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Lesson Plan Title:  Week 4 Lesson 1 - Math through Games 

 

Beginning Bridge:   Rebids by Opener - Part 2 

 

Concept/Topic:  To teach math through games and real world situations. 

 

Standards Addressed:  M8P3.d Use the language of mathematics to express 

mathematical ideas precisely. 

 

General Goal(s):  To teach bridge. 

   

Specific Objectives: To learn the general structure for Rebids by Opener.   

 To practice some simple Auctions, involving an Opening bid, 

A Response by Partner, and a Rebid by Opener. 

   

Required Materials:   Pencil 

 Notebook  

 WK4 LP 1.1 Practice Sheet - Opener‟s First Rebid (attached) 

 Hand Records 4.1.1, 4.1.2, 4.1.3, and 4.1.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 4.1.1, 4.1.2, 4.1.3, and 4.1.4. 

 

Anticipatory Set (lead-in): 

 

 Review Previous Lesson  

 Introduce New Concept - More Rebids by Opener 

 

Step-by-step Procedures:  

1. About 95 percent of the time, when you open the bidding in One of a Suit, Partner 

either raises your suit, bids one of a new suit, bids two of a new suit, or bids some 

number of no trump.  We saw in the previous lesson how to rebid after Responder 

raised your suit.  

 

2. When Partner (Responder) has bid a new suit at the One Level: 

 

 As Opener, with a MINIMUM hand: 

 

a. Raise partner‟s suit one level with 4-card support. 

b. Rebid your own suit as cheaply as possible. (with 6 cards in the 

suit) 

c. Bid 1NT lacking support for Responder‟s suit or 6 cards in my 

own. (If Responder bids at the two level, your minimum bid is 

2NT.) 

d. Bid a new suit in which you have at least four cards. 
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 With a GAME INVITATIONAL hand: 

 

a. Raise partner‟s suit by jumping to the 3 level with 4+ card support. 

b. Rebid my own suit by jumping to the 3 level. (still need 6 cards in 

the suit) 

c. Bid a new suit which holds at least four cards. 

d. Bid 2NT showing a balanced hand and 18-19 points.  (We‟ll cover 

this more in no trump bidding.) 

 

 

 With a GAME FORCING hand: 

 

a. Raise partner‟s suit by jumping to the 4 level. 

b. Rebid your own suit by jumping to the 4 level. (only with really 

great trumps where you don‟t even care if partner is void) 

c. Make a jump bid in a new suit (a “Jump Shift”).  Jump shifting 

announces a GAME FORCE to partner.  The partnership cannot 

now pass a bid below game. 

 

3. When Partner (Responder) Has Responded 1NT 

 

 With a MINIMUM hand: 

 

a. Pass with a balanced hand. 

b. Rebid your suit with a 6 card suit. 

c. Bid a new suit with an unbalanced hand where you do not have a 6 

card suit and where the new suit is of lower rank than your first bid 

suit. 

 

 With a GAME INVITATIONAL hand: 

 

a. Bid 2NT with a balanced hand 

b. Jump rebid your suit with a 6 card suit. 

c. Bid a new suit with an unbalanced hand where you do not have a 6 

card suit. 

 

 With a GAME FORCING hand: 

 

a. Bid 3NT with a balanced hand. 

b. Jump shift into a new suit or bid game in your suit with a 6 card 

major suit. 

c. Jump shift into a new suit with an unbalanced hand. 
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4. Responder should take care not to bid a new suit at the two level if there is room 

to take action at the one level.  In other words don‟t jump to 2♠ after partner 

opens 1♣.  The two over one response presumes that one level response was no 

longer available, as for example, in 1♥ - 2♣.  Remember: the two over one 

response promises at least 10 HCP and a suit that is at least four cards long, 

usually five cards. 

 

5. When Partner Has Bid a New Suit at the Two Level: 

 

 With a MINIMUM hand: 

 

a. Raise partner‟s suit one level with 4+ card support if minor and 3+ 

card support if major. 

b. Rebid your own suit as cheaply as possible with 6+ cards in the 

suit. 

c. Rebid 2NT lacking support for partner‟s suit with a balanced hand. 

d. Rebid a new suit which holds at least four cards. 

 

 With an INVITATIONAL hand: 

 

a. Raise partner‟s suit by jumping to game with 4 or more card 

support. 

b. Rebid my own suit by jumping to the 3 level. (Still need 6 cards in 

the suit.) 

c. Rebid 3NT with basic balance and lacking support for partner‟s 

suit. 

d. Rebid a new suit in which you hold at least four cards. 

 

 With a GAME FORCING hand: 

 

a. Rebid a new suit in which you hold at least four cards. 

b. Raise partner‟s suit by jumping to game with four or more card 

support. 

c. Rebid my own suit by jumping to the 3 level. (Still need 6 cards in 

the suit.) 

d. Rebid 3 NT with basic balance and lacking support for partner‟s 

suit. 

 

6. Review with Students WK4 LP 1.1 Practice Sheet - Responding to Minor Suit 

Opening Bids. 

 

7. Direct students to bid and play Handsets 1-4 at each table.  (Students may wind up 

in any number of different contracts, but the suggested contract and Declarer is 

listed on the hand record.)   Coach students at each table as required. 
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Plan for Independent Practice: Allow students time to shuffle a deck and deal, bid and 

play additional hands if time permits. 

   

Assessment Based on Objectives: observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 
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WK4 LP 1.1 Practice Sheet – Opener’s First Rebid 

 
You opened 1♣.  Partner responded 1♥.  What does Partner‟s bid mean? 

What do you rebid with the following hands?   
 

