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Now Is the Time to Learn to Play Bridge 
It’s easy to pick up the world’s best card game at home on your own. 
 
By Choire Sicha, excerpted from the New York Times 
 
May 1, 2020 
 
Bridge will reward you early on — but the first few hours are utterly disorienting. Using a 
combination of apps, books and computer players who won’t berate you for mistakes is the 
easiest way to power through that vicious learning curve into the fun part. 
 
There are three hilariously complex things to learn about bridge: 

• It’s a card-playing game where you and your partner, who sits opposite you, silently plot 
to take as many tricks as possible. Most 8-year-olds can handle this part. 

• But it’s also a bidding game where you and your partner conspire. 
• It’s also a game where scoring values dictate how much risk you should take. Worry about 

this part much later — or never. 
 

First, learn any trick-taking card game. 
The best way to master the card-playing part of bridge is to practice any four-person card game 
where each person plays a single card in turn and the best card wins. The most popular trick-
taking game is Spades (a great game in itself). Nearly any of the Spades apps for iPhone or Android 
let you learn this kind of cardplay against computer opponents, where there’s no one to shame 
you. TricksterCards.com is great too; you can play both Spades and Bridge without human 
opponents. 
 

Now, the weird stuff. 
You need to learn how to “bid.” In bridge, the two partnerships compete to decide how many 
tricks the winning team will take, and what the trump suit will be. Do you know what kind of 
learner you are? 

• If you do well by book-learnin’, fire up Libby, the reading app that connects to your library 
card, and virtually check out “The ABCs of Bridge,” “Bridge for Dummies,” or, if you’re 
feeling very lost, “Bridge For Children.” The American Contract Bridge League site also 
has clear, brisk instructions. 

• Some people learn best by making a mess and finding their way. The Funbridge app will 
let you play alone against software, and will give you descriptions of what specific bids 
might mean. After mucking about harmlessly, you can graduate to baffling real people 
later. 



A split is more! 

A split is less! 

I am taking 

The finesse! 

Competitive Bids and Strategies from A Teacher First 
Abbreviations used: HCP = High Card Points, LHO = left-hand opponent, 
RHO = right-hand opponent 
 
What does an overcall show? 
 
1. Definition: An overcall is simply a bid higher than the opponent’s bid. 
2. A 1-level overcall over 1-level bid generally shows 8-16 pts. With more than 16 pts, 
use a double. 
3. An overcall at the 2 level over a 1 level bid by opponent shows 10+ pts and a 
good 5-card suit. 
4. Because partner’s overcall could be as low as 8 points, advancing the bidding 
by raising their suit to a higher level may require more than the minimum 
responding bid of 6 pts, especially if opponents keep bidding. Use your 
judgment. 
 
Overcalling a 1NT opening bid and how to handle the interfering bid: 
1. An overcall of an opening bid of 1NT shows 13+ pts and a strong 5-card or 
longer suit. The point count depends on a player’s personal preference and 
their risk-taking tolerance. 
2. An overcall over 1NT can make it more difficult for opponents to bid and can 
be lead-directing if the overcaller’s partner is on lead. It can make it difficult 
for you if you are the responder to your partner’s 1NT opening bid and you 
have now lost your opportunity to use Stayman or Jacoby transfers. 
However, there is a solution to that. 
3. After partner opens 1NT and opponent overcalls in a suit, a double by 
responder means “stole my bid.” The double shows that the bid that 
responder wanted to use was “stolen,” taken by the opponent. The “stolen” 
bid is showing a suit or a convention when bid by opponent, but the same bid 
will mean Stayman or Jacoby transfer if responder had used it. For example, 

opponent overcalls 2♣, and responder wanted to bid Stayman. Responder 

can double to say “stole my bid.” Or, opponent overcalls with 2♦ or 2♥ and 
responder wanted to use that same bid as a transfer to hearts or spades. 
Responder can double to say “stole my bid.” 
4. Important: Using a double to communicate the message, “stole my bid,” is 
used only by responder after an interfering bid by opponent when partner 
opened 1NT. This is the only time when the double means “stole my bid.” It 
is important to have a discussion with your partner and come to a 
partnership agreement on this so you both have a solid understanding of 
what the double means in this situation. 

