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Opening Three-Bids -- for weak hands with long, strong suits by Karen Walker 
An opening Three-Bid, called a preempt, shows:   

 A good, long suit (6 or 7 cards, with at least two honors).  

 No ace or king in any other suit.  

 No 4-card major (especially if partner is not yet a passed hand).  
Always consider the vulnerability. If you're vulnerable (your side has made a game), the penalties for not making 
your contract are much higher. Open a vulnerable Three-Bid only if you have strong 7-card suit. Example hands:  

♠973   ♥3   ♦KQJ942   ♣Q43 -- Open 3D (but pass if you're vulnerable).  

♠AKJ10743   ♥5   ♦8654   ♣8 -- Open 3S at any vulnerability.  If you're white vs. red, consider opening 4S.  

♠A6   ♥J943   ♦Void   ♣KJ86432 -- Pass. You have too much strength outside your suit to open 3C, which would 
make it almost impossible to find a heart fit if you have one. This hand may be easier to describe later (with an 
overcall, or a response to partner's opening bid).  

♠AKJ10763   ♥82   ♦QJ54   ♣Void -- Open 4S. This has too much playing strength for 3S.  

♠K84   ♥AK108654   ♦86   ♣4 -- Open 1H. This hand is too strong for a 3-bid.  
Once you make a 3-Bid, you've described your hand. You shouldn't bid again unless partner makes a forcing bid. 
The only ways partner can force are by bidding a new suit, by cuebidding the opponent's suit, or by asking for aces.  
Responding to a Three-Bid: If partner opens a Three-Bid, it's up to you to place the contract. With a weak hand 
and no fit, you pass. With a stronger hand, don't count just points -- what's important is the number of tricks you 
can take. Consider the vulnerability and try to visualize partner's hand, then count your potential tricks.  
A bid of game in partner's suit or notrump (3H-4H or 3D-3NT) shows a strong playing hand with a fit & quick tricks 
A new suit response (3C-3S) shows a strong hand and a good, usually 6+-card suit. Partner won't have 4-card 
support (even 3-card support is unlikely), so don't suggest a new suit unless you have a very good one.  
A simple raise below game (3C-4C) shows a trump fit, but no interest in game. You may raise to put pressure on 
the opponents, to compete for the contract or to sacrifice. A raise does not invite partner to bid again.  
The Sacrifice: A Three-Bid can be valuable when you want to "steal" the hand with a sacrifice. If the opponents bid 
game, you bid higher in partner's suit, hoping to get a smaller minus score.  
For a sacrifice to be profitable, your hand must be weak enough in high cards to be sure the opponents can make a 
game while also strong enough for you to be sure you won't be set more than two (sometimes three) tricks.  
The best time for a sacrifice is when you are not vulnerable and the opponents are. 
At the Table: You are not vulnerable. Partner opens 3S and the opponent on your right passes. What is your bid?  

♠J87   ♥9   ♦AK72   ♣AJ1054  
4S. Your spade support will help partner take at least 5 (or as many as 7) trump tricks, plus your three top tricks in 
the minor suits. It's also likely that he can score one or two more tricks by trumping hearts in your hand or setting 
up your clubs.  

♠86   ♥KQJ5   ♦KJ65   ♣AJ3  
Pass. This hand has more points than the previous example, but much less playing strength. You know partner has 
no outside aces or kings, so you may have at least three side-suit losers (or perhaps five!), as well as a possible 
spade loser or two.  

♠J982   ♥4   ♦A10432   ♣876  
4S. You have no real hopes of making this contract, but your excellent spade support and singleton heart 
guarantee that partner won't go down very many tricks. You know the opponents are short in spades and that they 
can surely make at least 4H or 5C (or even 3NT) if you let them bid it. Your 4S bid is an "advance" sacrifice -- it uses 
up bidding space before the opponents can find their contract. And if partner holds a hand such 

as  ♠AKxxxxx  ♥xxx  ♦xx  ♣x , you'll even make your game.  
You are vulnerable. Partner opens 3C and the opponent on your right passes. What is your bid?  

