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Lesson Plan Title:  Week 5 Lesson 1 - Math through Games 

 

Beginning Bridge:   Responding to Partner’s Opening 1NT - Stayman 

 

Concept/Topic:  To teach math skills through real world applications using the 

game of bridge. 

 

Standards Addressed:  M8D3.a Find the probability of simple independent events. 

 

General Goal(s):  To teach bidding in bridge. 

   

Specific Objectives:  To teach the concept of the Convention, an Artificial Bid. 

  To teach how to find eight card major suit fits after a 1 No 

Trump Opening Bid by Partner. 

   

Required Materials:   Paper  

 Pencil 

 Notebook  

 WK5 LP 1.1 Practice Sheet (attached) 

 Hand Records 5.1.1, 5.1.2, 5.1.3, and 5.1.4 (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 5.1.1, 5.1.2, 5.1.3, and 5.1.4. 

 WK5 LP 1.3 Handout Sheet - Responding to a 1 NT Opening 

Bid 

 

Anticipatory Set (lead-in):  

 Review WK2 LP 3 on Opening Bids, particularly the requirements for 

opening 1 No Trump. 

 

 Explain that there are specialized Conventions (artificial bids) used to find 

eight-card major suit fits after partner opens 1 No Trump.  Today’s 

convention is Stayman. 

 

Step-by-step Procedures: 

1. When partner opens 1 No Trump he/she has announced a very good hand with at 

least 15-17 HCP and balanced shape.  Opener may have one or even two four card 

majors.  Finding an eight card major suit fit is still a priority for the partnership.  

If the partnership can’t find that major suit fit then they will probably go ahead 

and play in a No Trump contract.  As Responder, you may want to find out about 

Opener’s major suit holdings.  The Stayman convention is a special tool you can 

use to do just that. 
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2. This is the basic structure of invitational and forcing bids following a 1 NT 

opening bid.  After partner opens 1 NT: 

 

 Pass with 0-7 HCP.  Even with 7 HCP there is little chance of game. 

 

 Invite game with a good 8 or 9 HCP.   If partner has a good 16 or 17 HCP, 

we belong in game.  If he/she has only 15 or a bad 16 HCP, we need to 

quit short of game.  

 

 Demand game with 10 to 14 HCP.  Even if partner has only 15 HCP, you 

know that game is a must. 

 

3. If you have no four card (or longer) major suit as Responder, you probably want 

to keep the contract in No Trump.  Why?  Even if we have a good minor suit fit, 

No Trump will score better, and a 9 trick game is usually easier to make than one 

for 11 tricks.  So, without a 4 card major: 

 PASS with 0-7 HCP.  Even with 7 HCP there is little chance of game. 

 

 To INVITE 3NT, bid 2NT with a good 8 or 9 HCP with no 4 card or 

longer major suit.  

 

 To DEMAND GAME, bid 3NT with 10 – 14 HCP with no 4 card or 

longer major.  Don’t give partner a choice. 

 

4. Using a convention means bidding artificially – in other words we bid a suit 

where the suit we bid has nothing to do with that actual suit!  Stayman is a 

conventional bid of 2♣ by Responder.  

5. If we hold one or both 4 card majors and at least 8 HCP, we stop along the way to 

see if there is a 4-4 major suit fit.  The Stayman convention response of 2♣ to 

Partner’s 1NT opening bid asks Partner to describe his/her hand further, 

specifically his holding in the major suits.  The 2♣ says nothing about your 

holding in the club suit; in fact you might even be void in that suit.  The 2♣ bid 

just asks the question, “Partner, do you have a 4 card major?” 

6. We don’t use Stayman when; 

 We don’t hold a four card major. 

 We have less than 8 HCP (just PASS). 



  Week 5 Lessons 

117 

 

7. If Partner bids 2♣ as a response to my 1NT bid, there are only 3 possible answers 

I can give: 

 2♦ Tells partner I don’t have a four card major. 

 2♥ Tells partner I have a four card heart suit. (I might also have four 

spades.) 

 2♠ Tells partner I have a four card spade suit.  (I don’t have four hearts.) 

 

8. From there Responder takes charge of the auction, letting the Opener know what 

he holds in the majors and how many points he started with.   

9. With 8-9 HCP, Responder INVITES game.  If Opener has bid the major you hold 

four cards in, Raise opener to 3 of the major.  You have the 4-4 “golden fit.”  If 

Opener has not bid the major you hold, bid 2NT over his/her Stayman answer to 

show your 8-9 HCP.  Opener will know that you must have 4 of the other major 

or you would not have bid stayman initially. 

10. With more points, Responder can insist on game.  If Opener has bid the major you 

hold four cards in, Raise opener to 4 of the major.  If Opener has not bid the major 

you hold, bid 3NT (game). Opener will know that you must have 4 of the other 

major or you would not have bid stayman initially. 

11. Hand out to students WK5 LP 1.3 Handout Sheet - Responding to a 1 NT 

Opening Bid. 

12. Review with Students WK5 LP 1.1 Practice Sheet - Responding to a 1 NT 

Opening Bid. 

13. 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 play additional hands using the 

handsets 1-4, as follows s time permits.  One player takes the 1NT Opening hand from 

the handset.  The other three hands are shuffled together, and redealt to the other three 

players.  The hands are then bid and played.  Repeat 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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WK5 LP 1.1 Practice Sheet –  

Responding to 1NT Opening Bid 

 

 
Your Partner opened 1NT.  What does Partner’s bid mean?  What do you respond 

with the following hands?   

