable to be extracted
by the dealer.

9. Ace and three others

Any short suit in which you hold the ace unaccom-
panied by the king should be avoided, but if you
have none of the combinations given above you should
lead the ace from ace and three others.
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10. Ace and two others

This is the only case in which you may open an
ace suit without leading the ace. An ace is of great
value as a stopping card and when you are short in
the suit yourself if you lead it there is a danger of
establishing the suit for the dealer and so playing
his game. It sounds well enough in theory to say
that if you open a suit headed by an ace you should
always lead the ace, but in practice the danger of
losing the ace is a lesser evil than the risk you run by
giving up command of the suit. You should avoid
if possible leading from this suit, but if you must open
it lead the lowest.

11. Ace and one more

or Q J

Of these two doubletons the less objectionable is
the ace and one more, because after seeing the ex-
posed hand you may or may not continue with the
suit. The queen jack doubleton is sometimes useful
in killing a king in dummy’s hand, but therc are always
two chances to one that the king is not with dummy.
All other doubletons are pernicious and should be
resorted to only when there is absolutely nothing else
to lead. In such an exceptional case for instance as
the following:

Dealer declares hearts and you hold
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the doubleton is the only lead, but then with such a
hand the game is safe.

12. In all other cases lead the fourth best card of
your sirongest suil.

It is doubtful whether a number indicating lcad is
of any valuc agaimt a declared trump, but for the
sake of uniformity it is well to play it.

* The leads have been graded according to thlI‘ order
of merit, and may be advantageously stated in tabular
form:

TABLE OF DEFENSIVE LEADS

() A K with or without others.
(#) K Q, doublcton.
Gii) K Q J.
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(Gv) QJ1o
* or Q J and two others.

(v) A, Singleton.

(vi) A and four others.
(vii) Singleton.
(viei) K Q and others.

(ix) A and three others.

(x) A and two others.

(x¢7) A and one other

or Q J doubleton.

(xii) Fourth best card of your strongest suit.

When dummy’s cards are exposed you will have a fair
idea of the directions in which strength or weakness lies
and can order your play accordingly. But_ the opening
lead which has to be made in the dark should, if possible,
be one of the first six given above which are mainly de-
fensive. Remember, the fate of the game, and it may
well be the fate of the rubber, depends on the card vou
open against a sound offensive trump declaration.

All the leads from No. 7 are of doubtful expediency
and should not be adopted when any of the preced-
ing combinations are available to lead from. The
chief object aimed at in playing against an offensive
trump declaration is to save the game. Special
points of the score have to be specially considered,
but at love all, when a red trump is declared against
you, you should aim at sccuring four tricks if the
declaration is ‘“Hearts,” or three tricks if it is * Dia-
monds.” As your original lead will be a blind one
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it should as far as possible be a card that will not cause
you or your pariner to sacrifice any possible trick. As
soon as dummy’s hand comes down, you are better
able to sec your way, so that it will usually pay you
to play a card that will retain the lead till you have
scen the contents of his hand.

These general principles must be intelligently ap-
plied and the inferences to be gathered from the
declaration must not be overlooked. If the declara-
tion has been made by dummy it may be advisable
to lead a doubleton red suit up to the dealer rather
than give up a major tenace in a black suit by lead-
ing out the ace. In the same way, when the dcaler
declares diamonds or leaves it to dummy a singleton
heart is a hetter suit to open than a four-card black
suit headed by an ace, etc.

Some objectionable opening leads are:

1. A three-card suit headed by a king or a queen

By leading away from such a suit the king or queen
is very liable to be sacrificed.

2. A sirengthening card from a weak suit

The chances are two to one that you establish the
suit for the dealer by making your partner play out
his winning card. If he does not hold the ace he is
likely to sacrifice his king or queen in attempting to
take the trick. This lead may also mislead your
partner as it is liable to be mistaken for a doubleton.
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3. A doubleton with two little trumps

A doubleton is very seldom successful if you are
unable to stop the trump lead. Its two chief objec-
tions are (a) it may make your partner sacrifice a card
that might otherwisec have made a trick, () it estab-
lishes the suit for the dealer by taking out your partner’s
“stoppers” in the suit. These objections also apply to
a singleton, but whereas a singlcton has some chance
of success a doubleton has little or none. You invite
your partner either to give up command of the suit or
to sacrifice a probable trick for the sake of a problem-
atic ruff on the third round. By that time it is more
than probable the dealer will have extracted vour
trumps. On the other hand, when you are moderately
strong in trumps it is very weak play to bid for a ruff.

In all these cases it would pay best to conceal the
weakness from th® dealer. A singleton or a doubleton
does not lose all chance of success by being retained till
dummy’s cards are seen. The dealer, unless he suspects
the weakness, may not bein a hurryto draw vour trumps.
Also, in the case of a strengthening card from a weak
suit, you should wait till vou have seen dummy’s hand
and can play forcing and supporting cards intelligently.
Leading the jack from a weak suit would be of little use
if you find dummy with two or three cards to the ten.
But the main objection to these leads is that if you es-
tablish a suit for the dealer carly in the hand it will help
him to get rid of his losing cards in the other suits and
your aces and kings may never come in.
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Leading trumps when ncither you nor your partner
has doubled is always risky. If however all your
suits are fully protected and you are unable to lead -
from them owing to your holding tenaces, you may
open with trumps, especially if you are leading through
the "declarer. The object of leading trumps is to
prevent the adverse weak trump hand ruffing any of
your likely tricks. But if you hold an ace king suit
or any three honors in sequence it is advisable to open
such suits in preference to leading trumps. The
trump lead should in fact be ventured only when you
are so fully protected in all the plain suits that it is
clear the extraction of trumps will not help the dealet.



The Discard Diemma

To make anything of a stand against a no-trumper
you must combine your forces against the dealer, and
in order to play a combined game you need to tell your
partner points about your hand that may be turned
to account. You must in other words inform your
partner of the contents of your hand by your leads,
your play, and your discards.

It must not on this account be assumed that the
primary object of the discard is to give information.
The important thing in discarding is not so much
ta give information as to defend vour hand against
the decaler by keeping guards to minor honors — to
tell the dealer nothing about suits in which he is try-
ing to force discards —or in which dummy has a
chance of a successful finesse. Your discards must
in fact be primarily Defensive. '

But when consistently with this object of primary
defence you are able to convey information that will
further your joint interests by all means give.it.

73
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A discard that is defensive and at the saime time
directive is therefore the correct discard in thz ma-
jority of cases. It is not possible to lay down a rule
that will fit every case, but so long as the game is in
doubt, you must limit your discards to protecting
your possible tricks, that is, it should be above every-
thing Defensive, and when there is no well defined
reason to the contrary, it should also bc Directive.
The latter condition depends on whether the informa-
tion is likely to be more useful to the dealer than to
your partner.

By all means afford no indication of the contents
of your hand if the previous play or the cards in the
exposed hand show a good reason for withholding
information. But in most cases by playing dark you
are really playing the dealer’s game. His main ad-
vantage lies in the fact that his opponents are ignorant
of the help they can give cach other in any of the suits,
whercas he knows exactly the joint strength of the
two hands he commands and what suits he has a
chance of establishing.

On the other hand it is most important that the
partners should know what assistance they can afford
each other and what suit or suits have a chance of
being established against the dealer. This knowl-
edge is very often the only means of saving game
against a no-trump declaration.

Information conveyed by your play not only in-
forms your partner of the cards you hold, but enables
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him to infer the contents of the dealer’s hand. It is
thus deubly usecful to him and tends to place him on a
footing with the dealer. 1f we suppose the informa-
tion carried so far that all four hands become known,
the dealer would at once lose all his advantages as
dealer.

There are two distinct systems of discarding adopted
by the best players.

L ]
() The Weak-suit or aggressive discard
(i7) The Strong-suit or defensive discard.

The weak-suit discard has many able cxponents,
but a little examination will show that although it is
not wanting in ingenuity, it is not based on sound
principles, and will lose more in the long run than it
will win.

THE WEAK-SUIT OR AGGRESSIVE DISCARD

Exponents of this discard maintain that on your
partner’s lead vou should make vour first discard from
your weakest suit — your next discard from your next
weakest suit — reserving your strong suit for the third
discard if you need to make it. If at your third dis-
card you play a suit from which you have already
made a discard without calling, vour partner should
infer that you do not hold a card in your best suit
that you can afford to throw away.
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It is very useful to guide your partner to the suit
you want him to play. Suppose for instance on his
winning clubs you first discard a diamond and then
a spade. He should conclude that diamonds is your
worst suit, that you have indifferent spades and that
your best suit is hearts.

If your two discards arc made from the same suit,
say diamonds, without calling, the inference is that
you cannot afford to throw away a club or a heart
either of which may be your strong suit in any case
your worst suit is diamonds.

