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SCREENS, KEYS AND FEATURES

SCREENS

1L

Shows North and South hands, the
bidding, the cards played in each
trick. vulnerability and dummy.
Shows East’s hand when he is
dummy or when VIEW 15 pressed,
with View Hand option selected or
when it is plaved by a human,
Shows West's hand when he is
dummy or when VIEW is pressed,
with View Hand Option Selected or
when it is played by a human.
Offers menus from which cheices
can be made. prompts you and shows
scores, tricks and contracts. Can be
used vo construct and edit hands, You
mury also use it with the scroll and
cursor keys to make bids and play
cards,

KEYS

5. VIEW allows vou 1o see the cards in

the concealed hands, if such an oplion
is selected; HISTORY shows you
the complete progress of bidding and
play; SCORE gives you the score at
any point in a game: and ESCAPE
allows you to stop play, exit Hint,
Claim, History, or Score modes, or
go back to the sub-menus without
upddating the changes made on the
current display, and by repeated
pressings, retum to the main men.
and 8. Upper and lower scroll keys:
o move the menu cursor between the
upper and lower lines of the screen
and confirm settings: 0 copy a
number or character from the upper
line to the bottom line or 10 erase a
number or character from the bottom

lime.

7. and 9, cursor key; to move the menu
cursor feft and right.

10. ENTER gives the computer
commands,

11. NO TRUMP, Hearts, Diamonds,
Clubs, Spades, A, K, . J, PASS,
DOUBLE. 1,23, 4,5 6.7, 8, 9and
10 are used o make bids and play
cards. HINT asks the computer for
wdvice; AUTOPFLAY lets the
computer play a hand for you; TAKE
BACK lets you take back bids or
cards up 1o the first round of bidding
or play respectively. CLAIM lets
vou claim the remaining tncks in a
hand.

FEATURES

12. ONJOFF switch.

13, Banery compartment (undemeath)

14. CONTRAST control.

15. ACL Key. May be used 1o eliminate
static discharge after inserting new
batleries or using adapter.

16. Software expansion access hatch,
The software will be available in the
future. Write to Saitek fot details.

17. Cable link: ProLink 1o Pro Bridge
310 allowing 2 players to play bridge
each with their own LCD screen.



QUICK START

If you want o play a hand at once and can’t spare the time to read the whole
instruction manual, here's a Quick Start procedure especially for you!
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1.

Insert the batteries or connect the mams adapter as shown in the illustrotions
on the inside of the front cover, Open the lid and switch on. The contrast on
the screens is controlled by the wheel next to the OMNOFF switch.

The small menu screen at the bottom of the lid section shows PCLSD. The
cursor (i short line) will be under the letter P. Move the cursor with the
triangular cursor keys 1o the fght and left of the large, square ENTER key.
Move the cursor under D and press ENTER. The computer will play a
demonstration hand and all the screens and menus will come into operation.
Press ESCAPE to stop the demonstration,

With the cursor under P, press ENTER. 1o play a game.

With the cursor under R, press ENTER again, South’s hand will appear on
the largest screen on the inside of the lid.

Bid by pressing first the key for the suit you want and then the number you
want or vice versa. These Keys are to the left of the ENTER key. You can
also bid using the menu screen and cursor keys. (See section 1.2, 3.3).
Your bid will appear briefly on the main sereen. The other bids will also

show on the sereen. Your bid will disappear to make room for your next bid.

Bidding continues until three players have passed. The contract will appear
at the left of the lower line of the menu screen,

The playing phase begins. The large screen shows South’s hand. Dummy's
hand may appear in either the West, East or Nonh screens, depending on
who has won the contract after the Tirst lead,

The leading and following cards are shown on the main screen. Play your
card in tum, using the suit and numeric keys. Onee the trick is complete it
will remain on the main screen. Clear the screen of the cards alrcady  played
by pressing ENTER.

Continue playing the cards as above until the last trick has been played.

Note: If computer fails to respond this may be due 1o statie discharge which
causes the computer to lock up. Tum off the computer; press and hold the ACL
key for one or two seconds. This resets the computer.

Important: To ensure that the computer’s memory contents are not lost, ensure
that good batteries are installed even when using an adapter. If batteries are not
imstalled, memory data may be lost when you disconnect the adapter.
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1. WHAT THE PRO BRIDGE 510
CAN DO

L1 Introduction

The Pro Bridge 510 is a lap-top or desk-
top bridge computer which can give a
good game to any player of up 1o average
club standard. In certain phases of the
game it might also test the expert, lor
example, in the Computer Pecks mode of
defense,

It is also perfectly suitable for beginners.
Mew playvers should, however, read
Beginners Guide to Bridge — which
comes with this manual before starting Lo
play seriously. But whatever vour level of
skill. you can start playing at once by
following the instructions in the Quick
Start section on page 4,

The Pro Brldge 510 can use any one of
five bidding systems, They are explained
fully in the next section accompanying
this manual. With this information you
will know what 1o expect of your
computer once you have selected your
system and conventions and bidding has
started.

However, as the bidding develops, the
more complex the situation becomes, and
the more difficult it is 1o assess the correet
bid to make. More than one bid may be
Judged correct in some situations,
especially if the bidding has becn
competitive. Nonetheless, you can
normally expect at least the opening bids
and responses to conform to the
descriptions of systems,

1.2 Style of Play

The Pro Bridge 510 tends to bid
aggressively. During play of the cards it
will use methods that bridge players will
have come 1o expect: for instance, leading

the fourth-highest cand against no trumps,
or leading the top eard from a sequence.
As declarer, the play of the Pro Bridge
510 is also aggressive. [t will wry for the
maximum number of tricks il the odds are
favorable, rmther than playing safe to cater
for bad breaks.

1.3 Bidding systems

You can choose any one of five bidding
systems For NS and for EW, These
systems are described in the next section
of this manual.

The five systems are:
US Four-Card Majors
US Five-Card Majors
ACOL
French Five-Card Majors
Precision Club

1.4 Additional conventions

The Pro Bridge 510 will let you add or
delete any of a wide variety of additional
conventions (for example, Weak Twos, or
Transfer Bids} 1o your chosen systems.

L5 Game type, game level

You can choose whether to play Rubber
or Duplicate { Teams of Four) Bridge, IT
you choose Duplicate, the maching takes
your place, replays the hand you have just
played, compares the two resulls and
awards match poims, You can also choose
the level of play on a scale of | 1o 10 {see
Sect. 5.2).

L6 Types of deal

You can choose random or shuffled deals;
numbered deals from a factory-set series
of deals from 1 10 9,999,999 which can be
called up at any time; library deals you
have stored in the computer's memory;
and edited deals which you can construct
yoursell, You can also re-play the deal
vou have just played,



1.7 View hands

You can view the closed, or hidden hands
and then conceal them again by pressing
the VIEW key. Make sure the View
hands option has been selected {see LA

1.8 Take back

If you make a wrong bid or play, ihe
computer will allow yvou 1o take it back by
pressing the TAKE BACK key. You can
repeal this process right back to the stan
of the bidding or playing phase. The
compater will not allow you o make an
illegal bid or play (see 7.3

1.9 HINT

I you want the computer’s advice as o
the best bid or play, press the HINT key.
You are not obliged 1o follow the
computer's advice.

110 AUTO PLAY

Al any point in the game, vou can press
the AUTO PLAY key 1o ask the
compuier 1o make the rest of the bidding
andd play in that game. cither continuously
or round by round (see 7.2).

1.11 CLAIM

If you can see thal vou are going Lo win
the rest of the tricks, you can end the hand
by using the CLAIM key (see 7.6).

1.12 SCORE

You can check the current scores by using
the SCORE key. The scores are retained
in memory. The scores can be resel o
zero at vour preference (see 7.7)

1.13 HISTORY

Both the bidding and play can be
reviewed by pressing the HISTORY key
and using the scroll keys (see 7.5).

1.14 Deal Storage
After a game has been played, or after an
edited deal has been constructed, it can be

stored in a library of deals (see 6.1, 6.9),

L.15 Language
English or French can be chosen (see 5.6),

1.16 Settings Storage

Different sewings (Human/Computer!
Link, Game level, Sound, Bid Systems,
Conventions, Language and View Hand
Option) can be changed and stored in the
computer’s memory and used again

(see 5),

2. OPERATING PROCEDURES

2.1 Starting up

If you have not already done so, insent the
batteries or mains adapter as shown on the
inside of the front cover, Switch on, After
a few seconds, or by pressing ENTER or
ESCAPE, the main menu appears on the
screen as follows:

CLSD
lawu

2.2 The main menu

IT you are in doubt, you can retumn to this
menu a1 any time by pressing ESCAPE
until it appears. The computer will peep il
you press ESCAPE oo often, In this
e

P = Play

C = Change Seting
L. = Deal Library

5 = Seuing Library
D = Demonstration

2.3 Demuonstration
In the main men, move the cursor o D
by pressing the left or right cursor key.

PCLSD .
Demnonstration

Press ENTER to begin the demonstration.
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All four hands of a deal appear in the
upper display screens. The computer
begins bidding and playing,
consecutively, all the hands in the
numbered sei of deals in the computer’s
memory. The appropriate displays show
on the four screens. The demonstration is
designed to give you an idea of what you
should expect to see on the screens while
play is in progress,

When you' ve seen cnough, press
ESCAPE to return 10 the main menw.

3. PLAYING A HAND

3.1 Dealing the cands

Go to the main menu with ESCAPE.
Once it is showing, press ENTER with
the cursor under P. You will see;

EHELS Flay
random deal

In this Play menu,

R = a random deal;

M= 2 repeatable numbered deal from 1o
9,999,999 stored in the maching;

E = an edited deal of vour own
construction;

L = a deal from the deal library;

§ = same deal, that is, a repeat of a deal
Just played,

If there is no deal stored in the library,

option L will not be available and NA is

shown on the right hand side of the

bottom line when the cursor is under L.

E.g. ‘deal library NA", For a random deal,

press ENTER while the cursor is under
R.
The menu shows:

E%¢@¢H123456F
bids:

and South’s hand will appear in the lower
half of the main screens, For example:

o 3 A e

The top line of the menu shows all the
symbols necessary 10 make a bid, and the
bottom line invites S(South) to make a bid.

The hand will be played under the com-
puter's factory-sel default conditions,

These are;
G : Rubber Bridge — level 10
5 : Sound on
B : Americon Five-Card Majors bid
system
C : No additional conventions, except
stopper NT. The computer is more
demanding about the quality of
stoppers in each suit in opening One
No Trump,
If you want to change these default
conditions, refer (o Section 3,

3.2 Making a bid

For this section, assume you are South.
Make a bid using the direct keys or the
seroll and cursor keys on the main menu,
You can choose the suit of number in any
arder. With the cursor keys, move the
cursor along the characters until you find
the suit you want. Copy it to the lower
line of the menu with the bottom scroll
key. A new menu shows the suit you are



bidding. Choose the number you want
with the cursor. Copy it 1o the botlom
lite with the lower seroll key. If you wish
10 correct your bid, press the TAKE
BACK key, when both the number and
suil have been chosen, or use the op
seroll key when either the number er suit
has been chosen.

EeeoeN34567
£  bid:

The bids will appear in the Centre of the
main screen, South's bid having been
deleted from the screen o make room for
his next bid. (For example Figure B).

The menu willl remain the same excepl

that the letiers d for double or B for
redouble will have been added if needed,
Use the cursor and scroll keys, or the
DOUBLE key 1o double or redouble.

ER@+?§H123456?
bid:

The bidding continues until there have
been three passes, when we 2o into the
playing phase.

A3 Playing the cards

Asin a game playved by four human
players, the bids made will have decided
who is o lead. If it 1s not you {South) 1o
lead, the computer will play cards from
the other hands. The value and suit of the
cards will appear on the middle of the
main screen. The computer will then wail
for you to play. Play a card by the direct
keys or cursor and scroll keys. The
computer will follow if any of the other
positions have vet to play. During the play
of anck the menu gives a display like
that shown in Figure C.

The bottom line of the menu shows the
contract and the tricks won so far by each
side, The top line tells you whose turn it is
to play, which suit has been led, and the
cards held in that suit.

Once the trick is won, the menu gives 2
display like this:

_Press Epnter 1)
S HE @ El

The menu above means that West has
won the trick (in the Three Diamonds
contract) and EW lead NS by 1-0 in tricks
waon &0 far. Press ENTER to start play of
the next trick.

When it is South’s or Nonh's (dummy’s)
turn to lead or play. the menu shows, for

w.55.5.55.5
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Figure C

example:

+¥4 AKQIBES4 &
3 HS 1 EW 1

This means it is South’s tum to lead. He
has cards in diamonds, hearts and spades,
and in the denominations AKQUE654. The
contract is Three Diamonds and the score
in tricks so far is 1-1. Select a cand to play
as before and continue 1o play 1o ecach
trick until all the cards have been played.
IT you know you can win all, or the
specified number of tricks, you can
terminate play in that deal by pressing
CLAIM. The menu shows, for example:

claim 11 tricks
HS: 11 Eul=z @&

Use the cursor to specily the number of
tricks you are ¢laiming and press
ENTER. If you want to play the rest of
the tricks, press ESCAPE instead.

34 The result of the hand
After the 13th wrick, the menu shows, for
example:

Press Enter )
T+ NS B EW 7

Press ENTER. The menu shows, for
example:

5 3¢ down 2
HL: 18& EBL: L2}

This means that South is two down in
Three Diamonds, scoring 100 above the
line for EW. If you don’t want (o store
this score in the computer’s memory,
press ESCAPE o move (o the playing
meni. 1t will show, for example:

EHELS FPlaw
random deal




You may alter the type of deal with the
cursor. Press ENTER 1o play the deal.

If you decide to add the score to the
computer’s memory, press ENTER.
The menu shows:

g Deal Librarg?
Ho = Flas on now

You can play the next deal by pressing
ENTER with the cursor under N or store
the deal just played by pressing ENTER
with the cursor under Y, For storing a
deal in the Library, see Section 6.1

3.5 The score
Press SCORE to sce the score in the
rubber to date. Here is a hypothetical
menu display:

A 288
@ El: 5]

The score will be reset 1o O when a rubber
is made, Press SCORE again to see the
total scores of the rubber games made so
far. The menu displays for example:

Fs:

otal N5: 5]
otal El: i
When you decide 1o end a game of

Rubber Bridge (which has no set endingl,
the 1otal score of rubber games made
decides who has won.

Press SCORE once more, yvou will see:

upy Reset score
(y[=]

Tis resel seores 1o 20ro move eursor under
y and press ENTER. To exit score without
resetting the scores, press SCORE or
ESCAPE.

4. DUPLICATE BRIDGE -TEAMS
OF FOUR

In this form of bridge, the deal is played
twice. You play South’s hand first. The
computer then plays all four hands. The
results of the two games are compared.
Any difference is caleulated in
International Maich Poinis {see
Appemdiv). The dealer and vulnerability
are presel for each hand.

4.1 Altering the settings for Duplicate
Bridge

To play Teams of Four the only change

necded is in the settings under the heading

Game Level,

Go 1o the main menu with the ESCAPE
key. With the cursor on C, press ENTER.
Move the carsor to G and press ENTER
again,

234567891NTP
rubber brid3e [

Move the cursor o T, the menu shows:

i
1234567290 TF
Team of four

Press ENTER to accepd the changes and
the menu shows:

HGSEBCLY Settings
Human rlagsers

Press ESCAPE o retum to the min
menu. Press ENTER with the cursor
under P

EMELS
random

Flay
deal

To move back to Rubber Bridge, go
through the same procedure. In the game

B e T T T T T T T T T T T T " A A
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level menu, choose any settings other than
T and P and you will return to Rubber
Bridge.

4.2 Playing the duplicate hands
Choose the dealing method and deal the
hand. Bid and play the hand as in rubber
bridge. After the last inck the menu
shows for example:

_Presz=s Enter &S
e NS 7V EWJ &

Press ENTER to sce your score:

S 3e -2 =286
Fress Enter

To replay the hand, press ENTER.

The computer now bids and plays the
same hand in AUTOPLAY maode, that is,
with the computer playing the human
hand (South’s in this case), On
completion of the last trick the menu
shows for example:

S 3¢ -2 -76@
(5 -208)IMP @ B

This means both teams obtained the same
result. The score in International Match
Paints (IMP) = 0. Press HISTORY if you
wish to see how the hand was played in
Autoplay. Press ENTER 1o add this score
o memory and the menu gives a display
like this:

g Deal Librardg
Mo = Play on how

In this display, N = No - play on now and
Y = Yes — storeferase. The menu shown
above concludes the play of a deal and
invites vour 1o start another, Press ENTER
1o do 50,

RHELS Flay
by deal no.

This means the computer is ready for the
next choice of deal. To store the deal just
played in the deal Library, move the
cursor 1o Y.

o Deal Librara?
des—storeserase

Press ENTER (vee section 6.1).