 

1.  ♠ J86  ♥ 103  ♦ 7432  ♣ AK52   

 

2.  ♠ 98  ♥ Q762  ♦ 10532  ♣ K108   

 

3.  ♠ 542  ♥ A652  ♦ 43  ♣ KJ104   

 

4.  ♠ K2  ♥ J873  ♦ QJ64  ♣ Q103   

 

5.  ♠ 6432  ♥ QJ6  ♦ J987  ♣ A8   

 

6.  ♠ K75  ♥ 105  ♦ Q108  ♣ KQ1053   

 

7.  ♠ 76  ♥ 9842  ♦ AKQ87  ♣ 102   

 

8.  ♠ AJ86  ♥ K74  ♦ 832  ♣ A105   

 

9.  ♠ A2  ♥ AQ3  ♦ Q10962  ♣ 1063   

 

10.  ♠ AJ97  ♥ K842  ♦ J72  ♣ A5   

 

11.  ♠ Q752  ♥ 73  ♦ Q1096  ♣ K743   

 

12.  ♠ A1052  ♥ Q84  ♦ QJ1076  ♣ 2   
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WK5 LP 1.1 Practice Sheet –  

Responding to 1NT Opening Bid 
 

 

Suggested Answers.  

 
1.  2NT 

 

2.  PASS 

 

3.  2♣ Stayman.  If Opener rebids 2♦ or 2♠, you can bid 2NT. If 

Opener rebids 2♥, raise to three to invite game. 

 

4.  2♣  Stayman.  If Opener rebids 2♦ or 2♠, you can bid 2NT. If 

Opener rebids 2♥, raise to three to invite game. 

 

5.  2♣ Stayman, even with that weak spade suit. 

 

6.  3NT Partnership has enough points for game, so bid it. 

 

7.  2♣ Stayman, even with that weak Heart suit  

 

8.  2♣ Stayman.  If partner responds 2♠, rebid 4♠ - else bid 3NT. 

 

9.  3NT   

 

10.  2♣ If no major suit fit is found, bid 3NT. 

 

11.  Pass Unlikely to find a game that makes 

 

12.  2♣ Stayman.  If Opener rebids 2♠, raise to four to be in game.  If 

Opener rebids 2♦ or 2♥, bid 3NT.  Don’t worry about the clubs. 
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Hand Records 5.1.1-4  

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 Responding to an opening bid of One No Trump by Partner.   

 

Hand 5.1.1:  Suggested Contract 3NT_  Suggested Declarer N__ 

 

Board 1

North Deals

None Vul

Q 6 4

K 7 6 5

A K 7

K Q 4

K 8 5 2
A 8 4

 8 5 3

 J 10 5

 9 3
 9 3 2

Q 9 6 4 2

A 8 3

A J 10 7

Q J 10

 J 10

 9 7 6 2

N

S

W E

West North East South
1 NT Pass 2 

Pass 2  Pass 2 NT

Pass 3 NT Pass Pass

Pass  
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Hand Records 5.1.1-4  

Pg. 2 
 

Hand 5.1.2:  Suggested Contract 3♠ __  Suggested Declarer E__ 

Board 2

East Deals

N-S Vul

A 10 5

K 7 4 2

Q 10 6

K 10 6

Q J 9 4
 9 5 3

A 3

 J 7 3 2

K 8 7 3
Q J 6

K 7 2

A Q 4

 6 2

A 10 8

 J 9 8 5 4

 9 8 5

N

S

W E

West North East South
1 NT Pass

2  Pass 2  Pass

3  Pass Pass Pass  

 

Hand 5.1.3:  Suggested Contract 4♥__  Suggested Declarer S__ 

 

Board 3

South Deals

E-W Vul

A 7 6

Q 9 7 4

A 9 5

 8 6 4

 9 8 2
 J 10

Q 6 4 3

 J 10 9 7

Q 10 5 4
A 6 5

 J 10 8

A 5 3

K J 3

K 8 3 2

K 7 2

K Q 2

N

S

W E

West North East South
1 NT

Pass 2  Pass 2 

Pass 4  Pass Pass

Pass  
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Hand Records 5.1.1-4  

Pg. 3 
 

Hand 5.1.4:  Suggested Contract 3NT__  Suggested Declarer _W_ 

 

Board 4

West Deals

Both Vul

 J 7 4

 10 8 4

K 5 4

 J 7 6 3

K 3 2
A 7 3

Q J 9 3

A Q 10

A Q 10 5
 9 2

A 10 8 7

 9 5 4

 9 8 6

K Q J 6 5

 6 2

K 8 2

N

S

W E

West North East South
1 NT Pass 2  Pass

2  Pass 3 NT Pass

Pass Pass  
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WK5 LP 1.3 Handout – Responding to 1NT Opening Bid 

Pg. 1 
 
 
ALWAYS CATEGORIZE RESPONDER’S HAND BEFORE BIDDING!!! 
 

 MINIMUM hands   0 to bad 8 HCP 

 GAME INVITATIONAL hands Good 8 to 9 HCP 

 GAME FORCING hands  10 or  more HCP 
 

 

 

Without a 4 card or longer major; 

 
 MINIMUM - PASS with 0-7 HCP.  Even with 7 HCP there is little chance of 

game. 