It often happens that your partner is only able to
give you one discard, as for instance when he is play-
ing a thirteenth card. This is one of the many weak
points of the weak-suit discard because it is then
difficult to guide your partner to your suit unless it is
a solid one and you can afford to indicate it by throw-
ing away the best card of the suit* If you attempt’
in any other way to indicate your strength you are
very apt to mislead him. It is safest to discard the
suit you do not want him to lead — your weakest.
The cards in the exposed hand and the previous play
may enable him to hit your suit.}

When your partner is playing out winning cards
there can be no question that it is your duty to guide

*¥When you hold complete command of a suit you may indicate it
by discarding the best card of the suit, but this is really a strong-suit
discard.

tIt is contended that as your partner has shown one suit and the
dealer another there is only one suit to hear from. This is plausible
but it will not fit all cascs. The dealer may be playing a thirteenth
after three winners, etc.
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him to the suit you want him to lead to you by making
your discards as dircctive as possible. But the danger
is that when he does play your suit you will not in
most cases hold sufficient winners to save the game.
In the majority of cases you will have to let the dealer
into the lead and then your weak-suit discards will
tell against you. Because in directing your partner
to your suit you have very likely been compelled to
unguard minor honors that may have made tricks,
and which would have prevented the establishment
of the dealer’s suits.

The idea of the weak-suit discard is that as you are
in the lead you are for the time being the aggressors,
but if your attack fails, as we have shown it must
in the majority of cases when the declaration is a sound
one, you have gratuitously shown the dealer which
hand to lead up to and finesse against with safety.
That tell-tale little discard from vour doubleton or
three-card suit will be most useful to the dealer in
locating the position of vour partner’s king or queen,
or it may show him that the honor vour partner holds
is unguarded and that he can safely draw all the cards
of his long suit and so establish it off hand.

This discard is therefore unsound if for no other
reason than that it necessitates your unguarding even
weakly protected jacks and tens.

THE STRONG-SUIT OR DEFENSIVE DISCARD

Your only hope lies in playing on the defensive
against such an attacking declaration as no trumps,
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and when you are on the defensive it is foolish to point
out where you are most vulnecrable, or to hope that
you will be able to bring in all the cards of your long
suit.

Both on your partner’s and on the dealer’s lead,
make your FIRST discard from your BEST SUIT
that is, one in which a lead from vour pariner is de-
sirable. All subsequent discards may then be made
with absolute freedom and as the situation may
warrant.

Besides the positive information afforded to your
partner by this discard, in the first place the card you
can best afford to throw away is one from your best
suit, as it is not likely you can bring in all the cards
you hold of the suit when no trumps has been declared
against you. In the next place as you must limit
your discards to protecting your possible tricks you
should discard from a suit in which you may part with
a small card with safety.*

As regards its informative nature, a weak suit dis-
card would convey more useful information to the

*It is contended bv those who employ the aggressive discard that
even a single card of your best suit is too valuable to be wasted.
This assumes that you have not only a chance of bringing in your
suit, but of bringing it all in.

In discarding to your partner’s lead it has been assumed that he
is playing out winners, and if in addition to his winning cards you
hold a suit of which you expect to make every card, either dummy’s
hand must be very poor or the make must be unsound.

It is not wise to expect all these happy circumstances to occur in
the majority of cases.
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dealer who knows the cards out against him. The
opening lcad has shown the dealer where one long
suit lies, and as he knows what cards are out against
him he is usually able to infer the position of any other
suit he may have reason to fear. In the majority of
cases, therefore, the information afforded by your dis-
card, when it is made from strength, tells him nothing
that he does not already know. But when you dis-
card from weakness vou help him to locate the position
of any honor your partner may hold in your weak
suit, you are really playing his game.

Remember that your partner wishes to know where
your strength lies, as otherwise it would not be possible
for you to play a concerted game.

A discard which directly and unequivocally indi-
cates your best suit while protecting vour weak ones
cannot but hold the field against a discard which,
however ingenious in its application, cripples vour
weak suits and deliberately exposes vour weakness
to the dealer. besides requiring two leads from vour
partner to make its meaning plain.

When you cannot discard from your best suit with-
out unguarding it your hand must be a poor onc, and
so long as you do not mislead your partner or give
him away by a tell-tale discard from a scemingly
worthless suit, it is of little account what you play.
You may then fall back on the reverse discard.

THE REVERSE DISCARD

The reverse discard is a very old whist convention.
It consists in playing, contrary to the ordinary rules
of play, an unnccessarily high card followed by a low
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one, and was used in the older game as a command
to the partner to lead trumps at the first opportunity.

If you use the strong-suit discard and you find that
you arc unable or unwilling to discard from your strong
suit, either because you are afraid to unguard it or
because you do not wish to throw away a certain win-
ning card, you may employ the reverse discard.

A very little bridge perception will enable your
partner to know how matters stand. He will in any
case know that the suit in which you make the reverse
discard is the one you do not on any account wish
him to lead.

Before you begin a reverse discard it is well to be
sure that you will have two discards to make, or your
partner if he is a rule of thumb player may mistake
it for your strong suit. But this is hardly likely with
a good partner, because he has the exposed hand as
well as the previous play to guide him.

The points in favor of the strong-suit discard need
no enlargement:

It is safe because it does not unguard your weak
suits or give your partner away in order to show your
best suit.

1t is simple both for the player who makes the dis-
card and for the partner who has to watch it.

It is directive and takes the place of the call.

It is uniform whether the dealer or your partner
is in the lead — and is the same discard used against
an offensive trump declaration.

It is expedient as it allows you greater freedom in
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making subsequent discards without compelling you
to unguard two suits to indicate your best suit.

This information is a great deal more valuable to
your partner who is groping in the dark for your strong
suit than it is to the dealer who knows already what
high cards are held against him. From the opcning
lecad he knows the position of one long suit, so that
your discard from strength is not likely to tell him any-
thing he does not.already know. In the majority of
no-trump hands the issue of the game hangs upon
your partner leading you the suit vou want, and the
balance of advantage clearly lies on the side of the
strong-suit discard.

WITH A DECLARED TRUMP

With a declared trump the discard is comparatively
simple.

1f it is an offensive declaration, the strength in
trumps is against you, and as vou cannot hope to extract
them and bring in the small cards of vour long suit,
you can well afford to part with these small cards.
When, therefore, you are playing a defensive game vou
should discard from your best suit. Your first discard
especially should inform vour partner that a lead in that
suit is desirable. It is cither your best suit or you
hold a singleton or a doubleton and see vour way to
getting in a ruff. From the exposed hand and the
fall of the cards, your partner will have no difficulty
in detecting vour strength or weakness. When you
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discard from a doubleton, you should of course call
while discarding.

The principle of the discard against an oﬁenswe
trump declaration is to keep guards to your weak
suits and to inform your partner of your good suit or
suits by parting with small cards that you can well
afford to throw away. It is of no use and at times
very risky to discard from such a suit as three cards to a
jack, as you can only hope to get in,a ruff on the third
round and you may be unguarding the suit for the
dealer. The great drawback to discarding from a
weak suit is that it may give your partner away by
helping the dealer to locate the position of the king
or queen.

When, however, the adversaries have made a defen-
sive spade declaration, there is some hope of your
bringing in your long suit and there is not much use in
keeping-guards to your weak ones. The fall of the
cards in the first few rounds will show you whether you
should play an offensive or defensive game.

If your partner has doubled the trump suit, there is
a chance of your bringing in your long suit, so that you
may discard from your weak suits.

- If you are the doubler, you should have a tolerably
clear idea of what to discard after secing dummy’s
hand.



The Mathematics of Bridge

THE scientific principles of any game into which a
large eclement of chance enters are based on the laws
of probability. It may not be necessary to know that
there are 635, o13, 559, 600 possible hands that may
be held at bridge or the correct odds against the occur-
rence of a Yarborough. But one can never hope to
attain to any degree of excellence if one is ignorant of
the normal chances that affect the plan of the game.

If you ask a dozen advanced plavers “ What is the
average value of a deal?”” or “ How many deals on the
average arc there in a rubber?” the replies will be
rather an indication of temperament than an insight
into the scientific principles rcally involved in the
game. The over-sanguine over-estimate the value of
a decal as much as the pessimistic underrate it. Even
the expert has a very hazy idea of the relative worth
of points scored above and below the line in each deal.
And yet this consideration has an important bearing
on the declaration, secing that the honor-value of a
hand plus its trick-value is equal to its declaring value.

THE DECLARATIONS

In a thousand deals, with the score lové all, the dec-
larations made strictly in accordance with the present
accepted theory of the game were as follows:

83
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: No Trumps ............... 435
Hearts.....coooviaaao... 190
Diamonds ................ 150
Clubs «oveeaiiiiaaa... 20
Spades .................. 205

1,000

Approximately 45 per cent of the games are or
should be played without trumps, and the most
frequent make after no trumps is spades, i.e.,
over 20 per cent. Leaving about 35 per cent for
the three trump declarations, hearts, diamonds, and
clubs.

Out of these 1,000 deals, the number of passed
declarations amounted to 515, spades 200, clubs 20,
diamonds 95, hearts 8o, and no trumps 120. This
large: number of passed declarations points to the fact
that there is, as we have so often insisted, too great a
tendency in modérn bridge to leave the onus of
naming the trump to dummy. The dealing side
should, as far as possible, play an aggressive game.
In passing the declaration the dealer virtually
relinquishes the attack — the chances being all against
dummy making an offensive or paying declaration.
These figures also show that the dealer’s chances
of making an attacking declaration are nearly so per
cent.

We have known forward players to-carry this per-
centage up +to 6o, while backward players and most
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beginners keep it so low as 30. A forward game is
certaiply more germane to the attacking spirit of the
deal.

