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    Introduction

    by B. Jay Becker

    There are all kinds of bridge books being published today, and nearly all are more technical and less interesting than they should be. Few of them contain the sage advice and common sense you will encounter in BID BETTER, PLAY BETTER.

    What Dorothy Hayden Truscott does so effectively in this book is to teach you how to think at the bridge table. There is not much point in asking you to memorize a series of general rules unless you understand the logic behind them. You cannot solve a difficult bridge problem by rote. The game is too complicated for that. But you can solve a great many problems if you appreciate the reason for the rule and know whether it applies to the particular situation confronting you.

    There is an amazing similarity between the way Mrs. Truscott plays bridge and the way she writes. It may come as a surprise to some to learn that she is the only woman to have represented the United States in the World Championship as a result of having qualified through the annual trials method.

    Many men think that women do not have the stamina to meet the relentless and grueling requirements of the Trials or of National or World Championship play but in Dorothy’s case I can testify first hand that there is nothing to this contention. If she has a breaking-point I have yet to discover it. Her magnificent record in open events as well as mixed and women’s events is well-known. But enough of this flattery of my favorite partner. I won’t even mention her impeccably good manners, her fine sense of humor, her good looks, her status as one of the leading bridge mathematicians, or anything else about her because I know you must be awaiting impatiently to read what she has to say about bridge.

  


  
    PREFACE

    When I wrote the first edition of this book in 1965 bidding was both different and simpler. The bridge language we spoke then is about as different from that of today as Shakespearian speech is from that of Hollywood.

    A bidding system is a language, and like any other language is continually in transition. This book recommends a style that is halfway between the traditional and the ultra-modern, a style that is easily adopted by the intermediate player without having to add too many artificial gadgets.

    For example the strong two bid is today about as obsolete as the buggy whip. Here to stay are:

    Five-card majors

    Weak two bids

    Weak jump overcalls

    Limit raises

    Negative doubles

    Major suit transfer responses to notrump

    This book is structured around these. For the intermediate player who wishes to go further, many of the conventions that are popular in tournament play are described in Chapter 11, The Gadgets.

    BID BETTER, PLAY BETTER is intended for three groups of readers: the player who has learned the rules and needs to know more; the traditional player who wishes to modernize his, or her, bidding; and the teacher who wishes the student to learn what players actually do today rather than what they did the day before yesterday.

    Dorothy Hayden Truscott
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    The World of Bridge

    How many bridge players realize that our game, which seems so modern, has a long history behind it.

    Playing cards were used in China as long ago as A.D. 979 although, sadly, the legend that they were invented by the Emperor to amuse his concubines has no validity. Some three hundred years later they appeared in Venice, possibly introduced by Marco Polo on his return from China. During the next century they spread rapidly throughout Europe and were well on time to catch the first boat to America. Legend tells us that Columbus’s sailors threw their playing cards overboard in superstitious terror during a raging Atlantic storm. Later, on dry land, they regretted their rashness and made new ones out of leaves.

    Playing cards reached England early in the fifteenth century and it was here that the ancestor of modern bridge was born. This early game was called variously “triumph,” “trump,” “ruff and honours,” “whisk and swabbers,” and “whisk.” The earliest recorded reference to the game is in 1529, but it is clear that it had been played long before this.

    By the seventeenth century the game, by then called “Whisk” or “whist,” had become very popular particularly in London. Just as today, the game was played by four people, the two sitting opposite being partners. Thirteen cards were dealt to each player, and the score was determined by the number of tricks won above and beyond the first six tricks, which became known as the “book.”

    There was no bidding, and trump was determined by turning up the last card dealt. There was no dummy exposed which made whist much more difficult than bridge. (In case you do not believe this, try playing bridge without a dummy.)

    In the coffee-houses of London it was common to have a game of whist in progress with a ring of kibitzers standing around the table anxious to bet with the players or with each other. It resembled a miniature stock exchange, and wagers were laid on anything from the play of a card to whether it would rain tomorrow. It was, in fact, a group of whist players at Edward Lloyd’s Coffee House who in their spare time founded the famous Lloyd’s of London.

    Such was the lively atmosphere when Edmond Hoyle (1672-1769) arrived on the scene. A barrister of good family and education, he became the first professional whist teacher. He wrote the first book devoted to the game and it rapidly became a best seller going through many editions. Much of what he wrote on card play is still applicable today.