1. ♠ KQJ  ♥ A732  ♦ KQ9  ♣ A93 

 

2. ♠ A743  ♥ A96  ♦ QJ  ♣ K103 

 

3. ♠ A73  ♥ Q98  ♦ AQ4  ♣ J1052 

 

4. ♠ A3  ♥ Q98  ♦ AJ9  ♣ K108753 

 

5. ♠ AK3  ♥ AQ96  ♦ 7  ♣ K9763 

 

6. ♠ AQ  ♥ KQ96  ♦ 72  ♣ AKQ63 

 

 

You opened 1♦.  Partner responded 1♠.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

7. ♠ AK53  ♥ Q98  ♦ A1094  ♣ 105 

 

8. ♠ A7  ♥ A962  ♦ KJ76  ♣ 873 

 

9. ♠ AJ102  ♥ AQJ2  ♦ AQ76  ♣ K 

 

 

You opened 1♦.  Partner responded 1NT.  What does Partner‟s bid mean?  

What do you rebid with the following hand?   

 

10. ♠ A743  ♥ A96  ♦ Q6  ♣ K103 

 

11. ♠ AQ  ♥ KQ96  ♦  AQ862  ♣ K3 

 

12. ♠ 93  ♥ AQ9  ♦ AK9875  ♣ J10 
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WK4 LP 1.1 Practice Sheet – Opener’s First Rebid 

Pg. 2 
 

You opened 1♥.  Partner responded 2♣.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

13. ♠ Q1053  ♥ AK1076  ♦  Void  ♣ QJ52  

14. ♠ 54  ♥ AKJ1043  ♦ A3  ♣ 1072   

 

You opened 1♥.  Partner responded 2♦.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

15. ♠ 4  ♥ AK753  ♦ Q742  ♣ K73  

16. ♠ K43  ♥ AJ1098  ♦ J4  ♣ A76  

 

You opened 1♠.  Partner responded 2♣.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

17. ♠ AQJ92  ♥ KQ108  ♦ 5  ♣ Q95  

18. ♠ AJ852  ♥ Q5  ♦ KJ85  ♣ K4  

 

You opened 1♠.  Partner responded 2♦.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

19.  ♠ AKQ10984 ♥ A6  ♦ 97  ♣ J7  

20.  ♠ KJ1087  ♥ A5  ♦ K93  ♣ Q32  

 

You opened 1♠.  Partner responded 2♥.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

21.  ♠ A9875  ♥ A109  ♦ A76  ♣ J8  

22.  ♠ K108643  ♥ AKQ4  ♦ KJ8  ♣ Void  

 

You opened 1♦.  Partner responded 2♣.  What does Partner‟s bid mean?  

What do you rebid with the following hands?   

 

23.  ♠ AK3  ♥ K92  ♦ J9853  ♣ K6  

24.  ♠ 7  ♥ Q876  ♦ AKJ64  ♣ K87  
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WK4 LP 1.1 Practice Sheet – Opener’s First Rebid 
 

 

Suggested Answers.  

 

1. 4♥      Partner has 4+ hearts and 6+ points 

2. 1♠ 

3. 1NT 

4. 2♣ 

5. 3♥ 

6. 4♥ 

7. 2♠   Partner has 4+ spades and 6+ points 

8. 1NT 

9. 4♠ 

10. Pass   Partner has 6-10 points and no 4+ card major and no diamond  

  Support. 

11. 3NT 

12. 2♦ 

13.  3♣ Partner has 4+ clubs and 10+ points 

14.  2♥ 

15.  3♦ Partner has 4+ diamonds and 10+ points 

16.  2NT 

17.  2♥ Partner has 4+ clubs and 10+ points 

18.  2♦ 

19.  4♠ Partner has 4+ diamonds and 10+ points 

20.  2NT 

21.  3♥  Partner has 5+ hearts and 10+ points 

22.  4♥ 

23.  2NT Partner has 4+ clubs and 10+ points  

24.  2♦  
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Hand Records 4.1.1-4  

Pg. 1 
 

 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class. Objective is for 

students to practice opening One of a Minor Suit, Responder to Raise or Jump Raise 

Opener’s Minor, or Responder to bid One of a Major, or Responder to bid One No 

Trump.  Opener should pick the appropriate Rebid.   

 

Hand 4.1.1:  Suggested Contract 3♠__  Suggested Declarer N__ 

 

Board 1

North Deals

None Vul

 A Q 9 6

 Q J

 8 3

 K J 10 8 4

 10 8 3

 10 6 5 3

 K 9 7 5 4

 Q

 J 7

 K 7 2

 A Q J 10

 7 6 5 3

 K 5 4 2

 A 9 8 4

 6 2

 A 9 2

N

S

W E

West North East South

1  Pass 1 

Pass 1  Pass 3 

Pass Pass Pass  
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Hand Records 4.1.1-4  

Pg. 2 
 

Hand 4.1.2:  Suggested Contract 2♥__  Suggested Declarer _E_ 

 

Board 2

East Deals

N-S Vul

 10 9 7 3

 K J 5

 A 9

 J 6 5 2

 Q 5 2

 A 8 6 3

 8 7

 A K 4 3

 K 8

 Q 10 9 7 2

 K 10 5 3

 Q 10

 A J 6 4

 4

 Q J 6 4 2

 9 8 7

N

S

W E

West North East South

Pass Pass

1  Pass 1  Pass

2  Pass Pass Pass  

 

 

Hand 4.1.3:  Suggested Contract 2♠__  Suggested Declarer W__ 

 

Board 3

South Deals

E-W Vul

 J 3

A Q 3 2

 10 7

 J 10 7 6 3

Q 10 8 7 4 2
 9 4

A 5 4

Q 5

A 9 6
 10 6 5

Q J 9 6

A K 9

K 5

K J 8 7

K 8 3 2

 8 4 2

N

S

W E

West North East South
Pass

Pass Pass 1  Pass

1  Pass 1 NT Pass

2  Pass Pass Pass  
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Hand Records 4.1.1-4  

Pg. 3 
 

 

Hand 4.1.4:  Suggested Contract 4♥__  Suggested Declarer _S_ 

 

Board 4

West Deals

Both Vul

 10

A 5 4 3

A K J 6

K 6 4 2

Q 9 6
 9 8 2

Q 8 7 4 2

A Q

K 8 7 4 2
Q 7

 10 5

 J 10 5 3

A J 5 3

K J 10 6

 9 3

 9 8 7

N

S

W E

West North East South
Pass 1  Pass 1 

Pass 3  Pass 4 

Pass Pass Pass  
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Lesson Plan Title:  Week 4 Lesson 2 - Math through Games 

 

Beginning Bridge:   Declarer Play - Suit Contracts 

 

Concept/Topic:  To teach bridge. 