 

 To INVITE 3NT, bid 2NT with a good 8 or 9 HCP with no 4 card or longer 

major.  

 

 To DEMAND GAME, bid 3NT with 10 – 14 HCP with no 4 card or longer major.  

Don’t give partner a choice. 

 

 

With a 4 card major; 

 
 MINIMUM - PASS with 0-7 HCP.  Even with 7 HCP there is little chance of 

game. 

 

 To INVITE , with a good 8 or 9 HCP and a 4 card major, bid Stayman 2♣ and 

rebid: 

 

 3 of the Major if the 4/4 major suit fit has been found, or 

 2NT if opener did not bid your major suit 

 

 To DEMAND GAME, with 10 – 14 HCP and a 4 card major, bid Stayman 2♣ and 

rebid: 

 

 4 of the major if the 4/4 major suit fit has been found, or 

 3NT if opener did not bid your major suit 
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WK5 LP 1.3 Handout – Responding to 1NT Opening Bid 

Pg. 2 
 

 

With a 5+ card major suit; 
 

 MINIMUM - Bid 2♦ to Transfer Partner to 2♥ (or Bid 2♥ to Transfer Partner to 

2♠), then PASS with 0-7 HCP.  Even with 7 HCP there is little chance of game. 

 

 To INVITE , with a good 8 or 9 HCP and a 5+ card major suit, Bid 2♦ to Transfer 

Partner to 2♥ (or Bid 2♥ to Transfer Partner to 2♠),and rebid: 

 

 2NT with a 5 card suit or 

 3 of the major with a 6+ card suit 

 

 To DEMAND GAME, with 10 – 14 HCP and a 5+ card major suit, Bid 2♦ to 

Transfer Partner to 2♥ (or Bid 2♥ to Transfer Partner to 2♠),and rebid: 

 3NT with a 5 card suit or 

 4 of the major with a 6+ card suit  



  Week 5 Lessons 

125 

 

Lesson Plan Title:    Week 5 Lesson 2 - Math through Games 

 

Beginning Bridge:   Responding to Partner’s Opening 1NT - Transfers 

 

Concept/Topic:  To teach math through real world applications. 

 

Standards Addressed:  M7N1.c Add, subtract, multiply and divide positive and 

negative rational numbers. 

 

General Goal(s):  To teach number sense. 

   

Specific Objectives:  To teach how to find Eight Card major suit fits after a 1 No 

Trump Opening Bid by Partner. 

 

Required Materials:   Paper  

 Pencil 

 Notebook  

 WK5 LP 2.1 Practice Sheet - Responding to 1NT Opener 

(attached) 

 Hand Records 5.2.1, 5.2.2, 5.2.3, and 5.2.4 (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 5.2.1, 5.2.2, 5.2.3, and 5.2.4. 

 

Anticipatory Set (lead-in):  

 Review the previous lesson on Responses to 1 No Trump and the Stayman 

Convention. 

 Introduce the concept of Transfer Bids after a 1 No Trump Opening Bid 

by Partner. 

Step-by-step Procedures: 

1. There is a second Convention to use in responding to No Trump opening bids. 

When you hold a long suit (5+ cards) and Partner opens 1NT, you can tell him/her 

to bid your suit, so Opener becomes Declarer.  This has a lot of advantages, as we 

will soon see. You make a conventional bid, usually the one just below your suit, 

to request Partner to bid your suit. This is called a Transfer bid.   

2. Transfer bids were invented many years ago by a famous bridge champion, 

Oswald Jacoby.  Transfers are designed so that you tell your partner about your 

points and length in a major, rather than ask about his.   
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3. Remember – Transfers only apply after your partner makes a no trump bid.  And 

unlike Stayman, which requires a minimum of 8 points to use, transfers can be 

used with a few as ZERO HCP. 

4. After partner opens 1NT: 

 With 5 or more Hearts, you bid 2♦, which tells Partner to bid 2♥. 

 With 5 or more Spades, you bid 2♥, which tells Partner to bid 2♠. 

 

5. You know that Partner, who bid 1NT, has at least two cards in each major suit 

based on our agreement that you can’t open 1NT with any singletons or voids.  At 

a minimum the partnership has found a 7 card fit, and you hope that you have an 8 

or even 9 card fit with Partner. 

6. Does the NT bidder have to accept the transfer?  Usually yes.  Only if your RHO 

interferes in the auction is opener allowed to pass.  If that happens, Opener should 

Pass if he/she has only two cards in Responder’s major suit.  But that is the only 

time you can pass!  Otherwise, Opener must trust Responder and complete the 

transfer! 

7. Just like Stayman was merely a detour for Responder, so too is a Jacoby Transfer. 

When we make the detour, we have in our minds the two questions – “How 

high?” and “Where?”  Responder’s second bid will give Opener (the NT bidder) 

the appropriate information to answer those two questions.  Responder makes an 

assumption that opener has the minimum possible number of HCP–15, and a 

minimum number of cards in the major suit – only 2.  Based on those two 

assumptions, he can drop the auction at the two level with less than 8 HCP, invite 

in NT or the major with 8-9 HCP, or demand game in NT or the major with 10 or 

more HCP.  Remember: if you “rebid” your major suit you are promising 6+ 

cards in that major. Opener will Pass or bid on depending on his/her HCP and 

the number major suit cards held in your suit. 