    Before Hoyle’s time even the basic finesse was understood only by experts or those in contact with experts. Now it was available to all. As a result the popularity of the game grew by leaps and bounds, particularly among the ladies and gentlemen of society. Whist had become a highly respected, intellectual pursuit. Hoyle established the tradition of law and order in card-play and the expression “according to Hoyle” became part of the English language.

    Perhaps the most famous hand in the entire history of bridge is the one said to have been dealt over two hundred years ago in the gaming rooms at Bath, England, to the Duke of Cumberland.

    
      
        	
        	NORTH

        ♠ —

        ♥ —

        ♦ 10 9 8 7 6 5 4 3 2

        ♣ A Q 10 8
        	
      

      
        	WEST

        ♠ A K Q

        ♥ A K Q J

        ♦ A K

        ♣ K J 9 7
        	
        	EAST

        ♠ J 10 9 8 7 6

        ♥ 10 9 8 7 6

        ♦ Q J

        ♣ —
      

      
        	
        	SOUTH

        ♠ 5 4 3 2

        ♥ 5 4 3 2

        ♦ —

        ♣ 6 5 4 3 2
      

    

    The Duke held the West hand in the diagram and incredible though it may appear, he never took a single trick.

    Clubs were trumps and the Duke had the opening lead. In an effort to draw trumps as quickly as possible he led the seven of clubs. North won with the eight and led a diamond which South ruffed. South returned a trump covered by the nine and ten. Another diamond ruff put South in again to lead his last trump. North won, drew the Duke’s last trump and claimed the balance with his seven established diamond winners.

    On this hand the Duke lost twenty thousand pounds, the equivalent today of over a million dollars. Of course the Duke was swindled. This hand was used by hustlers of the eighteenth and nineteenth centuries to take advantage of the betting habits of the day. The actual cards can be found in one of Hoyle’s editions published long before the Duke’s disaster.

    From England, whist soon spread throughout most of Europe and the United States. No history of the game, however short, can fail to mention the famous French expert, Guillaume Deschapelles (1780-1847). He is described by his contemporary, James Clay, the English whist authority, as the finest whist player “beyond comparison the world has ever seen.” Soldiering in one of the wars of the time he lost his right hand, severed at the wrist. Nevertheless he continued to play whist, chess, and more remarkably, billiards. Many bridge experts have been excellent chess players, and many chess experts have been excellent bridge players. But Deschapelles was acknowledged as the finest whist player and the finest chess player of his day.

    Although he contributed much to the science of whist, Deschapelles is remembered chiefly as the inventor of the coup which bears his name. This is the deliberate sacrifice of a high unsupported honor in order to force an entry into partner’s hand.

    
      
        	
        	NORTH

        ♠ —

        ♥ A J

        ♦ 6 5 4 3 2

        ♣ K Q J 10 9 8
        	
      

      
        	WEST

        ♠ 4 3 2

        ♥ Q 3 2

        ♦ K Q J 10 9

        ♣ 4 2
        	
        	EAST

        ♠ Q 7 6 5

        ♥ K 7 6 5 4

        ♦ A

        ♣ 7 6 5
      

      
        	
        	SOUTH

        ♠ A K J 10 9 8

        ♥ 10 9 8

        ♦ 8 7

        ♣ A 3
      

    

    Against a contract of four spades West leads the diamond king to East’s ace. What should East return at trick two?

    The only return to beat the contract is the king of hearts, a Deschapelles coup. With any other return, West will never get in to cash his diamond winner. Try it.

    The next great name to appear on the whist scene is that of Henry Jones (1831-1899) of London, better known by his pseudonym of “Cavendish.” Author of many books on the game, he had more influence on whist than any writer since Hoyle. Among his contributions to the science of the game was the fourth-best lead, which has remained standard to this day. Cavendish devised and directed the first duplicate game, in London in 1857.

    Toward the end of the nineteenth century, a variation of whist was introduced called “bridge.” Instead of turning up the last card to determine trump, the dealer was allowed to chose the trump suit or notrump if he preferred. He also had the option of passing the decision to partner. Doubles and redoubles were permitted ad infinitum, introducing an undesirable gambling element. Another difference, and a crucial one, was that in bridge the dummy was exposed. This made the play more scientific and whist authorities actually recommended bridge to their pupils as an aid to improving their whist.

    About 1904 the element of competitive bidding was introduced: All four players could now bid in turn as high as they wanted for the privilege of naming the trump suit. Called “auction bridge,” this new variation quickly supplanted bridge, but the parent game, whist, continued to be played side by side with auction.

