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Advanced Series #5 

End Play - Elimination and Throw-in                                                                                 
 
The situation often crops up when you’re declaring in a suit contract, and there’s a suit you dearly like the 
opposition to lead. 
 

For example, say you’re playing in a spade contract, and in a side suit, hearts, you hold Q32 opposite 

J54. If you lead a heart from either hand, you won’t win a heart trick – assuming the honours are split and 
the suit breaks 4-3. But if the opposition lead a heart, you are guaranteed at least one trick.  
 

Or say you hold a double finesse position, with A 10 3 facing K J 5, and you have no clue which opponent 

holds Q. If you lead a club from either hand and take the finesse,  it’s a 50-50 shot, so half the time you 

will lose to Q. But if the opposition lead a club, you are guaranteed all 3 club tricks. Can you see why? 
 
There are many such suit combinations where you want the opposition to open up the suit. But crafty 
opponents won’t do that, if they have a safe exit card when on lead.  
 
There are three conditions that need to apply for an elimination and throw-in to work: 

1. A suit you want the opposition to lead 
2. At least one remaining trump in each hand, after drawing trumps, so you can benefit from a ruff 

and discard (the defence leading a suit you’ve eliminated from both hands) 
3. A throw-in card – a trick you are going to lose anyway, so you can put the opposition on lead 

 
Take this example, declaring in a heart contract 
            Dummy 

     A J 5 

    6 

    A 6 

    4 
 
             You (Declarer) 

     K 10 3 

    4 

    K 3 

    5 
You are on lead, the opposition are out of trumps, and you need to win 6 of the 7 remaining tricks.  
Here you could try the spade finesse, and half the time you’d be successful, losing only a club trick. But 

there’s a way you can guarantee your contract! Cash the A and K, eliminating diamonds from both your 
hand and dummy. Then throw the opposition in with your losing club.  It doesn’t matter here which 
opponent wins the club trick. If they then lead a club or a diamond, you ruff in one hand and discard a 
spade from the other. If they lead a spade, you take all three spade tricks.  
 
If you lead a club before eliminating diamonds, the opposition can just return a diamond after winning the 

club trick, and you are no further forward – you need to guess where the Q lies. A diamond is a “safe exit 
card” for the opponents.  
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Here’s an example in a complete deal 
 
 

 K J 10 5 

    A 7 5 2 

   J 7 2 

A 3 

 6       8 2 

 K J 10 6 4     Q 9 8 

 K 9 8      A 10 4 

 K Q 10 4     J 9 8 7 5 

     A Q 9 7 4 3   

    3  

    Q 6 5 3 

    6 2 

You are declaring in 4, and west leads K.  
You know you will lose one club trick, but the fear is you will also lose 3 diamonds if you broach the suit, for 
1 down. 
 
You can guarantee your contract by an elimination and throw-in, as you have all 3 conditions required. You 
can win the club lead, retaining the losing club as a throw-in card, draw trumps, then play to eliminate 
hearts from both declarer and dummy. Then when you throw the opposition in with the losing club, they 
either give you a ruff and discard, or open up the diamond suit, giving you one diamond trick. 
 

Here’s the play in detail: win A on trick one (see the importance of planning before you play to the first 

trick!), play A, then ruff a heart. Return to dummy with a trump, and ruff a second heart. Return to 
dummy with a trump (which draws the oppositions last trump) and ruff your 4th heart.  Now you have 
eliminated hearts and clubs from your hand and dummy, so when you throw the opposition in with your 
losing club, what can they do? If they return a heart or a club, you discard a diamond from dummy and ruff 
in hand.  If they open up diamonds, you win a diamond trick. Contract made. 
 
Sometimes you will want to throw in a specific opponent to force her to lead.   
Here’s an example, with South declaring a heart contract. The lead is in dummy, and you need 3 of the 4 
remaining tricks.  

             Dummy 

     J  

    6 

    - 

    4 2 
 
             You (Declarer) 

     5  

     4 

    - 

    A Q 

On trick 1, West had led K, which you had won with your A. The K and Q are still outstanding, but 

you have placed Q with West for her lead. So you know you are going to lose a spade trick to the Q, and 

need to avoid a club loser.  So instead of trying the club finesse, you lead J and throw West in with her 

Q. If she leads a club, your A and Q both win, and if she leads a spade or diamond, you ruff in one 
hand and discard a club from the other.  
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Here you are South, declaring in 6. West leads K.  

 

 A Q 8 3 

    J 4 3 

    K 6 3 

 6 3 2 

 6       9 2 

 K Q 10 8 6     9 7 5 2 

 J 10 8      9 7 5 4 

 K J 8 4     10 9 7 

     K J 10 7 5 4   

    A  

    A Q 2 

    A Q 5 
 

What’s your plan? The suit you’re concerned about is clubs, and you want to restrict club losers to one trick.  
You have all the ingredients for an elimination and throw-in, as you can draw trumps and have at least one 
trump remaining in each hand, you can eliminate diamonds, ruff one heart, then throw specifically West in 

with her Q (marked as she led the K) by leading the J.  
 

Here’s how it goes: win trick 1 perforce with A. Draw trumps, ending in dummy, and ruff a small heart. 

Play three winning diamond tricks, ending with the K in dummy, and lead J, discarding 5- a loser-on-

loser throw in play. West is stymied. If she lets the J win, you have your 12th trick with A. If she wins 

with Q, she either concedes a ruff and discard, or leads a club up to your AQ. Slam made. 
 
 
 

 
 
 
 

   