If you press ESCAPE when the computer
shows the IMP for the deal just played, it
will show the playing menu withow
adding the score 10 memory,

5. CHANGING THE SETTINGS

You may wish to change the bidding
system you're playing with, or the level of
play. Go to the main menu by pressing
ESCAPE until it appears. Move the
cursor o C,

FCLSD
LEhahge setting

Press ENTER 1o go to the seitings menu,
The menu shows:

GSEBCLY Sett.ings
Uman rFlagers

The letiers on this menu mean:

H the player is human or computer
game level

sound on or off

bidding systems

hidding conventions

language

view hands

srnEeg
wuwmn W i

5.1 Human or computer?
Press ENTER while the cursor is under H
in the settings menu,



CHL Flagers
South? Human

This means that South will be played by a
human. I you wish to change w computer
move the cursor o C, When you have
made your choice press the seroll down
key 1o confirm the changes and the
display shows:

LH Flavers

Hest : Computer
This offers the human or computer choice
for the West position. Choose, and press
seroll down for the Morth position. You
can make the same choice for North and
East positions in the same way, Once you
have chosen, move back to the main menu
with ENTER. Pressing ESCAPE will
also move back (o the settings menu but
without changing the curreni position on
the menu,

When you decide that a human is going
play a particular position at the table

(5, W.NE) the hand for that position will
show on the screen when the cards are
dealt. For a normal game only one
position should be allocated w a human,
otherwise the whereabouts of all the cards
will be known as soon as declarer’s and
dummy’s cards are displayed. However,
alloiting more than one position o the
humzan option is useful for leaming or
teaching.

Note: When South is displayed you will
also see L for Link. This is used when you
connect Pro Bridge 510 to Pro Bridge
310.

5.2 Setting the game level

Go 1o the main menu by pressing
ESCAPE until it appears. Move the
cursor 10 C and press ENTER. Move the
cursor 1o (.

HGSBCLY Settings
Gams lewel

Press ENTER. The menu shows:

1234567 290TP
rubber bridge [

Levels 1 o9 are all for rubber bridge.
The lower the level, the more likely it is
tht the North-South pair (if North or
South 15 a human) will have more honor
points than the East-West pair, when the
random deal mode is chosen. South is
usually the human player. In level 10,
which is also rubber bridge, the honor
points of NS and EW are randomly
determined. Level T is weams of four,
described above in Section 4,

Level P, Computer Peeks, which is also
for a team of four, gives the compuier an
advantage. The computer is discreet in its
use of peeking. [t uses only some of the
available information (o gain an
advantage. This advamage is more
significant in defensive play than in
bidding or declarer play. The computer
does not peek in the other game levels,
You can use this level if you find you are
consistently beating the computer.

Move the cursor to your choice of game
level and press ENTER.

HGSBCLY Settings
_Human Flagers

If you don’t want 1o change the game
level press ESCAPE instead of pressing
ENTER.

5.3 Setting the sound level

Go to the main menu by pressing
ESCAPE until it appears. Move the
cursor 1o C and press ENTER, then mowve
the cursor 1o o 5.
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HESBCLY Settings
Sound onsof'f

Press ENTER and the menu shows:

=@ Sound
Sound on

Lise the cursor to choose sound on or off
and press ENTER, Press ESCAPE if you
don’t want to change it

5.4 Setting the bidding system
Gio to the main menu by pressing
ESCAPE until the menu appears. Move
the cursor o C and press ENTER, Place
the cursor under B and the menu shows:

HGSECLY Settings
Bid sustems

Press ENTER,

S4AFP Bid sustem
n5= US 5C madjor

This display. the bidding system menu,
gives you a choice of five bidding
SYSIems.

5 = American Five-Card Majors

4 = American Four-Card Majors

A= ACOL

F = French Five-Card Majors

P = Precision Club

First select the system for NS by moving
the cursor along the top line of the menu
to the desired choice: press scroll down

to move (o the choices for EW.

S4RAFP Bid ayitﬁij

EWl: US 5C mador

Select the system for EW. Press ENTER
1o return 1o the setlings menu;

HGSBCLY Settings
Human rlavers

The systems have now been chosen. The
hidding conventions Tor NS and EW are
reset to the default values once the
bidding systems have been changed.

Press ESCAPE in the bidding system
menu (o return to the settings menu il you
don’t want o update the bidding system
of the line being shown on the display,

5.5 Setting the bidding conventions
In the settings menu, (see above) move
the cursor under C.

HGSBCLY Settings
bid Convent.ions

Press ENTER.

be ConventiondS
HSiweak HT TR

This is the first of a series of conventions
you will be offered to add to the system
you have chosen for NS, Choose v (yes)
or m {no) for this convention and scroll
down for the next convention. Make your
choice for each of the conventions as they
are offered and scroll down. When they
have all been dealt with, the next press of
the seroll down keys offers the same
choices for EW.

Not all conventions and systems are
compatible. Some conventions are already
ingluded in panticular systems. The
computer will noi offer you incompatible
choices. When you have chosen
conventions for both EW and NS press
SNTER 1o return to the seitings menu
{xee Section 8 for more an conventions ),



5.6 Setting the language

You have a choice of English or French,
Gio ta the main menu by pressing
ESCAPE untl it appears. Move the
cursor 1o C and press ENTER. Move the
cursor to L.

HESBCLWY Settindgs
Lan3uade

Press ENTER.

EF Larn3luade
Engliz=h

Choose the language with the cursor and
press ENTER 1o return 1o the settings
menu. If you wish 1o retum to the main
mienu, press ESCAPE.

5.7 Setting View Hands

You can choose whether you use View
Hands key or not when you are hidding or
playing. To set View Hands, go 1o the
main menu by pressing ESCAPE until it
appears. Move the cursor to C and press
ENTER 1o display the settings menu, In
this menu, move the cursor o V.

HGSBCLY Settings
UView hands

Press ENTER.

g Uiew hands
ues enable

Make your choice and press ENTER.

5.8 Storing the settings

You can store up Lo ten groups of settings,
Press ESCAPE until vou return to the
main menu and place the cursor under 5.

FCLSD )
Setting libraryg

Press ENTER 1o go 1o the settings library
meni,

SER free slot=1A
Store szettq,

This shows there are 10 slots availahle for
storage. Press ENTER again with the
cursor under 5.

Store setting
Ho

Change the slot number if you wish, using
the cursors or by using the direct keys 10,
and | 1o 9 for slots O 1o 9. Press ENTER

o give this menu:

| abcdefahidk Imhor
\ Ao s

Choose a name, with a maximum of seven
characters, for your settings, by placing
the eursor under a letter on the wp line of
the display and copying it 1o the bottom
line with the scroll down key. You can
delete a character from the bottom line
with the serall up key.

gbcdetakhiak lmnor
Ho B: aaa____

Press ENTER 1o store the scitings.

SER free =lots 9
§t0re settd,

When choosing the slot number, press
ESCAPE to return to the sewings Library
menu without storing the current sctling.

When choosing a name for your slot
number, press ESCAPE to retumn 1o the
setting Library menu without naming the
slot being stored,
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5.9 Erasing the settings

Go o the main menu by pressing
ESCAPE until it appears, Move the
cursor to 5 and press ENTER. Move the
cursor 1o E,

SER free slots 2
Eraze =settaq,

Press ENTER 1o get:

Erase setting
Ha @ B8 aaa

Use the cursor keys to find the setting you
want o erasc and press ENTER to give:

ER free zlots1D
tore settd,

This shows that there are 10 slots
available again,

Press ESCAPE instead of ENTER w0 give

ER free slots 9
tore zettd,

without erasing a setting.

510 Recalling the settings

Go to the main menu by pressing
ESCAPE until the main menu appears,
Move the cursor to 5 and press ENTER.
Move the cursor to R.

SEE free slots 9
Eecall =se=tta,

Press ENTER. The menu shows, for
example:

Recall setting
Mo = B8 =zaa

If you like, change the settings number 1o
be recalled with the cursor keys, Press

ENTER.

SER free slots 2
Store settg,

If you don’t want 1o recall the seltings,
press ESCAPE instead.

6. THE DEAL LIBRARY
6.1 Storing a deal
After a deal has been played, it can be

stored in the deal library. The menu
shows, for example:

g [Deal Lihﬁaraﬁl
was=storeserase ]

See sections 3.4 and 4.2, Move the cursor
to ¥ and press ENTER o go o the deal
Library menu,

CE free z=lot=1006
store deal

You may alse store a hand just dealt. Go
to the main menu by pressing ESCAPE
until it appears. Move the cursor o L.

PCLSD
deal librarwa

L

Press ENTER again to go to the deal
library menu.

SE free s=lots188
Store deal

This means there are 100 positions
available in which to store deals. Press
ENTER with the cursor under 5.

Store desal
Mo &




Use the cursor keys to choose a slot
number between 0 and 99 in which you
wish 1o store the deal. Press ENTER to
store the current deal, dealer and
vulnerability. The menu shows for
example:

gbcdefghidklmnor
Mo as

Choose a name Tor the deal by using the
cursor and seroll keys as in the settings
library menu. The menu shows for
example:

ghodefghildk lmnop
0 A: abc___

ENTER.

E free slots 99
Store deal

This means that only 99 positions are now
available. You can return 1o the deal
library menu without storing the curren
deal by pressing ESCAPE.

When choosing a name for your stored
deal, press ESCAPE (o return 1o the deal
library menu without naming the deal
being stored.

6.2 Erasing a deal

Go 1o the main menu by pressing
ESCAPE until it appears. With the cursor
on L, press ENTER. Move the cursor Lo
E.

SE free slots 99
Erasze deal

Press ENTER. The menu shows, lor
example;

Erase deal
He : 8 abc

16

Use the cursor keys to select the deal 1o
be erased. Press ENTER 1o erase, or
ESCAPE 1o return to the deal library
without erasing the selected deal.

6.3 Reealling a numbered deal

Go 1o the main menu by pressing
ESCAPE until the menu appears, Move
the cursor to P and press ENTER. Move
the cursor under N.

RHELS Play
be deal no.
Press ENTER.
123455739
ezl HNo:

Select a number from [ 1o 9,999 999 by
wsing the cursor and seroll keys, Use the
seroll up key 1o erase a digit from the
Bottom line and the seroll down key to

copy a digit to the bottom line, You can
also use the numeric kevs to choose a
nismber.

8123456789
deal Ho: 1234

Press ENTER and the meno shows for
example:

Eoevanl 234567
S bid:

South's hand appears in the bodtom hall
of the main screen like this:
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Figure D

If you wish to play this deal, refer o
Section 3,

6.4 Editing a deal

Go to the main menu by pressing
ESCAPE uniil it appears. Move the
cursor o P and press ENTER. Move the
cursor under E.

RHELS Flau
after =dit |

Press ENTER with the cursor under E.
This menu shows:

HMDUSE deal
lavw this deal

il a the same time a hand appears in all
four positions on the display screens (see
fig. E. next page).
The choices in the menu anc:

P = play this deal

M = edit a new deal

M = modify this deal

D = change dealer

¥ = change vulnerability

5 = store deal

E = erase deal
IT you press ENTER while the cursor is
under P, play can proceed with the deal
shown.
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6.5 Editing a new deal
Move the cursor to M in the edit meno

PHMDUSE deal
edit. 3 Hew deal

Press ENTER with ihe cursor under N,
This menu shows:

BEQINIEFeS432 S

and at the same time all 532 cards appear
in Easi’s hand and the suit symbols
appear in the other display screens (see
fig. F, mext pagel. The menu shows the
spade suit ready for selection into South's
hand. Choose the cards you want with the
cursor and scroll down keys. As each
card is chosen it moves from the Lop line
of the menu to the bottom. If you make a
mistake, the card can be put back by using
the seroll up key. When all the spades {or
South have heen chosen, press ENTER.

The chosen spades appear in the South
display and disappear from East's hand.

The heart suit appears on the menu ready
for selection:

BEEJN987E5432 5@

Choose the hearts, diamonds and clubs for
South in the same way, pressing ENTER
for each suit. The final press of ENTER,
after 13 cards have been chosen, moves us
on 1o the selection of West's cards,

For West's hand, the menu shows for
example:

Kilve32

Lie

Only the remaining available Spades are
shown for selection for the West hand.
Repeat the procedure described above
until 13 cards have been selected for
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West. Press ENTER.

For Nonh's hand, repeat the procedure
and press ENTER. The remaining cards
in the East display are East’s hand, The
final press of ENTER shows all hands.

HMOUSE deal
lag this deal

If you wish to play this deal, press
ENTER.

6.6 Modifying a deal

If you want to exchange cards between
hands for the current deal, move the
cursor o M in the editing menu.

FHHDUSE deal
Modifa this deal

Press ENTER.

ESWHE edit deal
edit Finished

Move the cursor o 5.

FSLNE edit deal
take from South

Press ENTER.

deve HKOJIIFPS S
take

This shows the suits and denominations of
the cards held by 5. Choose the suit of the
cards you wish to remove from the S hand
with the cursor and scroll keys. The
menu shows, for example:

gKe.J S
take @

These are the clubs held by South. Choose
the one 1o be moved with the cursor and
seroll down keys and the menu shows, lor

example:

IMHE 9Qiwe HS to
otk

Move the cursor to the hand to which the
card is to be given. The menu shows, for
cxample:

SHHE 49ive A2 to
Liast

Press ENTER.
Bad AJIISYE U
take

This means that you are now invited o
take a card from West's hand, which now
has 14 cards. Repeat the process o edit
the other hands. Each time all four hands
have 13 cards, the following menu

ippears:

ESUHE edit deal
edit Finished

If the changes are not yel complete, move
the cursor and continue as before.

When the changes are complete, press
ENTER and the menu retums o

EHMHMDUSE deal
Flaa this deal

6.7 Changing the dealer

Go to the main menu by pressing
ESCAPE until it appears. Move the
cursor to P and press ENTER. With the
cursor under E, press ENTER again,
Move the cursor to D,

PHMRDUSE deal
charge Dealer

Press ENTER.



SWNE Dealer Edit
South chosen

Choose the dealer using the cursor.
Press ENTER.

FHMDUSE deal
Flau this deal

6.8 Changing vulnerability
While in the editing menu as at the end of
6.7, mowve the cursor o V.

PHMDUSE deal
charde Uuln.

Press ENTER.

=MEE Lulnerahles
= HMil

This means:

— = peither side vulnerable

M= NS vulnerable

E = EW vulnerable

B = baoth sides valnerable
Choose the valnerability using the cursor
and press ENTER. The menu will return
Lo

HMODWSE deal
lay this desl

6.9 Storing a deal in the library

While in the editing menu move the
cursor under 5 and press ENTER.

Store deal
a

Hoo @

Choose a slot between 0 and 99 in which
to siore your deal. Use the cursor keys to
select o number and press ENTER 1o
store the current deal, dealer and
vulnerability.

ghcdefahiik lmnor
Hao EH

With this menu you can make a name for
your deal by selecting letters with the
cursor and scroll down keys. Up to seven
letters may be used. The menu shows for
example:

abcdefahiik lmnor
o B: aaa____

Press ENTER. The deal is now stored
and the menu returmns to;

HMDUSE deal
law this deal

When choosing the slot number, press
ESCAPE 1o return to the editing menu
withowt storing the current setting. When
choosing a name for your slot number press
ESCAPE to retum to the editing menu
without naming the slot being stored,

6.10 Erasing a deal from the library
While in the editing meénu as at the end of
6.9 (above ) move the cursor o E,

FHMDUSE deal
Erasze deal

Press ENTER and the menu shows, for
example:

Erase deal
Ho ¢ B aas

Use the cursor key 1o select the deal to be
erased then press ENTER to erase or
press ESCAPE 1o return to the editing
menu without erasing the selected deal.

ENMDUSE deal
Flay thi=s deal

.
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6.11 Recalling a deal from the library
Go to the main menu by pressing
ESCAPE until it appears. Move the
cursor to P and press ENTER. With the
cursor under L press ENTER again. You
will se¢ for example:

[?Eﬂa!l desl

Mo 3 8 a

Choose the number of the deal (o be
recalled with the cursor. Press ENTER.
South’s hand appears with this menu:

EoevaN12343567
S bid:

The dealer and valnerability will be
recalled with the deal only when game
level T (Team of Four) or P (Compuler
Peeks) are selected,

6.12 Replaying the last deal

After a deal is played, go 1o the play
menu, move the cursor o 5 and press
ENTER again. South’s hand re-appears
on the screen.

E%+@¢H123456?
S bid:

The computer is now ready to play the
deal again.

7. SPECIAL FEATURES

7.1 HINT
Press HINT during bidding and the menu
shows, for example:

Hint
S5 Bid: 2«

Press ENTER 1o accept the hint, or
HINT 10 reject it

Press HINT during play and the menu

shows, for example:

Hint
S Flay: As

Press ENTER again to accept the advice
or HINT or ESCAPE 1o reject it

7.2 AUTO PLAY

As soon as a hand has been dealt, and at
any time during the bidding and play of
the hand. your compuler can be
communded to lake over. Press AUTO
PLAY. If the key is held down, the
miachine bids and plays continuously until
the hand has been complened.