 

Standards Addressed:  M6P3.a Organize and consolidate their mathematical thinking 

through communication. 

 

General Goal(s):  To teach math through bridge. 

   

Specific Objectives:  To teach the CRASH method of planning Declarer Play. 

 To teach three main tools for disposing of losers when playing 

in a suit contract. 

 To teach the use of the “finesse” to take more tricks as 

Declarer. 

 

Required Materials:  Paper  

 Pencil 

 Notebook  

 Hand Records 4.2.1, 4.2.2, 4.2.3, and 4.2.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 4.2.1, 4.2.2, 4.2.3, and 4.2.4. 

 

Anticipatory Set (lead-in):  

 Briefly review last week‟s lessons. 

 

 Today and tomorrow we are going to learn some techniques for taking the 

most number of tricks as Declarer.   

 

Step-by-step Procedures: 

1. Successful Declarers always take a moment or two before playing to trick one.  

They take time to plan in advance how they are going to play the hand.  One 

technique that helps you do this is called the CRASH technique.  This is a series 

of questions to ask yourself before launching into the actual play.  
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2. Write on white board the following definition of CRASH: 

 

 C = Count 

 R = Review 

 A = Analyze 

 S = Source 

 H = How 

 

3. COUNT - The first thing a Declarer playing a suit contract does after seeing 

Dummy is Count Losers.  Subtracting the number of Losers from 13 gives you 

some idea of how many tricks you can win.  Counting losers is a simple process 

done suit by suit.  Losers are normally only counted from the hand with the longer 

trumps, usually declarer‟s hand.  (If you have an equal number of trumps in your 

hand and dummy, making the stronger hand the master typically works best.)  

When counting losers, look at one suit at a time:   (Write this Example on the 

board.) 

 

 Declarer:   ♦AQ93                     Dummy:   ♦K72 

 

Assume declarer is the master hand here.  Between the two hands I clearly 

have three tricks but the fourth diamond in my hand is a loser.  Reversing 

the holding: 

 

 Declarer: ♦K72                          Dummy: ♦AQ93 

 

Now I have no losers.  I don‟t count the extra card in dummy because my 

loser count is based on the problem cards in my hand alone.  

 

4. Oftentimes it isn‟t so clear how many potential losers Declarer has.  (Write this 

Example on the board.): 

 

 Declarer: ♣J94                            Dummy: ♣KT7  

 

Here I start as a pessimist and presume that my RHO holds the ♣AQ; I‟ll 

probably have to lose two tricks.  While I might get lucky and find the 

Queen in LHO‟s hand, I begin by assuming two losers. 

 

5. REVIEW - The second thing a declarer does upon seeing dummy is to Review 

the auction in his/her mind.  Did the opponents bid?  (They do sometimes.)  What 

suits?  How high?  Were they silent throughout?  This may tell Declarer a lot 

about how the remaining points are distributed between LHO and RHO.  Keeping 

the auction in mind may help Declarer develop a plan for taking more tricks. 
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6. ANALYZE - The third step declarer follows is to Analyze the opening lead.  

Since we haven‟t covered the rules for making opening leads yet, we can‟t really 

make good use of this step.  Still, remembering what your LHO led at trick one 

may tell you something about which suit they hope to take tricks with.  It may 

also alert you to where the opponents are short of cards and hoping to get a trump 

trick. 

 

7. SOURCE - The fourth step is for declarer to ask him/herself where the tricks are 

coming from; what is Declarer‟s Source of tricks?  He/she may, for example, look 

at the diamond suit and see two sure tricks, but with extra length in the suit, 

Declarer can also see a potential third or fourth trick after the suit has been 

established. 

 

8. HOW - How do I proceed to take my tricks?  Good declarers develop a plan to 

take all the tricks they can.  They determine what order they would like to take 

tricks in.  When do I draw trump (leading trumps until the opponents have no 

more trumps)?  When do I leave trump alone because I have other urgent needs?  

Can I trump some losers (also known as ruffing losers)?  Ruffing and trumping 

are two words that mean the same and is used when declarer has losing cards in a 

side suit where the other hand has no more of that suit.  Declarer can ruff these 

with trumps in the other hand to try to increase the number of tricks taken.  Can I 

establish a side suit to discard some losers (done by giving up tricks or ruffing 

tricks until the cards are high where you can now pitch losing tricks in other 

suits)?  When do I give up a trick so that I can take two additional tricks?  What 

cards will I use for transportation back and forth to dummy and my hand?  Do I 

need to take any finesses?  As time goes on you‟ll add many more questions to 

this list.  And over time you‟ll begin to recognize patterns of card combinations 

and patterns of hand layouts where you‟ll gain confidence in playing the hand 

because you‟ve seen these combinations before and remember better ways to take 

your tricks! 

 

9. For now I‟d be happy if you just asked yourself the following “how” questions 

before launching into play:  (Write these on the board.)  

 

 Should I draw trumps as soon as possible? 

 

 Or do I have another need for those trumps?   

 

 Or do I need to take care of something else before drawing trump? 
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10. The decision about drawing trumps is simple:  Draw trumps unless there is a 

reason not to!  Some reasons not to pull trumps are: 

 

 You need to ruff a loser first 

 

 You need trumps for transportation between the hands to deal with other 

suits. 

 

11. Once you„ve counted losers, then what?  For starters, you know the task ahead.  If 

your count of losers says your contract is making, you make a plan that will 

preserve those tricks.  But often, you have more losers than you can afford.  So 

how do you eliminate losers?  Here are the three main tools for eliminating losers: 

 

 Set up a long suit in dummy and discard your losers on it.  Sometimes 

the suit is ready to run and doesn‟t even need setting up.  