(continued on page 3) 
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 Take-out Double: 
1. A double after opponent opens 1 of a suit means the player who doubles has: 
(1) shortness in opponent’s suit and good support for the three unbid suits, 
(2) 4 cards in the unbid major, or (3) has 17+ pts (too strong for an 
overcall). Partner is forced to bid their best suit and the doubler will bid again 
if they have enough points to show that they have a stronger hand. 
 
2. Occasionally, a double could be used to force partner to bid again in a 
situation when the doubler has enough points to bid higher, but is not yet 
sure of the suit or NT. In other words, the doubler just wants more 
information to make a decision. Trust your partner! 
 
3. When you double an opponent’s suit and your partner responds at the lowest 
level available in their suit, you must assume they could have very few points 
and, therefore, you should pass if you have a minimum-strength hand. You 
have forced them to bid, remember! They are bidding their best suit even if 
they have no points. To show a hand of 9+ points, the partner of the doubler 

should jump a level. Example: LHO opens 1♦, partner doubles, RHO passes, 

then 1♥ shows 0-8 pts, 2♥ shows 9+ points. 
 
Negative Double: 
1. A negative double is useful to show 4 cards in the unbid major when partner 
opens the bidding in a minor suit, opponent bids a major suit and responder 
has 4 cards of the other major suit and enough pts to compete. It keeps the 
bidding lower and is forcing. 

Example 1: Partner opens 1♦, RHO overcalls 1♠; you have 10+ pts — you 

should double to show 4 hearts or overcall 2♥ to show 5 hearts. A change of 
suit by partner in first round is forcing! Note: If you were a passed hand 

before partner opened 1♦, it is no longer the first round and partner can pass 

a 2♥ overcall. 

Example 2: Partner bids 1♣, RHO bids 1♥; you should double to show 4 

spades, but overcall 1♠ to show 5 spades. If you overcall in a suit, you 
should have five in that suit. That’s why the double is important to show only 
4 in the unbid major because an overcall shows 5 cards. This is a subtle 
difference that many beginners have difficulty with. 

Example 3: Partner opens 1♣, opponent passes, you bid 1♠. Your 1♠ bid is 
NOT an overcall; it is a response to partner’s opening bid. You are showing 
4+ spades; you might have 5 spades or more, but you are guaranteeing only 
4. Remember: “A change of suit in the first round is forcing” so partner will 
bid again. If you have 10+ pts, you may have an opportunity to use “new 
minor forcing” to show 5 spades. (will be explained in a later issue) 
 
2. Sometimes when responder has 5 cards in a suit which qualifies for an 
overcall, it may be better to use the negative double instead of bidding the 
suit. Judgment is required. 
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Lead-directing double: 
1. Lead-directing double: A double of opponent’s artificial bid means that partner should lead that suit, 
when and if they get the lead. Because the opponent’s artificial bid is not bidding their suit and because 
the artificial bid is almost always forcing, this double is not for take-out. Both partners must 
be aware of what this double means or should not use this bid. The lead directing double can also be 
used after Stayman (“Partner, lead me a club”) or Jacoby transfers (to say, “Partner, lead me a diamond 
or a heart”). 
 
2. It is valuable to pay attention when opponents use a lead-directing double. 
 
As Declarer, you can identify where a strong suit is (for finessing or ruffing). It is also important for 
Declarer to realize that this double is not necessarily showing a lot of points, so do not be deterred from 
reaching game or a slam if you think you have enough points to do so. You should know what your 
partner’s bids mean and you should know what the opponents’ bids mean. 
 
The clues you get should help you play the hand more competitively. 
 
The Rule of 20: 
This rule is used to decide if you should open the bidding or not when you have fewer than 12 total 
points. Count high card points (HCP) plus number of cards in two longest suits. For example, a hand with 

10 HCP, 5 clubs and 5 diamonds (10 + 5 + 5 = 20) qualifies to open 1♦. Open with 1 of a suit when the 
Rule of 20 applies. 
 
With 6 cards in one suit, some may open a hand as a “weak two,” but if it meets the “Rule of 20,” it is 
considered too strong for a Weak 2 opening bid. Judgment is needed sometimes when hands can be 
opened two different ways to show weakness or strength. 
 
