
Playing Tips

1. Second hand low; third hand high
Second hand need not play high. The threat of a high card in fourth hand will force third 
hand to play high. For third hand, it's now or never. There is no player on your team after 
you to capture this trick. Play your highest card in hopes of winning the trick.

2. Keep the Ace to Capture the King (or reasonable facsimile).
You have the Ace in a suit and you can see the King in dummy in front of you. Do not 
play the Ace on a low card.  Keep the Ace to capture the King.  If declarer has the King in 
dummy along with the Queen in the hidden hand, and you play the Ace on a small card, 
declarer will score both the K and Q, 2 tricks. If you keep the A to capture the K on a later 
trick, declarer does not make the K, one trick less.  The same applies if you cannot see 
the King but you believe it lies in front of you.  It is OK for the Ace to capture the Queen.

3. Lead low cards towards high cards.
If you have AQ in dummy, lead a low card from your hand towards dummy. If K is on the 
correct side, you will score the queen. You will score the queen about half the time.  If 
you have KQx in dummy missing the Ace, lead low from your hand twice towards the KQ. 
If the Ace is on the correct side, you will make both K & Q. You will make both about half 
the time.  If you start by leading K from dummy, you will never make both.

4. Play high cards from the short side first.
If you have Kx in your hand and AQx in dummy, play the K first. If you play the A and 
then the K, you might be stuck in your hand with no way to get back to the Q. Play the K 
first, then low to the A & Q.

5. Don't use 2 of your honor cards on the same trick.
Do not lead the J towards AQ in dummy. If next opponent plays K, this removes your A & 
J on the same trick. Lead low towards AQ. If opponent plays K, you still have your Jack, 
now a winner. (P.S. OK to “waste” the J if you have JT9, 3 in a row.)

6. Tend to cover an honor with an honor.
If declarer leads J from dummy and you have the Q, you should generally play it. 
Declarer will win K or A. But your 2 points will have removed 4-5 of their points. 

7. In a suit contract, eliminate a suit. Good things often happen afterwards.
Suppose you have Ax in your hand and xx in dummy. Play the A and then a small one, 
letting the opponents win the trick. With the opponents now on lead, you will get a ruff 
and sluff if they lead that suit again. If they lead some other suit, you will be playing last, 
with the advantage to you.

8. In a suit contract, when pitching a loser, don't pitch a card that you can ruff.
If you can ruff a card, it is not really a loser.  Pitch some card that is really a loser.
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