1N openings and responses
Hand 1 


	Dealer: N
	♠

	AK9
	Vul : 
None
Lead:♠J

		♥
	Q43
	
		♦

	KQT6
	
		♣

	K62
	
	♠

	765
	N
W      E
S
	♠

	JT32

	♥
	T72

		♥
	K5

	♦

	A87
		♦

	J92

	♣

	T875
		♣

	AJ94

		♠

	Q84
	
		♥
	AJ986
	
		♦

	543
	
		♣

	Q3
	

	
	Bidding   

N

E

S

W

1N
P
2♦
P
2♥
P

2N
P

4♥
All pass

Bidding comments: N has a routine 1N opening. S has invitational values with a good 5 card H suit. The way to invite is to start with a transfer. When N bids 2♥, bid 2N showing 5 ♥s and invitational values. N is very happy to accept with 3 card support, and a maximum.
Play comments: The significant points in the play are for declarer to lead twice towards his ♦ pictures so as to restrict ♦ losers to 1. N will lose 1♥, 1♦ and 1♣ with routine play. 
Defense comments: The only defensive point of interest is that if declarer leads ♥Q from the table, E must cover with ♥K, otherwise the defense makes no ♥ tricks. Declarer can play ♥ for no loser by leading low to the J the first time and then laying down the ♥A.



Hand 2 
	Dealer: E

	♠

	J53
	Vul : NS

Lead:♦T

		♥
	T98
	
		♦

	J3
	
		♣

	A9875
	
	♠

	AT96
	N
W      E
S
	♠

	Q842

	♥
	K42
		♥
	AJ63

	♦

	Q764
		♦

	AK

	♣

	K2
		♣

	QT4

		♠

	K7
	
		♥
	Q75
	
		♦

	T9852
	
		♣

	J62
	

	
	Bidding   

N

E

S

W

1N
P
2♣
P

2♥
P

3N

P
4♠
Bidding comments: E opens 1N. W should start with Stayman. Although her hand is somewhat balanced, playing in 4♠ would often be better. E, with both majors, starts with 2♥. When W bids 3N, E knows that W has game forcing values, but also that she has 4 spades, because, without 4 spades, she’d have bid 3N directly over 1N. Now, E can confidently bid 4♠. E prefers 4♠ over 3N because she can take ♦ ruffs in her hand.
Play comments: In 4♠, there is a sure ♣ and ♠ loser, with potential losers in ♥ and ♦. Declarer should play to take 1 ♦ ruff in the E hand. Win the ♦ lead and play a ♠ to the T. N wins with the J and returns a ♠ trying to prevent ruffs. When S’s K falls on this trick, declarer should cash the DA, , cross to the ♥K and take a ♦ ruff (not play the ♦Q). Now, simply draw the last trump and play a ♣ to score10 tricks: 3♠ tricks in dummy, 2 ♥s, 3 top ♦s, 1 ♦ ruff and 1 ♣. Note declarer’s play in the trump suit – twice towards the dummy. This is called a double-finesse, trapping one of KJ.
Defense comments: Note the lead of the T from a sequence in ♦. Also note the return of a trump to cut down ruffs.



Hand 3
	Dealer: S

	♠

	A T

	Vul : 
EW

Lead:♥5

		♥

	K 8 6

	
		♦

	AJT3 2

	
		♣

	K Q 2

	
	♠

	J 7 5

	N
W      E
S
	♠

	K 8 3 2


	♥

	J 9 4

		♥

	Q T 7 5 2


	♦

	K 7 5

		♦

	9 6


	♣

	A T 5 4

		♣

	9 8


		♠

	Q 9 6 4

	
		♥

	A 3

	
		♦

	Q 8 4

	
		♣

	J 7 6 3

	

	
	Bidding   

S

W

N

E

P

P

1N

P

2♣

P

2♦

P

2N

P

3N

All pass

Bidding comments: Over N’s 1N opening, S has a routine Stayman bid (8 hcp + 4 ♠). When N denies a major suit, S invites in NT (bidding a major now would show 5 cards). N is happy to accept with 16 hcp and a good 5 card suit.

Play comments: Declarer can count 1♠, 2♥ and 1♦ for top tricks. ♦ and ♣ will need to provide the additional tricks. Declarer should duck the opening ♥ lead, trying to cut communications between the defenders. E continues and N wins in dummy to take a ♦ finesse (by leading the Q). When this wins, declarer has an easy ride to 10 tricks: 5♦,  2♥, 1♠, 2♣. After taking 1 more ♦ finesse, declarer knocks out the ♣A and claims.
Defense comments: 




Hand 4


	Dealer: W
	♠

	K 4 3

	Vul : 
Both
Lead:♠2

		♥

	Q T 7 5

	
		♦

	K 2

	
		♣

	K 5 4 2
	
	♠

	Q T 8 2

	N
W      E
S
	♠

	 J 9 6

	♥

	6 4 2

		♥

	A 3


	♦

	J 7 4

		♦

	T 9 8 5


	♣

	9 7 6

		♣

	A J T 8 


		♠

	A 7 5

	
		♥

	K J 9 8

	
		♦

	A Q 6 3

	
		♣

	Q 3
	

	
	Bidding   

N

E

S

W

P
P
1N
P
2♣

P

2♥

P

4♥

All pass
Bidding comments: When S shows a 4 card ♥ suit, N raises directly to game with 10 hcp. 3♥ would ask S to bid game with a maximum (invitation).
Play comments: Top losers – 1♥, 1♣ and possibly 1♠

On a ♠ lead, declarer wins in hand and plays a trump. When E wins and returns a 2nd ♠, declarer can win, draw 2 more rounds of trump and discard dummy’s 3rd ♠ on the 3rd ♦ winner. So, it looks like declarer will only lose 1♥ and 1♣. However, declarer doesn’t have enough winners and will finally have to concede one more trick. Counting winners may be critical sometimes, even in trump contracts. On this hand, for example, declarer has 3 ♥ tricks in hand, 3♦ tricks, 2♠ tricks, 1♣ trick and 1 ruff in dummy. If declarer wants to try and make an overtrick, she should not draw 3 rounds of trumps and instead, attempt to take 2 ruffs in dummy or her own hand.
Defense comments: 




