
Basic Bidding and Play Review: Lesson 1 Fall 2025 

First thing to remember: this is a partnership game!


BIDDING 

1: Count your cards.


2. Sort your suits: rank = Spades; Hearts Diamond, Clubs


3. Count your points. Check boards to see who opens the bidding:

A. Open with 12+ points (add a point for each card over 4 in a suit); 

Anyone who has not used bidding boxes?

B. 1st choice 5 card major; if both, open higher ranking

C. 2nd choice 1NT: need 15 - 17 HC points

D. 3rd choice longer minor; if no 4-card minor open 1 club

E. Open 2 NT with 20 -21 HC points

F. Open 2 c with 22+ points

G. Open 1 of a suit and jump to 2NT with 18-19 points


4. Goal is to find the right strain (suit or NT) and the level (how high); 		 	  
	 golden fit is 8 cards in a suit


5. Bonus points if you bid and make a game - need 25-26 points together 
in a major or 3NT; 29 in a minor


6. Scoring

A. Tricks are counted after the 1st 6 tricks (the book)

B. Major tricks  (spades and hearts) are worth 30; minor (Ds and Cs) 

are worth 20 

C. 1st trick in NT is worth 40; rest are worth 30

D. Need 100 points for game (these are trick points; not card points)

E. Bonus points if you bid and make a game - 300 NV; 500 Vul

F. Penalty points = 50 per trick NV and 100 per trick Vul


7. Nomenclature: Dealer makes first bid; Opener is first person to actually 	 	
	 make a bid; Overcaller next bidder; Responder is opener’s partner; 	 	
	 Advancer is overcall’s partner; Declarer is the person who get the 	 	
	 contract; Dummy is declare’s partner




PLAY OF THE HAND  

P - Pause - what is your objective; how many tricks do you need

L - Look at your winners and losers; in NT count sure winners; in a suit 	 	
	 count losers

A - Analyze alterantives- where can you dump losers; where get extra 	 	
	 winners

N - Now put it all together and begin play


1. Objective: to make the contract (overtricks if possible) or do go down 
as few as possible


2. Count winners in NT (max number of tricks in a suit is the number of 
cards in the longer suit; e.g. 3NT contract


	 

	 Dummy	 	 	 Declarer

	 S  987	 	 	 S  KQJ10

	 H  AKQ	 	 	 H 763

	 D. QJ642	 	 	 D. AK53

	 C. 98		 	 	 C  A7

3. Count losers: e.g.4Sp contract


	 Dummy	 	 	 Declarer

	 S. K43	 	 	 S. QJ10876

	 H. AKQ	 	 	 H. 63

	 D. 6432	 	 	 D. AK

	 C. J107	 	 	 C. Q43


4. Alternatives: in NT promote high cards; develop long suits; finesse. 	 	
	 In a Suit ruff losers in dummy; discard losers on other suits


5. Put it Together: if you have the tricks, take them; if you can let opps in 
without endangering contract, do so (especially in NT); do NOT get 
stranded in the wrong hand!		 


	 