The Law of Total Tricks (LOTT): 
This “law” is usually used after partner opens with a weak or pre-emptive bid. It can also be considered 
when trying to decide whether to bid higher or stop when opponents are interfering in the bidding. The 
“Law of Total Tricks” means that you can bid to the level that matches the total number of cards in the 
trump suit in your hand and your partner’s hand together (equated to tricks). For example, with 9 
cards in a suit together, bid to the 3 level, expecting that you could take 9 tricks, even though you might 
not. With 10 cards together, bid to the 4 level. The number of cards is easy to count when one player 
opens with a pre-emptive hand (weak but showing the number of cards in one suit). Often, you will use 
the LOTT when your hand is also weak, so you know that the opponents have a good chance to bid and 
make game or even slam. 
 
Vulnerability should also be considered since a pre-emptive bid is often used to prevent opponents from 
accurately assessing game level or slam level in their suit. The pre-emptive bid may result in your 
contract being defeated and receiving a negative score. It can be worth it if opponents could have made 
game or slam in their suit. One should also consider that the opponents can double for penalty. 
Something you should consider: Can you lose more points than they can make if they bid to game? 

(continued on page 5) 
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 The best scenario for using the LOTT is when you are not vulnerable and they are, but this is where 
judgment and analysis comes into play. 
 
Experienced and competitive players memorize this table which shows how many points they could lose 
if doubled. This helps them decide whether to bid higher or stop. 
 
Contract doubled: Down 1 Down 2 Down 3 
Not Vulnerable -100 -300 -500 
Vulnerable -200 -500 -800 
 
Another good way to learn this is through experience.  
 
Rule of 17: 
 
This rule can be applied when partner opens with a “Weak Two” bid and you have support for their suit 
and a good hand. Count HCP plus the number of cards in partner’s suit. If it adds up to 17, then bid to 
game. If not, then use the LOTT to decide how high to bid. If neither applies, then pass. 
 

Example: Partner opens 2♥. You have 14 points and 3 hearts (14 + 3 = 17). Bid to game, 4♥. Using the 

LOTT, you would bid only 3♥, so consider both options before you bid. If you had 4 hearts, you would bid 
to game anyway (LOTT). 
 
Fast Arrival: 
An immediate jump to game in the first round is considered to be “fast arrival.” The message you are 
sending to your partner is that slam is probably not possible and, even at game level, you may go down, 
but it could be a good sacrifice. 
 
“Fast Arrival” means that a jump to game is made to discourage partner from considering slam and to 
deter partner from considering NT as an option. With enough points to consider game or slam, try to bid 
slowly but ensure you use forcing bids when necessary so partner does not pass too soon. 
 

Example 1: Partner opens 1♠, you have 3 spades and 13+ points. Bid another suit at the 2 level (forcing), 

then bid 4♠. This is not “fast arrival.” 
 

Example 2: Partner opens 1♠, you jump to 4♠. This is “fast arrival.” You are showing a weak hand and 

five spades using the LOTT. Note: If one or both opponents interfere with the bidding, a jump to 4♠ may 
be necessary to deter them from finding their suit or their level and might not be “fast arrival.” This 
depends on what the opponents bid and requires judgment. 
 
Michaels Cue Bid: Bidding the same suit as opponent is called a cue bid. Michaels cue bid is used after an 
opening bid by opponent and shows five cards in two suits. Suggested point ranges to use for Michaels: 
8-11 HCP or 16+ HCP, but this varies.  
Recommendation: Keep it simple and use it for 10+ pts. If opponent opened with 1 of a minor suit, your 
cue bid of the same suit at the 2 level shows five cards in both majors. If opponent opened with 1 of a 
major suit, your cue bid of their suit at the 2 level shows five cards in the unbid major and five cards in 
one of the minor suits. 
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Good Advice on “Rating Your Online Play” for BridgeBaseOnline from Gavin Wolpert. 
Gavin is an expert bridge player, a full-time professional, living in Florida with his wife, Jenny, also an 
expert player. Gavin posted this on BridgeWinners on August 26th, 2010 and it’s still relevant today. 
 
On BBO when you go to select your skill level they give you the following options: 

Novice, Beginner, Intermediate, Advanced, Expert, World Class 

Here is how I tend to define these categories.   

