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DUMMY DPLAY
= CHADPTER | =

ON NOT PLAYING HIGH CAPDS

By tradition, every bridge book opens with a chapter on the simple finesse. Every
reader, of course, knows all about it, and seeing the familiar diagram with the ace-queen
over the king, wishes that he had stuck to horror comics. Why, then, do authors, raring
to get their teeth into Smother Plays and Trump Coups, expend their pent-up energies
on the seemingly obvious? Is it lack of appreciation for the erudition of the average
reader? Perish the thought — and the authors.

Naturally, every reader knows how to take a finesse. He knows, too, that it is an
even-money chance, and that if it fails, it is just another case of bad luck. But does he
know, also, how to convert a fifty-fifty bet into an odds-on proposition? Does he know,
in fact, how to load the cards in his favor?

The essence of every finesse is hope — the hope that a missing card is where you
want it to be, under a card above it. That, too, is the basis of some of the most complex
plays in bridge. And in both situations, the simple and the complex, technique consists
in backing the right hope, at the right time, against the right defender.

Since one finesse is too simple, let us start with two.

v AJQ
1
v 653

The play may not be very difficult, but the reasons behind it are not always apparent.
The finesse against the ten must be taken first. If the nine falls to the king or queen,
a second finesse develops against the other court card. But the order of precedence
cannot be reversed, because the second finesse does not exist until the first, against the
ten, has succeeded.
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In executing the double maneuver, declarer assumes split honors — the queen in one
hand, the king in the other. To do that, when there is no indication, is a fundamental of
good play. Itisa case of playing with the odds, in other words, of being ‘lucky’. Simpler
still, on the face of it, is this very humdrum position:

® 92
1
¢ Q43

To make one trick, declarer finesses against the ten, and half the time he succeeds.
What is worse, the other half of the time he fails, and that is not quite good enough.

Of course, the ideal is to do nothing at all, until opponents open the suit. Then one
trick is certain. But if we are driven to take the initiative, let us at least snatch some sort
of advantage. It costs nothing to lead the two towards the queen. The next player may
have a doubleton honor. Or the ten singleton. Or even — he may make a mistake. It
all improves the chances, and if nothing materializes, there will still be time to finesse
against the ten.

Just as a good player avoids committing his own high cards, so he should give his
opponents every opportunity to commit theirs.

Playing Towards, [lonors

This brings us to an important principle, which sometimes escapes identification until
it is too late. To illustrate it in its simplest form, assume that you hold:

¢ KQJ2
I
¢ 543

With plenty of entries everywhere, what do you do to avoid losing more than one trick?

You play low towards the honors, twice and three times, if need be. What you do
will make no difference if the suit breaks 3-3. You can’t go wrong. And you will not
escape the loss of two tricks if #A1076 lie over the honors. For then you can't do right.
But correct play makes all the difference if the suit is divided 4-2 and the ace is under
the honors. Then laying down the king is bound to cost a trick.

The rule is never to lead a high card when a small one will do. Don't spend an
honor by laying it down. Lead a small card towards it, and towards honor sequences.
Confronted by a diagram, there is little temptation to err, for the position is clear. But
at the card table the inexperienced player must stop to think. The expert need not, for
it is an instinct with him to economize his own high cards and to bypass those of his
opponents.
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Good players, however, have been known to mishandle this:

 KQ52
I
® )63

Yet it is precisely the same idea as in the more obvious example above. Declarer ignores
a 3-3 break, for then nothing matters, and hopes to avoid the loss of two tricks in the
event of the more probable 4-2 split. (As you will see when you come to Chapter 9,
with six cards of a suit outstanding, there is a 48% chance that they will be divided 4-2.
A 3-3 break occurs only 36% of the time.) He leads a low card towards the #KQ52.
If the ace does not come up, and the king wins, the process is repeated. Maybe the
player sitting under the two honors holds the doubleton ace. Let him use it on a small
card. Playing towards the jack will not work the same way, for should it hold the trick,
declarer may still lose the king to a doubleton ace. The objective should be to come
through that ace twice. Hence the play towards the two honors.
At no time is the need to conserve high cards more urgent than with:

¢ K432
[
¢ Q765

The only hope of landing three tricks is to find a doubleton ace, locate the culprit and
play through him. If you guess right and the king (or queen) wins, play low from both
hands to the next trick — and hope that you bring down the ace. It must be bought for
two spot cards, for that is all you can afford. The distribution you need is:

¢ K432
¢ A9 [ ¢ J108
¢ Q765

Or vice versa for the East-West hands.
Hope and guesswork are present again in this picture:

v J53
1
Y AQ42

You collect three tricks with your eyes shut if the suit breaks 3-3. And if you open your
eyes, you may be able to do the same against a 4-2 split. Should the bidding or the play
to previous tricks suggest that West owns the king, lead low towards the jack. If you
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think that the king is more likely to be with East, play small towards the YAQ), finesse,
and hope to bring the king down on the ace.
Apply the same principle to the common finesse:

& QJ32
1
& AT065

If dummy has plenty of entries, play the two, just in case there is a singleton king under
the ace. It is the sort of bad luck that a good player learns to avoid. With no further
entry to dummy, you can't afford the premium on the insurance. The queen must be
led, for if you hold the trick, you want to play from dummy once more.

d 9065
I
& AQIO03

Assuming adequate entries, lead a small one, not the nine. Should the defender under
the honors hold the bare #K]J, all four tricks can be made. But not if you play the nine.
For if one defender holds the #K]J alone, the other must have the #8742. And if the
nine is needlessly absorbed in the first three tricks, the eight will be top dog on the
fourth.

A Finesse Takes Shape

Some situations do not lend themselves to a finesse until the other side paves the way.
The more missing links there are in a suit, the better it is to have it opened by the
defenders. The reason is that, being last to play, declarer’s side can practice the greater
economy in high cards.

¥ A105
[
v K96

With this holding you can finesse nothing. But if the enemy makes the first move, a
finesse position develops at once, and unless both the missing honors are in the wrong
hand, with the partner of the player who first leads the suit, you are bound to win all
three tricks.

¥ AIOS

Y Q842 [ vJ73
v K96
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If West leads and East plays the jack, the king takes the first trick, and the finesse
against the queen is taken on the next round. If the lead comes from East, South plays
low, and the second round finesse is taken against the jack.

Here, again there is no finesse — not quite:

& Q72
[
¢ 1093

If dummy’ seven grew into the eight, South might make a trick by finessing against
Wests jack. As the cards are, it won't help even if the jack is in the right place. Declarer
can do nothing but hope that the enemy will fire the first shot. Then a finesse position
appears immediately and the prospects of winning a trick are no worse than fifty-fifty.
If West leads, declarer plays low from dummy and hopes that the jack is not with East.
Next time, he plays the ten and runs it, unless West covers. If East makes the first move,
South plays low from his hand, and again a finesse position takes shape against the jack.

Ruffing Finesse

The ruffing finesse is peculiar to suit contracts, because the mechanism hinges on the
control power vested in trumps. A ruff does the work normally assigned to an ace. Here
it is:

¢ AQJI10

Y Q963

¢ 874

& A3

N
w E
§

» 7

¥ AKJ105
¢ K53

d 9742

West leads a trump against 4%. As soon as East follows, you can be certain of ten tricks.
Five trumps, the ace of clubs, one club ruff in dummy (maybe two), and three spades,
make up the total. The only danger is that before you can set up the spades, a diamond
may be played through your king. Don't let that happen. After drawing trumps, lay
down the #A, then lead the queen. If the king does not go up, discard a diamond.
Now you will have only one more diamond loser, because the lead will be with West.
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Alternatively, if the opponents dont play the diamonds for you, you can discard the
other two on the spades.

The singleton spade gives you control of the situation. It is almost as if you had it
in your power to decide which of your opponents should hold the #K. For, of course,
if the K53 were in dummy, you would take a natural, not a ruffing finesse. It would
be West, not East, you would try to keep out.

With a void, only a ruffing finesse is possible. Change the hand slightly and see
what happens:

* AQJI10
v Q963
¢ K53

& A3

N
W 3
S

. —
¥ AKJ105
¢ 8742
& 90742

Much as you would like to keep West out of the lead, when that is impossible you are
reduced to the traditional hope that the missing honor is where you want it. This time,
with East.

A feature of the ruffing finesse is that declarer reverses the normal procedure.
Instead of ‘hoping’ that a missing honor is under the one above it, he hopes that it is
over it. And instead of covering, he ruffs.

