
Teaser No. 10 

 A Q 2 

 7 4 2 

 8 6 5 4 3  

 A 9  

E/W GAME, Dealer: South 

Contract: 4 by South 

Lead: Q 
E/W Silent 

 K J 10 9 8 4 

 A 6 5  

 A Q 

 7 2  

Plan the play. 



Solution Teaser No. 10 

In Teaser no. 9 we saw how declarer could take advantage of successive chances 
(A then B). This week there are again two main possibilities: A) Cross to dummy 
and lead a diamond, intending to finesse the queen, and B) Play to establish a 
length winner in diamonds, hoping the suit breaks no worse than 4-2. 
  
These two chances cannot be combined because taking the diamond finesse 
uses up an entry to dummy and if it loses the defence will dynamite another 
vital entry. Therefore declarer is faced with alternative chances (A or B) This is 
not a close decision as option B is far superior! Declarer should start by cashing a 
top trump in hand (all follow) and must then play ace and queen of diamonds. 
The defence can score the king of diamonds and two heart tricks and will then 
play either a club or a trump. There are still two further entries to dummy so 
declarer can ruff a diamond, cross to dummy and ruff another diamond if 
necessary. Dummy is reached one last time in order to cash the master diamond 
and away goes the losing club from hand.  
 
The odds of diamonds being no worse than 4-2 are about 84%, way better than 
a simple finesse. You don't need to worry about exact percentages though, just 



an awareness that 5-1 breaks are fairly rare is enough to steer you. Even then 
the singleton might be the king!  
 
Finally, in the unlikely event that someone shows out on the first round of 
trumps (a 4-0 break) you revert to plan A: draw trumps and take the diamond 
finesse. 