This can be done round by round by
successive presses of AUTO PLAY.

7.3 TAKE BACK

IT wou make 3 mistake or change your
mind about a bid, you can retrieve the
situation by pressing TAKE BACK. Each
press of TAKE BACK retums to the
previous round of play or bidding; if
necessary back to the start ol the hand.

74 VIEW

Adter the cands have been dealt, and at
any time thereafter. if View Hands option
has been selected (see 3.7), the concealed
hands can be revealed on their display
screens by pressing YVIEW, To remove
them, press VIEW again,

7.5 HISTORY

During 2 pame, you can review previous
bids and plays by pressing HISTORY.
The menu shows for examjle:

_5 L) H E
Z4 P 2NT P

This is a stage during bidding. Scroll
down for the next round of bidding, or
seroll up for the previows round. Press
HISTORY again for the play review, The
menu shows for example:




H E

= (!
ke >3 2¢ 7%

The symbol > shows who led and the
cursor 15 under the winner of the trick.
Press seroll down for the next inck or
scroll up for the previous trick, Press
ESCAPE o exit.

7.6 CLAIM

I the result of the hand is obvious at any
point during the play, you can claim the
appropriate number of tricks by pressing
CLAIM. The menu shows for example:

4 tricks
4 EW: B8

claim
_HS:

Adjust the number claimed for each side
by using the cursor keys and press
ENTER to get the result of the hand.

_Press Enter E
e NS & EW ¥

The computer will not correct you if your
claim 15 unfair.

7.7 SCORE

Once play has begun, the current score (if
any) can be found by pressing SCORE,
Iin rubber bridge press SCORE once to
show the current scores above and below
the line before a rubber is made. The
menu shows for example:

B

= 2 1
MS: a Eli: 5

Press SCORE again to sec the cumulative
scores of previous rubbers, The menu
shows for example:

Jotal HS:
Total ELI:

598
1318

In duplicate bridge press SCORE 1o show
the cumulative IMP for both teams and
the toral number of deals played so far.
The menu looks like this:

deaéi IMPE B‘

5 (5

The first number on the bottom line is the
number of hands plaved so far. The
second number is the IMP score for team
“A" — NS pairs in the first round and EW
pairs on replay. The third number is the
IMP score for team “B™ - EW pairs in the
first round and NS pairs on replay. Press
SCORE again if you want 1o resel score
to zero. You will see;

upy REeset Score
o

Move cursor under ¥ and press ENTER,
To exit score mode press SCORE again
or ESCAPE.

8. CONVENTIONS

8.1 Conventions and Systems

A system, for example, Five-Card Majors
or Precision Club, is a comprehensive set
of bidding rules.

A convention, like Blackwood, is a
shorter set of rules designed 1o covera
limited and specific set of circumstances.,

A convention can be joined o a system.
When this is done there will usually be
some side effect on the system, The use of
Blackwood prevents the use of the Four
No Trumps bid for its natural purpose,
Sometimes the effect is so great that the
convention concerned must be regarded

as incompatible with the system.

For similar reasons some conventions ang
incompatible with others, Both cannot be

Ly
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used at the same time. For example, Flint
and transfers over Two No Trumps.

Systems often embody conventions in
them. All the systems built into the
computer embody Blackwood and a form
of Stayman,

8.2. Options

The menu gives you a choige of
conventions that can be added to your
chosen system. You can also delete a
convention from a system. When the
convention is not compatible with the
system it is not offered. When a
convention is already in a system and it is
not practicable 1o remove it, its removal is
not offered. 17 two conventions are
incompatible with cach other. then il one
is switched on, the other is automatically
switched off.

In the following description of the
systems will be shorened as follows,
Standard American Four-Card Majors -
4CMIA)

Standard American Five-Card Majors -
SCMIA)

French Five-Card Majors - SCM(F)
ACOL - Acol

Precision Club — PC

3.3 Weak No Trump

For $CM (A), SCM (A), SCM (F)

With this option off, (), an opening of
One No Tramp requires 16 1o 18 points al
any vulnerability. With this option on (¥)
an opening of One No Trump requires 12
o 14 points (not vulnerable) or 15 10 17
points {vulnerable).

For Acal

With this option on, (¥}, an opening of
One No Trump requires 12 1o 14 points at
any vulnerability, With this option off,
(n), an epening of One No Trump
requires 12 to 14 points (nol vulnerable)
or 1510 17 points (vulnerable).

Precision Club has no option for this
convention,

Whenever One No Trump is bid with 12
1o 14 points, the computer acts as il
option 8.20 (Stopper No Trumps) is off,
no matter what its setting,

84 Weak Twos

A hand may be opened with two in a
major sl holding 6 1o 10 points and a
good (five HCP) six-card suit or beiter.

In SCM {A) Diamonds are also included
in the convention. In PC the requirement
15 8 to 10 points.

The option is offered for SCM (F) and
Acol. Choice of this option sutomatically
removes any strong two sequences in the
system chosen,

8.5 Transfers over One No Trumps
Responder to One Mo Trump, with a weak
hand and five heans or spades, bids Two
Diamonds or Two Heans. Opener then
converts 10 Two Heans or Two Spades,
the Mo Trump hand thus remaining
hidden. With a weak hand and six clubs
or diamaonds, the responder bids Two
Spades. Opener bids three Clubs and
responder passes or bids Three Diamonds.

The option is offered for all systems
except Precision Club, which uses Two
Diamonds in & Stayman variation.
Choosing this convention removes the
facility for direct weak takeout bids,

8.6 Transfers over Two No Trumps
The convention is the same as transfers
over One No Trumps, except that Three
Spades is not used 1o transfer W a minor
suil,

5.7 Flint
A weak response of Three Diamonds to 4



Two Mo Trumps opening, showing a six-
card major suit. Opener rebids Three
Hearts and responder passes or bids Three
Spades. A direct bid of three in a major
has a different meaning. Choosing this
prevents Three Diamonds from being
used for any other purpose.

8.8 Texas

Response to One Mo Trump or Two No
Trumps with six or more cards in a major
and no slam ambitions, Responder bids
Four Diamonds or Four Hearts and opener
converts o hearts or spades,

8.9 Three-Club Baron over Two No
Trumps
This cannot be played with Stayman over
Two Mo Trumps which also stars with
Three Clubs, Responder has points for
game but an unbalanced hand and seeks a
444 11t or better in a major. Players bid
their Four-card suits up the line until a
major fit is found or Three No Trumps
reached. If the only Tour-card suit is clubs,
the opener bids Three No Trumps dincet.
Usually referred to simply as Baron.

810 Stayman over Two No Trumps
Simitar o simple Stayman except that the
mdding level 1s higher. Responder necds
points for game and an unbalanced hand
with at least one four-card major suit,
When used with PC the Three Diamonds
asking bid is not used, as game is assured,

B11 Forcing One No Trump

This is used over an opening of one ina
major. It requires 6 to 12 points, no suit
that can be bid at the one level and it may
include suppon for partner”s suit, It s
used over a wide vanety of distributional
hands and is forcing, thus enabling
responder to bid again 1o describe his
hand further.

812 Gerber over No Trumps

A direct bid of Four Clubs over One or
Two No Trumps asking for Aces. The
responses are: Diamonds - none or four;
Hearts — one; Spades = two: No Trumps —
three. Five Clubs asks for Kings, with
similar responses at the five level,

8.13 Negative double (Spuinik)

When an opening of one in a minor is
overcalled by One Spade, a double shows
at least Four Hearts, seven 1o eight points,
too weak to bid Two Hearts,

E.14 Control cue hids

After a fit has been found and a forcing or
invitational situation exists, bids of new
suits in aseending order show [irst or
second-round control i the suit bid.

8.15 Stopper cue bids after 0t in minor
suil

With a minor suit (it it may be desirable
o seek a Mo Trumps contract. A bid in o
new suil indicates o stopper in that suit for
Mo Trumps purposes.

%.16 dth suit forcing

Responder bids a fourth suit, He has no
values in that suit (mherwise he would
have bid Mo Trumps) and wishes the
bidding to continue, Reguires 1010 11
points and is forcing for one round.

8.17 French Stayman

One Mo Trump opener’s rebid over Two
Clubs when he holds no four-card magor,
With a minimum opening - Two
Diamonds. With a maximum opening -
Two Mo Trumps.

§.18 Blackwood

All systems use simple Blackwood asking
for Aces and Kings. Four Mo Trumps asks
for Aces. Responses are: Five Clubs for
none or four, Five Diamonds [or one, Five
Heans for two and Five Spades for three.
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Five Mo Trumps asks for Kings with
similar responses but at the six level,

8.19 Two-Club Albarran

A French method of responding 1o a
strong Two-Club opening. With no Ace,
less than cight points — Two Diamonds;
eight points or more - Two No Trumps.
With one Ace — Three Clubs, Three
Diamonds, Two Hearts or Two Spades
according to the suit of the ace. Two aces
or more — Three No Trumps

8.20 Stopper No Trump

All suits have a stop when One No Trump
is opened. Acol has no option for this
seiting.

9. DEFENSIVE BIDDING

Defensive bidding 15 bidding by the side
which did not open the bidding. It has
risks. The opening bidder has shown a
range of specific strength by his opening
bid, 3o his partner knows the range of
strength possessed by his side. An
intervening bidder knows nothing of his
partner’s hand (unless he has already bid
or passed )} and may well have a
completely blank hand opposite him. He
therefore exposes himself to the danger of
an expensive double, which could yield
many more points to the opponents than
they could have got unaided, especially
with a misfit in their own suit.

9.[ The purpose of defensive bidding
To obstruct opponents bidding,

2. To reach a makeable contract of one's
OWTLL

3. To reach an economical sacrifice
contract (that is, one which will fil,
but will nevertheless give vour
opponents fewer points than they
would have scored in their own
contract).

4. To suggest an opening lead.

3. Toinhibit a No Trump contract by
opponents holding uncertain or
limited stoppers in the suil bid by the
intervening side.

9.2 The take-out double

The most useful and sale defensive bid,
since 1t usually offers a choice of three
suits, a penalty, or a No Trump contract
and is made at a low level. A double of a
part-score suil contract is for takeout if it
15 miade at the first opportunity of
doubling and your pariner has not bid.
The weaker the hand, the more important
the distribution is. The range of high card
points is 11 to 20, In the weaker range (11
to 14 points) a distibution of 4-4-1-1 or
5-4-3-1 is desirable, with 4-4-3-2 just
acceplable, With 16 points or more,
unbalanced, double for take-out. With |8
points or more, balanced, double for take-
out. Note: 16 1o 18 points, balanced, can
be bid INT. With 16 points or more,
unbalanced, or |8 points or more,
balanced, doubling is intended 1o show
strength. A simple, or jump, overcall does
not show this,

The take-out double is also used when
both opponents have bid; for example,
One Club, Pass, One Heart, Double. This
requires the equivalent of an opening bid
and support for diamonds and spades, the
unbid suits,

9.} Hesponses to take-oul donhles
With a weak hand of less than six points,
respond at as low a level as possible, for
example, one in a four-card major rather
than two in a minor. Do not pass. Bid a
three-card suit if no other course is
available, With an intervening bid, pass
except with freak distribution.,

With a fuir hand of six to eight points, bid
even if opponents intervene. Bid a second
time if pariner continues.



With a good hand of 9 10 10 points, bid if
opponents intervene. Bid twice in
competition. Jump bid with a good suit,
then bid game il doubler raises your
responsc. With a probable game hand of
11 10 12 points, jump bid even with a
four-card suit (not forcing).

With a game hand of 13 points or more,
cue bid opponent’s suit if this is part of
vour system, or bid game direct. The Pro
Bridge 510 does not cue-bid.

A penalty pass requires a strong tramp
suil with at least three tricks in trumps,
and the ability to withstand a trump lead
from pariner. No Trumps should not be
bid unless the parner judges his side’s
toal points to be adequate and he has the
apening suit well stopped.

After an intervening redouble bid, that is,
if the second opponent redoubles your
parner’s double, you do not have to bid.
If you pass, your message is, “You choose
the bid, partner. | have nothing special.™ If
vou do make a bid, it is merely showing a
feature, and does not indicate strength. A
five-card suit would b such a feature.

After a simple bid, there is no obligation
1o respond to the double, However, il you
hold seven or more high card points,
make a free bid if you can,

9.4 Doubler’s bidding after response
by pariner
This needs to be cautious, and should
consider the minimum strength pariner
needs to reply to the double. In some
cases this could be s low 3% zero points,
although it is likely in that case that
OPPONETLS are MISSING game,

9.5 Simple suit overcalls
This is a bid in a suit at the minimum
level, eg. TH over 1C; 2D over 18, The

upper limit of strength is aboul the same
as that of a sound opening. There is no
lower limit to the strength but because of
the danger of an expensive double [see
para ¥, above) the hand should have a
playing trick strength of within two of the
hid if vulnerable, or three if not
vulnerable, This will limit the loss, if
doubled o 500 points (as in pre-emptive
bidding).

In the following hands, over a bid of Cne
Diamond, hand a., with only seven points,
offers a better overcall than hand b, with
12 points,

Hand a.: Hand b.:

Spades  KOQIT65  Spades  AT42
Hearts 110 Hearls K3
Diamonds 743 Diamonds A54
Clubs 52 Clubs 11086

Hand a. should win about five tricks in
Spades but hand b. could win only two or
three tricks, However, with a sound
opening bid hand, overcall a a safe level
il possible, as it is not yel certain where
the balance of strength lies.

9.6 Responses to overcalls

As the overcaller usually has a good sut
and playing trick strength as described
above, the responder bases his response
accordingly. Three or even two good
trumps are enough for support; raise if it
appears your hand will supply adequate
help for the additional playing tricks; and
do not rescue unless your parner is
doubled, and only then with a long suit of
your own and no defensive values as in
the hands below.,

Hand b.:

Spades % Spades  xx
Hearts KKK Hearts XX
Diamonds AKI0Ux  Diamonds QJ 108xx
Cluhs Jxxa Club KX

Hand a.:

Pres
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With hand a. the bidding has gone: One
Heart: One Spade: Double: (7); and with
hand b. it has gone: One Spade: Two
Clubs; Double: (7)

Leave in 18 with hand a. as it will provide
two tricks even with spades as trumps,
Rescue with hand b. as it provides no
tricks with clubs as trumps, whereas it
will provide four diamond tricks plus
whatever partner can contribute, with
dizmonds ps trumps,

9,7 Jump suit overcalls

Formerly used as forcing bids, these are
now used pre-emptively to obsiruci
oppanents. The requirements are a good
suit with at least six cards, no more than
nine points and strength concentrated in
the suit bid, Whether the jump is & single
or double jump depends on the playing
trick strength and vulnerability.

9.8 One No Trump overcall over a suit
bid

The requirements are 16 to 19 points and

a good stop in opponent’s suit,

9.9 Overcalls of opening One No
Trump bids

Special conventions exist for competing

with opening One No Trump bids, but the

Pro Bridge 510 does not use them. Any

overcalls of opening No Trump bids will

be natural,

2.10 Cue bidding opener’s suit
This is a powerful game-forcing bid but 15
not used in the Pro Bridge 510,

9.11 Penalty doubles

Doubles are for penalties when made:
after partner has bid; on No Truemp
contracts; and on contracts at the three
level or above. You should expect to
score more points by doubling than in any
other way.

Assessing the risks If your opponents go
one down in a vulnerable contract, of, say,
two Spades, they lose 100 points. 1T they
are doubled, they lose 200 points, so the
gain by the doublers is 100 points. If your
oppoenents mike the contract undoubled
they will score |10 points (60 + 50 for the
virlue of the part score). But if they are
doubled, they score 670 points {120 + 50
+ 500 for the value of a valnerable game),
a gain of 560 points.

To justify a double of this contract, the
odds on defeating the contract need 1o be
better than S60: 100, This is an extreme
case, but represents the thinking needed
before doubling any contract, Ask
yourself: what does the double stand 1o
gain? What does it stand 1o lose? What
are the chances of the double succceding”?
Doubles of low contracts [t follows that
the odds favoring a penalty double are
better when a failure of the double does
not yield a game, for example, a double of
Two Clubs, Two Diamonds or One No
Trump. If your partner has opened the
bidding, the next plaver overcalls, and
you have a hand which ensures the
balance of strength is on your side, with
no support for pariner and no good suit of
your own, then a double of the
mtervening bid, even with only three or
four trumps, may be the best course of
action. Such a double is intended for
penalties, but your partner may take it out
if his hand is unsuitable for the double or
he has other ideas about the best final
contract,

Tricks for a penalty double The guick
trick is o useful initial guide {as opposed
1o a point count), However, the gquick
trick count has 1o be iempered by the
situation: for example, having the Ace
and Queen of a suit after it has been bid
strongly on your right will probably make
twa tricks.