♠AJ8   ♥A53   ♦Q1054   ♣A92  
3NT. Partner is vulnerable, so he should have a good 7-card suit (you have the ace and jack, so he must have at 

least the ♣KQ). You can therefore count 9 tricks -- 7 clubs and 2 aces -- and you have a "stopper" in diamonds if the 
opponents lead that suit.  
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Andrew  Robson is a highly 
accomplished bridge 

professional, writer and 
teacher. From his home in the 
United Kingdom, Robson is the 
bridge columnist for The Times 

and Country Life. Andy was 
born on January 5, 1964 in 
Chester, United Kingdom 

Robson, continued on page 3 

https://www.google.com/search?client=firefox-b-1-d&q=Chester&stick=H4sIAAAAAAAAAOPgE-LSz9U3ME1KzjEzVOIEsQ1NjIyTtMSyk630C1LzC3JSgVRRcX6eVVJ-Ud4iVnbnjNTiktSiHayMu9iZOBgAUl0cOUMAAAA&sa=X&ved=2ahUKEwjvtfy86o_7AhVqmWoFHTSmAP4QmxMoAHoECEwQAg
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Robson, continued on page 4 
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While we don’t win money, 
We do win fame. 

We like to see 
In lights, our name! 

 
We do win gold… 

In points, that’s said… 
We also win platinum, 
Black points and red! 
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Why play bridge? By Karen Walker 

With so many activities competing for your leisure time, why invest your energy into learning a game 
as complex as bridge? 
Why bridge instead of computer games, poker, chess, golf? 
If you're wondering if bridge is for you -- or if you've always wanted to learn but have been afraid it's too 
difficult -- here are some of the reasons why millions of people around the world are hooked on this 
fascinating game. 
Bridge can be a lifelong pursuit. It takes only rudimentary knowledge to begin playing and enjoying 
bridge, but as any player will tell you, this is not a game for those who demand instant gratification. 
Learning to play well takes time and effort, and the game is impossible to master. But that's precisely 
why bridge is so popular, and why it's called "the game for a lifetime". No matter how many years you 
play, you'll always find new challenges, and the learning process will never end. Bridge also caters to all 
physical conditions and disabilities, so players can actively pursue their pastime throughout their entire 
lives. 
Bridge will never bore you.  The game can be exciting, challenging, frustrating and humbling, but it will 
never be boring. There are more than 750 trillion possible hands, so you'll see something new every 
time you play. It's actually a fast-paced game, too. Each hand takes just five to ten minutes to play 
before you move on to the next deal and a new challenge. 
Bridge stimulates the brain.  Bridge is one of the best ways to practice the "use it or lose it" advice for 
maintaining mental sharpness in older age. Research has shown that regular bridge playing improves 
reasoning skills and long- and short-term memory. You'll feel the neurons firing not only while you play, 
but long after. Many players say that hours after a bridge game, they still feel mentally alert and 
energized, similar to the "high" that long-distance runners experience after a race. 
Bridge exercises both sides of your brain. Bridge is one of the few games that stimulates both the left 
and right sides of your brain. Every time you play, you use -- and improve -- your skills in communication, 
logic, math, memory, visualization and psychology. It's a unique type of mental workout that is both 
relaxing and invigorating, and that can't be duplicated by other leisure or work-related activities. 
Bridge can improve your physical health.  Research has shown that a game of bridge can even boost 
your immune system. By stimulating the brain cortex, bridge-playing activity produces higher numbers 
of the white blood cells that fight disease. Other studies have found that people who play bridge 
regularly are 2½ times less likely to develop Alzheimer's disease. 
Bridge is social. A game of bridge involves communication and cooperation with your partner and 
interaction with your opponents. There's a special camaraderie among bridge players that develops 
from the social setting and the game's emphasis on teamwork, ethics and sportsmanship. And if you 
play duplicate bridge, you can find new friends and partners at more than 3300 bridge clubs throughout 
North America. 
Bridge is a bargain.  All you need for a bridge game is a deck of cards and three other people. You don't 
have to leave your home, and if you have a computer, you don't even need the cards or the people. You 
can play and practice on your own with bridge software, or you can join in live games with thousands of 
players from around the world at one of the free online bridge clubs. You can also enter games at your 
local duplicate club, where you'll enjoy a three-hour session of bridge for less than the cost of a movie. 
Bridge is fun.  Of all the reasons to learn the game, the most important is that it's just fun to play. It 
offers the suspense of poker, the cerebral qualities of chess and the excitement of athletic sports, all in a 
sociable setting where you're a participant, not just a spectator. Every session allows you to test yourself 
and experience the feeling of accomplishment when you find a successful bid or play. 
That's what keeps people coming back to the bridge table, and it's why bridge will always be the world's 
most popular card game. 
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Why play bridge? 