First of all, to me Beginner should be the lowest rank, seems strange that it’s the 2nd on the list. 

Beginner:   Someone who has just undertaken the overwhelming task of learning the game.  Perhaps had 
1 series of lessons or have read a book and have very little playing experience. 

Novice:  Has learned a few basic conventions, Stayman, Blackwood, Jacoby transfers. Still not comfortable 
taking tricks and has trouble knowing what a lot of basic bids mean. 

Intermediate: Aware of a few more conventions, such as Jacoby 2NT, 4th suit forcing, new minor forcing. 
Can handle SAYC. Uses attitude signals on defense but only in basic situations.   Has a grasp of when bids 
are forcing and when are not.   Has a grasp on most common auctions but hasn't developed strategy 
beyond following the rules they know. 

Advanced:  Rarely makes errors with their conventions on the card.  Completely understands most 
common conventions and why they are used.   Able to develop a solid partnership which includes 
competent partnership defense.   Plays 2/1 or at least understands it and its benefits.   Starting to 
understand squeezes.  At this level players should be starting to get some game theory,  typically having 
a reason for most of their actions. 

Expert: Becoming an expert in my opinion involves a certain level of consistency.   At this stage players 
should understand most conventions and how to defend against them.   They should have good judgment 
in low level competitive auctions and a good understanding of hand evaluation (above and beyond just 
counting points)  Won't miss a normal squeeze or endplay.  To call yourself an expert you should 
be competitive in almost every flight A regional you play in. 

World Class:   To me this means you are among the best of the best.   You are consistently competitive in 
national events. The level of consistency required to be world class is comparable to that of any sport.    I'd 
say top 200 bridge players in the world deserve this title. 

Each of these levels is exponentially better than the one below it.  When you have moved up from one 
level to the next, you will be able to look back and remember the days when you were at that lower level 
and smile. 

On BBO it’s been my experience that most people rank themselves at a higher level than they actually 
play.  In some cases it is ego that causes this, in others, it is people wanting to play with better players.    

Battling your ego in bridge is another story all together.  I always say bridge is a game of keeping your ego 
in check and your confidence up. 
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Continued on page 8 

(see hand diagram at top of next column please) 



Continued from page 7 
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SUPERIORLAND BRIDGE CLUB Sectional Bridge Tournament  

Marquette Township Community Center  

October 13-15, 2022  

1000 Commerce Drive, Marquette, MI  

 

499er Pair Teams 

Thurs at 1:30 and 7pm 

Fri at 9am, 1:30 

499er Short match Swiss at 7pm 

Stratified 499er Swiss  

Sat at 9am 

 

Chairpersons: 

Duane Fowler 906-225-1907 

Paul Bonetti 906-485-4844 

 

Partnerships 

Cerona Stevens 906-249-3529 

906-361-1324 

 

"Life is like a game of cards. The hand you are dealt is 

determinism; the way you play it is free will." - 

Jawaharlal Nehru 

 

"We cannot change the cards we are dealt, just how 

we play the game." - Randy Pausch 



Page 9 I/N News … especially for you! 

 "Life is not a matter of holding good cards, but sometimes, playing a poor hand well." - Jack London  
 
"Just because Fate doesn't deal you the right cards, it doesn't mean you should give up. It just means 
you have to play the cards you get to their maximum potential." - Les Brown 
 
"Has fortune dealt you some bad cards? Then let wisdom make you a good gamester." - Francis Quarles 
 
"Each player must accept the cards life deals him or her; but once they are in hand, he or she alone must 
decide how to play the cards in order to win the game." - Voltaire 
 
"Destiny plays its cards in a way that no one can comprehend." - Anurag Shourie 
 
"Just when you think you’re playing your cards right, God shuffles the deck." - Mark Sheppard 
 
"One should always play fairly when one has the winning cards." - Oscar Wilde 
 
"In order to win you must be prepared to lose sometime. And leave one or two cards showing." - Van 
Morrison 
 
"A good lawyer, just like a good poker player, must always keep his cards close to his chest." - Mallika 
Nawal 
 
"The cards always look different when it’s your turn to play them; loaded with subtly different 
possibilities." - Alastair Reynolds 
 
"If you are going to build something in the air it is always better to build castles than houses of cards." - 
Georg C. Lichtenberg 
 