The high cards in a suit which your
partner has supported are unlikely to yield
more than one trick, and sometimes not
that. It is rare in defense to make more
than twa ineks i a suit. A double is better
if you are short in partner’s suil.

Four cards in the opponent’s suit 15 ofien
worth a trick, even without the Jack,
because of the nuisance value of having 1o
draw trumps four mes,

If partner has opened the bidding in a suit.
he can be relied on for an average of two
1o three tricks and three to four tricks if he
has opened o strong no wump.

Do not double if it will help your
opponents Sometimes a double will help
opponents by helping them 1o place
miszing high cards and trumps or driving
them into a better rescue contract,

Freak distributions are difficult to judge
for doubling purposes, therefore more
caution is needed even with high point-
couns,

9.12 Protective or balancing bids
These are bids made when the opposition
hias stopped bidding at a low level. for
example at One Diamond = Pass - Pass
7, As the third bidder is very weak, the
fourth bidder can bid on a lower strength
than normal, especially if he is short in
the suit bid. A protective bid is less
attractive if holding a shonage in an unbid
suil. A range of 8 o 13 high cird points
would sulfice.

10. TECHNICAL DETAILS

10.1 Changing the baiteries

Weak balteries can cause incormect
displays on the LCD screens, loss of data
from the libraries or wrong bids and
responses, When the battenes are low, the
BATT warning will appear on the main

screen. Batieries should always be
replaced promptly as they may also leak
and damage the computer. If you wish 1o
preserve the computer’s memory, connect
a mains adapter before changing the
hatteries. Ensure computer is turned off
before plugging in an energized adapter.

10.2 ACL Key

If the computer fails 1o respond alter you
have insened a new set of batteries, your
unit may have locked up because of static
discharge. Turn off the computer, press
the ACL key for 2 or 3 seconds 1o resel.
CAUTION: using the ACL key crases all
memory information in your computer.
Use this procedure only when you arc
sure there is no other solution {see
Troubleshooting Guide).

10.3 Care and maintenance

Your Pro Bridge 510 is a precision
electronic device and should not be
subjected (o extremes of lemperalure nor
rough handling. Do not use any chemical
cleaning apents as this may damage the
casing

10.4 Technical specifications

Processor speed: IMHz

Screens: liguid crystal
display (LCD)

Keys: 34

Power

CONSUmpLion: OS0mMW max.

Batteries: ox 1.5V
alkaline (AAS
AMIRG)

Dimensions: 2258225 %
48mm

Weighi: kg

Saitek reserves the right o make technical
changes without notice in the interest of
Progress.
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11. TROUBLE-SHOOTING GUIDE

SYMPTOMS POSSIBLE CAUSE

WHAT YOU SHOULD DO

1, The unit will mot Banerics wealkl of desd

Replaoe hatteries os guickly x

turm on pomsible to avesd leosing libeary. 1§
problem persasts, tum afl compuicr,
rerrurve habieries and press ACL key
{5ec sect, 102}

Badteries not mseried See inside front cover
properly
Baitery connecon costact Cheock batisry comnecton
[t
2. Wrong disploy Batieries exhausiod Replace batteries. [ problem persissis
on LCD turmn ofl computer, ronsove batteties and
press ACL key
{moe sect, 1L2)
3. llkegal bidding Basieries exhawssed Replace baneres. IV eror persias,
winmsnll service oenber
4. Mo response or Battenies exhoasied Fl.l.‘plm.'l.‘ hatienies

imprpor

res e Electeastatic discharge Tam ol compeler. Press ACL Key
(s wect. 10.2)

5, Dasplay is dim Balteries weak Tum the contrasi dspl. If emror persisis,

replace butherics

B, Hepects the card Yiou do nol have (ol cand

Key in corvect cand with the

v selocied (eg: cord in dummy’s hand) direct keys or cursar and serall keys
Vo are nil Following st Key in correct card
1. Computer The playieg phase has just Press ESCAPE and welect 5 in
doesn’t sccepl begun the play menue and rebid
fake back
The blibding phase s Contimue 1o bid
Just begian
All 13 cards have bein Start ancither deal or replay the
pliayed st eal
Y ouw are i the HISTORY, Hetum to the bidding or
CLAIM, HINT or SCORE playing phase with ESCATE
mixles
Compater is playing 4 hinds Sew section 7.3
8. {'JJrn.pulr:r You are noi inibe biddang Bee sciion 7.5
doesn’t nccepl of playing menu
HISTORY
s il have been mads Bad before pressang HISTORY




12, ADDITIONAL READING

American Standard - Four-Card Majors
Croren s Bridpe Complede

Amencan Standard - Five-Card Majors
Goren's New Bridee Complete

French Five-Card Majors

La Nouvelle Majeure Cinguidéme - Jais
and Lebel

ACOL

Basic ACOL - Cohen and Lederer

Precision Club

Precision’s One Clulr Complete — Wei

and Radin

Garen's New Bridge Complete

Gieneral Books

The Complete Book of Bridge - Reese and
Darme

r

APPENDIX — SCORING

Rubher Bridge Scoring

Seore below the line for tricks bid and made:
Spades or Hearts: 30 per trick: if doubled, multiply by two

Diamonds or Clubs: 20 per irick: if doubled. multiply by two
No Trumps: 40 for first trick and 30 for each additional irick;

if redoubled: multiply by four

One hundred points wins game, bul no separale score is recorded.

Score ahove the line:

Neor vilnerable

Undoubled Ordinary trick valoe
Doubled 10K} per trick
Redoubled 200} per trick
Making doubled or redoubled contract:
Add 50 to all other scores,
Slams Nor vulnerable
Small Slam 500
Girand Slam I (M
Penalties Not vilnerable
Undoubled 50 each trick
Doubled 1K) for first tnick
20K for cach
additional wrick
Redoubled Twice the above
Rubher honus

When the rubber is won in two games:

When the rubber is won by two games 10 one;

30

Overtricks

Vilnerable
Ordinary trick value
200 per trick

400 per trick

Vulnerable
750
1.500

Viulnerahle

100 each trick

200 for first trick

0K for each
awdditional wrick

Twice the above
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Duplicate Bridge Scoring (Teams)

Score on the hand
Each hand played scores points independently of other hands played. Points are not
camied forward from previous hands.

Points awarded
These are the same as for Rubber Bridge with the following exceptions

1. Points for an unfinished rubber are not relevant.

2. A pair succeeding in a contract scores 50 bonus points for a part score, 300 for a
non-vulnerable game and 500 for a vulnerable game,

3. Points scored by NS in a hand count as a negative score by EW in that hand.

4. 'The penalty score for a doubled conteact with declarer non-vulnerable is 300 for
each additional trick, starting from the fourth trick.,

IMPs

The score by a team’s NS pair on 2 hand is added 1o the score by the 1eam’s EW pair on
that hand, {the resull may be positive or negative) and the result converted 1o
International Match Points {IMPs) according to the following table. The IMPs for all
hands plaved are then aggregated to give the result of the maich.

International Match Point Scoring

Difference on Board IMP Difference on Board iMP
0- 10 0 T50 - B9 13
- 40 1 N — 1,0FH) 14
50~ RO 2 1,100 - 1,290 15
90— 120 3 1,300 = 1,490 16
130 =160 4 1.500 - 1,740 17
170 =210 5 1,750 — 1,990 I8
220 - 260 4] ZAMK) = 2.240) 19
270 - 310 7 2250 - 2,490 20
320 - 360 g 2,500 - 2,740 |
370 =420 9 2,750 = 2 990 22
430 - 490 10 3000 - 3,240 23
500 - 590 11 3,250 - 3,490 24
600 = 740 12 3,500 and upwards 25

3l



PRO BRIDGE 510
BIDDING SYSTEM

Introduction

The Pro Bridge 510 distingmshes between
bidding systems and conventions.

A system will usually deseribe: the
method of evaluation of a hand; what is
needed in a hand for making the varous
opening hids; what the opener’s partner
needs for making responses to the
opening bids; what the opener needs 1o
make the second bids open to him, and so
om,

A comvenlion consists of bids for specilic
purpases which can be added to a system.
The addition of a convention will always
have side effects on a sysiem. For
example, the use of the Stayman
convention prevents the natural vse of the
bid of Two Clubs in response 1o One No
Trump. When you add a convention (o a
system you will always lose the use of
some of your bids for their original
purpose.

There are live systems available:

STANDARD AMERICAN FOUR-
CARD MAJOR (GOREN)
FIVE-CARD MAJORS (US)
ACOL

PRECISION CLUB

FIVE-CARD MAJORS (FRENCH)

American (GOREN)
FOUR-CARD MAJORS

1. Hand evaluation
a.  High card points (H):
Ace =4 King = 3; Queen = 2; Jack = |,

Reduce by 1 il inadequately guarded. for
example, Jx =0 pt. Add | puif the hand
has all four aces; deduct 1pt for no aces,
when opening the bidding.

h. Distribution points (1))

. As opener: 3 pis for a void, 2 pis for a
singleton, 1 pt for a doubleon.

2. When supporting pariners suit with 4
trumps: 5 pis for a void, 3 pts for a
singleton, 1 pt for a doubleton.

€. Quick tricks: Ace = 1: Ace King =2,
Ace Queen = 1.5; King x = (L5,

d. Playing tricks: tricks expected 1o be
maede 1n one's own hand as declarer, with
a reasonable distribution of outstanding
cards. This is used for pre-emptive
hidding and overcalling,

e.  Hiddable suits

I. Majors: 4 cards headed by 4 pts or by
QI any 5 cards.

2. Minors: 4 cards normally headed by
AK or Q. Exceptionally 3 cards with
s olher convenient bid; any 5 cards.

f. Rebiddable suits: 5 cards - 1o 19 or
better; any 6 cards,

g. Points requirements for game/

slamis

ANT 26(H)
4H, 45 26 (HD)
5C, 5D 28 (HIy)
HNT 33 {H)
INT 3T (W)
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2. Opening bid of 1 in a suit

a.  In l1st, 2nd and 4th position:
requires 14 pts (HD) or 13 (HD} with 2
quick tricks. In 3rd position open with 1 |-
13 pts and a good suit (5 cards with 2 of
the top 3 honours).

b. Which suit? Mormally the longest,
with the following exceptions:

1. *4-3-3-3: open 1C if w00 weak [or
INT (* This is a method of showing
distribution. In this case it means 45-
3H-3D-3C.)

Two suiters:

5-5: open higher ranking (but C
before §)

5-4: open the longer suit except that
with 45 and 5H and less than 19 pis,
open 15

4-4: with adjacent suits, open the
higher ranking

C/S: open 1C

CiH: open IC

D/S: open the suit below the
doubleton, for example, 45, 2H. 4D
IC: open 1D

45, 3H, 4D, 2C: open 1S
(Exception: 45, 2H, 4D, 3C and all
pis in suits other than H: open 15 so
that you can bid 2ZNT over 2H.)

b

3. Opening bid of One NT

Requires 16-18 Points (H): not more than
| doubleton; no 5-card major; at least Ace
or King with any doubleton; ot least 3
suits protected. Kx, Qxx, Ixxx, and xxxxx
are protected suils,

4. Opening bid of 2 in a suit
Forcing to game except in the sequence
2{?.4} = ZNT - 3(x) - P. Here x means &
sl

This opening bid requires:

235 pis with a good 5-card suit, headed by
eg. KOOI

3 pis with a good six-card suit; 21 pis

with a good 7-card suit

With a second 5-card suit, | or 2 fewer pts
are permitted. If a game in a minor suit is
anticipated, 2 additonal pts are required,

5. Responses to an opening bid of 2
in a suit

INT: Less than 7 pts, or 7 pts with only (-

0.5 quick tricks

Simple raise or new suil at minimum

level: 7 pis with | quick trick; 8 pts with

0.5 quick tricks: new suit (if bid) at least

[IEEES

Jump raise: weak hand, mumps ©Q xxx, or

xxxxx; no A, K, void or singleton

INT: 7-9 pts: stops in the other 3 suils

6. Opening bid of 2ZNT
Requires 22-24 pts (H); not more than |
doubleten: stops in all 4 suits: non forcing

7. Responses to an opening bid of
INT

a.  Balanced hands (noi more than |

doubleton)

L. 0-3 pis (H) Pass

2 4-Bpis(H) INT

i 9pis(H) ANT (non foreing;
opener bids GNT
with 24 p1s)

4. 10 pts (H) bid a suit then
ANT: opener bids
GNT with 23 pis
6 NT

bid a suit then
GNT: opener bids
TNT with 24 pis
TNT

5 11-12 pts (H)
6. 131 pis (H)

7. 15ps(H)

b. Unbalanced hands

D, H or S: game foree; 4 pts(+) with

Secard suit or 0 pts with 6-card major

3C: game Force 4 pisi+) with at least

one d-card (or more ) major suit

1. 4H, 45: sign-off, 8 pts maximum; 6-
card suit; no slam

—
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8. Opening bid of 3NT
Requires 25-27 pis (H). a balanced hand
and stops in all suits: non-forcing

9. Responses to an opening bid of
3NT

. Pass 0-6 pis

2. 4NT 7 pis, no 5-card
suil

3. 6NT 89 pis

4. 4D, then {conventional) 10-

6NT 11 pts; opener bids

TNT with 27 pis

5. TNT 12 pis or maore

10. Opening bid of 4NT
Reguires 28-29 pis, a balanced hand and
stops in all suits

11. Responses to an opening bid of 1
in a suit

Points adjustment

4. When supporting opener’s trump

suit: add, | pteach for the A, K, Qor ) of

that suit provided the 1otal does not

thereby exceed 4. For example. Q. Jx

becomes 4 ps: K, Jx remains at 4 pts.

h. Shortage pis: with 4 of opener’s

trumps, count 5 pts for a void, 3 pis for a

singleton and | for a doubleton,

¢. Reduce by 1 pi for each defect: eg

with only 3 trumps: 4-3-3-3 distribution;

or insufficiently supporicd honours, eg,

O,

Response

l. Single raise in opener’s suil requines
6 pts with 5 trumps, or 7-10 pts with
Qxx, Jxx or xxxx in tramps.

2.  Free raise (alier an opponents
intervening bid) requires 9-12 pis
with Qxx, Jxx or xxxx.

3. Double raise: this is a game-foree;
requires al beast 4 trumps. If you have
already passed, 11-13 pts will be
enough. Otherwise 13-16 pis are

required.

Triple raise: requires at least 5 trumps

but not more than 9 pis (H).

Pass: il you have less than 6 pts (0-5

pis)

I owver 1, ie, a bid in a new suit which

can be made at the level of one. This

requires between 6 and 18 pis:itis a

1-round force. If made after an

intervening bid, you need 9 pis or

IMOTe.

7. 2over 1, ie, a bid in a new suit which
has 10 be made at the 2 level; eg 15 -
2C. This is a l-round force and
requires 10-18 pts. Itcan be made
with a 4-card suit if no other suitable
bid iz avalable,

8. INT: requires 6- 10 pts and no suit bid
is possible at the | level. (Exceptions:
1C; INT requires 9-11 pis, balanced)

9. INT: requires 13-15 pis: a balanced
hand: stops in the unbid suits. Itis a
game [orce.

10. 3NT;: requires 16-18 pts and a
balanced hand.

11. Single jump in & new suit (jump
shifty: this requires 19 pts or more;
forcing to game. Either tump suppon
for opener, or a good self-supporting
suit of your own, or strong in high
cards: slam prospects

N

=

12. Responses to an opening bid of
INT

I, Pass: less than 8 pts, balanced hand

2. 2NT: 8-9 pis, balanced hand

3, 3NT: 10-14 ps, balanced hand

4, ANT: 15-16 pis, balanced. (Opener
bids 6NT il maximum, ie 18 pts)

5. 2D, 2H. 25: less than 8 pis, G-card
suit or S-card suit in unbalanced hand

6. 2C: Stayman; § points and one 4-card
major minimum. Responses: 2D no
4-card major: 2H - 4H not 45; 25 -
48, possibly 4H

7. 3 of asuit: 10 pls or more; gams
foree; S-card suit including 4 s

34
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8. 4H, 45: 10-14 ps: 6 cards in rump
suit

9. 6NT: 17-18 pis, balanced

1. Jump in a suit, then 6NT: 19-20 pis

L1, TNT: 21 pis or more

13, Pre-emptive openings

3 of a suit not valnerable: 6 plaving tricks,
9 pts (H) maximum

3 of a suit vulnerable: 7 playing tricks, 10
pls (H) maximum

4 of a suit not vulnerable: 7 playing tricks
4 of a suit vulnerable: 8 playing tricks

MNote: Do nol pre-empt in a minor suit in
Ist or 2nd position if you also hold a 4-
card major,

14. Responses (o pre-emplive
opening bids

a.  Over 3 bids

I. 3NT: 2 cards or more in suit bid;
stops in the unbid suits

2. Raise: YVulnerable — 3 plaving tricks;
non vulnerable - 4 plaving tricks

Note: It is also permissible to raise with a

weak hand 1o add the pre-emptive effect.

