BRIDGE THE AGE GAP by ALISON NICOLSON

Awnw Introduction
to- MiniBri

family needs to get involved. “I

can't teach them,” | hear you cry.
You can. It's easy to introduce friends,
children and grandchildren using Mini-
Bridge — anyone from nine to ninety!

If your audience has no card expe-
rience at al, they will need to know the
names of the suits. spades (M), hearts
(¥), diamonds (#), clubs (¢%), and the
order of the cards (shown below starting
with the highest on the left):
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They will also need to know the names
of the players:

North
Never
West East
Wheat u Eat
South
Shredded

And that North and South are partners,
playing against East and West.
To explain what a trick is, take one

suit and remove one card. Deal the
remaining twelve cards and play out
three tricks. Emphasising that highest
card wins, winner leads to next trick with
the cards turned over duplicate style.
MiniBridge is a simplified form of
bridge. Instead of bidding, each player
announces the high-card points held,
starting with the dealer.
High-card points are as follows:
Ace
King
Queen
Jack

PN Wwhs

The partnership with the higher total
wins the contract. There is a re-deal if
each partnership has 20.

Theindividual in the partnership with
the higher total becomes declarer. If
they each have the same number, the one
who said his points first will become
declarer.

The dummy hand is put down on the
table and declarer chooses the contract.
Declarer chooses agame or a part-score,
and either no-trumps or a specific trump
suit.

The target number of tricksis:

Mr Bridge Quality Baize Cloths

These
superior
quality clots
are made by hand

fo our stringent
specifications from dark
green baize and are
produced to the highest
manufacturing standards.

£299

from the Mr Bridge Mail Order Service

Cloths measure
approximately
367 square.
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Part-score 7 tricks
Gamein ¥ or & 10 tricks
Gameinse or ¢ 11 tricks
Game in no-trump 9 tricks
Playing inv no-trumpsy
A 1062
Y107
® K653
dAQJ6
A 94 AB8753
YKQJ98 V654
¢QJs u ¢ A7
& 1087 * 5432
AAKQJ
Y A32
¢ 10942
% K9

North East South West
10 4 17 9

North-South have 27 points. East-West
have 13. South will be declarer.

South can see nine top tricks (four spa-
des, one heart, no diamonds, four clubs)
and will choose game in no-trumps.

West leads the king of hearts.

Top of a sequence of three
honours is a safe and attacking
lead against any contract.

South wins the heart ace and then after
cashing four top spades, must play the
king of clubs and lead the nine of clubs.
That way four club tricks can be cashed.

Cash the honour from the short
hand fir st.

Continued on page 21 »



BRIDGE THE AGE GAP continued from page 20

Let the players play the hands without
interfering. If they get it wrong, that's
great — you can turn back the cards and
see how to do it better!

Suwit Contraucty

There are hands where, although you
have a lot of high cards, playing in no-
trumps you lose control because you
have no high cards in one of the four
suits. Take the deal below:

A J1094
V6432
¢ A5

% KQ8

A AKQB85
¥ 108
743
% A6

North has10 High-card Points.
South has 13 High-card Points.

North-South have nine top tricks, but
there are no high cards in the heart suit.
If the defence lead hearts, then only
eight tricks or fewer might be made. It
would be much better to play this hand
with atrump suit.

When a contract is played with a
trump suit, provided a player has no
more cards in the suit led, that player
has the option to use a trump card to
win the trick. Trumps are magic cards!
Any card in atrump suit, even the two,
beats any card in the other three suits,
even an ace.

Playing the hand above with spades
as trumps means that only two tricks
will be lost in the heart suit, as any
further heart tricks can be won by play-
ing a spade. Ten tricks can now be
made in all safety.

Choosing trumps

The danger of having a trump suit is
that your opponents can trump too!

It is important to have more trumps
than your opponents. Choose a suit
where you have at least eight cards in

the two hands together, as your oppo-
nents will only have five. More than
eight trumps are a bonus. It does not
matter if you do not have the high trump
cards.

Inthefollowing dedl itis tempting to
choose spades as trumps as you have all
the high cards:

A J10

v432

¢ K32

*KQ1096
A932
va

u 48654

% JB8752

AB7654
¥ AK
¢®J1097
% A3
A AKQ
¥J1098765
¢ AQ
& 4

It will only make seven tricks if spades
are trumps, but if hearts are trumps ten
tricks can be made. Try it and see.

Length is more important than
Strength.

Scoring
NT [ A&V | &3
Score per | 444 49 | 30 20
trick
Tricks for 9 10 1
game
Part-score 50 50 50
bonus
Game bonus 300 300 300
) 50 per | 50 per | 50 per
Undertricks | “ick trick | trick

Choose your denomination, estimate
your tricks, then go for game or part-
score.

If yow want to-take it

. .. you can download more practice
hands from
www.ebu.co.uk/publications/teaching Bl
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Bernard Magee’s
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CONTENTS
(20 HANDS EACH)
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No-trump Openings
Support for Partner

Slams and Strong Openings

Opener’s and
Responder’s Rebids

Minors and Misfits
Pre-empting

Doubles

Overcalls

® Competitive Auctions

SYSTEM REQUIREMENTS
® Windows 98 or later ® CD-ROM

£59°*

A Mr Bridge Product
Available exclusively from the
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