The honor-value of a hand plus its trick-value is
equal to its declaring value. With three honors in
your hand the chances are about five to four in favor
of your scoring double honors. Similarly with two
aces the chances are five to four in favor of your scor-
ing 30 aces in no trumps — nearly a third of the rub-
ber-bonus 100. When tempted to declare no trumps
without an ace, there is the probability nearly three
out of four, of an honor score of 30 against you, and
you run the risk, small at that, of onc¢ of the adver-
saries holding all four aces. This is approximately
one chance out of sixty, but as it has a particularly
demoralizing effect on timid plavers, it would be well
to examine dummy’s chances of holding one or more
accs when the dealer holds none himself. .

The chances are about

4 to 1 on his holding at least one ace
3 to 2 against his holding two aces
10 to 1 “ ¢ ‘“  three aces
Iotor « “ all four aces.

The question of honors often decides the declara-
tion. It is seldom sound to give up a good score above
the line for the sake of a small score below it, and con-
versely you may risk a small trick-score for the sake
of a large honor-score.
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Take this case: Score love all, the declaration is
left to you and you hold .

Most players would declarc diamonds whereas it
would be more profitable in the majority of cases to
declare clubs.

The ever-varying conditions of the score make it
impossible, as we have said before, to cstimate the
relative-value of points scored above and below the
line in each deal with any approach to exactness, but
in average positions the relative value of points scored
for tricks and for honors are as three is to onc.

When you hold no honors the chances are

14 to § in favor of the adversaries holding four honors
8 to 1 in favor of the adversaries holding simple honors
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In such a case as this:

LK)
L L)
L * &
(6 @
Q’Q
[ K ]

With hearts trumps you will probably make 3 by
cards, but the chances are three to one that the op-
ponents will score at least double honors against you.

If you play this hand without trumps you may ex-
pect to make 2 by cards and vou will have a five to four
chance of scoring 30 aces. In cither case you have
the same trick score with a fair chance of game, but
there is no doubt that for the sake of the honor score
you should make it no trumps.
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Now substitute the K J 10 of hearts for the ¢ 8 7:

There is now a better chance for game with hearts
trumps with an honor score of 16 certain and a likely
32.

Cases often occur where dummy has a choice be-
tween a doubtful red trump declaration and spades.
Say he holds:
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Here the chances are five to four in favor of an honor
score of 32 in hearts to offset the possible loss of the
odd trick.

This is a hand on which spades is usually declared
on a pass on the losc-as-little-as-you-must principle.
The principle is right enough, but is its application to
such cases sound? Owing to the dealer’s advantages
in combining and commanding two hands, he has at
least an cven chance of making the odd trick with
hearts trumps, whercas the loss of two by cards in
doubled spades, without any compensating honor
score, is very prébable.

The average value of a dcal is at a liberal estimate
35, and if your honor score plus your probable trick
score is likely to amount to 35 it is seldom sound to
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leave it to dummy in the hope of his making a more
paying declaration. With five or six diamonds to
three honors or five or more clubs to four honors and
nothing else in the other sults, it is generally poor
policy to pass the make. Dummy is in a less favor-
able position for making an expensive declaration,
because any little weakness will be exposed as soon
as the initial lead is made.

The deal is an important advantage but there is
danger in exaggerating its value. There are, for in-
stance, very many players who do not like to declare
diamonds originally unless they hold four honors or
seven trumps, because this declaration offers a poor
chance of scoring game on the deal. This conserva-
tism would be sound if the rubber were usually decided
in three or four or even five deals. But the average
number of deals in a rubber is sevem, so that any
declaration that will carry your trick scorc to a
useful stage with a reasonable chance of your scores
below and above the line approximating to 40 is
per se sound. By being in too great a hurry to score
game you may give up the chance of a steady advance,
besides risking a double in spades which will help the
adversaries to arrive at a “useful” stage with the deal
lo go on with.

We belicve it was Hoyle who first calculated the
probability of a given player holding any given number
of cards of a particular suit (let us say hearts) named
before the deal is concluded:
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o will be held by him about once in 8o deals.
S “ 8o times in 1,000
2 e (13 (%3 206 13 13 I,OOO (g
3 (9 44 “« 287' [ (53 I,OOO (g
4 143 (43 (43 2\39 (€4 13 I,OOO [£3
5 143 13 (43 125 (13 (13 I,OOO 113
6 ¢ “ once in 24
7 « 113 (13 4 113 II4 (13
8 [13 144 (13 “ « 860 143
9 113 ¢ "’ 113 Ce I2,000 114
10 144 “« 111 %3 43 243’000 43
II 13 [ 43 144 43 II,OO0,000 143
12 143 143 [ o 113 1,250,000,000 [44
13 « 113 [ (4 (43 635,000,%0,@0 £

When you take up the cards to deal, the probability
of your holding six hearts is one out of twenty-four
and you have one chance in eight of holding exactly
five. Dummy, of course, has an equal probability of
holding five or six hearts.

As the probability of the concurrence of two or more
independent events is equal to the sum of their separate
probabilitics, the probability of the dealer or dummy
holding exactly five hearts is 3+ 1=1.

Many interesting questions of declaring to the score
on the probabilitics arc connccted with this table of
chances.  To take one of many — the dealer is 24 up,
what are his chances of holding

5 or morc Hearts 6 or more Clubs
5 “ “ Diamonds 7% Spades
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and the concurrent chances of dummy holding a hand
likely to present a reasonable chance of scoring game
in any of these declarations?

To begin with hearts, we have seen that the dealer’s
chance of holding exactly five hearts=%. His chances
of holding five or more hearts would therefore be —

5 Hearts, one chance out of ~ 8
6 €« 4 (43 113 24
7 (13 143 (43 [14 114
8 € 13 [ [14 860
9 {3 13 € (3 12’100
Io- (13 143 (43 143 243,m
11 [{4 (13 13 {3 II,OO0,000
) « “ ¢ 1,250,000,000
13 (43 {3 3 13 635’000,000’000

The sum of these fractions would amount approxi-
mately to 5. X 2 would thercfore represent thedealer’s
plus dummy’s chances of holding five or more hearts.
As the odd trick in diamonds would be equally
useful so far as scoring game on the deal is concerned,
the chances of the dealer or dummy holding five or
more hearts or similar strength in diamonds (which
is a concurrent chance) is represented by the fraction

Calculated in the same way, the chances of either
hand holding six or more clubs or seven or more spades
is approximately equal to 1%.

If we take the sum of these concurrent probabilities
we find that the chances are four out of five (assuming
a normal distribution of the good cards in the trump
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as well as in the plgin suits) that the dealer or dummy
will hold sufficient strength in one of the four suits to
offer a rcasonable chance of game, without incurring
cny risk with a missing suit no-trumper.

It is often very important, especially in the case of an
originallead againsta no-trumpsdeclaration, to know the
probable distribution of the cards into the different suits.
Here again we are indebted to old whist masters for a
table showing the chances of holding any sort of hand,
arranged in the order of their respective frequencies :

Hand. Chances. fland. Chances.
4432 34,213,221,000 8 221 305,374,212
5332 24033519,708 8311 180,617,574
5431 20527,933,140 8320 172202376
5422 10,795,581,660 7510 172,262,376
4333 16,726,464,040 6610 114,841,584
6322 8,057,043,552 8410 71,775,990
6421 7,404,702,900 9211 28,275,390
6331 5.474,115,504 9310 15,950,22C
5521 5,038,074,498 9220 13,050,180
4441  4751,830,375 7600 8,833,908
7321 2,085,881,184 . 8 500 4,909,107
6430 2,105%,429,040 10210 1,740,024
5440  1,073,839,725 9400 1,533,075
5530 1,421,164,602 101 11 628,342
6511 1,119,705,444 10300 245,388
6520 1,033,574,250 ITI 1O 39,546
7222 814,331,232 11 200 18,252
7411 622,058,580 121 00 507
7420 574,207,920 13 000 1
7330 421,085,808
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The total number of chances is 158,753,389,900,
which is one-fourth of the whole number of ways in
which a hand can be made. If we add up the chances
of holding a five or more card suit, we shall find that
its proportion to the total number of chances is nearly
two out of three. In the case of an original lead
against a no-trumps declaration the leader has, there-
fore, two chances out of three of leading from a five -
or more card suit. This might startle some Bridgites,
but ‘they must bow to figures.

This is a very useful table indeed, and in a simpli-
fied form, with the total number of chances reduced to
100, might be utilized in a varicty of ways:

Number of Number of

chances chances

Hand. out of 100. Hand. out of 100.
4432 21 6421 5
4333 11 6430 1
4441 3 6511 I
) — 35 6520 1
6610 o

5332 15 —17

5431° 13

5422 11 7321 2
5521 3 7222 1
5440 I 7411 4
5530 1 7330 ‘3
_44. 7420 '3

7510 o

6322 7600 o

6331 3 — 4
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The total number of chances is 100. Suppose you
hold 6°trumps and wish to know the probability of any
other player holding 5. Add up all the chances in which
6 occurs (i.e. 17) and all the chances in which 5 occurs
with the figure 6 also present (i.e. 2). The chances
arc therefore 2 out of 17 in favor of any other player
holding 5 trumps when vou have 6. This, of course,
includes your partner’s chances of holding 5 trumps.

The next table will enable you to know the probable
number of times your long suit will go round.