3. Bidin a new suit: strong hand;
forcing to game or slam

h. Over 4 bids

I. Raise: in a major - a strong hand
mviting a slam

2. Raise, or bid a new suil: in a minor,
demands game or a slam

15. Rebids by the opener

(Note: In the following, X, ¥ and 2,
represent suits, where 7. ranks above Y,
and Y ranks above X. Forexample, 1X -
I¥: 1Z-Pcould be IC=1D: IH-
Pass).

a.  After 1 over 1 response

Bidding Opener has
. IX-=1Y;INT 13-15 pas (H);
balanced

2. 1X-1Y;INT 19-20 pts (H);
stops in unbid
swils

21-22 s (H);
stops in unbid
sLts

13-16 pts (DH )
good S-card suit;
no suil biddable m
a lower level
19-21 pis (DH); 6-

I IX-1Y:3NT

4. 1X-I1Y:2X

5 1X-1Y:3X

card suit
6 1X-1Y;4X 22 pis (DH); 6-
cand suit
T IX-IY; 1% 13-16 pts
B 1Y -1Z2X 13-16 pes
9. Reversing
12X~ 1Z;2Y 19 pis or mone
10. Jump shift
IX-1Y.2Z 21 pis or more

If supporting responder’s suit, reassess the
hand for shortage, that is, with 4 trumps
give 5 for a void, 3 For a singleton amd |
for a doubleton.
11, Simple ruse
IX-1Y.2Y

1416 pis; at
least 3 trumps (o a
high honor

12, Jump raise 17-19 pis; at

IX-1Y:3Y least 4 trumps

13, Jump to game 20 ps or more;
IX-1Y: af least 4 trumps
4Y (major)

5Y (minor)
b. After a 2 over | response {no jump)
ep 15 - 2D

Bidding Opener has
l. 2INT 15-18 pts: stops in
the other 3 suits
2. 3NT 19 pts or more;

stops in the other 3
suits



Minimum hid
inanew suit
lower ranking
than the first;
IH-2C-2D
Reverse hid,

oF new suil at
the 3 level with-
oul jumping

{eg IC-15-2H;

or 15 =2H -3D)
Jump bid in a
new suit forcing

{eg IH-2C-3D)

Simple raise of
responder’s suit

13 pts

17 pis: 1-round

foree

21 pis or more;
1o game

15 pis with 3
Lrumps

Jump raise: 19 pis; forcing il
in a minor.e.g. 0 H-
2D 4D-7

After a INT response

Bidding Opener has

Pitss 13-15 pis;
balanced

2 in a lower- 13-16 pis;

ranking suit unbalanced

INT 17-18 pis:
balanced

ANT 19 pts or more;
balanced

Rebid in original  Usuvally 6-card

suit suit and up to 16

5

Jump bid in 17-19 pis:

original suit f-card suil; non-
[orcing

Jump in a new
suil

149 pts or more;
pame force

After a 2ZNT response

Bidding

Opener has

INT or exploratory

bid in a new suit

17 pts maximum

Slam bid or I8 pts or more
sham try
After a ANT response

ki

Bidding Opener has
1. Pass 13-14 ps balanced
2. 4inamnew suit 13-14 pis
unbalanced
3. Slam bid or 15 pls or more
I. Aflter a jump shift by responder
(game force)
Bidding Opener has
1. Minimum bid 13-14 pts
i NT balanced
2. Jump o INT 15-17 pis

g.  After a simple raise by responder
Bidding Opener has
1. 3insame suit
or exploratory bid 16— 18 pis
in another
i Revalue hand: 1 pt for 5th trump and 2
pts for each bid in another subsequent
trump)

2. 4in same 14 pts (with
(major) suit revaluation as
above)

3. INT 16-18 pis (H)

4. 3INT 19 pis (H)

h.  Aler a jump raise by responder

Bidding Opener has

1. 4insame 13-17 pis

{major) suil

Minimum 13-17 pis
exploratory bid

{minor) .

2. 3NT 13-17 pts with
protection in unbid
suits

1. Slam bid 18 pts or more

or try

i, After a jump raise to 4 in a major

Bidding Opener has

. Pass 13-19 pis

2. Slam bid ortry 20 pis or more,
good controls
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AMERICAN STANDARD
FIVE CARD MAJORS

1. Hand evaluation

a. High card points (H): Ace = 4; King
= 3; Queen = 2; Jack = 1. Reduce by | if
inadequately guarded eg Jx = 0 pis. Add |
ptif the hand has all 4 aces; deduct | pt
for no aces when opening the bidding,

b. Distribution pts (D): As opener; 3
pis for a void, 2 pts for a singleton, 1 p
for a doubleton. When supporting
partner’s suit with 4 trumps: 5 pts fora
void, 3 pts for a singleton, 1 pt fora
doubleton.

e. Quick tricks: Ace = 13 Ace King = 2;
Ace Queen = 1.5; Kingx = 0.5,

d. Playing tricks: Tricks expected 10 be
made in one's own hand as declarer, with
a reasonable distribution of outstanding
cards, (Used for pre-cmptive bidding and
overcalling).

¢,  Biddable suits: Opening bids - major
suils: 5 cards or more (4 if 3rd or 4th hand
and no bids so far);

Opening bids — minor suits: 3 cards or
maore if no S-card major.

Responses at the | level: 4 cards
Responses at the 2 level: 5 cands

[. Rebiddable suits: at least 5 with 4
high-card p1s, or any 6 (+) cands.

g.  Pis requiremenis for game/slams

INT 26 (H)
4H/M4S 26 (HD)
5C/D 28 (HD)
6NT 33 (H)
INT 37 (H)

2. Opening bid of 1 in a suit
4. In lst, 2nd, 4th position requires:

k)

14 pts (HD), or 13 (HD) with 2 quick
tricks, In 3rd position open with 11-13 ps
and a pood suil (5 cards with 2 of the lop
3 honors).

b. Which suit?

1. A major with 5 or more cards

2. With 5-5 open the higher ranking
{exception: with 55 or 5C, open C)

3. With pis concentrated in a major suat,
exceptionally open a 4-card major

4, With no 5-card major and (3) not
applying, open a 4-card minor
unless pis are sufficient fora NT
bid

5. With 2 4-card minors, hid D

6. With 2 3-card minors, bid D if there
are 4 pis (H) in the suit, otherwise bid
clubs

7. With 3/2 in the minors, bid the 3-suil

8. In 3rd or 4th position (pariner has
passed) open with a 4-card major 1o
impede opponents

3. Opening bid of INT

Requires 16-18 pts (H): balanced hand
(not more than | doubleton); stops in at
least 3 suits (ic at least: Kx: Qxx: Jxxx).

4. Opening bid of 2C

This is forcing to game except in the
seguences:

a.  2C-2D; INT-(P)

b, 2C-2D; 2X-2NT; 3X-(P)

212 is the negative response 1o 20,

This opening bid regquires:
A good S-card suil

A good G-card suit 23 pis (DH)
A good T-card suit 21 pits (DH)
With a good 2nd S-card suit, 1 less plis
needed. For game in & minor suil, 2 more
Ms are necded.

25 pis (DH)

5. Responses to opening bid of 2C



D

2H, 25, 3C, 3D

{1-7 pas: 8 pts and
no S-card suit con-
taining 3 pts (H)
8 pts or more; 5-

hand: stops in all suits.

11. Responses to opening bid - 3NT
1. Pass -6 pls

card suit con-
taining 3 pis (H)
8 pts or more,
halanced hand

INT

6. Opening bid (weak) - 2D, 2H or
25

These bids require: 6-12 pis: a 6-card suil
with 2 high honors (A, K or Q)
vulnerable, or 2 of any honors not vul-
nerable: no 4 or S-card suit additional o
the suit bid; no void: 1.5 or 2 quick tricks.

7. Responses to opening bids of
2D, 2H or 25

Raise opener's suit: 3 trumps or 2 with an

honouvr, bess than 10 pis 2NT; One round

force: 15 pis (see para. 16)

8. Opening bid of 2NT
This requires: 21-22 pts (H); bulanced
hand; stops in all suits,

9. Responses to opening bid of

INT
1. Pass
2. 3NT
3. ANT

0-4 pts

5-10 pts; balanced
11 pts; balanced;
quaontitative, not
Blackwoed;
declarer passes
with 21 pis; (hid
GNT with 22 ps)
12-14 pts

15 pis (declarer
says GNT with 21
pis, TNT with 22
pis)

any G-card suit

4, 6NT
5. SNT

6. 3 of asuit

10, Opening bid of 3NT
This reguires: 25-27 pts (H): balanced

2. 4NT
3. 6NT
4. SNT
5. INT

T s, no S-card (or
better) suit

B-9 pis

10-11 pts (opener
bids six with
25-26 pts; T with
26-27 pts)

12 pts

12. Opening bid of 4NT
This requires: 28-29 pts, not Blackwood.

13. Responses to opening bid of 1 in

a suit

Note: Revalue vour hund il supporting
opener’s sull, as described in paragruph 1

h.

Major suits
Pass

Ranse by 1
1H-2H:15-25
Raise by 2
IH-3H; 158-35

[
| bt

:.p!

4. Raiseby 3
1H=4H; 15-45

5. INT
6. INT
7. 3NT
8 3NT

(-5 pts

At least 3 rumps:
5-9 pls

Al least 4 trumps;
10-12 pis;
invitational

Al least 4 trumps:
not more than 9
pts (H)

6-12 pis: forcing |
round; no suit bid-
dable ot the |
level; may include
support for
opener’s suit
Game force: 13-15
pis; stops in the
oher 3 suits

4 trumps and 13-
16 pis; forcing and
artificial

Over intervening

e ————— i — i — i — — — i — . — . —
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1.

it ot

1H. IS

. 2over ]

2C over |H/S
Jump in new
suit; 1H-25;
15-3C

bid, natural; pis
for game and
double stop in
opponent’s suil
6-18 prs (9-14 if
opponents
intervene); forcing
12-18pts; Forcing,

I8 pis or morne;

a sell-supporting
suit or suppon for
pariner

Minor Suits

Pass 0-5 pts

1 over | 6-18 pts

Single raise 4 trumps; no 4-
card major: 6-110
pls

Double raise 5 rumps; no 4-
card magor; 11-12
pls

INT 6-10 pis; no suit
biddable al the
Tevel: not forcing

INT 13-15 pis;
balanced; no 4-
card major; stops
in other 3 suits

INT 16-18 pis: 4-3-3-3
distribution and
stops in other 3
suits

Jump in new 18 pts or more

suit

2over |1, 12-18 pis

(1D, 2C)

Responses to the opening bid of

INT

Balanced hands

Pass T pis or less

INT B 109 pis; 7 pis
with good 5-card
sl

INT 10-14 pis

4. 4NT Quantitative; 15-
16 pts
Cuantitative; 17-
18 pts
6. 3 of a s, Cuantitative 19-20
then GNT pls
7. INT Quantitative; 21
s oF more
8 pls; one or two
4-card majors
{Stayman). Responses:
2D - no 4 card
major; 2H - 4
hearts not 4
spades: 25 - 4
spades, possibly 4
hearts

5. 6NT

8 2C

bh. Unbalanced hands

1. 2D,2H,2S (-7 pts: G-card suit
2 3C, 3D, 10 pis or maore; 5-
3H. 35 card suit; game
force
3. 4H.48 10-14 pis; 6-card
Sl

15. Opening pre-emptive bids

3 of asuit T-card suit; no
other 4-card major
suit; b playing
tricks not
vulnerable; 7
playing tricks
vulnerable, not
mare than 10
HCP.

as above, | extra
playing trick
required

4 of a st

16. Rebids by the opener

MNote: In the following, X, Y and £
represent suits, where 2 ranks above Y,
and ¥ ranks above X, For example 1X-
1Y; 1Z-P could be 1C, 1D, 1H, P.
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After 1 over 1 response

Bidding Opener needs
IX-1Y-INT 13-15 pis;
hualanced
1X-1Y-2NT 19-20 pts; stops in
the unbid suits
IX-1Y-3NT 21-22 pis; stops in
the unbid suit
IX-1Y-2X 13-16 prs; B-card
suit; no oher suit
hiddable at a lower
level
IX-1Y-3X 19-21 pis; good 6-
card suit
I1X-1Y-1Z 13-16 ps
1Y-12-2X 13-16 pis
IX-17-2Y
freverse) 19 pts or more
IX-1Y-22

Jump in new suit 21 pls or more

Supporting responder's suit after 1
over | response
Revalue hand as in paragraph 1 b,

Bidding Opener needs
IX-1%-2Y 14-18 pts: 4
single raise trumps or 3 1o an

honor
IX-1Y-3Y 17-19 pts; 4
(jump} trumps
1X-1Y-4Y 20 pis; 4 trumps
double jump

After 2 over 1 response (no jump)
ep, 15-2D

Bidding Opener needs

INT 13- 16 pls; stops in
unhid suits

INT 17 pts; stops in
unbid swits

1Z2-2%-2Y 13 pis: 4-card suit

TN FEVETSE

1Z£-2Y-3X: Forcing: 17

reverse and/or
new suit al
the 3 level

pis or more

5.

d.

[

e,
('8

12-2X-3Y Forcing; 21 pts
Jump in new or morne
suit

Supporting responder (after 2 over

| response}

Bidding Opener needs

1£-2X-3X 13-16 pis; 4
trumps or 3 Lo an
honor

1F-28-4X 1% pis or more;

forcing if i a
minor

Aflter a response of INT

After a response of INT over a minor

suir opening bid

e

Tad

5.
i}

&

Bidding Opener needs

Pass 13-15 pis:
balanced

2 in lower 13-16 s,

suit 1Z2-INT-2X
Rehid 15t suit

unbalanced eg 5-4
| 3- 16 ps; H-card

IX-INT-2X suil

INT 17-18 pis.
halanced

Jump in new

suit 1Z-1NT-3X 19 pts or more

ANT 19 pts; balanced

After a response of INT over a imajor

suit apeming bid

1.

Bidding Opener needs

Rebid 1st suit Up 1o 16 pis:

12-1NT-24 Gecard suil

Jump in Istsuit  17-19 pis;

1Z-INT-32 f-card suit; not
forcing

Aler a response of 2NT (over a

minor suil opening)

BRidding Opener needs

ANT o

exploratory bid  maximum 17 pts

Slam or

exploratory bid 18 pts or more

s ——— i — i — — I — i —— — i — i —
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After a response of ANT (over a

minor suil opening bid)

Bidding Opener needs

Pass 13-14 pis;
balanced

4 in new suil 13-14 pis;
unbalanced

Slam or

exploratory bid 15 pis or more

After a jump shift response

Bidding Opener necds

Minimum bid 13-14 ps,

in NT balanced

Jump to INT 15-17 pis

{after 2-level reply)

Afler a raise by responder

Bidding Opener needs

IX-2X-3X 16-18 pis: revalue

trumps +1 for 5th
trump, +2 for ¢ach
subsequent trump

1X-2X-2Y 16-18 pts; revalue

{exploratory ) trumps +1 for Sth
trump, +2 for cach
subsequent trump

| Z-24-4 16-18 pis; revalue

(major) trumps; +1 for 5th
trump. +2 for each
subsequent trump

I X-2X-2NT 16-18 pis (H)

1X-2X-3NT 19 pts (H} or more

1X-3X (minor)  14-20 pis

IYiexploratory)

1Z£-32

4Z (major) 14-20 pis

IX-3X-3NT 14-20) pts; stops in
unbid suits

Slam bid or 21 pts or more

exploratory bid

After a response of INT over a

major suil opening

Bidding Opener needs

1Z-3NT-4Z 13-17 pis

2. Slam bid or 18 pis or more
exploratory bid

k. After a raise to 4 in opener’s major
suit
Bidding Opener needs

. Pass 13-19 pts

2. Slam bid or 200 pis or more

exploratory bid  with good controls

I.  After a response of 2NT over
opener’s weak 2 opening
Opener makes “OGUST rebids je:

Bidding Opener needs
1. 3C minimum strengih,
e SUL
iD MAX i
strength, poer suit
iH minimum strength,
good suit
is maximum
strength, good suit
ACOL

1. Hand evaluation

a.  High card points (H): Ace = 4,
King =3: Queen =2; Jack = 1. (10 =035
for No Trumps).

b. Distribution points (D) as opener:
add | point for each card in excess of four
in the trump suit; in support (with 4 of
pariner’s mump suit); 3 for a void: 2 for a
singleton; 1 for a doubleton.