Here’s a reason. 

It’s warm inside, 

Whatever season!! 
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The Finesse by Karen Walker 
 
Some suit combinations allow you to create extra tricks by capturing the opponent's honors. You can do 
this by trying a finesse in a suit where you have one or more, but not all, of the high honors. When you 
finesse, you play the suit as if a certain opponent had one or more of the honors you're missing.  
To run a finesse, first try to visualize where you need a missing honor to be. Then lead the suit through 
the opponent you hope has the honor (arrange for him to be second to play to the trick). Depending on 
which card he plays, choose a card from the third hand (yours or dummy's) that isn't the highest card in 
the suit, but which will win if second-hand has the honor you're trying to trap.  
Keep in mind that your opponents will usually follow two defensive card-play rules: 

 Second-hand low -- If you lead a small card from your hand or dummy, the next hand to play to 
the trick (your opponent) will play a low card from most holdings. 

 Cover an honor with an honor -- If you lead an honor from your hand or dummy, the next hand 
to play to the trick will usually cover with a higher honor if he has one. 

Finding Queens: 
 If you have 8 or fewer total cards in a suit, you should finesse to trap a missing Queen. A Queen 

will not usually drop if you cash Ace-king. 
 If you have 9+ cards in a suit, you should usually play for the drop instead of finessing. Since the 

defenders have only 4 cards in the suit, their Queen is likely to fall if you cash Ace-king. 
Finding Kings: 

 If you have 10 or fewer cards in a suit, you should try a finesse to trap a missing King. A King will 
not usually fall under the Ace unless you have an 11-card fit. 

♣  Common Suit Combinations -- How to finesse  ♣ 

(DUMMY) 
 AQ5   
 432  
(YOU)  

With this combination, you have one winner and two losers unless your left-hand 
opponent (LHO) holds the King.  
Lead the 2 from your hand and, if LHO follows with a low card, play dummy's Queen. This 
type of simple finesse will win 50% of the time.  

K32   
654  

You can also finesse for an Ace.  
Play LHO for that card by leading from your hand toward dummy's K32. If your LHO 
follows low -- and he almost always will when he holds the Ace -- play dummy's King. If 
your right-hand opponent (RHO) has the Ace, you never had a chance to win a trick in this 
suit. 

A432   
QJ109  

If LHO has the King, finessing will win four tricks.  
Lead the Queen and if LHO plays low, "let it ride" by playing low from dummy. If the 
Queen wins, repeat the finesse by leading the Jack.  

A432   
QJ65  

This is different than the example above because you don't have the 10 to back up 
your  QJ. If LHO has the King, you can't gain a trick by leading the Queen (LHO will cover 
your Queen with the King and you'll lose to the 10 later). You have to lose at least one 
trick and hope to take three.  
Your best play for three tricks is to cash the ace and lead dummy's 2 toward your QJ6. If 
RHO plays small, play your Queen. If LHO wins the King, the suit has broken 3-2 and you'll 
have three tricks.  
If your Queen wins and LHO shows out on the second trick (RHO started with K1098 and 
now has K10), go back to dummy and lead low again toward the J6 remaining in your 
hand. 
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 AJ32   
K654  

In an 8-card fit, the Queen will not usually fall if you cash the Ace and King, so plan to finesse 
LHO for the Queen.  
Cash the King first (in case the Queen drops singleton), then lead low toward the AJ3 left in 
dummy. If LHO plays low, play dummy's Jack.  
This line of play will win slightly more than 50% of the time.  

AJ32   
K1054  

This suit offers a two-way finesse because you hold the Jack and ten. Decide (or guess) 
which defender is more likely to hold the Queen.  
If you think LHO has the Queen, cash the King, then lead toward dummy's AJ3 and play the 
Jack if LHO follows low.  
If you think RHO has the Queen, cash the Ace, then lead toward your K105 and play the 10 if 
RHO follows low.  