    Further experiments, first by some English officers in India and then in France during World War I, produced a vital improvement: To score bonuses for games and slams you had to bid them. In 1925, on a cruise through the Panama Canal, Harold S. Vanderbilt combined this feature with a new scoring system including the idea of vulnerability and called it “contract bridge.” Thanks to Vanderbilt’s social position and tremendous reputation in the bridge world, contract bridge was immediately accepted and soon eclipsed all other forms of the game.

    The credit for making contract bridge an international success must go to the dynamic Ely Culbertson (1891-1955). Expert player, author of an enormous number of bridge books, founder of Bridge World Magazine, and organizer of many bridge activities, Culbertson was the outstanding personality and world-wide authority in the early years of contract. Perhaps his greatest achievement was to persuade the public that it was socially unacceptable NOT to play bridge.

    The World of Bridge Today

    In 1937 various American organizations were united as the American Contract Bridge League. Today the A.C.B.L. has 180,000 members and sanctions 1200 tournaments a year throughout North America. The League has 4000 affiliated bridge clubs, providing duplicate games on a daily or weekly basis. Annual world championships are under the direction of the World Bridge Federation, which has a membership of 94 countries.

    Tomorrow, when you sit down at the bridge table, remember that we are all part of this huge world of bridge. And just as the wonders of modern science are built on generations of research and experiment by scientists of yesterday, so the game of bridge today is a better game thanks to the cumulative contributions of the experts of the past.

    What System Do You Play?

    The vast majority of players in North America use Standard American bidding, derived from the ideas of Culbertson in the thirties and modified by Charles Goren in the fifties. Many bridge writers try to sell the reader a new system. Each assures him that if he adopts this new system he is bound to win more hands, more tournaments. I have no new bidding system to offer and I seriously doubt that a new system ever made a good bidder out of a bad one.

    The way to improve your bridge is to cut down on your mistakes. A player who averages twenty errors in a session of bridge is twice as good as one who averages forty errors.

    Naturally it is impossible to cut out all mistakes. Any player who averages less than two per session deserves the title of expert. (Of course in this rarefied atmosphere I am counting even such minute errors as the play of the three spot when the four would have been better.) The average player probably makes about one hundred errors in the bidding and play during an afternoon of bridge. Fortunately for his self-esteem, he will recognize only ten percent of them.

    There are two main causes of error: bad judgment and ignorance. Errors in judgment are not easy to correct but errors due to ignorance are.

    Standard American is basically a natural system of bidding. By natural I mean that if a player bids spades, he has spades. If he bids diamonds, he has diamonds, and so on. There are two important guide posts which distinguish one natural system from another: the forcing principles and the notrump structure. These two subjects will be discussed first.
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    Forcing Bids

    It is hard to overemphasize the importance of forcing bids. They are as vital to bridge-players as traffic lights are to drivers of motor vehicles. If a driver does not know that red means “stop,” green means “go” and amber means “caution,” chaos and manslaughter can be the result.

    So it is in bidding at the bridge table. The different kinds of forcing and non-forcing bids are the traffic signals of the auction. If partners are on different wavelengths here, chaos will often follow and attempted manslaughter must not be ruled out.

    Many bidding disasters occur simply because a player does not know whether or not a certain bid is forcing. Most textbooks are prepared for beginners, and the author is obliged to concentrate on such problems as when or how to open the bidding, when to respond, and so on. If a reader wishes to review the subject of forcing bids, he will have trouble.

    When the first edition of this book was written, more than 30 years ago, there was general agreement about what was and was not forcing. Since then there have been many changes. For example, strong two bids and strong jump overcalls are fast becoming extinct. Weak two bids and weak jump overcalls are here to stay and must be considered an integral part of Standard American.

    Another change is the increase in the number of invitational bids. These strongly suggest game: Partner passes only with a bare minimum.

    A bidding system is a language and like any other language it is continually in transition. This book recommends a style that is halfway between the traditional and the ultra-modern; a style that is easily adopted by the intermediate player without having to add too many artificial gadgets.

    Forcing Principles

    There are two kinds of forcing bids: Those which are forcing for one round only, and those which are forcing to game. If a bid is forcing to game, BOTH members of the partnership are obliged to continue bidding until game is reached or until the opposition has been doubled.

    Principle #1. The only opening bid which is forcing is two clubs. This is artificial and has nothing to do with clubs. With very rare exceptions partner will respond two diamonds and opener now bids his suit or notrump as the case may be.

    
      
        	Example.
        	WEST
        	EAST
      

      
        	
        	2 ♣
        	2 ♦
      

      
        	
        	2 ♠
        	
      

    

    West’s bid of two spades shows an old-fashioned strong two-bid in spades. It is forcing and, unless otherwise agreed by the partnership, it is forcing to game on both players. (See chapter 8.)