 

 Trump your losers.  This usually means trumping in the hand with fewer 

trumps (the “short hand”). 

 

 Take a finesse or finesses.  See the explanation below.  Unless you have 

touching honors, you must lead toward the card you want to promote. 

 

12. We never have enough high cards, but one simple tool gives us a chance to take 

extra tricks.  This tool is the Finesse.  Finesses are about “hope.”  You “hope” to 

find a critical missing card in one opponent‟s hand rather than the other opponent‟s 

hand.  Finesses involve leading low from one hand toward a high card in the other 

hand - and hoping.  Here‟s a common one.  (Write this Example on the board.): 

 

 You   Dummy 

743  AQ6 

 

You‟d like to take two tricks in the suit.  You lead a low card from your hand, and if 

LHO plays a small card, you stick in the Queen and hope that your LHO has the 

King.  If he does, the Queen wins the trick, and now you‟ll make two tricks.  That is 

a finesse - you finessed against the King in LHO‟s hand. If RHO has the king you‟ll 

only make one trick in the suit.  But at least you gave it a try! 

 

13. Direct students to bid and play only Handset 1 at each table, and write down the 

contract and number of tricks taken by Declarer.  (Students may wind up in any 

number of different contracts, but the suggested contract and Declarer is listed on 

the hand record.).  Then review Handset 1 with the class, using the “PLANNING 

THE PLAY” discussion at the bottom of the hand record as a discussion guide.  

Repeat this process for the remaining three Handsets.  
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Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands as time permits. 

 

Assessment Based on Objectives: observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A 
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Hand Records 4.2.1-4  

Pg. 1 
 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class. Objective is for 

students to practice the mechanics of play of the hand in a suit contract. 

 

Board 4.2.1

North Deals

None Vul

K Q 9

 J 10 6 3

K J 10

 J 10 9

 10 7 6 2
K Q 9 4

A Q 2

K Q

A J 5 4
A 8 7

 9 8

A 5 4 2

 8 3

 5 2

 7 6 5 4 3

 8 7 6 3

N

S

W E

West North East South
Pass 1  Pass

1  Pass 1  Pass

4  Pass Pass Pass  

Opening Lead:  4♦, fourth from your longest and strongest suit 

 

East's 1♣ shows 12+ points and 3+ clubs.  West's 1♥ bid shows 4+ hearts and 6+ points.  

East bids 1♠ showing four spades.  West now bids 4♠ showing the values to bid game, 

and four card spade support. 

 

PLANNING THE PLAY: 

East needs 10 tricks, but has only 8 top tricks - the ♦A, the ♣A, ♣K and ♣Q, the ♥A, ♥K 

and ♥Q, and the ♠A.  If the ♦Q finesse succeeds, there is the ninth trick, and a diamond 

ruff in hand gives East 10 tricks.  Alas, the diamond finesse loses.  But declarer can win 

the diamond return, lead a spade toward the ♠AJ, and later draw trumps, followed by 

playing off the top hearts.  If hearts split 3-3 or the ♥J and ♥T are doubleton, Dummy‟s 9 

of hearts becomes a winner and the tenth trick!  If hearts don't split, declarer can ruff a 

heart in his hand for the 10th trick. The three methods combined - finesses, setting up a 

long suit, and ruffing losers, will produce ten winners. 
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Hand Records 4.2.1-4  

Pg. 2 
 

 

Board 4.2.2

East Deals

N-S Vul

K 9 8 7 4

 7 4 2

 10 8 7

Q 5

 6 5 2
K J 9 6 3

Q 6

K 7 3

Q
A Q 8 5

K J 5 2

A 10 8 2

A J 10 3

 10

A 9 4 3

 J 9 6 4

N

S

W E

West North East South
1  Pass

1  Pass 3  Pass

4  Pass Pass Pass  

Opening Lead: ♠7 

 

After West bids 1♥ East should jump to 3♥ showing 16-18 points in support of hearts.  

With a fifth heart and 9 points West bids 4♥. 

 

PLANNING THE PLAY: 

West should have an easy time with this hand, holding five heart winners, two diamond 

winners and two club winners off the top. The tenth trick can be gotten by ruffing a spade 

in dummy. West should actually plan to ruff two spades in dummy!  West wins the 

second round of spades by ruffing in dummy, draws two rounds of trumps with the ♥A 

followed by a heart to the ♥K.  Then ruff declarer's last spade with dummy's last trump 

and then lead towards the ♣K.  Declarer will draw the last outstanding trump, and play 

the ♦Q eventually pitching declarer's third club on the ♦J. 
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Hand Records 4.2.1-4  

Pg. 3 
 

 

Board 4.2.3

South Deals

E-W Vul

 7 6

K 9 7 6

K 6 4 2

 10 9 8

 8 5
Q 8 5

 9 8 5

K J 6 5 3

A 4 3 2
 10 3

Q J 7

Q 7 4 2

K Q J 10 9

A J 4 2

A 10 3

A

N

S

W E

West North East South
1 

Pass 1 NT Pass 3 

Pass 4  Pass Pass

Pass  

Opening Lead:  5♣, fourth from your longest and strongest 

 

North responds 1NT with 6-10 points and no spade fit.  South's jump to 3♥ is a jump shift 

showing at least five spades, at least four hearts and 18+ points.  This bid forces 

North/South to play game somewhere.  North raises to 4♥ with a fit. 

 

PLANNING THE PLAY: 

North can count nine top winners after driving out the ♠A. Ruffing a losing club in hand 

will produce ten winners easily.  North should plan to win the opening lead, then lead a 

small heart to the ♥K in dummy.  North can now lead a small club from dummy and ruff 

it in his/her hand. North should now play the ♥A, leaving the opponents with the high 

trump outstanding, and then play high spades, pitching small diamonds from dummy, 

until the defense takes their ♠A.   Declarer eventually can ruff his/her small diamond in 

dummy, taking 11 tricks in all. 
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Hand Records 4.2.1-4  

Pg. 4 
 

 

Board 4.2.4

West Deals

Both Vul

K 10 5 2

A 8

 8 5 2

A J 6 3

Q 4 3
 J 7 4

 10 9 6

 10 9 7 4

 8 6
K 9 3

K Q 7 4 3

Q 8 2

A J 9 7

Q 10 6 5 2

A J

K 5

N

S

W E

West North East South
Pass 1  Pass 1 

Pass 1  Pass 4 

Pass Pass Pass  
Opening Lead: ♦K, top of touching honors 

 

South bids 1♥ showing 4+ hearts and 6+ points.  North bids 1♠ showing 4 spades and 

South bids 4♠ to show enough points for game and a spade fit. 