¢. Quick tricks: Ace= |; Ace King=12;
Ace Queen = |.5; Kx =05,

d. Playing tricks: wricks expected 1o be
made in one’s own hand as declarer, with
a reasonable distribution of the
outstanding cards.

e, Biddable suit: normally not worse
than 4 cards to the A, K or ().
Exceptionally a 3-card minor suit may be
bid if mo other suitable bid 15 available.



f. Rebiddable suit: Any 6 cards, or 5
with 2 of the three top honors.

¢,  Points requirements for game/slam

INT 25+ (H)

4 {major) 26 (HD)

5 (minor) 2829 (HD)
& (suit) 31733 (HD)
6(NT) 33/34 (H)
7 37 or more

2. Weak opening of 1 in a suit
Requires 12-13 pts (DH}, provided a
genuine safe second bid is available
{unless partner has passed), no maiter
what partner’s response may be,

3. Normal opening bids of 1 ina
Suit

Requires 12-20 pts plus either a 5-card

suit headed by 5 pts or a suitable second

bid if partner responds.

4. Which suit?

a3 suiters

4-4-4-1: with 3 biddable suits, bid the suit
below the singleton, unless the singleton
is o C, in which case bid 1H.

k. 2 suiters

1. 55 or 6-6: bid the higher ranking
first, unless both suits are black.

2. 5-4 with 16 or more pis, bid the
longer suit first. With a weak hand open
the higher ranking suit; cg AQxx -
AJ10xx - xx - Qx. Open 15 to allow
parner to prefer ot the 2 level when you
bid H over his response.

3. 6-5;7-6; 7-5: open the longer suil
first if the hand has 16 pts or more; open
the higher ranking if the hand is weak and
the suits are wuching as in

SH: H/D, or:

X

ANXKXX

Adxxax

X

Exception: bid C before 5.

4. 6-4: bid and rebid the longer suit
unless the 4-card suit is a major and can
be mentioned at the 1 level,

5. 4-4: touching suits: bid higher rank-
ing suit first; in the case of S/C, bid C.
6. 4-3-3-3: open INT (12-14 not
vulnerable, 15-17 vulnerable); otherwise
open 1 of a minor suit headed by a Q or
better, and then raise partner or rebid NT
{otherwise you will be indicating a 2-
suiter).

5. Opening bid of INT

Reguires 12-14 pts (H) not vulnerable,
halanced, or 15-17 pts (H) vulnerable,
balanced. Some players play weak
throughout, others strong throughout.

6. Opening bid of ZNT
Requires 20-22 pis (H), balanced: stops in
all suits.

7. Opening bid of 2C

I. Forcing to game except in the
sequence 2C - 2D; 2NT - P (2D is
negative),

2. Requires 23 pts or more in a balanced
hand, or 21 or more pis including 5 quick
tricks in unbalanced hand,

8. Bidding after an opening of 2C
a.  Negative sequences

{ie following a response of 20 Fora
positive response, responder needs either
an A and a K; or a biddable suit and 1.5
quick tricks; or 8 pis including | K.
Lacking any of these, responder bids 2D.

Bidding Opener (or
responder) needs:
1. 2C-2D-3NT 25 pis or more and
a balanced hand
2. 2C-2D-2H 5 H or more; 5

guick tricks
Conventional: ask-
ing partner o bid

3. 2C-2D-3H/38-7
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any suit of which
he has the A IT
none he bids 3NT,
Conventional: res-
ponder has a solid
suit (usually &
cards) but no A.

4, 2C-1D-2H-35

b. TPositive sequences

(The responder has a hand which qualifies
for a positive responsc as in (a. above)
and as the response is positive,
partnership is committed to game,

1. 2C-2NT halanced hand

2, 2CAD unbalanced hand
-or 2 (suit)

Y. 2C-3H/S conventional;

shows a solid self-
sUpporting suit
such asa AKQIxx

9. Opening bid of 2 of suit (not C)
Strong hands, forcing for | round, and
forcing to game in the following
situations:

I. Opener makes a reverse bid

2. Opener makes a jump bid

3. Responder makes a positive reply

For this bid (2 of a suit) opener requires:

I. A l-suiter with 8 playing tncks, or

2, A 2-suiter which is enough for game
if partner has a fitin | of the suils, or

3. A strong hand lacking the 5 quick
tricks necessary for a 2C opening

10. Responses to the opening of 2 of
a suit

The negative response is ZNT. A positive

FESPONSE requines:

Bid Responder needs
1. New suit A biddable suit

ot 2 level and 1.5 quick

(2H-25) tricks

2, New suit at A Secard suit and

43

1.

I=d

3 level
(2H-31)
Single raise
{2H-3H)

Double rase
(2H-4H)

INT
(2ZH-3NT)
Jump in new suil

2NT
(ZH-2NT)

L.5 quick tricks

Trumps, at least 1
A or void. No
upper limit on pis
Goosd trump supp-
ort, 10 ps (H) -
no A oor voud. IT
opener now bids
ANT, this asks for
Ks notl As

10-12 pis;
balanced. No As
Solid suit
ARKOQIxx, No
suppon for
opener’s suil
MNegative: none of
the above

Responses to the opening of INT

Bid
INT

INT

2D,H. 8

3H, 8

C.D

4H, 45,
5C, 5D

Responses:
2D
2H

Responder needs
11-12 pis (weak
NTY, 8-9 pis
(strong NT)

13 or more pis
(weak NT); 9 or
maore (strong NT)
5= or G-card suil;
wiak

5 or 6 cards;
opener

supports with 3;
looking lor game
Slam try in the suil
bidd

Unbalanced:; 7-
card suit-shut out
hid; not strong in
s

Gierber; slam try
Seayman; requires
1 or 2 4- or 5-card
MRJOT SWiLs,

no d-card major
4 hearts, possibly



25

9. INT-2C
2D-2HA2S

10, INT-2C
2D-3H/35

1. INT-2C
2D-AD

12, INT-2C
2H-3D

4 spades
4 spades not 4
hearts

Weak take out
with 5 or more in
the major
Invitational

Forcing: opener
bids his longer
imajor

Stayman in doubt
Shows a fitin H
bai this is a
balanced hand
which might play
better in
NT.Opener
chooses INT or

4H,

12. Responses to opening of 2NT

Bid
. 3NT
2. 4NT
3. 5NT
4. 6GNT
5. 3C
6. 3D
7. 3H.35

Responder needs
4-10 pis; balanced
11-12 pis; opener
bids GNT with 22
pis

15-16 pis: opener
bids 6MNT with 204
21 pts. TNT with
22 pts

13-14 ps:
balanced; opener
passes

Barod | see
Canventions),
opener bids 4-card
sunts up the line;
looking for a 4-4
fit in majors

Flint {see
Ceonventions),
Weak hand, long
suit of H or 5

4 pts or more; 5-

card suit, game
force
5. 4H, 45 Slam bid in H or
5; 4NT by opener
asks for Aces
9, 4C Grerber; asking for
Aces
13. Responses to opening bids of 1
in a suit
Bid Kesponder needs
1. loverl 6 pis (H): 4-card
hiddable suit. 1-
round force
2. 2overl 8 pts (H); 4-card
(no jump) suit, (7 pts (H) 6-
card suit);
exception: 15-2H
requires SH
3. Jump shif 13-14 pts and 6 or
T-card s, or 16
pts when a 3-card
suit can be bid if
convenient
4, Double T curds, weak
of triple hardl; pre-empt

Jump shift
5. Single raise
in opener’s suil
6. Single jump in
opener”s suil

7. Raise o game

8. IHfS-INT
9. 1C-INT
10. 1D-INT

3-5 pts, 3 trumps
5-9 pls, 4 trumps
Major: 7-10 pts, 5
trumps; 10-12 pis,
4 rumps

Minor; 10-12 pts,
no d-card major,
invitation to 3NT
Major: 5 pis (H).
strong trumps
Minor: 8 pts (H),
strong brumps, pre-
empl

-9 pis; less than 3
trumps

8-10 pts; possible
4C

7-9 pts; possible
4D

— i — . — i — i — ] S—  — S

11, 1C/DYHIS- 10-12 pis (HY: no
2NT d-card major
12, VC/FHIS- 13-15 ps (H):
INT halanced
13. 1C/DYHIS- Blackwood
4NT
14. 1C/IVH/IS- Ask for 3 high
SNT honors in suit hid
(ALK, Q); with
none, bid 6C; with
I, bid & of the
same suit; with 2,
hid 7 of the hid
suit
14. Some rebids by opener
Bid Opener needs
1. 1D-1H: INT 15-16 pis: oo
strong for a weak
INT opening
2. 1H-18;2INT 17-18 pts;
halanced;
Invitational
3. 1H-18; 3NT 19 pts in balanced
hand
4. 1H-2D; 2NT 15-17 pts
5. 1H-2D;3NT 18-19 pis
6. 1H-INT:2NT 17-18 pts
7. 1H-INT; 3NT 19 pts
8. 1H-INT:2H Weak: 6H
9. 1H-INT;3H 17-19 ps; 6H
10 1H-2NT; 3D l-round force
11, 1H-15; Weak 2-zuiter
2Hor 2D
12. IH-15: 3H Invitational; 7
playing tricks
13. 15-2H; 3H MNon-forcing;
possibly 3H
14. 1H-2Dy, 3C Invitational; -
round force
15. 1H-18; 3C 16+ pis; clubs not
necessary'; |-round
force
16. 1H-2C; 25 Reverse; 16+ pis;
Ist suit longer than
2nd
17. 1D-1H; 18 MNon-forcing

45

18,
19.

20, 1D-2H; 3D

21

PRECISION CLUB

ID-2H; INT
|D-2H; 3NT

15-16 pis
17-19 pis; not a

shut-oum

1D-2H; 3H

Hand evaluation

Minimum opening
At least 4 trumps

a. High card points (H): Ace = 4; King

=% Queen=2; Jack = 1.

b. Distribution points (when a fit is
envisaged); void = 5; singleton = 3;
doubleton = 1.

.

2.

L o

Playing tricks: incks expected o be
made in one’s own hand as declarer, with
a reasonable distribution of outstanding
cards; (for pre-emptive bidding and
overcalling ).
Opening Bids (* = forcing)

Hand

22-23 pus, balanced
16 pis and over
11-15 pts and 5

or more cards in suil
11-15 pts and 5

or more cards in suit
11-15 pts and 4

or more cards in suil
11-15 pts and 5

or more cards in suit
13-15 pts and no 5
-card major

8«10 pts and 6 cards

including 2 high honors

8-10 pis and 6 cards

including 2 high honors
o L1-15 pts and 4-4-1-4

or 4-4-0-5 (1 ar 00}

. 6 playing tricks not

vulnerable

. 7 playing tricks

vulnerable

Bid
2NT
1C*
15
IH

D

2D
IC,DH.S

3C,D,H. 5
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] both major suits.
o ST 4 cards in the 2 e 3 ., o 19:21 pos s g U io 10 ges: 5
13. 7-card minor suit kL major suits ' I:mlmxf: hﬂ"d. sl i B
with top honors and 4. INT A balanced hand | B | {pocaibly o :cad D; non-forcing,
some values in side suns L of 8-10 pts and | mm;g]' pre-emptive
. & - 14‘ P‘lﬁl ¥
" possibly a 4-card . | 3. 3NT Balanced hand, no
3. Response to an opening bid of 1C s Tl T | hahl’llﬁﬁl ha:hi . 1. INT 4-card major, §-10
Bid ““.P“h"‘.d"';"“dm. : o 2 (possibly a 5-car Py S
Lo ID* Ir";;j ;E'm s In the other cases, diarug::jrdlt:lr: du*:tb!l:'. i - '1':‘“2“{1“5 and 5 4 INT 16 pis ximﬁ.
T i ; S0 ? H b e r ’ |
2. IH: 18 S-card suit and 8 i g d*;“::%i:::d\ ke 9 cards or more in r::::l:g ‘I'hi:
- pis or more; 7 pls. MO OC @ SUit Wi N | the suit (or 4 cards upcnerlhid:s i
eV Pl R nieniing b et ihin ducbic 1] i 3 W3 il oy order to indicate a
ol ) Tl minimum opening
3 INT Balanced hand and Bid Responder needs L B | 5. 2H:25:3C:3D 22 pis or more or 9 (11-13 pts), The
Bl . NoBid From 0-4 pis ' PEIE e responder then
% el i 2. Double 3-8 pis, no S-card LR | bids 3D
pis or more; 8if 6- 2. major suit, except | 6. Second bid by the 1C opener R e
cards with 2 possibly in the b A | after a positive response ask the opener to
homoes || 14.7 opponent’s suit | Bid Opener needs e Tk
Sl et s W o 16-13.pts; Jorcimg distribution, Other
I:tls 13 pis SN i il | © (or2NT bid bids of the opener
. 2 e e ; i -8 pts and 6 cards 2D, e of
ol iediund 4 Jumpinasit Syt il i
7. 3inasuil 7 cards or more. 4- _ U4 pis. Not 2. JumpinNT 19-21 pis, . 4:15 pis.
7 pis, pre-emptive 5. INT m_ﬂmmy , F i i 2 Jumpin S 5. 3NT timlmi'; o
3 balanced hand but forcing bid 4-card major; non-
With & pts or more and 4-4-4-1, bid 1D strong E 3 3. New suit Mare than 16 pts forcing
(negative, forcing) then jump in the suit of & INT 9-11 pts, balanced | and 5 cards in the 6. IH.IS 8-15 pis, at least 4
the singlcwon. But if panner bids that suit, 6. 2 hand and 2 stops E 3 suit. Partner may . cards: foreing
Jimpin ab Dordiie Tamp e in the overalled | SEpAd Yol Aax i 11-15 pis. at least
. 1C-1D: The lc£l1“;c: has it ! L a o hadtis 7. biodad i lpmnid
IH-28 and s singletonin 7. INT 12-14 pis, : major
B e EOE omseemn | B
2 stops in the example in support o . very g sl
. 1C= 1D The responder has overcalled suit E ! 4 with 5 cands or
15-2NF o Sn S 0 8. Cue bid in 9 pts or more, at 7. Response to an opening of 1D more. Shows
anel a singleton in : SonoRsiie least 2nd-round i A Bid Responder needs support for D ora
spades A control in the = 1 1. 2D 11-15 pts. at least very good suit
. ’ overcalled suit 4 cards in D,
4. After an intervening bid over & 4 forcing; no 4-card 8. Response to opening of 1H, 1S
1C 5. Opener’s rebid after '“.E -1D | ' rl?ﬂ.jl.'lr. OP':HI‘-‘F - Bid Responder needs
a. Double Rid Opener’s needs .: ! nmamnjl}r 1. Simple raise 8-10 pts (HD),
BH Rﬁwmr nffdﬁ 1 INT 16-15% Pis, |I in order 1o im:!ll:ltf " Jeast 3 trumps;
1. NoBid Tpe ante leay T balanced hand = 4 a stop. If he bids oon-Tortiog
4 cards in C [possibly a 5-card l 2NT, it means that 5 Vi T 1113 pis, but not
2. ID 0-7 pts and less miinor, but not a 5- & 2 he has a stop in il
y than 4 cards in ':;! card major) | 4
v O -
3. Redouble 8 pts or m i - A

f
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4.

Double jump
i e

INT

2NT

more than 11 (H);
4 trumps or al
[east Ox: nom-
forcing

14 pts or mwore;
balanced hand, not
more than 11 pis
(H})

Forcing; balanced
hand with litle
support in rumps;
or irmegular hand
with too few pls o
make 2 over |,
Opener repeits his
suit, if he has 6
cards and iF it is
minimum (11-13
pisl, or he bids a
suil of lesser runk
with 4 cards, or his
best 3-card minor.
With 14-15 pts he
jump raises in his
opening suit, or
makes a reverse
bid in a st of
higher rank, a
Jump shift 1o a 5-
card sull, or raises
1o 2NT with 5-3-3-
2. If over 2NT, the
responder bids a
new suit; the
opener has o pass
unless he has
support with
maximum hand
and 3 good
trumps, All the
raises of the
apener in his own
suil are non-
forcing.

Forcing; 16 pts or
miore, The same as
over the opening

9.

ANT

Mew suil

Jump shift

Double
jump shift

of 10; halanced
hand; the opener
bads 3C with a
mimimum hind
(11-13 pts) and the
responder 3D
(conventional) in
order 1o ask him
for his
distribution. Any
ather bid by the
apener shows a
X intim hand
(14-15 pts),

Forcing: 14-15 pis,

4 trumps (or more)
but no void, no
singleton

11-15 pis. ina
major: at least 5
cards: in a nunor:
at least 4 cards.
Exception: 15
over 1H can be bid
with 8 pts; forcing
bid.

More than 16 pts.
Forcing; good 5-
card suil or more.
Shows trump
SUppOort Or 4 very
good suil (as over
1Dy

11 pts or more, 4
cards or more in
partner's suil; void
or singleton in the
suit bid. Eg: 15-
4C, responder is
showing a void or
singleton club. 45
or more; 11 pts or
more; slam try.