8. For example, suppose Responder has only five cards in the major:  Partner has 

opened 1NT.  Let’s see what happens when Responder holds the following hands; 

(write the hands on the white board.) 
 

 ♠ 97642  ♥ Q3  ♦ 10532   ♣ 54 Bid 2♥ to Transfer your partner to 

Spades and bid no more.  With fewer than 8 HCP, you hope that Opener 

has three or four spades and the 2♠ contract will work out better than 

playing in 1NT. 
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 ♠ Q7642  ♥ Q3  ♦ 32  ♣ AJ54  Bid 2♥ to Transfer your partner to 

Spades and rebid 2NT.  This sequence tells partner you have only five 

spades and 8 or 9 HCP.  Opener can  

 

 Pass with a minimum Opener and only two spades, or 

 Bid 3NT with a maximum Opener and 2 spades, or 

 Correct to 3♠ with three or more spades and a minimum, or 

 Jump to 4♠ with a maximum in points and three or more spades. 

 

 ♠ KJ7  ♥ Q8643  ♦ 32  ♣ AJ7  Bid 2♦ to transfer your partner to 

Hearts and jump to 3NT.  This sequence tells partner that you have enough 

points to bid game but only hold five hearts.  Partner can Pass or correct to 

4♥ depending on the number of hearts he has. 

 

9. Now suppose Responder has (six or more) cards in the major and Partner has 

opened 1NT.  Let’s see what happens when Responder holds the following hands; 

(write the hands on the white board.) 
 

 ♠ 1087643  ♥ Q5  ♦ 8532  ♣ 8  This is an easy one!  Bid 2♥ to 

transfer partner to Spades and bail out!  Clearly 2♠ is better than making 

partner suffer through 1NT. 

 

 ♠ Q87643  ♥ Q5   ♦ 85   ♣ KJ8  Bid 2♥ to Transfer partner to Spades 

and invite him to play game by rebidding 3♠.  By rebidding the major suit 

you let partner know you have six or more cards in the suit.  A rebid at the 

three level says you only have invitational values of 8 or 9 HCP.  Opener 

will Pass with a minimum and bid 4♥ with a maximum. 

 

 ♠ KJ7  ♥ Q86432  ♦ 85  ♣ AJ  Bid 2♦ to Transfer partner to Hearts 

and jump to 4♥ for the rebid.  You know you have an 8 card fit and you 

know you have enough points to be in game.  Take command of the 

auction! 

 

10. You can see that playing Transfers gives your partnership some real advantages: 

 

 You are able to describe your shape and HCP very accurately, making it 

much easier to reach the best contract. 

 

 The strong hand (Mr. No Trump Bidder) remains hidden from the 

opponents, making it harder for them to play good defense. 

 

 The opening lead comes from the left of the no trump bidder, oftentimes 

giving you a head start at trick one! 

 

 You can SAVE your partner from having to play a miserable 1NT bid 

when you get a really bad hand but have at least five cards in a major suit. 
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11. Review with Students WK5 LP 2.1 Practice Sheet - Responding to a 1 NT 

Opening Bid. 

12. 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. 

13. Collect notebooks. 

 

Plan for Independent Practice: Allow students time to play additional hands using the 

handsets 1-4, as follows.  One player takes the 1NT Opening hand from the handset.  The 

other three hands are shuffled together, and redealt to the other three players.  The hands 

are then bid and played.  Repeat as time permits. 

 

Assessment Based on Objectives: notebook check 

   

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: L.A., communication skills 
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WK5 LP 2.1 Practice Sheet – 

Responding to 1NT Opening Bid 
 

 

Your Partner opened 1NT.   What does Partner’s bid mean?  What do you respond 

with the following hands?   

 

1.  ♠ J10  ♥ KQ9765  ♦ 2  ♣ A1083   

 

2.  ♠ 8  ♥ 1065432  ♦ J93  ♣ J76   

 

3.  ♠ J106  ♥ A10632  ♦ K5  ♣ J102   

 

4.  ♠ KQ53  ♥ QJ1087  ♦ J62  ♣ 3   

 

5.  ♠ 8764  ♥ Q76542  ♦ 75  ♣ 5   

 

6.  ♠ 82  ♥ AK98742  ♦ 106  ♣ 107   

 

7.  ♠ A7652  ♥ A875  ♦ J743  ♣ Void  

 

8.  ♠ KJ10987  ♥ Q96  ♦ Q  ♣ K74   

 

9.  ♠ 1097642  ♥ J83  ♦ K10  ♣ Q6   

 

10.  ♠ J8654  ♥ QJ94  ♦ 8  ♣ K103   

 

11.  ♠ AKQ10762  ♥ 1065  ♦ 4  ♣ J10   

 

12.  ♠ AK963  ♥ Q54  ♦ Q2  ♣ 532  
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WK5 LP 2.1 Practice Sheet –  

Responding to 1NT Opening Bid 
 

Suggested Answers.  

 

Partner’s bid means that he has a balanced hand with 15-17 HCP. 

 
1.  2♦ Transfer to Hearts, then raise to game. 

 

2.  2♦  Transfer to hearts, then pass. 