 

PLANNING THE PLAY: 

North has six top tricks in Aces and Kings.  North can try to ruff diamonds and clubs in 

dummy but has transportation issues.  Instead North should try to set up the long hearts in 

dummy.   To do that, North may need to ruff a heart in hand.  North should win the 

opening lead with the ♦A, then lead to the ♥A and play another heart from hand.  East 

will likely win and return another diamond.  Declarer ruffs the 3
rd

 diamond return, plays a 

Spade to the ♠K, and a small spade back to dummy's ♠A.  Now North plays the ♥Q from 

dummy and pitches a losing club from his hand.  If E-W both follow, the long heart suit 

is established.  If one defender shows out, North will have to lead another heart from 

dummy and ruff it to establish the long heart winner in dummy.   
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Lesson Plan Title:  Week 4 Lesson 3 - Math through Games 

 

Beginning Bridge:   Reevaluating Your Hand - Part 1 

 

Concept/Topic:  To teach mathematical and analytical skills through real world 

applications. 

 

Standards Addressed:  M8P2.c Develop and evaluate mathematical arguments and 

proof. 

 

General Goal(s):  To teach math through bridge. 

   

Specific Objectives:  To teach how to factor hand shape into evaluation of the bridge 

hand for more effective bidding. 

   

Required Materials:   Paper  

 Pencil 

 Notebook  

 WK4 LP 3.1 Practice Sheet - Reevaluating Your Hand 

(attached) 

 

Anticipatory Set (lead-in):  

 

 Briefly review the last two lessons on declarer play. 

 

 Way back in Week 1 we learned to evaluate our hand strength using high 

card point count – four for an Ace, three for a King, two for a Queen and 

one for a Jack.  Now we go a bit deeper and consider the importance of 

hand shape.   

 

Step-by-step Procedures:  

 

1. In a couple of weeks, we are going to explore slam bidding.  Then you will learn 

that it generally takes about 37 High Card Points for a grand slam.  But look at 

this hand, a hand of just 10 High Card Points. (Write this Example on the board): 

 

 ♠AKQJ1098765432, ♥- , ♦- , ♣-   

 

If you bid 7♠, you will take all 13 tricks.   
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2. We‟ve seen that the best source for tricks is a long suit.  And we know that 

shortness (singletons and voids) can negate the power of the opponents‟ high 

cards.  So how do we put all this into our bidding?  We give ourselves points for 

shortness, or points for length (but not both), as follows. 

 

3. Shortness Points - You can count points for shortness as follows: 

 

 Doubleton (2 cards) 1 Point 

 

 Singleton (1 card) 2 Points 

 

 Void (no cards) 3 Points 

 

4. You should count your shortness points only when you know you have a fit.  

After all, shortness in Partner‟s good suit is more of a liability than something we 

want to count extra for.  And shortness points don‟t count in No Trump.  You 

can‟t stop the opponents‟ long suit with a trump. 

 

5. Length Points - Some players prefer to count length points rather than shortness 

points.  Length points work like this: 

 

 Fifth card in a suit 1 Point 

 

 Each card thereafter 1 Point 

 

6. Here is an example.  You are sorting your hand and start with;  (Write this 

Example on the board): 

 

♠ A Q J 5 3 

♥ K 4 

♦ K J 5 

♣ 10 7 

 

You pick up the last card.  Wouldn‟t you rather that last card be the ♠2 than the 

♣J?  That‟s length points! 

 

7. You may count either length or shortness points but not both.  If you like to bid, 

use whichever gives you the most points!  Even though long suits can be a 

source of tricks for No Trump bids, most experts don‟t count length points for 

an opening bid in No Trump. 
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8. Dummy Points - If you have a fit with partner and your hand is going to be 

dummy, your shortness is doubly valuable.  Your shortness can offset the 

opponents‟ high cards, just like it can in Declarer‟s hand.  Trumping in the 

dummy provides extra tricks.  Or if you prefer, trumping in dummy eliminates 

one of Declarer‟s losers. 

 

9. This is so important we should look at an example.  (Write this Example on the 

board)  

 

♠  K 7 4 

♥  10 9 7 6 3 

♦   A 7 

♣  A 10 8 5 

 

♠  A Q J 5 3 2 

♥  K 4 

♦   K J 5 

♣  10 7 

 

Let‟s say you (South) are playing in 4♠.  You count two heart losers, one in 

diamonds, and one in clubs.  You can ruff several hearts and/or clubs in your 

hand but that doesn‟t get rid of a single loser.  You were always going to win 

those 6 spade tricks.  Even worse, ruff enough times and the opponents may end 

up with more trumps than you!  But ruffing a diamond in dummy does eliminate 

your loser in that suit.  And it doesn‟t harm your trump length in your hand.  In 

essence, it gives you a seventh spade winner! 

 

10. Even though this lesson is on bidding, here is an important play reminder. 

 

 Ruffing in the short hand (usually dummy) gets rid of a loser.  

Ruffing in the long hand does not. 

 

11. So what does all this have to do with counting points?  Because ruffs in the 

dummy provide extra tricks, we count for dummy‟s shortness.  We‟ll repeat 

declarer‟s points for shortness for comparison purposes: 

 

Declarer Dummy 

 

 Doubleton (2 cards) 1 point  1 point 

 

 Singleton (1 card) 2 points 3 points 

 

 Void (no cards) 3 points 5 points 
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12. Remember, we count dummy points only when we have a fit and only when our 

hand will be on the table as dummy.  It doesn‟t matter who opened the bidding.  