Response to an opening of 2C

Bid
H

Responder needs
8- 10 pus, at least 5

BREAERE R EEEREESNE S
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2. INT

3. Jump shift
4. 3NT

5. 1D

good trumps,
wsually 6: non-
forcing

10-11 pis,
balanced hand,
probably short in
clubs: invikition to
bid 3NT, if opener
does not have
manimuim
Forcing: 14 pis or
more, good S-card
suit, or more;
natural bid

12-16 pis.
balanced hand,
probably short in
clubs; shut out;
matural
Conventional;
forcing, Asks the
opener 1o deseribe
his hand {see
pavagraph 104 11
pis or more, but
only 8 hagh- card
pts if there is a fit
in clubs

1. Conventional rebids by opener

after response of 2 over 2C
Bid Opener needs
I. 2Hor2S 4 cards in the suit

2. 3D
3. 3Hor3s
4, 2INT

wilh minimum
opening (12-13
pis)

5D {ie 2 long suits
6-5C-In)

4-cards in the suil;
maximum
opening; 14-15
m‘ P
Maximum opening
(14-15 pis) and
stops in 2 suits in
addition to C; 6 C

5. 3C

6, 3INT

6 C; minimum
hand {12-13 pts)
and generally a
stop in | other suit
than C

6 C with several
honours; 14-15 pis

In case of an overcall afier an opening of
2C, 2NT takes the place of the
conventional, 2D forcing bid asking the
opener 1o describe his hand, A double is
for penalties. All other bids are non-

forcing and natural,

11. Responses to opening of INT

Bid
l. 2C
2. 1D

49

Responder needs
Stayman with 9-11
pls—Tforcing for |
round, With the 2
majors, the opener
bids H first. Any
rebid by the
responder is a
game try, but not
forcing

Stayman with 12
pis or more;
forcing to

game, The rebids
of the opener are:
with 4 cards in H
or 4 cards in H and
5

with 4 cards in 5,
but not in H

with no d-card
major, and no 5-
card minor

il 5-3-3-2with5C
if 5-3-3-2with53 D
Afier a rebid of
2NT by the
opener, the
responder can bid
AC (forcing and



3H,

35,

ANT,

3 2H-125

4, 3C-3D
5. INT

6. 3H-35

7. 4C

8 4D
9. 4H
10, 4 NT

artificial) so that
the opener can
continue 1o
describe his hand:
4-3-33with4 D
or 4-4-3-2 with 4
cards in each
minor and 3 cards
in H

4-4-3-2; 4 cards in
cach minor and
three cards in
spades
4-3-3-3:.4C

5 cards and 0-7 pis
— the opencr
passes

5-7 pus, 6 cands
10-11 pis, no 4-
card major;
invitation 1o play
INT if the opener
has 14-15 pis
forcing, 11 pts or
more, al least 5
cards; the opener
supports with 3
cards

asking for Aces
{Gerber)

transfer to H
transfer to S

18 pis, balanced
hand; quantitative
bad

12. Response to the opening of 2D

Bid
l. 2H-25-3C

2. 3H-384C

Responder needs
Very weak hand
with 4 cards or
more in that suit;
OPENer passes

5-7 pts; invitation
o game

12-15 pis, very
good support in D,
ni d-card major;

sign-off

8-12 p1s. Suppon
of 4 cards or more
and singleton or
void

At least 6
diamonds, no 3-
card major or 4-
card club suit;
weak hand not
more than 8 pis
Conventional and
forcing — & pis or
maore. The
responses by
OpEner ane:

11-13 pus, 3H
14-15 pis, 38
14-15 pts with Ace
or King of [, 3NT
-4-{)-5, 11-13 pts, 4C
~4-0-5, 14-15 pis, 4D

4. 4H-48

3. No Bid

=

FRENCH 5-CARD MAJORS

This system is practiced today by 90% of
bridge players in France.

1. Hand Evaluation
High Card Points (HCP)
Ace=4; King = 3;

Queen=2; Jack =1

Distribution Points
Doubleton
Singleton
Void = 3

One point for each card starting with the

sixth in the same suit.

ad B e

To open: 13HCP or 14HCP with
distribution

Singleton King
Singleton Queen or Jack

3 points
2 points

._ ! ! !

Points required for game:

3 No Trumps (3NT) = 25 HCP

4 Spades (45) or 4 Hearts (4H) =27
HCP and distribution points

5 Clubs (5C) or 5 Diamonds (5D) =
30 HCP and distribution poinls

2. Opening Bids

To open 1H or 1§ requires: minimum 3-
card suil.

To open INT requires: 16-18 HCP and an
even distribution (4-3-3-3; 4-4-3-2; 5-3-3-
2} without considering the strength of
each color.,

If the hand does not it above critena,
open with the longest minor suil.

With 4 diamonds and 4 clubs, 5 diamonds
and 5 clubs: Open 1D
With 3 diamonds and 3 clubs: Open [C

Pro-Bridge 510 places more value on
hands that include aces, sequences of
honours in same suit and unblocked suits,

To open 2NT requires: 21 or 22 HCP and
an even distribution (4-3-3-3; 4-4-3-2; 5-
3-3-2)

An opening of 2D, 2H and 25 is strong
requiring 20— 23 HD, a 3-card or G-card
suil with any 3 honours or 2 major
honours (AK.Q)

Do not open 20.2H or 25 with a two-suit

hand if the second suit has at least 5 cards.,

3. Opening bid of 2C
Both conventional and antificial

(a) Albaran

Reserved for the strongest hands: 23HCP
or 24HCP with distribution points, or
more. It is the only forcing opening bid.

ih) Two-suit hands
These pose less problem in a S-cand major
system than in a 4-card major system.

- With two-suit majors: open 15

- With two-suil major-minor: open
with the major suit except clubs-spades
which must open 1C. [If one colour is
longer than the other, Pro-Bridge 310
always opens with the longest suit,

4. Responses to opening bids of 1
in @ suit.

ia) Change suit (forcing for one round)

1 owver | minimum 5 HCP
or b with
distrnbution

2over | minimum 1| HCP

without jump with distribution

or 10 HCP raise
and one S-card suit

In the case of a two-suit hand:
- of unequal length: bid the longest
one
= two suits of 4: bid the lower one
- two suits of five: bid the higher one

Change of suit with a jump needs at lcas!
17 points.

(h) Support
3 cards in a major or 5 cards in a minor
suit.

Supporting points differ from distribution
points: Singleton: 3 poims; Void: 5 poinis

a.  Simple support, 2 over 1: 6-10
supporting points

b. Support with jump raise 3 over 1: 11
or 12 supporting points

¢. Suppon wih double jump, 4 over 1:
13-14 supporting points

]|



With more than 15 supporting poinis,
consider slam.

(e} Responses in NT
INT: artificial bid
indicating 5- 10
HCP except over
1C where it
indicates 8-10
HCP
precise bid
indicating:
distribution of 4-3-
3 dord-4-3-20 11
or 12 points; no
major suil can be
bid on the one
fevel.

INT:

5. Responses to opening bid of
INT

Artificial bid 1o find a fit in a major suit.

Unmiversally practiced but responses vary

depending on your pariner. Following is

the most practiced system in France and

used by Pro-Bridge 510.

{a) Responses to a bid of 2C {Stayman)
Opener with INT says:
-2D with INT
minimum and no
major 4- or 5-card
suil
with 4 cards in
Heans or Spades
with INT
maximum and no
4- or 5-card major
- 3C with minimum
INT and 4 cards
in the two majors
with maximum
INT and 4 cards
in the two majors
with 3 cards in
Hearts or Spades

-dH or 25

= INT

- 3D

=3H or 38

(b} Responses other than the 20

stayman
=2D2H 0-7 HCP with
or 25 distribution and

one 5-card suit in
Diamonds, Hearts
or Spades; Opener
must then pass
*NB - without a 5-card suit,
responder must pass,
- INT Eor 9 HCP with
distribution and no
long major suit;
with one or two 4-
card major suits,
respond with
Stayman
9 HCP 1o 14 HCP
with distribution
and no long major
suit; with one or
two d-card major
suils, respond with
stavman; with a 5-
card major suit,
bid 3H or 35; with
a f-card major suit
bid 4H or 45.

- INT

6. The TEXAS convention

This is a transfer system that allows play
with the strongest hand {that of the opener
with INT) remaining hidden, and which
facilitates the development of bids,

Over INT: 2D indicates
minimum 3-card
suit in Hearts
2H indicates
minimum S-card
suit in spades

25 indicates
minimum 6-card
suil in ¢lubs or
diamonds

L |
L {
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The opener converts by bidding

2H over 2D

25 over 2H

AC over 25
In the last case, the responder bids 3D if
his H-card minor suit is diamonds,

7. Rebid of opener over first bid of
1 in a suit

{a) With two suits

-lower suit first allowing responder to
come back in the first suit of the
opener on next level; 14-19 HCP
with distribution

-Higher suit forcing responder 1o go
to 3 of a suit, if he wanis 1o rebad
openers first suit; 18-23 HCP with
distribution; forcing for one round

-Two-suits with jump: opener bids
new suit with jump raise: 2023
HCP with distribution. Forcing to
game,

(b} Balanced Hands

Bid major suits on the 1 level if possible.

If not, bid INT with 13-13 HCP with

cl!Ii'.',:tributiﬂn points and 2NT with 19 or 20
.

Aditer a raise of 2 over 1:

-with a weak opening hand and at
least 5 cards in the first suit bid,
rehid at 2 level

-with 15-17 HCP wiih disiribution,
hid 2NT except after a sequence of
1Dy 2C, where the bid of 2ZNT
indicates 13-15 HCP with
distribution and not 15-17.

=with 18-20 HCP with distribution,
bid 3NT

(e) One suit hands

-With one f-card suit or more:
14-16 HCP with distribution rebid
suit without jump raise
17-19 HCP with distribution, rebid

33

suit with jump raise

17-23 HCP with distribution, bid
another sut. An “artificial” bid of 3-
card suit topped by one honowr. This
is only solution to hand which cannot
be openced at 2 level or with a jump
raise on the second round.

(d) Supporting hands
Afler | over |
-14- 16 supporting points; simple
raise
-17- 1% supporting poinis: mise with
single jump
-20 points and over: raise with double
jump

{eh After 2 over 1
~14=16 points: simple paise up 1o 3
level
-17-19 supporting points: jump raise
1o 4 level or change suit (forcing)
=With more than 20 supporting
points: possible slam, bid new suit

8. Responses to strong opening 2 bid

(a) Change suit
=2 over 2, forcing for one round:
minimum 4 HCP or SHCP with
distribution, no maximum limi
-3 over 2 without jump raise, forcing
o game: minimum 7 HCP or 8 HCP
with distribution, no maximum limit
() Supporting bid
-5 or 6 supporting poinis: bid 2NT;
artificial; forcing
-7-9 supporling poinls in one major
suil: support suit with jump, asking
for game
-10) points or more; simple raise,
encourages a slam bid

(c) No Trumps Bids
- 2NT: 4-7 HCP. Forcing. Does nol



deny support for trumps
3NT: 8-10 HCP. Even hand with
stoppers in unbid suits.

9. Responses to opening of 2NT
The BARON convention looks for a 4-4
fit in & major suit for game or slam and
for slam in a minor suil. Baron 15 an
artificial bid of 3C over 2NT, after which
opener and responder announce their 4-
card suits in the most economical way
possible,

Balanced hands with no hope of slam

-4 HCP Pass
5-10HCP 3NT
Above look for slam

With at least one S-card suit
Use the TEXAS convention to develop
buds

10. Responses to opening of 2C
Artificial responses indicating aces

Hesponse Indication

D Mo aces, less than
SHCP, not 2 Kings

2NT Mo aces, BHCP or
2 kings

H Ace of Heorts

25 Ace of Spades

ac Ace of Clubs

in Ace of Diamonds

INT 2 Aces

ANT 3 Aces

11. Pre-emptive Bids

Defensive bidding to stop opponents
bidding; hands have few HCP (less than
10}, but with one 7-card suit.

Pre-emplive hands are not evaluated in
HCF, but in tricks, to avoid too high a
penalty.

Oypening of 3 (not valnerable) 6 tricks
Opening of 3 (vulnerable) 7 tricks
Opening of 4 (nod valnerable) 7 tricks
Opening of 4 {(vulnerable) & ricks

12. The Sputnik Double

Pro Bridge 510 only practices the Sputnik
Double in one situation: a double aler 1C
or 1D overcalled by 15, A double
indicates al least a 4-card suit in Hearts
with § HCP inluding distribution points.
It 15 an information double in order to
avoid missing a heart contract due (o
opponent’s spade overcall,

13, BLACKWOOD

Conventional bid of ANT asking for Aces,
Responses to 4MT Blackwod:

Response Indication

5 clubs 4 Apes or nome
5 Diamomnds 1 Ace

5 Heants 2 Aces

5 Spades 3 Aces

Introduction to Bridge
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1. OVERVIEW

In a comparatively short space of time,
Bridge has become one of the most popular
games in the world, played and enjoved by
some 50 million people.

It is a game with four players, lermed
North, South. East and West. Nonh is in
partnership with South, East with West,
and the two pairs play against one another.
The game is played with a standard pack of
52 cards, each plaver being dealt thingen

The game is divided into two distinct pans,
known as the BIDDING - or AUCTION -
and the PLAY. The bidding’ scquence is to
allow the two parinerships to Uy and agree
a CONTRACT to make a set umber of
TRICKS, (a tnck being a sequence of four
cards, one from each player, with the
highest card winning) - hence the name
Contract Bndge - and the "play’ is the
attempt 1o fulfil that contract by mking
those tricks. As in a normal avction, each
player i turn may make a bid, and each
subsequent bid must be higher than the one
before. 1 you do not wish 1o bid, you must
tell the other plavers by saving "No bid” or
"Pass”

In scddition 1o bidding suits, it is possible 1o
bid in Mo Trumps'. This means that,
unlike a suit contract in which the bid suit
becomes tramps, there is no designated
trump suit. After @ suit has been led, the
highest cand playved to that irick {(provided
it follows suit), wins.

S50
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2. THE OBJECT OF THE GAME

The object of the game is 1o reach, in
conjunction with your parner, a GAME
score of 100 points. Scoring is as follows:

For every trick bid and made in Spades or
Hearts 30 paints
For every trick bid and made in Clubs or
Diamonds 20 points
For the first tnck bid and made in No
Trumps 40 poinis
Far subsequent tricks in Mo Trumps

30 points

Thus a contract of Three No Trumps, if bid
and made. will be worth 40+30+30 = 100
points; & contract of Four Spades or Four
Hearts worth 304304 30430 = 120 points,
and Five Clubs or Five Diamonds wortl
20204+ 204 204200 = 100 - all ‘game’ scones.

Scores in any games which do not total 100
are added to the scores for succeeding
games until 100 15 reached.

Vanous bonuses arc available and these are
described clsewhere in a Sconing Table.

1. BIDDING

Because Bridge is such o successful and
popular game. and is plaved throughout the
world, many differem systems of bidding
have evolved, and others are sill being
developed,

Some of the methods used are termed
"natural’, in other words a bid can be taken
more or less at face value, but on the other
hamd some systems - popular, for example,
in Sweden - use artificial bids which can
imply a variely of different card holdings.

= s — i S g
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For example, in the "Precision’ system an
apening bid of Ome Club says nothing
about the club holding but means that the
player has a strong hand of sixteen or more

points.

One of the most popular systems in gencral
use is termed "American Standard’, and
described in these pages. The "Acol” system
used in the UK. is broadly similar and, if
vou are familiar with Acol, vou should

hiave no dilficulty with Amencan Standard.

Deetails of bidding systems arc described in
the previous seclion

3.1 Asscssment for Bidding

In order to assess a hand for bidding
purpases, o standard method of counting is
in general use. Each Ace held is given four
points, each King three points, cach Queen
two points and each Jack (or Knave) one
point (50 the entire pack contains 40
points), In normal circumstances, a hand
st contain a minimam of twelve "high
card’ points in order o open the bidding

The lowest bid which can be made is ‘One
Club'. Mow this does not mean that vou arg
coniraciing 1o take only one irick, bai thai
vou will take seven. The first six tricks are
taken for granted when making a bid

I acdddiition 1o counting high cird points,
vou may be able 1o count “distnbution’
points, If vou have a doubleton. a singleton
or g vond in any s, then you can count an
additional one, two or three points
respectively, Your Pro Bridge computer
calculates distribution points.
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Suppose you hold the following cands:-

SAlwa2
HEKER 32
D -

CQJl 76

Although you can only count eleven high
card points, vou can also add three for the
void in diamonds, giving vou a sensible
opening bid of Onc Spade.