 

3.  2♦ Transfer to hearts, then invite game with 2NT rebid. 

 

4.  2♦ Transfer to hearts, then bid 2♠.  This says “I have 5 hearts and 4 

spades, and invitational values.” Partner will pick the contract. 

 

5.  2♣  Stayman!  If partner bids one of your majors, you Pass.  If 

partner bids 2♦ (no 4 card major), you bid 2♥ , which says “I have 5 

hearts and 4 spades, and not enough points for game.”  Partner will 

pick the contract. 

 

6.  2♦ Transfer to Hearts, then raise to game 

 

7.  2♥ Transfer to Spades, then bid 3♥.  This says “I have 5 spades and 

4 hearts, and invitational values.” Partner will pick the contract. 

 

8.  2♥ Transfer to spades, then bid 4♠. 

 

9.  2♥ Transfer to spades, then Pass.  

 

10.  2♣  Stayman!  If partner bids one of your majors, you Pass.  If 

partner bids 2♦ (no 4 card major), you bid 2♠ , which says “I have 5 

spades and 4 hearts, and not enough points for game.” 

 

11.  2♥ Transfer to spades, then bid 4♠. 

 

12.  2♥  Transfer to spades, then bid 3NT. 
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Hand Records 5.2.1-4  

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 Transfer bids when Responding to an opening bid of One No Trump 

by Partner.  

 

Hand 5.2.1:  Suggested Contract 3♥__  Suggested Declarer _N_ 

 

Board 1

North Deals

None Vul

Q J 9

K 6 2

K 6 4 2

A Q 10

 10 8 7 6
 7 5

Q 7 3

K 8 6 5

A K 5 3
 8 3

A 10 5

 J 9 3 2

 4 2

A Q J 10 9 4

 J 9 8

 7 4

N

S

W E

West North East South
1 NT Pass 2 

Pass 2  Pass 3 

Pass Pass Pass  
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Hand Records 5.2.1-4  

Pg. 2 
 

Hand 5.2.2:  Suggested Contract 4♠__  Suggested Declarer E__ 

 

Board 2

East Deals

N-S Vul

 8 7 6 4

A 5 4

K 7 4

 9 8 3

A K 9 5 3
 7 6

 10 6 3

K J 2

Q J 2
Q 10 3

A Q 8 5

A 7 6

 10

K J 9 8 2

 J 9 2

Q 10 5 4

N

S

W E

West North East South
1 NT Pass

2  Pass 2  Pass

3 NT Pass 4  Pass

Pass Pass  

 

Hand 5.2.3:  Suggested Contract 2♠__  Suggested Declarer S__ 

Board 3

South Deals

E-W Vul

Q 9 7 6 4 2

 5 4 3

 10 9

 9 8

A 8 3
 9 2

K J 7 6

K J 6 4

 10 5
Q 10 8 6

Q 8 2

A Q 5 3

K J

A K J 7

A 5 4 3

 10 7 2

N

S

W E

West North East South
1 NT

Pass 2  Pass 2 

Pass Pass Pass  
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Hand Records 5.2.1-4  

Pg. 3 
 

 

Hand 5.2.4:  Suggested Contract 3♥__  Suggested Declarer W__ 

 

Board 4

West Deals

Both Vul

A 6 2

 8 6 3

K 10 5

Q 8 7 5

 J 8 4
K 4 2

A 8 7

A K 3 2

K 7 5
Q J 9 7 5

Q J 2

 9 4

Q 10 9 3

A 10

 9 6 4 3

 J 10 6

N

S

W E

West North East South
1 NT Pass 2  Pass

2  Pass 2 NT Pass

3  Pass Pass Pass  
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Lesson Plan Title:  Week 5 Lesson 3 - Math through Games 

 

Beginning Bridge:   Declarer Play - No Trump Contracts 

 

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

applications.  

 

Standards Addressed:  M7P2.c Develop and evaluate mathematical arguments and 

proofs. 

 

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 creating winners when playing in 

a No Trump contract. 

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

Declarer. 

 

Required Materials:   Paper  

 Pencil 

 Notebook  

 WK5 LP 3.1 Practice Sheet - Taking Tricks in a No Trump 

Contract (attached) 

 Hand Records 5.3.1, 5.3.2, 5.3.3, and 5.3.4 (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 5.3.1, 5.3.2, 5.3.3, and 5.3.4. 

 WK5 LP 3.3 Handout – Tips on Declarer Play 

 

 

Anticipatory Set (lead-in):  

 

 Briefly review last week’s lessons. 

 

 Today we are going to learn some techniques for taking the most number 

of tricks as Declarer.   

 

Step-by-step Procedures: 

 

1. Declarer always has to maximize trick taking.  The CRASH method helps 

determine just how to best accomplish that goal.  In suit contracts we determined 

our losers at step one and then asked such basic questions as whether or not to 

draw trump as soon as possible or if we had other urgent needs. 
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2. COUNT - In No Trump contract declarer starts out by counting absolute 

winners.  These fast winners require no effort by declarer – no finesses, no 

knocking out aces held by the opponents.  These are tricks “off the top.”   

 

 Declarer:   ♥ AQ93                  Dummy:   ♥ K72 

 

Between the two hands I clearly have three fast winners.  The fourth heart 

in my hand might become a winner if the opponent’s cards split 3-3. 