In 100 leads, supposing that

you hold ............... 1 5 6 7
The suit will not go round

163 ¢ 1 5 8 13 21 times.
It will go round oncconly .. 28 40 53 64
Twiceonly .............. 56 ‘52 334 15 ¢
Three times .............. 11 o o o “

100 100 100 100 ‘¢

Or in other words, in 100

leads, when you play from 4 5 6 7
It will go round once or more 95 92 87 79 times.
Twice or more............ 67 52 34 15
Three times .. ............ 11 o o o *

Once in three times the partner will fail.

The probability of the occurrence of two indepen-
dent cvents is cqual to the product of their separate
probabilitics. Thus drawing a ten from each of two



Chances of his holding both .. ... = 103

" . ace alone . - 228
. - " queen alone == 228
“ - . neither ... = 4309

1,000

The necessity of playving to the score largely affects
the question of probabilities. Were there no ques-
tion of a progressive scorc we would play, taking the
chance of a card lying in a position favorable to us at
its mathematical or true value. According to the law
of probabilities, this value may be expressed by a frac-
tion having for its denominator the total number of
possible positions in which the card might lie, and for
its numerator the number of positions favorable to us.
But with the introduction into the art of the game of
the principle of playing to the score it is cssential that
we should increase or decrease the probability fraction
according to the state of the score:

.(1) When the game is against you, the offensive
attitude is more important than the defensive, and con-
sequently you should overestimate the chances of
cards lying in your favor.

(2) Converscly, with the game in yourfavor, the defen-
sive attitude is more important than the offensive.

(3) With the score even, cither attitude is &qually

impartant



" Synopsis of the Declarations

"UnsounD declarations are apt to be heavily punished.
By bad play, as a rule, a trick or two may be lost, but
an unsound declaration may involve the loss of the
game and the rubber.  On the other hand, the reward
for sound declarations is correspondingly greater than
the reward for good play.

An attempt is made in this synopsis to cover the
whole field of the declarations at love all, by laving
down:

(1) A standard minimum of strength on which an
offensive declaration should be made originally and
on a pass.

(2) A standard minimum of weakness on which a
defensive dcclaration should be made originally and
on a pass.

When once a player knows exactly what to declare
at love, he will soon be able to make his declarations
fit the varying conditions of the score. . .

The formule given for no trumps, hearts and dia-
monds are based on the mathematical laws of chance.
They may at first sight appear to be too confusing to
be applicd at the card table. But as most hands do
not admit of an alternative declaration, it is only
necessary in practice to be acquainted with the Robert-

97
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sonrule. Inasmall percentageof hands, however, there
exists a choice between two suits, or it may be g, choice
between two or more suits and a pass. In such cases'it
is clearly important to indicate the correct declaration.

Generally speaking, when there is a choice between
no trumps and hearts the latter should be selected,
because it is an equally attacking declaration and as a
rule very much the safer of the two. But when there
is a choice between no trumps and diamonds, the
latter, although it may be the safer of the two declara-
tions, falls away entirely from the attacking spirit of
the deal, and should not, except when the dealer is
playing to the score or to the state of the rubber, be
selected in preference to no trumps. It is self-evident
that with an equal chance of game in two declara-
tions the dealer should make the one that involves the
least risk.

OFFENSIVE DECLARATIONS BY THE DEALER
AT LOVE ALL
No Trumps

The dealer should declare no trumps when he has
three suits guarded and his hand comes up to 21 or
more according to this scale:

Ace oo, = 7
King ........... = 3
Queen .......... = 3
Jack ............ = 2
Ten .ceceenenn. = I
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This measure of values should not be applied to a
singleton ace or king, or an unguarded queen, jack
or ten. But cvery honor in a guarded suit of not less
than three cards should be allowed full value.

Singleton Ace ...... = 4
Singleton King ..... = 2
Unguarded Queen .. = 1

An unguarded jack or ten nced not be taken into
account.

The minimum for a no-trumps declaration is 21 with
three suits guarded and with at least one ace.

At love all, or with the score in the dealer’s favor,
he should not declare no trumps without an ace unless
his hand totals up to at least 25.

Besides these three-suit no-trumpers there are a large
number of hands not guarded in threc suits which are
quite good cnough for no trumps. The dealer has a
right to expect his partner to hold his fair one-third
share of the good cards not in his hand, and if he will not
take any chances he is sure to miss golden opportunities.

In the case of the Seven Rule and thc 24-point no-
trumper which follows, the chances are decidedly in
the dealer’s favor.

The, Seven Rule
The dealer should play without trumps when he has:

4 tricks and 3 suits guarded.
5 3 €< 2 ({3
6 “ “ 1 suit “
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The declaration will in fact be theoretically correct,
if the number of tricks in hand plus the numher of
suits guarded come to seven or more.

The first case is covered by the Robertson rule.
In the second case there are two unguarded suits. A
five-trick hand should always be regarded as a strong
attacking hand, and unless he has decided strength in
a red suit, which would certainly be the safer declara-
tion, the dealer should play without trumps.

In the third case, with six or more cerfain tricks
(in a black suit of course), cven with three absolutely
unprotected suits, the dealer should declare no trumps
at love all, or when the score is against him.

A long solid suit of six or more cards gives the dealer
a preponderating advantage in playing without trumps,
and offers a chance of game that should not lightly be
missed.

24-Point No Trumpers

The dealer, although unprotected in two suits, should
make it no trumps rather than pass the declaration
if his hand totals up to 24.

H. 9 3 2 5 4 2 AK]J
D. AQ 3 KJ 10 6 8 4 3
C. AK Q2 9 2 KQJ-2
S. 8 6 A KQio 7 6 5

It has already been pointed out that numberless
games are lost by timid passes. Hands which in com-
bination would have proved excellent no-trumpers
are thrown away on spades when the dealer adopts
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the backward policy of leaving it with a hand well
over the average.  All these hands fulfil the condition
of totalling up to 24, and the chances of success are
decidedly in the dealer’s favor.

While it is true that no fair opportunity should be
missed of playing without trumps, it is a great mistake
to supposc that every strong hand is a no-trumper.
If the dealer’s hand comes to 21 or more by the Robert-
son rule, and he also holds good hearts, there may be
both mor¢ profit and more safcty in declaring hearts.
This declaration is the best of all possible makes, and
when there is a choice between hearts and no trumps
the former should be sclected as being an equally
attacking and at the same time safer declaration.

By equally attacking declaration is meant one that
offers the same chance of scoring game on the deal.
At any stage of the score only one trick more is needed
with hearts trumps to score game, and this extra trick, if
itcannot be made by utilizing one of dummy’s little
trumps, is generally secured by bringing in a long card
through the superior powers of re-entry which a long-
trump suit affords.

With strength in trumps the dealer is better able to
bring in his or dummy’s long cards, and better able to
establish his long suits than at no trumps. A long-
trump suit affords an excellent protection to a long
plain suit, and if any long cards are to be brought in
it will be on the side having strength in trumps. The
bogey of thg extra trick is responsible for the loss of
many a game and rubber.
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Hearts

The dealer should declare hearts if his hand %otals
up to 18, or more when calculated by this formula.*

For cach heart with 5 or less count 2

143 13 (13 113 6or more 43 3
« CACE. e “ o4
“ ¢ King “oo2
“  “ Queen S |
For 3honors .............. add 6

« 4 C “ 16

This formula will enable the dealer to calculate the
exact value of any hand with hearts trumps. Should
he, however, obtain a bigger result by calculating the
hand according to the Robertson rule, he should of
course declare no trumps and vice versa. _

The formula may at first sight appear to be too con-
fusing to be applied in actual practice at the card

*This formula is obviously not intended to be applicd to a hand
containing only three hearts. When the hand contains only four
hearts nothing should be added for three honors.

A somewhat more claborate formula, to ensure greater accuracy,
will be found in ¢ The Higher Grammar of Bridge” together with a
detailed cxplanation showing how the formula has been arrived at.
It would be comparatively simple to lay down a rule for calculating
the trick value of any hand, and to show the different trick values of
the same hand in the different declarations. Unfortunately the
honor-values of a “heart,” a “diamond” and even a “club” hand
and the aces in no trumps are disturbing elements which completely
destroy the simplicity of the calculation. The beginner .nced not
puzzle over the explanation which follows.

The face value of a trick in hearts is two-thirds the value of a
trick at no trumps, but as four tricks are needed to score game from
love all in hearts against three tricks in no trumps the relative values
from a game-making point of view are as 3 is to 4. These values
are, however, further disturbed by the fact that in average positions
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table. This is not really so, because the aces, kings and
queens have the same values assigned to them as single-
ton aces and unguarded kings and queens at no trumps.

All that the player need remember is that every
heart, other than an honor, counts 2 or 3 according
to the length of the trump suit.

The value of three or more honors in hearts is self-
evident. Such hands hardly need the formula to be
applied to them. So also with six or more hearts,
hearts is with very rare exceptions the correct declara-
tion. The formula will, in fact, be useful only in cases
of doubt between hearts and no trumps when the hand
contains not more than five hearts. Such hands
guarded in three suits are the only ones likely to admit
of an alternative declaration.  When in doubt between
hearts and no trumps, make it hearts.

with five or more cards of a suit the hand will score one trick more in
a trump suit declaration than if plaved without trumps. This is
usually the case with five hearts and almost invariably the case with
six. So far, therefore, as scoring game on the deal goes, a hearts
declaration, if sound, offers the same chance of making game, besides
being the safer declaration of the two.