"No one knows what is on the other side of a playing card." - Jose Hernandez 
 
"Everyone should be able to do one card trick, tell two jokes, and recite three poems, in case they are 
ever trapped in an elevator." - Daniel Handler 
 
"A pack of cards is a pile of 52 pieces of cardboard that can be bent, stacked, and stuck together in a 
seemingly endless array of variations." - Jay Sankey 
 
"When I look at playing cards, I see limitless potential. When these simple symbols are shuffled, fortunes 
are won, the future is foretold, or magic is unleashed." - Joshua Jay 
 
"Playing cards have the ability to cloud men's minds, or to dominate them." - Ricky Jay 
 
"Cards are power; learn to harness that power, and you will be forever rewarded." - James Swain 
 
"Cards are like living, breathing beings and should be treated as such." - Dai Vernon 
 

(continued on page 10) 
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"Cards are one means of bridging differences in age and habits, drawing children and parents, old and 
new friends together in fair and friendly competition." - Florence Osborn 
 
"Rummy is deservedly popular because it is easy to learn, fast to play, suitable for all ages, playable by 
any number, and as suitable for gamblers as for missionaries – though perhaps not both at once." - 
David Parlett 
 
"Cards are war, in disguise of a sport." - Charles Lamb 
 
"There are no friends at cards or world politics." - Finley Peter Dunne 
 
"Trust everybody, but always cut the cards." - Finley Peter Dunne 
 
"Playing cards is addictive. So are the playing cards themselves. My habit has me up to two packs a day." 
- Joshua Jay 
 
"For a professional magician, a stack of playing cards is as good as a stack of money." - Amit Kalantri 
 
"A magician may step out without a purse, but he should never step out without a pack of playing 
cards." - Amit Kalantri 
 
"All the magicians have 52 mutual friends." - Amit Kalantri 
 
"I stayed up one night playing poker with tarot cards. I got a full house and four people died." - Steven 
Wright 
 
"Those bellhops in Miami are tip-happy. I ordered a deck of playing cards and the bellboy made fifty-two 
trips to my room." - Henny Youngman 
 
"Men are like a deck of cards. You'll find the occasional king, but most are jacks." - Laura Swenson 
 
"Love is like a card trick. After you know how it works, it's no fun any more." - Fanny Brice 
 
"Marriage is a lot like playing cards. In the beginning, all you need is two hearts and a diamond. By the 
end, you’ll wish you had a club and a spade." - Unknown 
 
So next time someone complains that playing cards is just for kids or speaks condescendingly about your 
deck collection or frowns at your love for playing card games or performing card magic, just whip out 
some of these verbal gems, and silence their criticism with philosophy, wit, and humor! 

(Calling Card, continued from page 9) 

Kings to remember: Spades, Hearts, 

Diamond, Clubs, and, of late… Charles! 
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Bridge is timed. 
I have to play. 
East or West? 

Finesse which way? 
 

Whichever is the one 
I choose… 

Will be the way 
That it will lose! 
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Note: We are no longer snail mailing any issues of 

this newsletter. Snail mail has become cost 

prohibitive.  

The newsletters are available online only at the 

District 13 website. 

To access the site and find the newsletters, go to: 

 

http://acbl-

district13.org/ArticlesAndNewsletters.htm 

Newsletters at this address go back to 2001.  

You can read them, print them, and enjoy them 

from there. I save calories playing online! No one serves me 

brownies in the afternoon! 

If you are missing 4 cards: 
4 cards will be divided 2-2 40% of 
the time 
4 cards will be divided 3-1 50% of 
the time 
4 cards will be divided 4-0 10% of 
the time 

 
If you are missing 5 cards: 
5 cards will split 3-2 68% of the 
time 
5 cards will split 4-1 28% of the 
time 
5 cards will split 5-0 4% of the 
time 

 
If you are missing 6 cards: 
6 cards will split 3-3 36% of the 
time 
6 cards will split 4-2 48% of the 
time 
6 cards will split 5-1 15% of the 
time 
6 cards will split 6-0 1% of the 
time 

 

If you are missing 7 cards: 
7 cards will split 4-3 62% of the 
time 
7 cards will split 5-2 31% of the 
time 
7 cards will split 6-1 or 7-0 7% of 
the time 