 

 Declarer: ♠ K7                         Dummy: ♠ AQ 

 

Even though I hold the top three cards of the suit, I can only take two 

tricks in this suit.  The maximum number of tricks I can take in a suit 

during a No Trump contract cannot exceed the number of cards held in 

one hand.  Such is not always the case in suit contracts where the trump 

suit might actually provide additional tricks by using the trumps for 

ruffing losers. 

 

 Declarer: ♣ QJ963                            Dummy: ♣ K107  

 

I have no fast winners in this suit combination.  But when I determine my 

source of tricks later on, I can see that this suit will provide four slow 

winners if I drive out the opponents’ Ace. 

 

3. REVIEW - As with suit contracts, the second thing Declarer does upon seeing 

dummy is to review the auction in his/her mind.  If the opponents have bid, 

Declarer may have strong clues as to where HCP lie; he/she may also be able to 

imagine possible distributions of important suits. 

4. ANALYZE - As with suit contracts, the third step Declarer takes is to analyze 

the opening lead.  When playing No Trump contracts, you are in a race for 

tricks. The defenders are trying to set up their best (and presumably longest) suit 

so that they can set us.  As Declarer, you are trying to set up your best suit so 

you can make your contract and possibly extra tricks.  The opening lead will 

frequently give you a clue as to what your LHO considers to be his/her best suit.  

This suit will usually become a danger suit for you. 

 

5. SOURCE - Next, Declarer will ask where his/her tricks are coming from; what 

is the source of tricks?  In No Trump, this means adding both the tricks off the 

top as well as the slow winners you must develop.  Long suits can be just as 

helpful in No Trump as they are in suit contracts.  A good Declarer will 

recognize the value of developing that long suit for extra tricks.   
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6. HOW - Finally, you have to determine how you will go about taking your tricks. 

One clear guideline exists.  Rarely do you have enough top tricks.  Almost 

always you must give up a trick or two or even three before you can take your 

tricks.  Declarers must learn to develop these extra tricks before giving up 

control in other suits.   

 

7. As noted above, No Trump contacts usually are a race.  Each side will take its 

Aces and Kings, but victory usually goes to the first pair to get their tricks from 

small cards in long suits.  You therefore not only count your tricks, you have to 

make sure the opponents can’t get enough to beat your contract before yours are 

set up.  Remember, each time you need to give up the lead (losing a finesse, 

forcing out a high card), the opponents will attack your stoppers (winners) in 

their long suit. 

 

8. There are three principle ways to develop tricks at No Trump.   

 

 Set up a long suit.  We’ve already discussed this.   

 

 Set up winners in a short suit.  For example (Write this Example on the 

board.): 

 

 Declarer: ♦ K3     Dummy: ♦ QJ2 

 

In your initial count, diamonds provide no tricks.  Even though 

this is not a long suit, you can force out the ace and still get two 

tricks.   

 

 Take finesses.  They work in No Trump as well as in a suit contract.  

Look at this example (Write this Example on the board.): 

 

 Declarer: ♦ 743     Dummy: ♦ AJ102 

 

How many tricks can we take?  Well, if the Honors are split 

between LHO and RHO (the King and Queen are not in the same 

hand), we can lead from our hand twice and take two finesses. If 

the honors are split, we will take two tricks for sure, and if the 

opponents’ cards are splitting 3-3, we can take three tricks in the 

suit.  

 

9. Review with Students WK5 LP2.1 Practice Sheet - Taking Tricks in a No Trump 

Contract. 

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. 



  Week 5 Lessons 

137 

 

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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WK5 LP 3.1 Handout –  

Taking Tricks in a No Trump Contract 

 

THE HOLD UP PLAY 
 

 

If the opponents start off by leading your worst suit and their best suit, it may be 

necessary to hold up winning your one and only trick in that suit.  This is an important 

“how” in our declarer work.  By waiting to take your trick, you may be able to cut the 

communication between the opponents.   

 

 

 

. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

You are playing this hand in 3NT and West leads a spade.  You count four club winners 

and three Aces.  You need two more tricks and diamonds can surely provide those.  You 

take the opening lead with the Ace and Finesse ♦J.  East wins the ♦K and returns a spade.  

The defense chalks up a diamond and four spades for down one.   

 

What went wrong?  You failed to hold up in spades.  Suppose you let West win her ♠K 

and again when she follows up with the ♠J.  You of course must win the third round.  

You take your diamond finesse and – Voila! – No spade return.  Your hold up exhausted 

East of all his spades.  South takes ten tricks in total making 4.  Even if East had a spade 

left, your contract is still safe.  The spades then divide 4-4 and the opponents are limited 

to three spades along with the ♦K. 

  

   
3NT by S ♠ 3 2  

 ♥ 7 4  
 ♦ A Q 9 6 2  
 ♣ A K Q 2  

   

♠ K Q J 9 6  N 

W E 

 S 

♠ 10 8 5 

♥ 9 5 3 ♥ K J 10 8 2 

♦ 5 4 3 ♦ K 7 

♣ 7 6 ♣ 10 9 8 
   

 ♠ A 7 4  
 ♥ A Q 6  
 ♦ J 10 8  
 ♣ J 5 4 3  
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Hand Records 5.3.1-4  

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 at No Trump Contracts.  . 

