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The purpose of this talk is to show you a few tricks for better evaluating the strength of your 

hand.  We start by counting our HCPs just like we all do today where A=4, K=3, Q=2 and J=1.  

This system (I’ll call it WHCP) was developed by Milton Work and Charles Goren in the early 

1930s so it has been around for a long time.  More recently computer simulations have shown 

that the 4321 method undervalues As and 10s and overvalues Qs and Js as shown in Table 1.  

I’ll call this computer simulation method THCP.  I’ll have more to say about that below. 

 

Table 1. Evaluation of High Card Points 

Honor 
HCP from the 1930s (WHCP) 

(Milton Work/Charles Goren) 
HCP today (THCP) 

(Computer Simulation) 
WHCP vs THCP 

A 4 4.5 Undervalued 

K 3 3 Neutral 

Q 2 1.5 Overvalued 

J 1 0.75 Overvalued 

10 0.5 (often ignored) 0.25 Undervalued 

 

Next we add distribution points to our HCP count just like we all do today using either a 

method based on long suits as in Table 2. or a method based on short suits as in Table 3.  My 

preference is to count distribution points based on long suits in deciding whether to open the 

bidding or not and to use the short suit method when supporting partner when we have a 

trump fit.  Note that the last row in Ta ble 2. is colored red because this is a negative 

feature that some players neglect to take into account. 

Table 2. Evaluation of Distribution Points Based on Long Suits 

Feature Add 

5-card suit 1 

6-card suit 2 

7-card suit, etc. 3, etc. 

4-3-3-3 -1 

 

Table 3. Evaluation of Distribution Points Based on Shortness 

Feature Supporting Hand has 3 trumps Supporting Hand has 4+ trumps 

Doubleton 1 1 

Singleton 2 3 

Void 3 5 (or number of trumps you hold) 
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So far most of what I have discussed should be familiar to you.  If we were mathematical 

savants, rather than using the WHCP method for HCP evaluation we could use the more 

accurate THCP method.  I suspect most players would find the THCP method too hard to 

remember and implement in practice.  This is where Marty Bergen comes to our rescue!  He 

developed an easier method to remember and implement to arrive at nearly the same result 

as the THCP method (see how close the numbers are in the blue and green rows in the 

examples shown in Table 6. below.) 

Marty Bergen “Adjust 3” Method 

(1) Add up your points as you do today 

a. Most use the WHCP method of Table 1., ignoring the 10, and add to that 

distribution points using either Table 2 (long suits) or Table 3 (short suits) 

(2) Add up the number of undervalued As and 10s in your hand and from that subtract the 

number of overvalued Qs and Js 

a. If the value you get is positive/negative your hand is better/worse than it looks 

b. If the value you get is between -2 to 2 make no adjustment 

c. If the value you get is between 3 and 5 add 1 point 

d. If the value you get is between -3 and -5 subtract 1 point 

e. If the value you get is 6 or greater (rare) add 2 points 

f. If the value you get is -6 or less (rare) subtract 2 points 

Sub 2 Sub 1         No Adjustment Add 1 Add 2 

-6 -5 -4 -3 -2 -1 0 1 2 3 4 5 6 

 

(3) Finally, adjust point count for overvalued honors in short suits as follows: 

a. Subtract one point for a singleton honor except if the honor is an ace (K, Q, or J) 

b. Subtract one point for a doubleton Q or J when paired with any card other than 

an ace 

c. A stiff A and AJ doubleton are worth a 1/2 point downgrade so if there is anything 

else questionable about your hand subtract 1 point for these 

d. AK and AQ doubleton are fine and should not be downgraded 
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Note: the Marty Bergen "Adjust 3" method above is just for the initial evaluations in deciding if 

(and what) you are going to open.  Once the bidding begins, these evaluations may change 

based on the information you gain.  For instance, QJ doubletons get a -1 point evaluation.  But 

suppose in the bidding you find out that partner has 5 cards in that suit.  Now you restore the 

point you took away initially and consider adding a point because your holding now helps your 

partner’s hand. 

 

Table 4. Other Things You Should Take Into Consideration 

Pros Cons 

Well-placed Intermediates (7,8,9,10)   

Honors in long suits Honors in short suits 

Presence of texture, especially in longer suits Limited texture, especially in longer suits 

More overvalued vs undervalued cards (aces & 10s vs Qs & Js) "Quacky" 

9+ card fits or double fits Mis-fit hands 

Extra shape (voids, long/strong side suits) Balanced or semi-balanced shape 

Shortness opposite weakness Strength opposite shortness (wasted values) 

Fitting honors in partner's suit(s) Scattered honors and weak holding in partner's suit 

Tenaces over bidding opponent Tenaces under bidding opponent 

 Honor combinations not including a small card 

Honors in partner's suit when deciding to support him Honors in opponents' suit when deciding to support partner 

Hands that are rich in controls (where expected no. of 
controls: A=2 & K=1 for a given HCP is ~=HCP/3) as shown in 
Table 5. so here is a good 16: AQxxx, Kxx, Ax, Kxx (6 controls 
vs 5 expected).  This is close to an 18 HCP hand since 6*3 = 
18.  If partner were to open 1S, you should seriously consider 
slam. 

Hands that are not rich in controls so here is a bad 16: 
AQxxx, KQx, Qx, Kxx (4 controls vs 5 expected).  This is close 
to a 12 HCP hand since 4*3 = 12.  If partner were to open 1S, 
you should be leery of slam. 