If you open 1♣ and are supporting partner‟s Spade suit, your hand will be 

dummy and you get to count dummy points. 

 

13. Review with Students WK4 LP 3.1 Practice Sheet - Reevaluating the Hand for 

Shortness and Length Points. 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands as time permits. 

   

Assessment Based on Objectives: observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 
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WK4 LP 3.1 Practice Sheet - Reevaluating Your Hand 

Pg. 1 
 

 

1. Your Hand is :  

♠  A Q J 5 3 2 

♥  K 4 

♦   K J 5 

♣  10 7 

 

Partner has supported your spades in the auction.  How many points (HCP + Distribution) 

is your hand worth using the Shortness Points method for declarer?   Using the Length 

Points method? 

 

Answer:  

    

Shortness = 14 HCP + 1 for doubleton heart + 1 for doubleton club = 16 Points. 

Length = 14 HCP + 1 for fifth spade + 1 for sixth spade = 16 Points 

 

If the auction has gone 1♠ Pass 2♠, what would you bid? 3♠ 

If the auction has gone 1♠ Pass 3♠, what would you bid? 4♠ 

 

2. You Hold:  

♠ K 7 4 

♥ 10 9 7 6 3 

♦ A 7 

♣ A 10 8 5 

 

Your Partner opened 1♠ and you raised his/her spades.   How many Dummy Points do 

you have?   

 

Answer - 11 HCP + 1 Dummy shortness point = 12 points.  Did you bid  2♠, 3♠, or 4♠?  

Answer: 3♠ 

 

3. If your hand was instead: 

 

♠ K 7 4 

♥ A 9 7 6 3 2 

♦ 7 

♣ A 10 8 5 

 

How many Dummy points do you have?  What would you bid?  Answer:  14 Dummy 

Points.  Bid 2♥ and raise to game at your next bid. 
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WK4 LP 3.1 Practice Sheet - Reevaluating Your Hand 

Pg. 2 
 

4. Your Hand is : 

♠ A Q 5 3 

♥ 5 4 

♦ A 10 8 7 3 2 

♣ 7 

 

Your Partner opened 1♠.   How many Dummy Points do you have?   

Answer - 10 HCP + 4 Dummy shortness points = 14 points.   

 

What do you bid??   

Answer: 2♦, Partner must bid again, and then you will raise his spades to game.   

 

5. You hold: 

♠ 3 

♥ A Q 5 4 2 

♦ A 10 3 2 

♣ 8 7 2 

 

Your Partner opened 1D.  You bid 1H.  Partner raised you to 2H.  How many Dummy 

points do you have?   

Answer = 0.  You will be the declarer in hearts, not the dummy.   

 

How many Length points do you have?   

Answer: 11 

 

 How many Shortness points?   

Answer:  12  Should you bid a game?  Yes. 

 

6. You hold: 

♠ Q 9 6 4 3 

♥ K 2 

♦ Void 

♣ A 9 8 75 2 

 

Your partner opened 1S.  How many HCP do you have?  9 

  

How many Dummy Shortness points?  15.   

 

Should you bid game?  Yes. 
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Lesson Plan Title:  Week 4 Lesson 4 - Math through Games 

 

Beginning Bridge:   Reevaluating Your Hand - Part 2 

 

Concept/Topic:  To teach mathematical and analytical skills through real world 

application. 

 

Standards Addressed:  M8P3.a Organize and consolidate their mathematical thinking 

through communication. 

 

General Goal(s):  To teach math through bridge. 

   

Specific Objectives:  To teach factors to consider in evaluation of the bridge hand 

for more effective bidding. 

 

Required Materials:   Paper  

 Pencil 

 Notebook  

 WK4 LP 4.1 Practice Sheet - Reevaluating Your Hand 2 

(attached) 

 WK4 LP 4.3 Handout – Reevaluating Your Hand 

 Hand Records 4.4.1, 4.4.2, 4.4.3, and 4.4.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 4.4.1, 4.4.2, 4.4.3, and 4.4.4. 

 

Anticipatory Set (lead-in):  

 

 Briefly review the last lesson on shortness and length points. 

 

 Let‟s continue with more hand evaluation techniques.  The better you 

understand your hand‟s worth, the more accurate your bidding will 

become.  

 

Step-by-step Procedures:  

 

1. Not all points are created equal.  Some are better than others.  (Thomas 

Jefferson did not play bridge!)  In evaluating your hand – especially for those 

borderline bids like whether to invite or bid game or whether to accept an 

invitation – a good understanding of the quality of your points will help.  There 

are several factors to consider. 
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2. Honors work best when working together.  Compare these two hands: (Write 

the Examples on the board):   

 

Example A 

 

♠ A 8 5 3 

♥ K 7 3 

♦ Q 6 4 

♣ J 7 4 

 

     Example B 

 

♠ A K Q J  

♥ 8 7 3 

♦ 6 5 4 

♣ 7 4 3 

 

Same points, same shape, even the exact same spot cards.  Which hand would 

you rather hold?  “B” obviously is worth four tricks.  Who knows what “A” will 

do?  Honors together reinforce one another, making each stronger. 

 

3. Honors without spots are damaged goods.  (Write the Example on the board):  

If dummy holds ♦ KQ2, you have a trick for sure.  If the Ace is onside (in LHO‟s 

hand) and you can lead twice toward this holding, you‟ll get two tricks.  Now 

take away the ♦2. You get one trick.  Period. 

 

    Example C 

 

 Declarer: ♦ 743     Dummy: ♦ KQ2 

 

There are many similar cases, such as a singleton Ace or King or doubleton QJ.   
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4. Honors are better in long suits.  One purpose of honors is to help promote 

small cards.  Here are two more hands to compare: (Write the Examples on the 

board): 

Example D 

 

♠ A 9 7 4 3 

♥ A K 8 7 3 

♦ 6 

♣ 5 2 

 

Example E 

 

♠ 9 7 6 4 3 

♥ 8 7 5 3 2 

♦ A 

♣ A K 

 

Same shape, same high cards and again even the same small cards (spots).  Hand 

“D” has great trick taking potential, while it will take much longer to set up 

length tricks in Hand “E”.  The number one source of extra tricks is long suits.  