 

Board 5.3.1

North Deals

N-S Vul

K 9 8

K J 10 3

K Q 2

A 8 7

A 6 5
Q 7 6

 J 9 5 3

 J 10 3

 J 10 2
 8 4 2

A 8 6 4

 9 6 5

Q 7 4 3

A 9 5

 10 7

K Q 4 2

N

S

W E

West North East South
1 NT Pass 2 

Pass 2  Pass 3 NT

Pass Pass Pass  

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

 

1NT shows 15-17 points balanced hand.  2♣ is Stayman, at least 8 points, asks partner for 

a four card major.  2♥ shows have four hearts.  3NT says I don't have four hearts and I 

have the values for game (South must have 4 spades since bid Stayman initially). 

 

PLANNING THE PLAY: 

 

If hearts and clubs behave, North will come to nine tricks with little to worry about.  If 

not, North will still have chances to make if diamonds are 4-4.    Declarer could win a 

diamond trick, a spade trick, and seven tricks in the other suits.  Best chance is to win the 

opening diamond lead in hand, play a heart to dummy's ♥A , and lead a heart from 

dummy finessing the ♥J in North's hand.  Now a club to ♣K and a third heart from 

dummy will bring home four tricks in hearts. Finish by playing ♣A and a club to 

dummy's ♣Q.  Clubs split and the thirteenth club is declarer's ninth trick.  And you still 

have a chance at overtricks! 
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Hand Records 5.3.1-4  

Pg. 2 
 

 

Board 5.3.2

East Deals

N-S Vul

A Q 9 5

 10 8 5

 J 5

 J 8 5 3

 10 6 3
 J 6 3

A 10 9 8 7

K 10

K 7
K 9 4

K 4 2

A Q 6 4 2

 J 8 4 2

A Q 7 2

Q 6 3

 9 7

N

S

W E

West North East South
1 NT Pass

2 NT Pass Pass Pass  

Opening Lead:  ♥2, fourth from your longest and strongest 

 

1NT shows 15-17 points and a balanced hand.  2NT  shows 8-9 points and no four card 

major.  East passes with a minimum NT opener. 

 

PLANNING THE PLAY: 

 

East only has six sure tricks unless clubs split 3-3 or the ♦Q and ♦J are doubleton.  Start 

by playing the ♥J.  When that holds, you can make an AVOIDANCE play, by leading the 

♦7 from dummy and playing the ♦2 from hand if North plays the ♦5.  South can win, but 

can't lead hearts without giving you another trick in the heart suit and the tempo to score 

4 diamond winners, 3 clubs, and 2 hearts.  The best South can do is guess to lead a small 

spade to North's ♠A, so North can return a heart through declarer's king.  Even with this 

perfect defense, N-S can only win three heart tricks, a diamond trick and a spade trick, 

and East makes 2NT. 
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Hand Records 5.3.1-4  

Pg. 3 
 

Board 5.3.3

South Deals

E-W Vul

 10 5

A K 10 9

 10 5 2

K 8 7 5

 J 9 7 4
 6 5

K Q J 4 3

Q 2

A Q 6 3
 8 7 4 2

 9 8

 10 9 6

K 8 2

Q J 3

A 7 6

A J 4 3

N

S

W E

West North East South
1 NT

Pass 2  Pass 2 

Pass 3 NT Pass Pass

Pass  

Opening Lead:  ♦K, Top of a three card honor sequence 

 

1NT shows 15-17 points and a balanced hand.  2♣ is Stayman asking partner "Do you 

have a four card major?"  3♦ shows no four card major. So North places the contract in 

3NT. 

 

PLANNING THE PLAY: 

 

South only has seven winners off the top.  South should see that the defense can take a 

bunch of diamond tricks if South is not careful.  So South should refuse to win the first 

two diamond leads (a HOLD UP PLAY), and when South wins the third diamond, South 

notes that East has no more diamonds to lead back to partner.  South should plan to set up 

a long club trick, but if South loses the finesse of the ♣J into West's ♣Q, West will cash 

two more diamond tricks and set the contract.  South should refuse to finesse clubs, 

playing the ♣A and ♣K.  Now South can cash four hearts and four clubs to go with the 

♦A. If the ♣Q does not fall South can give up the third club to East and hope the ♠A is in 

East's hand to score the ♠K as the ninth trick. 
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Hand Records 5.3.1-4  

Pg. 4 
 

 

Board 5.3.4

West Deals

None Vul

A 8 2

 7 6 5

Q 10 7 3

Q 4 2

Q J 10
A 8 4

A K 8

K 7 5 3

 9 4 3
K J 10 2

 9 5 2

A J 10

K 7 6 5

Q 9 3

 J 6 4

 9 8 6

N

S

W E

West North East South
1 NT Pass 2  Pass

2  Pass 2 NT Pass

3 NT Pass Pass Pass  
 

Opening Lead:  ♦3, fourth from longest and strongest 

 

1NT shows 15-17 points and a balanced hand.  2♣ is Stayman, at least 8 points and 

asking if partner has a four card major.  2♦ says I don't have a four card major.  2NT 

shows  8-9 points inviting partner to game.  3NT says we have enough for game. 