    Opening bids of two diamonds, two hearts and two spades are weak. They show a six-card suit and about 6-10 points. (See chapter 8.)

    Principle #2. A new suit by responder is forcing for one round.

    
      
        	Example #1.
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	1 ♥
      

    

    East may have only 6 points but he may have much more. His hand is virtually unlimited and West is obligated to give him another chance to bid.

    
      
        	Example #2.
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	1 ♥
      

      
        	
        	2 ♣
        	2 ♦
      

    

    East’s bid of two diamonds is forcing, although not to game.

    
      
        	Exception.
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	1 ♠
      

      
        	
        	INT
        	2 ♥
      

    

    When opener has rebid one notrump a new suit by responder is not forcing. Here East has a weak two-suiter which will not play well in notrump. He could hold:

    ♠ K 7 6 5 2 ♥ Q 9 8 6 2 ♦ 6 ♣ J 5

    West is expected to correct to two spades with equal length in the majors or to pass if he prefers hearts.

    Note: If responder is a passed hand, new suits by him are not forcing because his hand is limited.

    Principle #3. A new suit response at the two-level is not only forcing, it promises another bid.

    
      
        	Example.
        	WEST
        	EAST
      

      
        	
        	1 ♥
        	2 ♣
      

    

    For this bid at the two-level (referred to as two-over-one or 2/1), East needs ten or more high-card points. And he promises to bid at least once more.

    Today, some play 2/1 as forcing to game unless responder immediately rebids his suit, and some play 2/1 unconditionally forcing to game. Unless you have such an agreement, however, assume that 2/1 promises another bid but is not game forcing.

    Principle #4. A new suit by opener is not forcing.

    
      
        	Example:
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	1 ♥
      

      
        	
        	1 ♠
        	
      

    

    East may pass with a minimum such as:

    ♠ Q 7 6 ♥ K 7 6 3 2 ♦ 765 ♣ J 6

    If West had a hand that was good enough to make a game opposite this, he would have rebid two spades not one spade.

    Principle #5. A jump shift (a jump into a new suit) by either player is game forcing.

    
      
        	Example #1
        	WEST
        	EAST
      

      
        	
        	1 ♦
        	1 ♥
      

      
        	
        	2 ♠
        	
      

    

    Here opener’s rebid of two spades is a jump shift and game-forcing. It shows a hand that expects to make game even if East has only six points.

    
      
        	Example #2.
        	WEST
        	EAST
      

      
        	
        	1 ♦
        	2 ♥
      

    

    The jump shift by responder is not only game forcing, it strongly suggests a slam.

    Principle #6. Other jump bids (below game) by either opener or responder are strong invitations but not forcing.

    
      
        	Example #1.
        	WEST
        	EAST
        	
        	WEST
        	EAST
      

      
        	
        	1 ♠
        	3 ♠
        	or
        	1 ♦
        	3 ♦
      

    

    These are both “limit raises” showing about 11 points. West will only pass with a minimum.

    
      
        	Example #2.
        	WEST
        	EAST
      

      
        	
        	1 ♦
        	1 ♠
      

      
        	
        	3 ♦
        	
      

    

    Opener’s jump to three diamonds shows a long, strong diamond suit and a hand worth about 17 points. It is highly invitational but not forcing. East may pass with a minimum.

    
      
        	Example #3.
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	1 ♥
      

      
        	
        	3 ♥
        	
      

    

    Opener’s three-heart bid shows four-card heart support and a hand worth about 17 points. It is highly invitational but not forcing. With a slightly stronger hand he would rebid four hearts not three hearts.

    
      
        	Example #4.
        	WEST
        	EAST
      

      
        	
        	1 ♣
        	I ♥
      

      
        	
        	1 ♠
        	2NT or 3 ♣ or 3 ♥ or 3 ♠
      

    

    All these jump rebids by responder are strong invitations. (10-12 points.)

    Note: In the traditional style described in the first edition of this book, jump bids by responder were forcing. This is out of fashion, although some players still play that way.

    Principle #7. When a suit has been agreed upon, a new suit is forcing.

    
      
        	Example #1.
        	WEST
        	EAST
      

      
        	
        	1 ♠
        	2 ♠
      

      
        	
        	3 ♦
        	
      

    

    East-West have agreed on spades. The three-diamond bid by West is a game try. He is hoping for help in the diamond suit. With no help East simply rebids three spades unless he has a maximum. With diamond help or a maximum East jumps to four spades or cue bids an ace. On no account may he pass three diamonds.