 

Table 5. Expected No of Controls vs HCP for Balanced Hands 

HCP 
Expected No 
of Controls* 

5 1 

7-8 2 

10 3 

12-13 4 

15 5 

17-18 6 

20 7 

*From Dec 1974 Bridge World article by George Rosenkranz 

In Table 6 following, I will now show some examples of applying the techniques above to 

arrive at a more accurate evaluation of your hand. 
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Table 6. Examples 

Suit 1 2 3 

S A10xx QJxx A10x 

H x K 10xxx 

D KJxx Jxxx AKxx 

C A10xx AJxx Kx 

    

Long Suit Points 0 0 0 

WHCP 12 12 14 

No As 2 1 2 

No Ks 1 1 2 

No Qs 0 1 0 

No Js 1 3 0 

No 10s 2 0 2 

No of As & 10s 4 1 4 

No of Qs & Js 1 4 0 

Adjustment for As & 10s vs Qs & Js 1 -1 1 

Adjustment for honors in short 
suits 0 -1 0 

Marty Bergen "Adjust 3" Points 13 10 15 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
13.25 10.25 15.5 

THCP 13.25 11.25 15.5 

Action Open Don't Open Open 1NT 
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Table 6. Examples (Cont) 

Suit 4 5 6 

S QJx Q Jxx 

H KJxx QJxxx A10x 

D KQxx Qxxx Kxxx 

C AQ AJx Axx 

    

Long Suit Points 0 1 -1 

WHCP 18 12 12 

No As 1 1 2 

No Ks 2 0 1 

No Qs 3 3 0 

No Js 2 2 1 

No 10s     1 

No of As & 10s 1 1 3 

No of Qs & Js 5 5 1 

Adjustment for As & 10s vs Qs & Js -1 -1 0 

Adjustment for honors in short 
suits 0 -1 0 

Marty Bergen "Adjust 3" Points 17 11 11 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
16.5 10.5 12 

THCP 16.5 10.5 13 

Action 
Open 1NT, not 1D 

then 2NT 
Don't Open 

Toss Up - Open or 
Don't Open 
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Table 6. Examples (Cont) 

Suit 7 8 9 

S A10x KQ AQ10xx 

H KQJ10xx QJx AJ10x 

D xxx QJxx Kx 

C x Jxxx xx 

       

Long Suit Points 2 0 1 

WHCP 10 12 14 

No As 1 0 2 

No Ks 1 1 1 

No Qs 1 3 1 

No Js 1 3 1 

No 10s 2 0 2 

No of As & 10s 3 0 4 

No of Qs & Js 2 6 2 

Adjustment for As & 10s vs Qs & Js 0 -2 0 

Adjustment for honors in short 
suits 0 -1 0 

Marty Bergen "Adjust 3" Points 12 9 15 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
12.25 8.75 15.75 

THCP 10.25 9.75 14.75 

Action Open 1H Don't Open After 1S-2S, Invite 
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Table 6. Examples (Cont) 

Suit 10 11 12 

S AJxxx Kxxxxx KQJ109x 

H Kxxx KQ Ax 

D Qx KQ A109 

C KJ Kxx xx 

       

Long Suit Points 1 2 2 

WHCP 14 16 14 

No As 1 0 2 

No Ks 2 4 1 

No Qs 1 2 1 

No Js 2 0 1 

No 10s 0 0 2 

No of As & 10s 1 0 4 

No of Qs & Js 3 2 2 

Adjustment for As & 10s vs Qs & Js 0 0 0 

Adjustment for honors in short 
suits -2 -2 0 

Marty Bergen "Adjust 3" Points 13 16 16 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
12.5 15 16.75 

THCP 13.5 15 14.75 

Action 
After 1S-2S, Don't 

Invite 
Don't jump rebid 3S Jump rebid 3S 

 

  



9 
 

Table 6. Examples (Cont) 

Suit 13 14 

S KJ109x KJxxx 

H Ax Ax 

D QJ98 xxx 

C xx QJx 

     

Long Suit Points 1 1 

WHCP 11 11 

No As 1 1 

No Ks 1 1 

No Qs 1 1 

No Js 2 2 

No 10s 1 0 

No of As & 10s 2 1 

No of Qs & Js 3 3 

Adjustment for As & 10s vs Qs & Js 0 0 

Adjustment for honors in short 
suits 0 0 

Marty Bergen "Adjust 3" Points 12 12 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
11.75 11.5 

THCP 10.75 10.5 

Action Open 1S Don't Open 
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Table 6. Examples (Cont) 

Suit 15 16 17* 

S KJxxx KJxxx Jxx 

H AQx 109x KQ 

D Ax Ax KQxx 

C 109x KQJ AQxx 

      

Long Suit Points 1 1 0 

WHCP 14 14 17 

No As 2 1 1 

No Ks 1 2 2 

No Qs 1 1 3 

No Js 1 2 1 

No 10s 1 1 0 

No of As & 10s 3 2 1 

No of Qs & Js 2 3 4 

Adjustment for As & 10s vs Qs & Js 0 0 -1 

Adjustment for honors in short 
suits 0 0 

-1 

Marty Bergen "Adjust 3" Points 15 15 15 

THCP + Long Suit Points + 
Adjustment for honors in short 

suits 
15.5 14.75 14.75 

THCP 14.5 13.75 15.75 

Action 
After 1S-4C (splinter) 

try for slam 
After 1S-4C (splinter) 

settle for game 

After 1NT-2C, 2D-2NT 
don’t accept GT 

*Note: Hand 17 came up yesterday on BBO 