Taking all these facts into consideration, the value of the ace of
hearts in no trumps and with hearts as trumps is about the same, i.e.,
7. Its value is mainly affected by the length of the trump suit and
ranges between 6 and 7. The values of the king and queen of hearts,
if deduced in like manner, will be found to range between 4 and 5
and 3 and 4 respectively.

The value of the other hearts depends mainly on the length of the
suit. With five tramps in average positions after three rounds the
dealer will be left with two long trumps, with six he will be left with
three. Each heart may therefore be reckoned as approximately
half a trick. According to the length of the suit their value would
range between 2 and 3, taking 7 as the standard value of a trick.
With five only the valuc of each heart would be approximately 2,
with six or more the value of each heart would be approximately 3-
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If we apply the test to the following hands we shall
find that many of them just come up to the minimum
strength 18, on which it would be sound to declare
hearts offensively.

Table of Offensive Heart Declarations

Trumps . Plain suits
1. J 10654 3 '
22 A 97 432
32 K g7653
- AKQ 43
5 A KJ 43
6. A K1o 4 3.
7. AQ J 43
8 A Qio 4 3
90 AJ 10 4 3

It is clear that in ruffing, in affording protection to other friendly
cards, in helping to establish the dealer's or dummy’s suits,
the longer the trump suit the greater the value of cach individual
trump. .

In reckoning the values of aces, kings and qucens outside the
trump suit it is clear that they lose value by being made in hearts at
8 points each instead of in no trumps at 12 points cach. This is
especially so with aces. In reckoning the value of, say, the ace of
clubs with hearts trumps (§ x 7 = %) it should be borne in mind that
it has a distinct honor-value in no trumps which it does not possess
with hearts trumps. At a liberal estimate, therefore, the value of
each ace outside the trump suit in a heart declaration (§ x7 — 1)
amounts to 4. The values of the king and queen oufside the trump
suit are about 2 and 1 respectively. :

It is obvious that a hand containing threc honors (which means
16 certain above the line and a probable 32) and a hand containing
four honors (64 above the line or about two-thirds the rubber bonus
100) have an increased value, which needs to be separately taken intq
account.
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Trumps Plain suits
w. KQ J 43
11. KQ 1m0 4 3
122 KJ 10 3 2
13. QJ 10 3 2 K 10
14. AK 4 3 2 Ko 2
15. AQ 4 3 2 A 3 2
16. AJ 4 3 2 A 3 2
17. KQ 4 3 2 AQ 2
18. KJ 4 3 2 A K 2
19. QJ 4 3 2 AK 2
200 Q1o 4 3 2 ° AK Q
21. AK Q2 A 3 2
22. AK J 2 A 3 2
23. A Kio 2 A 3 2
24. AQ J 2 AQ 2
25. A Q10 2 AQ 2

Any seven trumps or any four honors is a heart
hand unless four aces are held.

The minimum strength necessary for an offensive
trump declaration is four reasonably certain tricks,
two out of which at lcast should be in the trump su:t*

*Many aut,hnrm(s hold that the dealer should not declare he arts
on five unless his hand is safe for at least five tricks. This conserva-
tism is responsible for the large percentage we have noticed in the
number of passed declarations. The chances are only one out of
eight that the dealer will hold five hearts, and if he w aits till his hand
‘“is safe for at least five tricks” it will largely minimize his chances
of making an original declaration with a corresponding increase in
the number of spadc declarations on a pass.  We do not for a
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With any six trumps or with five trumps to two honors
the trump suit is good for at least two tricks, and when
the trump suit is lacking in commanding cards some
outside support in the other suits is necessary to bring
the hand up to the ntinimum strength jour tricks
necessary for an offensive trump declaration.

With more than this strength, if three suits are
guarded, there may be a doubt as to whether it would
not be more profitable to declarc no trumps. But
there is danger in cxaggerating the value of the no-
trumps declaration, especially when the hand.contains
good hearts. With six hearts or with five to three
honors hearts is, with rare exceptions, the sounder
declaration, because it offers at least the same chance
of game without incurring any risks with a missing suit.

The question of hearts versus no trumps is one in
which the average player is very hazy. With such
hands as these the decaler would incur an unnecessary

moment advise the utterly irresponsible heart declaration with any
such hands as thesc.

Hearts Spades. Clubs Diamonds
A 9864 K 10 2 Q 3 984
K10873 J 63 Kos 10 2
Q Jogb62 10 83 Jo A8y

If the formula is applied to these hands we shall find that they
fall below the minimum 18 and do not offer a sound expectation of
Jour tricks.

When the hand contains only four trumps good outside support
is needed to bring it up to the required minimum. Such outside
support would usually make the hand good enough for no trumps.
Hearts should not be declared with four only merely because the
hand contains three honors. Numerical superiority in trumps is
essential to a sound heart declaration.
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risk in declaring no trumps because he has af least an
equal chance of game in hearts without any risk.
Hearts. Diamonds. Clubs. Spades.

AJ 8653 KQJ2 AQ7y

KJ 10742 A6 5 9 AKQ
QJ 10864 AKjs32 AK

A Ki1o6g; Ag 2 KQG©634 10

AJ 1074 9 A7 6 A 8 32
KJ 1083 A6 5 8 A K72

While these hands offer an excellent chance of
game at no trumps, they offer an even better chance
of game with hearts trumps. At no trumps the ad-
versaries may get five or more tricks before the dealer
can get into the lead -— they cannot do much damage
in his short suit with hearts trumps. The kind of
support that would be needed to score game at no
trumps would certainly secure the game in hearts
without incurring any risk in the missing suit, which
may be established against you in no trumps, but which
you can ruff out in hearts.

The honor-value of a heart hand is often more im-
portant than its trick-value. Points scored above
the line will not 'serve to win the game or rubber, but
they will have an important bearing on the ultimate
reckoning.

Diamonds

Many forward players do not declare diamonds at
love unless they hold four honors or seven trumps, as
this make offers a poor chance of game on the deal.
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This conservatism would be sound if the average
number of deals in a rubber were three or four or even
five. But experience has shown that the average num-
ber of deals in a rubber is seven and that dummy’s
chances of making a defensive declaration on a pass
are about 5o per cent.

If unable to declare no trumps or hearts the
dealer should sce whether his hand comes up to the
minimum 16 for a diamond declaration according to
this formula.*

For each diamond count ............... 2
13 13 Ace [ 3
113 [14 King 143 I

Forzhonorsadd................... .. 4
« 4 « e 12

A weak diamond declaration, except to the score,
is a very bad make.

If the hand gives a bigger result when calculated
by the Robertson rule the dealer should unhesitat-
ingly declare no trumps. He should not pass the
declaration if his hand comes up to the minimum 16.}

*This formula is not intended for a hand that contains only four
diamonds not all honors. With less than two honors deduct 4 unless
the hand contains six or more trumps. °

tThe declaration should not be passed at love all with these hands:

Diamonds Hearts Clubs Spades
A Q 952 AQ73 9 6 10 4
K Q1063 83 KQ 4 8 7
K J1082 A7 10 6 106 3
Q Jioogg 76 KQ 4 Kg 2
A Jiwo73 54 QJ 2 763
K 10 987 AKQ 98 7 10 §
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Clubs

An offensive clubs declaration should as a rule be
made only to the score. With the four honors K Q J
1a with or without others, and nothing else in the other
suits to justify a more atlacking declaration, the dealer
would be justified in declaring clubs, because the honor
score, plus the probable trick score, will be found to be
fully equal to the average value of a deal. In all cases
he should leave it to dummy.

Spades

An offensive spades declaration should not be made,
except to the score.

DEFENSIVE DECLARATIONS BY THE DEALER
The Spade Shield

When the dealer’s hand totals up to six or less by the
Robertson rule he should declare spades.

Without a winning card in his hand the dealer
should always make it spades at love all unless he holds
five clubs to two honors, or any six-card suit headed by

The odd trick is pretty safe and there is a chance of carrying vour
score to 18.  If vou pass the make on these hands the chances are about
8 to 1 against dummy declaring no trumps and about 8 to 1 against
his declaring hearts. Your expectation is two tricks in spades or the
loss of two tricks in doubled spades. Instead, therefore, of carrying
your score to a useful stage you run the risk of allowing the adver-
saries to arrive at a useful stage. By being in too great a hurry to
score game, you give up the chance of a steady advance and incur
the risk of helping the adversarics to make game by giving them a
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an honor. With a six-card suit and nothing else in
the hand it is clear that the hand is utterly valueless
unless the six-card suit be declared trumps. As a
measure of protection, therefore, the dealer may be
compelled to call hearts, with a hand like this, when
very weak in spades:

If the dealer declares spades he informs the oppo-
nents of the hopeless character of his hand, and he
invites them to take advantage of it and to double.
By going diamonds or hearts he makes a seemingly

useful score when they have the deal to go on with. If a rubber were
usually decided in three or four or five dcals, there would be some
urgency in scoring game on the deal. But there are on the average
seven deals in a rubber and any declaration that will carry your trick
score to a useful stage is per se sound.

With five diamonds to three honors it is rarely advisable to pass,
but the main test of a diamond hand is that it should be good for
five tricks and yet not be good enough for no trumps.
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attacking though really a protective declaration. He
docs not, as he would by going spades, give up all chance
of a score.

A Defensive Club Declaration by the Deuler

We have seen that when the dealer holds king,
queen, jack and ten of clubs, and not another remotely
probable trick or any six-card suit, clubs should be
declared defensively as well as for the sake of the
honor score thirty-two.