A432  
J1098  

You can try a double finesse when you're missing two honors. Here, you hope to lose only 
one trick by playing LHO for one or both missing honors.  
Lead the Jack. If LHO plays the King or Queen, win with the Ace and then lose just one trick 
to the remaining high honor. 
If you lead the Jack and LHO plays low, play low from dummy and let RHO win his Queen or 
King. You can now finesse LHO for the remaining honor by running the 10.  
This play of finessing twice will win three tricks 75% of the time.  

AQ32  
10987  

This is a double finesse like the example above, but you're missing the Jack and King (instead 
of the Queen and King).  
Lead the 10 and let it ride, then repeat by leading the 9. If LHO holds both the King and the 
Jack, you'll win all four tricks. If LHO has either one of these honors, you'll win three tricks.  

K432   
J1098  

This is another double finesse, but it offers an extra trick only if LHO has the Queen.  
Lead the Jack and let it ride. If this wins or if RHO wins the Ace, you'll know you've trapped 
LHO's Queen. Repeat the finesse by leading the ten and letting it ride.  
This play will win three tricks 50% of the time.  

A432   
Q765  

Since you don't have the Jack and 10 to back up your Queen, you can't trap the King if LHO 
has it. If you lead the Queen, LHO will "cover an honor with an honor" to force the Ace and 
you'll lose at least two tricks to the Jack and 10 (or perhaps three tricks to the J109 if the suit 
breaks 4-1). 
Instead, you must hope RHO has the King and will win it as you play small cards.  
Cash dummy's Ace, then lead the 2 towards your Q76. If RHO plays low, play the Queen. 
(Note that RHO won't always "fly" with his King, especially if this is the trump suit).  

A432   
Q1065 

This is similar to the combination above, but holding the 10 gives you another option.  
If you think RHO has the King (because of a clue from the bidding or previous tricks), play the 
suit as above -- cash the Ace and lead the 2 toward your Q106, playing the Queen if RHO 
follows low.  
If you think LHO has the King, you can finesse RHO for the Jack. Cash the Ace and lead 
toward your Q106. If RHO plays low, play the 10.  
If in doubt, choose this option (Ace, then low to the 10); this will succeed when RHO holds 
Jxx or KJxx.  

 



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. 

Karen Walker is a National Champion who lives in Champaign, 
Illinois. She is the editor of the D8 newsletter and the chairman 
of the annual Champaign Regional.  
 
Karen serves on the ACBL Disciplinary Committee, writes a 
regular column for the ACBL monthly bulletin, and is a great 
volunteer in the organization. 
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A432   
Q1098 

You have the same honors as in the previous two examples, but your 1098 allows you to run 
another type of double finesse.  
The best way to play this suit for three winners is to lead the Queen. If LHO covers with his 
King, you'll win the Ace and lose only one trick to the Jack.  
If you lead the Queen and LHO plays low, play low from dummy. If RHO wins your Queen 
with the King, take a second finesse -- play LHO for the Jack by leading the 10 towards the 
A43 and letting it ride.  
Like other double finesses, this line of play will succeed 75% of the time. It loses two tricks 
only when RHO has both the King and Jack.  

K432   
Q1065 

When you're missing the Ace and Jack, you'll sometimes have to finesse for the Jack on the 
second round of the suit.  
Lead low from your hand and play dummy's King if LHO plays low. Whether RHO plays low or 
wins the King with the Ace, the Jack is not likely to drop on the next trick when your fit is 8 or 
fewer cards. 
For the second lead of the suit, start in dummy and lead the 2 toward your Q106. If RHO 
plays small, play your 10.  

Note:  For simplicity, all of the above examples show combinations where you and dummy have equal 
length in the suit. Most of the recommendations still apply in similar layouts where you have shorter or 
longer fits, unequal suit lengths and/or "spot" cards that are in different hands.  
    For example, for the combination of A432 opposite Q1098, you can try the same double finesse 
(leading the queen first) if the cards are divided Q2 opposite A10987, or Q102 opposite A98.  
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