When the queen is the missing link, this position arises:

¢ AKJ10
1
¢ 74

Declarer plays off the ace and king, exhausting his own holding in that suit. Then
he leads the jack and runs it, unless East covers. In this case, declarer can play either
opponent for the queen. His decision between the natural and the ruffing finesse will
depend largely on which defender he is anxious to keep out of the lead.
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- SUMMALY -

When two honors are missing, and there is no indication of where they are,
declarer should play for split honors, assuming that each defender has one.

Wherever possible, avoid leading out high cards. Play towards honors and also
towards honor sequences e.g. #QJ102 and YKQJ9.

A corollary to the above is that you should seek to lose your spot cards, not your
honors or intermediates, to the top cards of the opponents.

The more chinks in your suit, the more urgent it is to conserve your honors
and intermediates, and whenever possible, to wait till the suit is led by the
opponents.

Sometimes a finesse position does not exist, but takes shape as soon as a suit has
been led by defenders.

The characteristic of a ruffing finesse is that the missing honor is assumed to be
over, not under, the card above it. The play depends on having a shortage in
one hand opposite an honor combination in the other.

A singleton (or doubleton, if the queen is missing) enables declarer to choose

between a natural and a ruffing finesse. With a void he is compelled to rely on
the latter.
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- EXEPQISES -

Assuming adequate entries, how do you play the following combinations?

1. * QJ32
I
* A7 4

...fo make three tricks.
2. Same as above, but no side entry to your hand.

3. Yy Q64
¥ K103

...to make two tricks.

4. ¢ A432
¢ Q1098

...to make three tricks.

5. & A432
[
¢ Q1065

...to make three tricks.

6. Q98
¢ 1074

...to make one trick.
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7. »
v
¢
L

K7 4 & A52
— N Y KQJ10
KJ95 W f + 84
AKQ 1063 5 #1982

Sitting West, you are in 5&. A spade is led. What is your line of play?

> > <€D

You are in 6¢.

> * €

KQ)J & 6543
2 N v A

AQ1043 Wk * 652
AKQ)J : * 6542

A heart is led. What card do you play to the second trick?

KQJ & 6543
2 N v A

AQ432 L *J765
AKQ) . 6542

Same contract and same lead as in question 8. What card do you play to the second

trick?
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- ANSWERLS ~

Ace first, then a small one towards the #QJ3. If the queen holds, reenter your
hand and lead again towards dummy. The point is not to finesse. This cannot
gain, since you are missing the ten, and it can easily cost a trick if the suit breaks
4-2.

A small card away from the ace. If the queen holds, the ace will provide an
entry to play once more towards the dummy.

A small card towards the queen. Then finesse against the jack.

Play for split honors. Lead the ten and run it. Ifit loses to the jack, finesse
against the king next time.

Ace first, then a small one. If no honor appears, it is a guess. But, if there is no
indication, the ten is the best bet. The opponent under the #Q1065 may have
started with #KJ87.

Run the ten, hoping that the jack is under the queen. If the trick is taken by the
ace or king, reenter your hand and finesse again.

This calls for a ruffing finesse. Draw trumps, ending in dummy, and lead the
¥YK. Unless it is covered, discard a diamond or a spade.

The #]. It is essential to be able to play from dummy again if the finesse against
the king succeeds.

A small diamond. This time, since the ten is missing, the only hope is to find
South with a doubleton king, or the bare king, under the ¢AQ. Note that the

play of the jack will lose against the bare king, for then the other defender will
have €1098.
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INTERMEDIATE

LEARN TO BE LUCLYI

Yes, being lucky is an art that can be mastered like any other.
You can hold much better cards than you do at present, not
by dealing yourself more aces and kings, but by getting a
higher return from your existing ration. Persuade the cards
to work harder for you than they do for your opponents.
Therein lies the formula of success. The purpose of this
book is to point the way, to enlist on your side, whether you
be declarer or defender, fifty-two sturdy and loyal allies.

First published in 1955, Card Play Technique offers a
comprehensive survey of declarer play and defense, and is widely
regarded as the best intermediate-level book on card play ever
written. Gardener’s technical expertise and Mollo’s witty writing
style combine to provide a unique instructional experience.
This new edition has been updated and modernized by Bridge
Magazine editor Mark Horton.

VICTOR MOLLO (1909-1987) was one of the best-loved authors ever to
write about bridge. He wrote many excellent how-to books on the game but
is best remembered as the author of Bridge in the Menagerie and its sequels.

NICO GARDENER (1908-1989) was a distinguished infernational player,
winner of many British national events, and founder of the highly successful
London School of Bridge.
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