PASSING THE DECLARATION

The tendency of weak players is to leave the onus
of the declaration to dummy. With a jour-trick hand
the dealer should make the most paying declaration
he can — no trumps if possible. As a rule, however,
at love all, with less strength than the minimum,

21 for no trumps or 24 with only two suils protected
(see also the Seven Rule).

18 for hearts, or

16 for diamonds,

he should pass the declaration to dummy, but only
if he holds one trick or a hand that totals up to at
least 7. )

As we have alrcady seen, with less than this strength
the dealer should make a protective declaration. At
love all 7 should be regarded as an irreducible minimum
for passing the declaration.
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OFFENSIVE DECLARATIONS BY DUﬁMY

At love all dummy should declare, —

No trumps if his hand comes to a¢ least 23 by the
Robertson rule; )

Hearts if his hand totals up to 18 according. to the
hearts formula;

Diamonds if his hand totals up to 15 according to
the diamonds formula.

When an alternative declaration is open to dummy
he should calculate the hand by the Robertson rule
and the other formule stated above, and make the
declaration that gives the biggest result.

The Seven Rule should be worked with extreme
caution on a pass. If dummy holds a five-trick hand,
two suits guarded, he should not declare no trumps
unless one of the guarded suits is red. If both the
guarded suits are red and neither of them sufficiently
long to be made trumps, dummy should play without
trumps. With only one long established suit, how-
ever, the long suit should usually be made trumps.

Spades

With less than the minimum strength, 23 for no
trumps, 18 for hearts and 15 for diamonds, dummy
should have little hesitation in declaring spades, un-
less he holds at least six cards in another suit.

Clubs should not be selected in preference to spades
unless dummy holds 4 to 3 honors (when weak in
spades), 5 to 2 honors, or 6 to 1 honor.
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The attempt to score off a poor hand marks the poor
player;

The score has been assumed to be love all. It is
not sound on a passed make to declare no trumps with
less than minimum strength because the opponents
are within a few points of game. If the dealer can
be trusted to have watched the score before passing
it is clear that he does not hold anything like a no-
trumper. It is usually best to let the opponents waste
a deal in going out. Even in the rubber game a wild
no-trumper is unsound; if a risky declaration is to be
made it must be made by the dealer. If the chances
are against success, rashness on dummy’s part will
only swell the losses, and there is no certainty that
the adversaries will go out.

The objects kept in view in making out the formule
given above are:

(1) To enable a player to know what to declare at
love all, by laying down a standard minimum of
strength on which certain declarations should be made
originally and on a pass.

(2) To show the advantages of a heart decla-
ration when there is a choice between hearts and no
trumps.

(3) To point out the disadvantages of a diamond
declaration when therc is a choice between diamonds
and no trumps.

(4) To show the dealer exactly when to use the
spade shield.

(5) To correct the tendency of modern bridge to
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shoulder dummy with the responsibility of the decla-
ration. .

The score has been assumed throughout to be love
all, because when a player thoroughly appreciates
the declaring value (i.e., the trick-taking plus the
honor-value) of any hand at love all he will have little
difficulty in making his declaration fit the score.

When the hand admits of an alternative declaration
the score must decide the make.



The Rules of Bridge

A PLAYER who is not acquainted with the laws of
the game is often at a serious disadvantage. He may
not care in every case to exact his pound of flesh, but
the knowledge will help him to guard against petty
transgressions for which the penalties are often over
severe.* It will be found that a rigid enforcement of
the rules in every case will prevent disputes and en-
surc a close attention to the gamec; and it will do a
player no harm to have some acquaintance with at
least the following points of bridge-law:

When a penalty has been incurred the offender is
bound to give reasonable time for the decision of his
adversaries; but partners may not consult as to whether
they will exact a penalty, and when there is a choice
of alternative penalties, should they consult they forfeit
their right.

There must be a new deal:

(a@) If any card be found faced in the pack.

* Players will do well to be acquainted with  The American Laws
of Bridge,” adopted by leading clubs November, 1902 (CHARLES
SCRIBNER’S SONS, NEW YORK).

11§
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(b) If any player have dealt to him more than thirteen
cards. .

(¢) If the dcaler deal more than one card at a time.

(@) If the pack he proven incorrect or imperfect either
during the deal or during the play of the hand.

(e) If the cards be not dealt into four packets, and the
last card does not come in its regular order to
the dealer.

The eldest hand may claim a new deal if, whilst
dealing, a card be exposed by the dealer or his partner.
If, whilst dealing, a card be exposed by either adversary
the dealer may claim a new deal. In cither case the
card exposed cannot be called if a new deal does not
take place, nor can the claim for a new deal be made by
a player who has looked at any of his cards.

Any deal out of turn stands good if it is not corrected
before the play of the first card.

The deal also stands good if three players have
thirteen cards cach and the fourth have less than thir-
teen and fail to discover the deficiency until after he
has played any of his cards. He is liable for any
revoke he may make in consequence, but he may
search the other pack for the missing card or cards.

The fact of a pack being proven to be incorrect or
imperfect renders the current deal void, but it does
not affect any prior scores and the dealer does not lose
his deal. : .

Should dummy make the declaration out of turn, or
pass the declaration to the dealer, the eldest hand (1)
may claim a new deal, (2) demand that the trump
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shall stand, or (3) compel dummy to declare the trump
— provided, in both cases, that no declaration as to
doubling has been made.

Should either of the dealer’s adversaries make a
declaration, the dealer, after looking at his hand, may
cither claim a new deal or take no notice of the in-
trusive declaration.

The eldest hand has the first right to double and
the declarant the first right to redouble. Should the
pone double before his partner has asked permission
to lead, the declarant may bar the double.

Should the eldest hand lead without his partner’s
permission the declarer may call a suit or allow the lead
to stand, and should pone ask permission to lead, the
declarer may call a suit from the eldest hand. But
these penalties cannot be claimed if dummy’s hand
or any part of it has been laid on the table.

As soon as dummy’s hand is laid down he can take
no further part in the game except that he may ask
the dealer if he has none of the suit which he may
have renounced. Should he call attention to any in-
cident in the play of the hand in respect of which a
penalty may be claimed, the fact of his doing so de-
prives the dealer of his right to exact such penalty.

Should he draw the dealer’s attention to the fact
that he is about to lead from the wrong hand, the ad-
versaries shall be entitled to take one trick from the
dealer and add it to their own. The dealer incurs
the same penalty should he lead out of turn cither
from his own hand or from dummy.
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Should dummy, by touching a card or otherwise,
suggest the play of a card from his hand, either of the
adversaries may call upon the dealer to play or not to
play the card so suggested.

Should the dealer touch or name a card from the
dummy hand such card is considered as played; but
should he draw a card from his own hand such card
is not considered as played until actually quitted.

A card dropped on the floor or elsewhere below the
table is not an exposed card, but

(@) Any card dropped on the table face upwards,

(b) Two or more cards played at once,

(c) Every card so held that a player’s partner may see
it,

are all exposed cards, liable to be called by the dealer,
and must be left face upwards on the table.

In the case of two or more cards played at once,
the dealer may call any one of them to the current
trick, and the other card or cards are liable to be
called at any time.

If either of the partners play a winning card out of
turn, or play several such winning cards without wait-
ing for his partner to play, the latter may be called
upon to win if he can the first or any of those tricks,
and the other cards thus improperly played arc ex-
posed cards. Should either of them throw his cards
face upwards on the table they are also exposed cards
liable to be called by the dealer.

Should cither of the partners lead out of turn, the
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dealer may either call the card led or call a suit when
it is next the turn of either adversary to lead, but
should the other three follow, the trick is complete
and the error cannot be rectified. If only the seccond
or second and third play to the false lead their cards
may be taken back and there is no penalty against
any one but the original offender. :

Dummy is not liable to any penalty for a revoke,
and should he revoke the trick stands good if the error
be not discovered before the trick is turned and quitted.
Should any one of the other three plavers, holding one
or more cards of the suit led, play a card of a different
suit, he is liable for cach such revoke to have three
tricks taken from his score and added to those of the
adversaries.

Revoking at Bridge is by no means uncommon and
confusion is likely to arise if there is any misapprehen-
sion on the following points:

A revoke cannot be claimed after the cards have been
cut for the following deal.

The penalty is only applicable to the score of the
game in which it occurs, and it may be claimed for as
many revokes as occur during a hand.

The accumulated penalty cannot exceed thirteen tricks.

The revoking side cannot score game or attain a
higher score towards game in that hand than 28.

A revoke is established if the trick in which it occurs
be turned and quitted, or if either the revoking player
or his partner has led or played to the following trick.

Should both sides subject themselves to the revoke
penalty ncither can win the game in that hand.
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A player may ask. his partner if he has no card of
the suit which he has renounced. ,

If a player correct his mistake in time to save a re-
voke, the dealer may call the card played in error as
an exposed card, or he may call upon the offender to
play his highest or lowest card of the suit to the current
trick. If the player in fault be the dealer, the eldest
hand may require him to play the highest or lowest
card of ‘the suit in which he has renounced, provided
he is not fourth in hand and both adversaries have
played to the trick.

GENERAL

Once a trick is turned and quitted it-cannot be seen
during the play of the hand, but a player may, while
the cards are being gathered up, demand that they be
placed before their respective players.

In no case can a player be forced to play a card
which would cause him to revoke.

The call of a card may be repeated at each trick
until such card has been played.