To give conformity 1o the bidding sysien,
the suits are given an order of priority. First
is Spades, then Heans, next Diamoends and
finally Clubs. If an opening bid of One
Spade 15 made, then any suit subsequently
bid must be at the two level or higher. A
bid in No Trumps takes precedence over i
suit bid at the same level.

There are certain definite advantages 1o be
gained from bidding and play in No
Trumps

Firstly, an opening or responding bid in Mo
Trumps gives a very accurale picture of the
strengih - or weakness - of the hand as will
be seen below. Secondly, one less rick is
needed 1o nake “game” in Mo Trumps than
in Spades or Hears, and two fewer than in
Diamonds or Clubs

Because of this accuracy of descnption. all
bids in Mo Trumps should be treated as
non-forcing, in other words they do not
demand a response [rom your partner.

32 Opening Bids

If vou can count twelve or more high card
poinis in vour hand. then you should make
the opening bid.



In order 1o bid in 2 major suit, that suit
should contain at least five cards.

The bid you make will depend upon exactly
how many points vou have and the
distribution of the cards. A guide is as
follows:

With 12-20 points and 5 or more Spades -
open One Spade.

As above bul with 3 or more Heans - open
One Heart.

With a balanced hand (that is, one
containing no void suil, no singleton, no
seven (or more) card suil, and no pomiless
doubleton) and 1618 points - open one No
Trunmp.

With 12-20 points and any other
distribution - open one of your betier nunor
sunts, e Diamonds or Clubs

With 21-23 poinis and a balanced hand -
open two No Trumps.

With 21+ points and a long. strong suil -
open two of that suil

With up to 9 points and a long (a1 least
seven card) suil - open three of t suit
{Sec PRE-EMPTIVE BIDS below.)

33 Responding Bids

If your partner has opened the bidding,
then you need far less strengih 1o respond
With 6 points or more, vou are expected to
make a bid of some sort and the tvpe of bid
vou make is shown as follows -

With less than 6 poamts = no bid

5%

With 6-9 points and no four-card support
for partner's suil - bid one No Trump or a
biddable suit at the one level,

With 6-9 points and four card support - bid
two of partner's suil.

With 10-12 points and no support - bid a
suit at the ong or two level, or two No
Trumps.

With 10-12 points and four (or more) card
support for partner's major suil - raise 1o
three level of pariner's suit,

With 13-15 pointis and no four card support
- bid a suit a1 the one or two level, or three
Ma Trumps.

With 13-15 points and support for parner’s
major suit - bid partner’s suit at four level,

With 16+ points - jump bid in a new sl
i.c. bid a new suit at a level one siep higher
than necessany.

In response 10 panner's opening pre-
emptive bid - normally make no bid, unless
vou hold 16+ points and first round control
in at least two side suits

When partner's opening bid is a major. 3
card support is adequate. So if vou have
difficultics in finding @ bid, it would be
reasanable (o support with a 3 card suil

When panper's opening bid is in a minor
suit, remember that this may be a three
card suit and that four card suppon may
not be good enough for a high level
contract. S0, with 4 card support and 10+
paints, bid your major suit if you have one,
Notice that four card suits are admissible in

such a case. If vou have no major, your
choice is in between your best suil, or
supporting partner at the 3 level or bidding
No Trump. Remember that 3 level raises

can be passed.

When partner has opened 1 Mo Trump and
you have a weak hand (0 - 5 poinis) but 5
or more cards in a suit higher than clubs,
consider bidding 2 of vour long suil

34 Opener's Rebid

As opener. your second bid depends 1o a
cerain extent upon what your pariner has
replicd. 1t is usually wise ta think about
vour rebid before you make an opening bid

If partner has supported your bid al the wo
level - pass with less than 19 points
Otherwise rebid at the three level with 19-
21 points or bid game with more than 21,
{With slightly less than 19 points but other
strong features, for example a void side
suil, you can raise your partner’s 'two' bid
to three as an invitation to bid game if he
has more than 3 minimum hand. )

With a five card suit or longer - rebid vour
own sk

With four-card suppon for panner -
support his sut,

With neither of the above - rebid in Mo
Trumps.

3.5 The Double

A 'double’ of the previous bid made by vour
opponents is classed as a bid in its own
right and has two distinet meanings;

@) The ‘double’ for take-oul. 1T vou have
made no bid, other than 1o pass, and the
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bidding hasn't reached the 3 level, the
double says, "l have a good hand with a
shonage in the suit the opposition has bid.
Please bid your besi suit.” You must
follow your pariner's wishes unless there is
an intervening bid. in which case vou may
eSS,

b) The 'double” for penaltics. I you have bid
or the bidding has reached the 3 level,
then vour partner’s double says, "l think
we can defeal our opponeits’ conlracl so
please do not make any further bid unless
vou have a particular reason for doing so.”

[t can be very difficuli sometimes to know
which of the above meanings your pariner
has in mind. As a general rule, if you have
made no bid, other than to pass, then the
double is for mhke-out and vou will be
expected to make a bid of some sort,

36 Example Hand and Bidding

As an example, suppose vou are siiting
South and the following cards are dealt (the
hands are shown at the conventional
compass points, with South at the bottom
and West on the lefi)

§J75
HKOQ6 4
D A7

CJ542

SA92
HIY 32
TR VR
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You count 17 high card points - four each
for the two Aces, three each for the two
Kings, two for the Queen and One for the
Jack - and you can certainly open the
bidding.

The hand shown has 17 points and no
pointless doubleton (in Hearts), so open the
bidding with 'One No Trump'. The bidding
then passes clockwise to West who, with
only five poants, will pass, and then 1o vour
partner, North, From your bid, North
knows that vou have between 16 and 18
pownts. The Morth hand counts eleven
points = four for the Ace of Diamonds.
three for the King and two for the Queen of
Hearts, and one cach for the Knaves of
Spades and Clubs.

Sinee vour pariner knows that together the
Soaith and Morth hands must contain 27
points (vou must have a mimimum of 16 for
vour opeming bid, remember), he would
have no hesitation in bidding Three No
Trumps for game.

3.7 Biddable Suvits

In choosing the best bid, vou must take
several fctors into account. Firstly, if vou
bid a suit, what cards must you have in that
suit ko merke i biddable™

As vou will recall. it must contain al least
[ive cards for a major suit

The second factor o consider 15 in wlhich
order 1o bid U suits if vou happen 1o have
miore than ong which is biddable,

IT ane suit is longer than another. ie
contains more cards. then bid that onc first.
IF they both, or all. contaan four cards - oraf
vour lave two five card suits - then

comventionally bid the higher mnking suit
first {unless you hold Spades and Clubs, in
which case vou should bid the Clubs firs1).

Secondly, 1o bid One Mo Trump you must
show a point count of 16-18 and also have a
balanced hand, i.e. one thal does not contain
a void suil, singleton, seven (or mone) cand
suit, or pointless doubleton.

18 Points Required for Game
Now, the lowest number of points a
parinership needs to make game is usually

In N0 TIAMPS ..o miiiim i 26 points
InSpadesorHearls ..o, 26 points
In Diamonds or Clubs . .. 28 points

For a Small Skam (twelve tricks) 34 points
For a Grand Skam (thineen tnicks) 37 points

39 Vulnerability

Bridge is usually played as the best of three
games, and this is ermed a RUBBER;
should one partnership win the first iwo
games of a rubber. then there is no need 10
play the third,

When a partnership has won ong game in
the play for a rubber, it is said 1o be
"WULNERABLE, that 15, the rewards will
be higher for them for the next game, but so
will the penatines il they fail 1o fulfl their
contrct.

IT the opposing pair win the sceond game,
then for the final game both pairs will be
vulnerable.

300 Pre-emptive Bidding

As an extension 1o the above. i vou have a
weak hand of not more than ning points bul
with & long suil {preferably of seven or more

cards), then vou can make an opening bid
of three of that suit. This is called a "pre-
emplive’ bid and is designed to shut out the
opposition. or al least to make it extremely
difficult for them to reach a solid contract
You can also pre-empt afler the opposition
have made an opening bid or even afler
partner has made the first bid.

Mormally, afler vour pariner has made a
pre-cmptive bid, you would pass, However,
if vou have a strong hand there is no reason
why vou should not trv for a game score.
Remember. though. that vour partner will
not have many points and will luve only
one long suil. so the play for game might
not be as casy as you think.

.11 Conventions

One of the more interesting, bul afso more
eonfusing, facets of Bridge is the range of
CONVENTIONAL BIDS

A conventional bid is. in ¢sscnoe. one
which docs not mean what it savs but is
designed cither to supply information o
vour partner, or 1o ask him for more
information about his hand

4. HINTS ON BIDDING

4.1 Budding in No Trumps

I you have a balanced distribution - no
voud suil. no singleton and not more than
o doubleton - and between 16 and 18
points. always open the biddimg with One
No Trump.

4.2 Vuoids or singletons

A Band which may not have o lot of high
card points may be quite powerful in a suit
contract if vou have a void or singleton ina
side suit which will enable vou to ump for
winners

— 2

4.3 Weak responding hands

A responding hand which contains a kot of
trump support but litte ¢lse 15 usually
regarded as weak. Suppose you have five
Spades - A 195 3 - and only three other
points. Depending on your pariner's cards
and the lead, vou may well lose four or five
tricks straight ofl before you gain the lead,
50 make a Minimum response,

4.4 Pre-emptive bids

If you have less than nine high card points
but a long suit of seven cards or mare, open
the bidding with a pre-emptive call of three
of your long suit.

4.5 Counting points as responder
When opening the bidding, count high
card poinis as being very important. When
responding. however, you can also count 3
points for a void in a side suit, 2 fora
singleton and | for a doubleton, except in
Mo Trumps,

5. BIDDING CONVENTIONS

5.1 The "Stayvman’ convention

Supposc that vour pariner has opened the
bidding with Once No Trump and vou held
four Spades and four Hearts, and have ten
points. You know there is a good chance of
making game, but what will be the best
final contract”

If vou bid Two Clubs this is a conventionzl
way of saving to vour partner, “Please ell
me if you have a four card major suit by
bidding it at the two level. 11 you do nol,
then tell me by bidding Two Diamonds.”
With four Heans, therefore. your partner
would bid Two Heans and with four
Spades his bid would be Two Spades, With
ncither he would make the conventional



denial of Two Diamonds which, of course,
says nothing about his actual holding in
Diamaonds.

If your opponents enter the bidding, the use
of conventional bids is made difficult or
impossitle. However, if an opponent
overcalls your partner's opening bid of One
Mo Trump with a bid of Two Clubs, The
Stavmian convention treats a double as
equivalent 1o a Stayman Two Club bid
Thus Morth would bid with identical card
holding in the following two sequences;

5 W N
1 INT 2C  double
or 2 INT pass 2C

With Four Spades AND Four Hearts the
partners must agree which suit should be
bid first,

With a response of Two Heans/Spades, you
can make a judgment about bidding
further, depending on what cards you hold
It would be bad, however, 1o pass the
artificial reply of Two Diamonds unlzss
you have at least five Diamonds, as it is
possible for the One NoTmmp opener to
have only twe Diamonds.

Note thal the Stavman convention operales
only in response o a One No Trump
opening bid

5.1 The ‘Blackwood® convention

IF vou consider that you may have enough
points jointly with your partner 1o ke
either twelve or thireen tricks - a SLAM -
vou may wish Lo establish how many Aces
and Kings vour partner holds.

BLACKWOOD does this conventionally.
A bid of Four No Trumps asks [or vour

partner to say how many Aces he has in his
hand. The conventional responses are:

With all or no Acesbid ............ Five Clubs
With one Ace bid.............. Five Diamonds
With two Acesbid ... Five Hearts
With three Acesbid ... Five Spades

Since, in practice, it is inconceivable that
vou would use Blackwood withoul a single
Ace in your hand, the response 1o show all
four Aces 15 nol required. Some plavers,
however, use a bid of Five No Trumps to
show four.

In a similar way, a further requesting bid of
Five No Trumps is used 1o call for Kings
with similar replies on the same scale

Note that one of the difficulties of wsing
Blackwood is the problem of stopping short
of the six level if vou wish 1o play in ¢ither
a minor suit or in No Trumps,

6. THE PLAY

Onee there have been three successive
passes, the bidding sequence is over and
the play staris. In the above game
(Section 3.6), South. having been the first
1o bid No Trumps becomes DECLARER
and il is up 1o the plaver on his left 1o play
the first card

Once this card is played, declarer’s parines
lays his cards, face up and in suit erder,
with the trump suit, if any, on the lefl a5
declarer sees it. and lakes no further part in
the play of that game. His hand is called
DUMMY',

Whoever wins any given trick then leads 1o
the next. At each trick as the wrn reaches

Lo B o o - B - B
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dumimy, declarer plays a card from the
Faced hand. All eards are played in a
clockwise rotation until all thirieen have
been exhausted. Now the hand is over and
the score is counted up.

As an example of the progress of a game,

the order might mn like this:-

. You, sitting South, bid Onc Heart.

West passes, a8 do North and East,

You have become declarer in thal

contrct.

4. Woest leads the first card - the “opening
lead’.

5. Morth puts his cards face up on the
table, Hearts on vour lelt, as dummy.

6, You play a card from dummy, all
players must follow suit if they can.

7. East plays his card.

8. You play your card,

9. The highest card wins, unless a Hean
15 plaved on a lead of another suit in
which case the Hean, being a trump,
wins.

10. The cards plaved are collected 1ogether
and placed face down.

11, The player whose card won the trick
leads 1o the nest trick.

12, The sequence continues until all cards
lave been played.

ek el

6.1 Strategy

Maturally enough, the object of the game is
10 score enough tricks, and therefore
poinis. to win, However, if it is clear tha
vou and your partner are unlikely to have
sufficient strength 1o make game. then vou
have to do your best to defeat vour
opponents, and there are two wavs vou
might irv 1o do this.

Firstlv, vou will defieat them by winming
encugh tricks 1o prevent them making any

contract they may have reached. The
opening lead can be very important, and o
help vou decide, if the lead falls to you, you
must listen carefully 1o the bidding. If
declarer has bid, for example, Spades and
Hearts and his panner has bid Diamonds,
then the likelihood is that they have a
weakness in the Club suit. Thercfore
consider leading that suit if you can.

Normally against No Trump contracts you
mnst try 1o establish a suit in your hand so
that vou can play this suil for winners, so
conventionally you usually stan by leading
the fourth highest card in vour longest suil.

Again, if you are defending against a suit
contract and vou have a long suit headed by
the Ace, you might try leading that Ace
and then another low card in the suit in the
hope that your panner will have a shonage
and be able to trump for 3 winnér

Secondly, vou can enter the bidding, even
with a comparatively weak hand, in an
effort 1o prevent your opponeiis reaching
their best contract, although this must be
done with care to ivoid conceding penalty
points. This is called "sacrificial” bidding,

6.2 Play as Declarer

In a suit contract, it is usually advisable,
once vou have gamed the lead, to play
trumps until vour opponents have none left
before you turm your atiention 1o the other
suits. This will avoid losing tricks il the
opposition can lrump your possible
winners.

Alwavs remember al least to count the
number of trumps which are played or. in
No Trumps, note the cards which are in the
opposition hands which vou need to force



out in order 1o gain control of a suiL
Although this is not always casy, you will
find practice well worthwhile,

One of the possible ways of winning more
tricks in a suil than seems likely is by
FINESSING. This means taking a tnck
with a card lower than the one which is
strictly nocessary,

For example, suppose you have the
following cards:-

S5A098
511053

Dummy;
South:

If you play the three from vour hand and
the Ace fram dummy you are virtually
cenain to lose a later trick o the King,

If, however, you play the Jack, should West
play the King you can take the trick with
the Ace and you have established the
Cuieen, nine and ten as winners. Should the
King not be plaved then put up the cight
from dummy. While it is possible that East
has the King and will therefore take the
trick, it is an even chance that vour Jack
will win and that vou can then repeat the
finesse by playing the ten. thereby probably
making all four Spade tricks.

7. HINTS ON PLAY

7.1 Opening leads

‘When making the opening lead o a No
Trump contract, lead the fourth highest of
vour longest suit and keep leading that suit
every time you get the lead to try and
establish winners, Against suil contracts
lead from the top of A sequence - Q 1 10 -
or near sequence - K Q 10 - or kead a
singleton in a non-trump suil if vou have
one.

7.2 Biding your time

When vou are declarer in a No Trump
contract, remember it is sometimes worth
losing the first trick or two so that you can
establish winners for later in the game,

1.3 Counting caris

Gel into the habit of counting the number
of cards plaved in a suil, even when you are
defending. so that it becomes second
nature.

8. CONCLUSION

Bridpe is a fascinating, and can be a very
technical game.

Because of the inincite nature of bidding,
conventions, and play, as vou reach the
hagher levels, it should be apparent thal
this introduction does no more than scrich
the surface of the game

To help vour own play, read as many of ihe
good books about Bridge as vou can
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