    Principle #8. A bid by the opposition may relieve a player from his obligation to bid.

    
      
        	Example,
        	SOUTH
        	WEST
        	NORTH
        	EAST
      

      
        	
        	1 ♥
        	Pass
        	1 ♠
        	2 ♣
      

      
        	
        	?
        	
        	
        	
      

    

    South can pass if he has nothing he wishes to say, because North will automatically get another chance to bid.

    Principle #9. A reverse is forcing for one round.

    
      
        	Example.
        	WEST
        	EAST
      

      
        	
        	1 ♦
        	1 ♠
      

      
        	
        	2 ♥
        	
      

    

    West’s bid of two hearts is a reverse. He has bid his suits in reverse order (the lower-ranking before the higher-ranking) in such a way that partner cannot retreat to the first suit at the two-level. In this example, if East simply wants to give a preference to diamonds he has to go all the way to the three-level.

    Note this sequence:

    
      
        	
        	WEST
        	EAST
      

      
        	
        	1 ♦
        	1 ♥
      

      
        	
        	1 ♠
        	
      

    

    Here the one-spade bid is not a reverse even though West has bid his suits in reverse order. The reason is that this time East can retreat to partner’s first suit – diamonds – at the two-level.

    It used to be that a reverse was highly invitational but not forcing. Today it is forcing for one round, but not to game.

    Quiz on Forcing Bids

    In the following sequences it is your turn to bid at the question mark. If you could possibly pass put a check mark in the column headed NF for nonforcing. If you are obliged to make another bid put a check mark in the column headed F for forcing. And if both you and partner must continue bidding until game is reached put a check mark in the column headed GF for game forcing.

    
      
        	1.
        	WEST
        	EAST
        	NF
        	F
        	GF
      

      
        	
        	1 ♣
        	?
        	–
        	–
        	–
      

      
        	2.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♣
        	1 ♦
        	
        	
        	
      

      
        	
        	1 ♥
        	1 ♠
        	
        	
        	
      

      
        	
        	?
        	
        	–
        	–
        	–
      

      
        	3.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♥
        	1 ♠
        	
        	
        	
      

      
        	
        	3 ♠
        	?
        	–
        	–
        	–
      

      
        	4.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♦
        	1 ♥
        	
        	
        	
      

      
        	
        	2 ♦
        	2NT
        	
        	
        	
      

      
        	
        	?
        	
        	–
        	–
        	–
      

      
        	5.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	3 ♦
        	3 ♥
        	
        	
        	
      

      
        	
        	?
        	
        	–
        	–
        	–
      

      
        	6.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♦
        	1 ♥
        	
        	
        	
      

      
        	
        	2 ♣
        	?
        	–
        	–
        	–
      

      
        	7.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♥
        	2 ♥
        	
        	
        	
      

      
        	
        	3 ♣
        	?
        	–
        	–
        	–
      

      
        	8.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♣
        	1 ♥
        	
        	
        	
      

      
        	
        	2 ♠
        	?
        	–
        	–
        	–
      

      
        	9.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♦
        	2NT
        	
        	
        	
      

      
        	
        	?
        	
        	–
        	–
        	–
      

      
        	10.
        	WEST
        	EAST
        	
        	
        	
      

      
        	
        	1 ♦
        	1 ♠
        	
        	
        	
      

      
        	
        	2 ♣
        	3 ♦
        	
        	
        	
      

    

    Answers to Quiz

    1. NF. The only forcing opening bid is two clubs.

    2. F. A new suit by responder is forcing for one round.

    3. NF. Jumps are invitational, not forcing, except in a new suit.

    4. NF. Two notrump invites game, showing about 11 points.

    5. F. New suits by responder are forcing.

    6. NF. New suits by opener are not forcing.

    7. F. When a suit has been agreed, a new suit is forcing.

    8. GF. A jump shift is forcing to game.

    9. NF. This is highly invitational but not forcing.

    10. NF. Again, this is highly invitational but not forcing.

    Rate Yourself as Follows:

    No mistakes..................................Expert!

    One or two mistakes......................Very good.

    Three or four mistakes..................Above average

    Five or six mistakes......................Average.

    Seven or more mistakes.................Why not just reread the chapter

    and try the quiz again.
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    The Notrump Structure

    The backbone of any bidding system is its notrump structure. In order to determine how many tricks you and partner can take at notrump, a point-count method of evaluating honors is useful. The one devised by Milton Work and made popular by Charles Goren is universally used today because it is so simple.
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