If a player called on to lead a suit have none of it
the penalty is paid.

Should a wrong penalty be demanded, or should the
partner of the player solcly entitled to cxaet a penalty
suggest or demand its enforcement, no penalty can be
enforced.

The present code is a great improvement on the
earlier ones which were borrowed, not over discrim-
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inately, from the laws of whist. But the laws are still
very imperfect and the penalties prescribed for their
infraction do not in many cases fit the offence. The
obvious intention of a penalty is to deprive the offender
of any benefit he may derive from irregular play, and
where it is not possible to pecnalize an offence the
rules must be at fault.

That the present laws should allow 1rrcgular in-
timations, albeit unintentional, to cscape punishment
shows that there is plenty of room for improvement.*
There is nothing, for instance, to prevent dummy from
deriving a very substantial benefit from information
conveyed to him by undue hesitation on his partner’s
part in passing the declaration.

In ninety-nine cases out of a hundred such hesita-
tion means that the dealer’s hand is somewhat above the
average but he is afraid to risk an expensive declaration,
and dummy, with this information before him, may be
inclined, it may well be unconsciously, to take chances.

The only remedy is to have special rules to govern
the declaration of trumps by dummy. For instance
he may only declare no trumps if his hand totals up
to 24 or more, counting

7 for an Ace

5 “ a King

[T Quecn
2 “ ‘“ Jack
I < {3 tcn

*This weak point of all card games played in partnership should
as far as possible be removed.
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without regard to the number of suits protected. He
may only declare hearts or diamonds with not less
than five to two honors, and must in all other cases
declare a black suit.

In the same way the elde$t hand may convey very
useful information by indicating any doubt or per-
plexity before asking his partner if he may play, and
‘it is only right that the third-hand should not, under
the circumstances, be allowed the option of doubling.
This option may with advantage be restricted to the,
player to the declarer’s left, but redoubling may be
allowed as at present up to a reasonable limit.

As regards scoring, there are many anomalies, and
much that favors luck at the expense of skill:

(1) The score for honors is too high and should be
reduced.

(2) The inequalities in the trick-values 2 4 6 8 and
12 favor luck at the expense of skill.

(3) The different trick-values should as far as pos-
sible be made common mecasures of the game point 30.

(4) The fact that it is not possible to score game
from love in a black suit tends to increase the length
of the rubber, ctc.

These and kindred topics will be further discussed
in “The Higher Grammar of Bridge.”



AUCTION BRIDGE.

A book on Bridge Developments could scarcely
be deemed complete at the present time if it took
no notice of that most important and recent develop-
ment which is termed, from the nature of its declara-
tions, Auction Bridge.

So great has been the impression made upon the
card-playing world by this variant of the game of
Bridge that the joint card committee of the Portland
and Bath Clubs (the recognised authority in this
country on the laws of Bridge) have, within the last
few weeks definitively settled the special rules ap-
plicable to this development, and authorised their
issue to the card-playing world.

As the laws of Bridge will be well known to all
readers of this volume, it will be sufficient here to
set out the rules of auction so far only as they differ
from those of the older game.

The following are

The Laws of Auction Bridge

so far as they differ from the Laws of ordinary
Bridge (printed by kind permission of Thomas De la
Rue & Co., Lid., London).
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Scoring.

A game consists of thirty points obtaix;gd by
tricks alone, when the declarer fulfils his contract,
which are scored below the line, exclusive of any
points counted for honors, chicane, slam, or
under-tricks, which are scored above the line.

The Rubber points are 250.

When the player of the two hands (hereafter
termed the declarer) wins the number of tricks
which were declared, or a greater number, he scores
below the line the full value of the tricks won.
When he fails his adversaries score, above the line,
50 points for each under-trick, 7.e., each trick short
of the number declared; or, if the declaration
was doubled or re-doubled, 100 or 200 points
respectively for each such trick. Neither the
declarer nor the adversaries score anything below
the line for that hand.

The loss on the declaration of * one Spade ™ shall
be limited to 100 points in respect of tricks, whether
doubled or not.

When a player, whose declaration has been
doubled, fulfils his contract by winning the declared
number of tricks, he scores a bonus of 50 points
above the line and a further 50 points for
every additional trick which he may make. If
he, or his partner, have re-doubled, the bonus is
doubled.
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Declaring Trumps.

]

The dealer must declare to win at least one odd
trick, either with a trump suit, or at “no trumps.”

After the dealer has made his declaration, each
player in turn, commencing with the plaver on the
dealer’s left, has the right (a) to pass the previous
declaration, or (&) to double or re-double, or (¢) to
overcall the previous declaration by making a call of
higher value. A call of a greater number of tricks
in a suit of lower value, which equals the previous
call in value of points, shall be considered a call of
higher value—eg., a call of two tricks in spades
overcalls one trick in clubs—or ‘“two diamonds”
over-calls “ one no trump.”

A player may overbid the previous call any
number of times, and may also overbid his partner.

The play of the two combined hands shall rest with
the partners who made the final call. When two
partners have both made calls in the same suit, the
one who made the first such call shall play the hand,
his partner becoming dummy.

If a player makes a trump declaration out of turn,
the adversary on his left may demand a new deal,
or may allow the declaration so made to stand,
when the bidding shall continue as if the declaration
had been in order.

If a player, in bidding, fails to call a sufficient
number of tricks to overbid the previous declaration
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he shall be considered to have declared the requisite
number of tricks in the call which he has.made,
and his partner shall be debarred from making any
further declaration, unless either of his adversaries
overcall, or double.

After the final declaration has been accepted, a
player is not entitled to give his partner any informa-
tion as to a previous call, whether made by him-
self or by either adversary ; but a player is entitled
to enquire, at any time during the play of the hand,
what was the value of the final declaration.

Doubling and re-doubling.

Doubling and re-doubling affect the score only, and
not the value in declaring—eg., “two diamonds”
will still overcall “one no trump,” although the
“no trump ” declaration has been doubled.

Any declaration can be doubled, and redoubled
once, but not more. A player cannot double his
partner’s call, or re-double his partner’s double, but
he may re-double a call of his partner’s which has
been doubled by an adversary.

The act of doubling re-opens the bidding. When
a declaration has been doubled, any player, including
the declarer or his partner, can in his proper turn
make a further declaration of higher value.

If a player doubles out of turn, the adversary on
his left may demand a new deal.
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When all the players have expressed themselves
satlsﬁed the play shall begin, and the player on the
left of the declarer shall lead.

A declaration once made cannot be altered, unless
it has been overcalled or doubled.

Dummy.

As soon as a card is led, whether in or out of
turn, the declarer's partner shall place his cards face
upwards on the table and the duty of playing the
cards from that hand, which is called Dummy, and
of claiming and enforcing any penalties arising
during the hand, shall devolve upon the declarer,
unassisted by his partner.

Exposed Cards.

If, after the cards have been dealt and before the
trump declaration has been finally determined, any
player exposes a card from his hand, the adversary
on his left may demand a new deal. If the deal is
allowed to stand, the exposed card may be picked
up and cannot be called.

If, after the final declaration has been accepted,
and before a card is led, the partner of the player
who has to lead to the first trick, exposes a card
from his hand, the declarer may, instead of calling
the card, require the leader not to lead the suit of
the exposed card.
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The Revoke.

The penalty for each revoke shall be :—

(@) When the declarer revokes, his adversaries
add 150 points to their score above the
line,* in addition to any liability which the
revoking player may have incurred for
failure to fulfil his contract.

(6) When either of the adversaries revoke, the
declarer may add 150 points to his score
above the line,* or may take three tricks
from his opponents and add them to his
own. Such tricks, taken as penalty, may
assist the declarer to fulfil his contract, but
they shall not entitle him to score any
bonus above the line, in the case of the
declaration having been doubled or
re-doubled.

Under no circumstances can a side score anything,
either above or below the line, except for honors or
chicane, on a hand in which one of them has
revoked.

From the above it will be seen that the principal
differences between ‘“ Auction "’ and ordinary Bridge
lie in the scoring and the method of declaring;

This penalty is not effected by a double.
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though there is also an important alteration as
regards the penalty for a revoke.

It should be carefully noted that the penalty for
the loss of a trick is the same whatever the trump
suit may be, although the reward for winning varies,
and that it is impossible for the adversaries of the
declarer to make any progress towards winning the
game. For this reason the higher calls at Auction
are likely to be made on lighter hands.

When the game was first plaved this led to some
plavers persistently refusing to let their adversaries
have the final call in the rubber game ; it was soon
found, however, that this policy proved too expensive,
as in the end its advocates had to pay, even when theyv
succeeded in winning the rubber ; it does, however,
pay, at times, to deliberatelv overcall a hand and
lose 50 or 100 points, rather than let the opponents
win the rubber and the 250 points bonus.

The deal is no longer of any great advantage,
and, indeed, some plavers consider it a disadvantage,
as, owing to the necessity of making some call, yvour
adversaries are the first to acquire any information
about the hands. This has led already to a school of
players who almost invariably call “ spades,” as first
caller, thus passing on to someone else the onus of
first disclosing information ; the natural reply to this
manceuvre is that the second hand also refuses to
make a declaration, and leaves it to the dealer’s
partner. If third hand were to follow the same
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policy, the fourth would have it in his power to
leave the dealer with his spade call or to overtall, as
it best suited him, so that third hand is obliged
to practically open the bidding by over-calling his
partner. The only result of this manceuvre seems to
be that the players have deprived themselves of the
benefit of the rule limiting the loss on a “ one spade”
call to 100 points.