They are so much easier to set up when that is where your high cards are. 

 

5. Shape affects playing strength.  As you play more, you‟ll learn to appreciate 

the importance of good shape.  A 4-3-3-3 hand is the worst you can hold.  You 

only have one long suit (using the term most generously) and no ruffing values.  

Ruffing values is value attributed to a hand with short suits (voids, singletons, 

and doubletons) that give potential to use the trumps in hand to trump losers 

partner might have.  It is so bad that I might even deduct a point from a hand 

with that shape.  At the other extreme, hands with two long suits are offensive 

powerhouses.  An old bridge saying is “6-5, come alive.”  A hand with a 6-card 

suit and a 5-card suit can usually find a fit with partner and plays much better 

than its HCP might otherwise indicate. So bid it aggressively.  

 

6. Tens and Nines can add strength to your hand.  We don‟t give any point 

count for Tens and Nines but they can easily bolster a long suit. We saw a 

good example of this two days ago where taking two finesses gave us more 

tricks in the suit.  It only worked because the Jack was bolstered up by the 

Ten. (Write this Example on the board.): 

 

 Declarer: ♦ 743     Dummy: ♦ AJ102 

 

7. The placement of the rest of the points at the table affects how good your 

hand is.  If you hold the ♠ AQ10 and your RHO holds the ♠ KJ3, your values 

are well placed.  You can take two finesses against RHO and win three tricks.  

But this same holding has less potential if LHO holds the ♠ KJ3.  Your two 

finesses will both lose, and you wind up with only one trick! 
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8. There is so much to think about.  You can see that hand evaluation is quite a bit 

more complicated than we learned in our early lessons.  Few if any players get it 

all at once.  Experience is the best teacher.  As you play more, these techniques 

will become second nature.   

 

9. Review with Students WK4 LP 4.1 Practice Sheet - Reevaluating Your Hand. 

 

10. Direct students to bid and play Handsets 1-4 at each table.  (Students may wind up 

in any number of different contracts, but the suggested contract and Declarer is 

listed on the hand record.)   Coach students at each table as required. 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands as time permits. 

   

Assessment Based on Objectives: notebook, observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 
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WK4 LP 4.1 Practice Sheet - Reevaluating Your Hand 2 
 

In each of the following examples, which hand is stronger, A or B?  Why? 

 
 

1. Example A   ♠ A853  ♥ K73  ♦ Q64  ♣ J74  

 
 Example B   ♠ AKQJ  ♥ 873  ♦ 654  ♣ 743  

 

 
2. Example A  ♠ QJ  ♥ A7654  ♦ KQ  ♣ K985  

 

 Example B   ♠ 54  ♥ AQJ76  ♦ KQ98  ♣ K5  

 

 
3. Example A   ♠ 92  ♥ A8765  ♦ 65  ♣ AQ107  

 
 Example B   ♠ A2  ♥ 98765  ♦ AQ  ♣ 10765  

 

 

4. Example A   Your RHO opened 1♠  

    ♠ KJ10  ♥ K1082  ♦ 3  ♣ AKQ65  

 
 Example B   Your LHO opened 1♠  

    ♠ KJ10  ♥ K1082  ♦ 3  ♣ AKQ65  

 

 

5. Example A   ♠ A107642  ♥ 3  ♦ KQJ75  ♣ 9  

 
 Example B   ♠ A10765  ♥ 32  ♦ KQ7  ♣ J95  

 

 

6. Example A   ♠ KJ652  ♥ KQ53  ♦ AJ5  ♣ 3  

 
 Example B   ♠ KJ1092  ♥ KQ109  ♦ AJ10  ♣ 3  
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WK4 LP 4.1 Practice Sheet - Reevaluating Your Hand 2 
 

Suggested Answers: 

 
1. Answer; B  Honors are working together 

 

2. Answer; B Honors without spots are damaged goods.  The KQ 

of diamonds will take only one trick.  KQ98 could take two tricks.  

 

3. Answer; A Honors work better in long suits 

 

4. Answer; A Placement of points at the table affects how good 

your hand is.  If LHO bid spades, he is likely to hold the spade AQ 

behind your spade honors; they are probably worthless.  But If RHO 

bid spades, you are likely to win spade tricks (his finesses lose to your 

honors). 

 

5. Answer; A Shape affects playing strength. 

 

6. Answer; B Tens and Nines add playing strength, and give 

additional finessing possibilities. 
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Hand Records 4.4.1-4  

Pg. 1 
 

 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class.  Objective is for 

students to practice playing techniques. 

 

 

 

Board 4.4.1

North Deals

None Vul

K 5 2

 10 5

A Q 8 6 4

 7 5 4

 J 10 8 6
Q 2

 J 10 2

K Q 3 2

A 9 4 3
 7 4 3

 9 7 3

 J 9 8

Q 7

A K J 9 8 6

K 5

A 10 6

N

S

W E

West North East South
Pass Pass 1 

Pass 1 NT Pass 3 

Pass 4  Pass Pass

Pass  

Opening Lead:  ♣K 

 

South has three losers and one potential loser, the ♥Q.  However South can discard one of 

his club losers on his good diamond suit.  To do so he must pull trumps first. 