The object of the game is undoubtedly to win by
as many points as possible, and the calls should bhe
made with that object in view. Some allowance
may be made for the fact that the adversaries will
certainly try to overbid you, either to force you up
or to win the game themselves.

The dealer may, therefore, try to block his
opponent’s calls, and prevent their informing each
other as to their strong suits by calling a weak “no
trump ” straight away ; if there is any great strength
in a red suit against him he will be over-called by
two diamonds or hearts, and he can leave it to his
partner to support him if he should have a good
hand with some help in the opponent’s suit ; if there
is no such strength against him the opponents must
open blind and probably in a black suit, when the
advantage is with the declarer.

There are some hands which suggest directly the
possibility of entrapping your opponents into over-
bidding their hands, and so giving you the chance to
double and win more points than the game is worth.
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Such a hand as A K Q of diamonds and five hearts with
two honors—or the ace—clearly suggests a call of
“one diamond "’ to induce the opponents to over-bid
in hearts ; but you must be prepared to let vour
partner talk if you are left with it, and lose the odd
trick, when you might have won the game in hearts.

For the most part the dealer will find it pays to
declare, as in ordinary Bridge, with the following
exceptions —

(@) There is no defensive call, except in spades
and it is no use calling a suit headed by
J or under, unless it has at least seven
cards ; such calls being likelv to mislead
vour partner.

(6) With a solid black suit, call *two " at once ;
this is an urgent request to yvour partner to
call “no trumps” if he can guard the
other three suits.

(¢) Call a weak “no trumper” at once, especially
if the weakness is in a red suit, to prevent
the opponents informing each other as to
their strong suits.

The other players, as their turns come to call, will
have the same principles to guide them with the
advantage of knowing something about the preceding
hands; each player must endeavour to give his
partner all the information he can as to his hand,
but must be most careful not to mislead him. One
point should be most carefully kept in mind : vour
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partner is expecting from you a nearly average hand
with some support (if only three little cards)®in his
trump suit ; if you have only one trump, it is likely
to be fatal to him and you must take the call away
by over-calling if at all possible; if he is very
strong, he understands the position and takes it
back.

Be chary about relieving your opponents of a
black suit declaration ; they cannot win much and
may lose a good deal.

In the rubber game particularly look out for a
chance to double ; both sides are likely to bid up to
the full value of their hands and over, to prevent
the other side going out.

When your side has been doubled, switch off to
another suit if you can with but little risk ; it is
better to lose a trick or two undoubled than two or
three doubled.

When your adversaries’ call will take them out,
you can double freely ; the loss of double points, if
they win, is small compared to the 100 points a trick
you get if they fail. Three hearts or diamonds is a
lot to get if you have any aces or kings, and you can
afford to double even without trumps, if such a call
would put the adversaries out.

The play of the hand differs little from ordinary
Bridge except that the declarer can frequently place
the high cards in a suit held against him by
recollecting his adversaries’ calls.
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The declarer must also remember that it is no
‘longer® the odd trick for which he is playing, but that
he has to fulfill his contract.

The leader will also have considerable knowledge
of the various hands, and very often know exactly
his partner’s strong suit, so that his opening suit
may be quite different to what it would have been
in ordinary Bridge. The principles which govern
the selection of the card led will generally, however,
be the same, such as highest of a weak suit, etc.

Against a “no trump " call, it is generally best for
the leader, if opening his partner’s suit, to lead his
best and continue downwards, so that his partner
may learn at once where the commanding cards of
the suit are—except when holding ace or king to
four ; in that case it may be held to trv and catch
the declarer’s high card, if from the calling you
judge him to be guarded.

To deal further with the play of the hand would
be merely to repeat what every Bridge player already
knows.  Sufficient can be learnt from the above
remarks to give this latest development a trial ; and
for fuller details the reader may be referred to the
only two books yet published in this country on
Auction—uviz., Auction Bridge by ““ Auctioneer,” 1/--
(S. Low, Marston & Co.), and Dalton on Auction
Bridge, 4/- (Thomas De La Rue & Co.).



Glossary of Terms Used at Bridge.

Bring In.—To make tricks with the long cards of a
suit after extracting the adverse trumps; or in
no trumps, by securing the lead with a card of
re-entry after clearing the suit. See Establish.

Call, The.—Playing contrary to the ordinary rules
of play—an unnecessarily high card followed
by a low one of the same suit. It shows that
the player has no more cards of the suit and
invites a ruff. This convention should not be
confounded with the Rewverse Discard.

Chicane.—When a player holds no card of the trump
suit he and his partner score for chicane the
value of simple honors. Double Chicane, i.c.,
when both the non-declarants’ hands are void
of trumps, is equal in value to four honors.

Command of a Suit.—Holding the master or king
card of a suit.

Covering.—Playing second in hand a card higher

- than the one led.

Cross-ruff. —When the partners are trumping eact
a suit and are leading to each other for the
purpose.

Discard.—The card rejected by a player who is not
able to follow suit, and does not trump.

134
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Doubling.—Increasing the original value of the tricks.
Doubling does not affect the value of honors.

Doubleton.—Two cards only in a suit.

Echo, The.—The echo at Whist was intended to
shew four or more trumps when the partner led
or signalled for trumps. Its place at Bridge is
still uncertain.

Eldest Hand.—The player to the left hand of the
dealer who has to make the original or opening
lead.

Establish.—A suit is established by clearing away
obstructing cards. A self-established suit is one
that contains all the commanding cards. See
Bring in.

Exposed Card.—Any card dropped with its face up-
wards on or above the table ; or two or more
cards played at once.

False Card.—A card played contrary to the recog-
nized convention of the game with a view to
deceive the adversary.

Finesse.—Playing second or third hand an inferior
card, with the object of either winning the trick
cheaply or of forcing out an adverse high card.

Force.—To compel a player to play a trump to take
the trick.

Fourchette.—The two cards immediately higher and
lower than the one led. Thus the jack and nine
form a fourchette to the ten.
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Guarded Suit.—A suit is guarded or protected when
it contains an ace, or a high card so protetted by
smaller ones that it is able to stop an adverse run
in the suit at least once. Guarded sccond-best
means that the second best for the time being is
protected by a small card which may be played
to the best card ; such as a queen and a small
card when the ace has been played.

Holding Up.—Refusing to part with the command of
a suit, or to play out the second best card in it.

Honors.—Honors consist of the ace, king, queen,
jack and ten of the trump suit. When there are
no trumps they consist of the four aces.

King-Card.—The master or best card left unplayed
in a suit is called the king-card. Thus if the
ace, king and queen are out the jack would be
the king-card.

Little Slam.—Winning twelve tricks out of the
thirteen.

Long Suit.—A suit of four or more cards.

Long Trumps.—The last trumps unplayed held by
a player.

Long Cards.—The last cards of a suit held by a

- player after the rest of the suit have been
played.

Loosing-Card or Loose Card.—One that cannot take
a trick in its suit, and should if possible be got
rid of to enable a player to trump the suit whene
necessary.
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Master-Card.—See King-Card.

MajorsTenace.—A combination of the ace and queen
of a suit in the same hand.

Minor Tenace.— A combination of the second and
fourth best cards.

Opening Lead.—The original or blind lead made by
the eldest hand before dummy’s hand is exposed.

Penultimate Lead.—Lecading the lowest card but one
of a suit in order to show that the lead is from
more than four cards. This lead, although
sometimes employed, is of doubtful value as a
convention at Bridge.

Peter, The.— See The Call.

Plain Suit.—Any suit other than the trump suit.

Pone.—The player to the dealer’s right, also called
the vouuger or third-hand.

Quart.— A sequence of any four cards of a suit.

Quart-Major.—A sequence of the four highest cards
of a suit.

Quitted.—A card is quitted when it has left the hands
of a plaver. A trick is quitted when the four
cards of which it is composed have been col-
lected and left face downwards on the table.

Quint.—A sequence of any five cards of a suit.

Quint-Major.—A sequence of the five highest cards
of a suit.

Re-entry.—Winning a trick to secure the lead. Also
applied to a card that will enable a player to
take the lead at an advanced stage of the game.
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Renounce.—To play a card of a suit other than the
one led. .

Revoke.—To trump or to play a card of a suit other
than the one led having a card of the suit led.
The laws do not admit of a player revoking
intentionally.

Rubber.—Two games won in succession, or two
games won out of three by the same partners.

Ruff.—To trump a plain suit of which you do not
hold a card.

Seesaw or Saw.—See Cross-ruff.

Sequence.—Three or more cards of a suit in con-
secutive order. A sequence may be an wunder
sequence, that is, one at the bottom of the suit,
or it may be an infermediate sequence, or a
head or master sequence. A licad sequence of
three cards is called a tierce major, of four cards
a quart major, and of five cards a quint major.

Short-8uit,—Any suit of not more than three cards.

Singleton.—One card only in a suit.

Slam or Grand 8lam.—Winning all thirteen tricks.

Strong Suit.—One that contains two or more high
cards—not necessarily a long suit.

Tenace.—A combination of the best and third-best
unplayed cards of a suit.

Third-Best.—The third highest card of a suit, count-
ing from the top.

Weak 8uit,—One containing no high cards.

Younger Hand.—See Ponc.
