 

South should win the first club and then cash the ♥AK, intending to then play ♦K and a 

diamond to the ♦AQ hoping to throw away one of their club losers on the ♦Q. 
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Hand Records 4.4.1-4  

Pg. 2 
 

 

Board 4.4.2

East Deals

N-S Vul

 6

 J 10

K 9 8 5 3

A Q 10 7 2

A 10 9 4 2
 9 8 7

 J 6

 J 9 8

Q J 7 5 3
A 4 2

A Q 10

 4 3

K 8

K Q 6 5 3

 7 4 2

K 6 5

N

S

W E

West North East South
1  Pass

4  Pass Pass Pass  

Opening Lead: ♥K 

 

If East is in 4♠, he must have the ♠K on-side as well as the ♦K, so when he wins the ♥A, 

he should finesse the Spade and then Finesse the diamond for making 4♠. 
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Hand Records 4.4.1-4  

Pg. 3 
 

 

Board 4.4.3

South Deals

E-W Vul

 J 10 4 2

K 10 9 4

 7 5 4

A 9

K 7 6
Q J 3

 10 9 2

 10 8 3 2

 5 3
A 8 6 2

A J 6

K 7 5 4

A Q 9 8

 7 5

K Q 8 3

Q J 6

N

S

W E

West North East South
1 

Pass 1  Pass 1 

Pass 2  Pass Pass

Pass  

Opening Lead:  ♣2, the unbid suit 

 

South should finesse the club at trick 1 and win the second club with the ♣A.  Declarer 

should than plan to finesse the spade and when it loses to finish pulling trumps and lead 

up to the ♦KQ. 
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Hand Records 4.4.1-4  

Pg. 4 
 

 

Board 4.4.4

West Deals

Both Vul

K 8

Q 6 5

 8 7 4 2

K 6 5 3

Q J 7 5 3
K 4 3 2

A Q 10

A

A 10 9 4
 9 8 7

 J 6 5

 J 9 8

 6 2

A J 10

K 9 3

Q 10 7 4 2

N

S

W E

West North East South
1  Pass 2  Pass

3  Pass Pass Pass  

Opening Lead:  ♣3 

 

In 3♠, West needs to plan on finessing for the ♠K.  He also needs to finesse for the ♦K 

and lead towards his ♥K. 

 

When West finesses the diamond he must lead the ♦J so that he can remain in dummy to 

repeat the finesse. 
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WK4 LP 4.3 Handout - Reevaluating Your Hand 

 

SHORTNESS POINTS 

 Declarer Dummy 

 

 Doubleton (2 cards) 1 point  1 point 

 

 Singleton (1 card) 2 points 3 points 

 

 Void (no cards)  3 points 5 points 

 

 

LENGTH POINTS (Declarer only) 

 

 Fifth card in a suit 1 Point 

 

 Each card thereafter 1 Point 

 

 TIPS FOR REEVALUATING YOUR HAND 
 

1. Not all points are created equal.   

 

2. Honors work best when working together.   

 

3. Honors without spots are damaged goods.   

 

4. Honors are better in long suits.   

 

5. Hands with singletons and voids generally take more tricks. 

 

6. Tens and Nines can add strength to your hand.  

 

7. The placement of the rest of the points at the table affects how good your 

hand is. 
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Lesson Plan Title:  Week 4 Lesson 5 - Math through Games 

 

Beginning Bridge:   Weekly Review and Mid Term Quiz - Week 4 

 

Concept/Topic:  To use math skills to play bridge. 

 

Standards Addressed:  M7P1.b Solve problems that arise in mathematics and in other 

contexts. 

 

General Goal(s): To teach math through bridge. 

   

Specific Objectives:  To teach how to bid and score in contract bridge. 

   

Required Materials: Notebook 

 Paper 

 Pencil 

 

Anticipatory Set (lead-in):  

 

 Review week 4 lessons 1-4 

 Rebids by Opener - Part 2 

 Declarer Play - Suit Contracts 

 Reevaluating Your Hand - 1 

 Reevaluating Your Hand - 2 

 

Step-by-step Procedures: 

 

1. Give Week 4 Quiz. 

 

2. Hand out cards. 

 

3. Students Shuffle, Deal, and Play hands. 

 

Plan for Independent Practice: Allow students to play hands. 

   

Assessment Based on Objectives: Week 4 Lesson 5 Quiz 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to play bridge hands on the 

computer. 

   

Possible Connections to Other Subjects: L.A., communication skills 
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Week 4 Lesson 5 Quiz (15 points) 

 

What would you open? (1 pt each) 

 

1. ♠AQ54  ♥KJ3  ♦AJ5  ♣J74 

 

2. ♠J1084  ♥AQ86  ♦K  ♣AQ73 

 

3. ♠K10742   ♥KQ3  ♦A9  ♣Q74 

 

4. ♠K107  ♥86  ♦AK52  ♣AQJ2 

 

5. ♠A54  ♥K3  ♦QJ4  ♣KQ642 

 

 

 

6. When can you add points to your hand for your distribution? (2 pt)  

 

 

7. How many points can you add to your hand as declarer for each of the following? 

(1pt each) 

  

 

      A Singleton ________   A Void ________   A Doubleton _________ 

 

 

8. Explain what a Finesse is and how it works (5 points) 
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Week 4 Lesson 5 Quiz (15 points) Answers 

 

What would you open? (1 pt each) 

 

1. ♠AQ54  ♥KJ3  ♦AJ5  ♣J74  1NT 

 

2. ♠J1084  ♥AQ86  ♦K  ♣AQ73  1♣ 

 

3. ♠K10742   ♥KQ3  ♦A9  ♣Q74 1♠ 

 

4. ♠K107  ♥86  ♦AK52  ♣AQJ2  1NT 

 

5. ♠A54  ♥K3  ♦QJ4  ♣KQ642  1NT 

 

 

6. When can you add points to your hand for your distribution (2 pt)?  

 

After you have discovered a fit. 

 

7. How many points can you add to your hand as declarer for each of the following? 

(1pt each) 

  

      A Singleton ___2_____   A Void ___3_____   A Doubleton ____1_____ 

 

       

 

8. Explain what a Finesse is and how it works (5 points) 

 

A finesse is an attempt to allow a smaller card to win a trick because of the 

position of the larger cards in the suit.  An example would be if Declarer had an 

A-Q in a suit in dummy and Declarer led from his hand towards dummy.  If your 

opponent played a small card, you would play the Queen hoping that the person to 

your left had the King and that your Queen could win the trick. 

 