 

PLANNING THE PLAY: 

 

West has seven sure winners, two diamonds, two clubs, and three hearts (after the ♥Q is 

driven out). But West has lots of chances to make nine tricks.  Win the opening lead and 

Start with a club finesse to the ♣J.  If that holds, lead the ♥J from dummy intending to 

finesse the ♥Q if South plays low.  If the heart finesse wins play the ♥2 to the ♥A and 

repeat the club finesse.  As the cards lay, West comes to 8 tricks in hearts and clubs, and 

two tricks in diamonds.  And maybe even a spade trick at the end! 
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WK5 LP 3.3 Handout – Tips on Declarer Play 

 

SUIT CONTRACTS 

 

1. Think CRASH 

 
 C = COUNT Losers 

 R = REVIEW the auction 

 A = ANALYZE the Opening Lead 

 S = SOURCE of Tricks? 

 H = HOW do I take my tricks? 

 

2. Eliminate losers 

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

 Trump your losers. 

 Take a finesse or finesses.   
 

NO TRUMP CONTRACTS 
 

1. Think CRASH 

 
 C = COUNT Winners 

 R = REVIEW the auction 

 A = ANALYZE the Opening Lead 

 S = SOURCE of Tricks?  

 H = HOW do I take my tricks? 

 

2. Develop Tricks 
 

 Set up a long suit.   

 Set up winners in a short suit. 

 Take finesses.  
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Lesson Plan Title:  Week 5 Lesson 4 - Math through Games 

 

Beginning Bridge:   Review and Practice 

 

Concept/Topic: To teach math skills through the game of bridge. 

 

Standards Addressed:  M6P2.b make and investigate mathematical conjectures 

 

General Goal(s):  To teach bridge. 

   

Specific Objectives:  To apply mathematical reasoning to arrive at a game bid in 

bridge. 

 

Required Materials:   Paper  

 Pencil 

 Notebook   

 

Anticipatory Set (lead-in): 

 

 Review Previous Lessons 

 

Step-by-step Procedures:  

 

1. Allow students to ask questions about what they have learned about bridge up to 

this point.  Let students that are struggling or have been absent get caught up to 

the rest of the class. 

 

2. For those students without questions and who understand the information that has 

been taught, allow them to shuffle and deal hands and practice bidding and play. 

 

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

play additional hands. 

   

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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Lesson Plan Title:  Week 5 Lesson 5 - Math through Games 

 

Beginning Bridge:   Weekly Quiz and Review- Week 5 

 

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 

 Bridge scorecards 

 Cards 

   

Anticipatory Set (lead-in):  

 

 Review Week 5 Lessons 1-4 

 Responding to Partner’s Opening 1NT Bid - Stayman 

 Responding to Partner’s Opening 1NT Bid - Transfers 

 Declarer Play - No Trump Contracts 

 

Step-by-step Procedures: 

 

1. Give review quiz. 

 

2. Hand out cards. 

 

3. Allow Students to Shuffle, Deal, and Play hands. 

 

Plan for Independent Practice: Allow students to play hands. 

   

Assessment Based on Objectives: Week 5 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 5 Lesson 5 Quiz (25 points) 

 

1. In the anachronism CRASH what does each letter stand for (1 pt each) and what 

explain what it means (1 pt each explanation).   (10 points) 

 

 

 

 

 

 

 

 

 

If your partner opened 1NT, what would you bid? (2 pt each) 

 

2. ♠AQ542  ♥K3  ♦K32  ♣854 

 

3. ♠10874  ♥9753  ♦AQ  ♣K32 

 

4. ♠843   ♥AQ3  ♦KQJ74  ♣97 

 

5. ♠965432  ♥842  ♦73  ♣962 

 

6. ♠AKQ  ♥853  ♦652  ♣9742 

 

 

7. If you opened 1NT and your partner bid 2♦, what should you bid? (1 pt) 

 

 

8. If you opened 1NT and your partner bid 2♣ and you had the following hand, what 

would you bid? (2 pt) 

 

       ♠K107  ♥86  ♦AK52  ♣AQJ2 

 

 

9. If you opened 1NT and your partner bid 2NT, what should you bid if you had the 

following hand? (2 pt) 

 

            ♠K107  ♥86  ♦AK52  ♣AQJ2 
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Week 5 Lesson 5 Quiz Answer Sheet 

 

1. In the anachronism CRASH what does each letter stand for (1 pt each) and what 

explain what it means (1 pts each explanation).   (10 points) 

 

 

 C = COUNT Losers or COUNT Winners 

 R = REVIEW the auction 

 A = ANALYZE the Opening Lead 

 S = SOURCE of Tricks? 

 H = HOW do I take my tricks? 

 

 

 

If your partner opened 1NT, what would you bid? (2 pt each) 

 

2. ♠AQ542  ♥K3  ♦K32  ♣854  2♥ 

 

3. ♠10874  ♥9753  ♦AQ  ♣K32  2♣ 

 

4. ♠843   ♥AQ3  ♦KQJ74  ♣97  3NT 

 

5. ♠965432  ♥842  ♦73  ♣962  2♥ 

 

6. ♠AKQ  ♥853  ♦652  ♣9742  2NT 

 

 

7. If you opened 1NT and your partner bid 2♦, what should you bid? (1 pt) 

 

2♥ 

 

8. If you opened 1NT and your partner bid 2♣ and you had the following hand, what 

would you bid? (2 pt) 

 

       ♠K107  ♥86  ♦AK52  ♣AQJ2       2NT 

 

 

9. If you opened 1NT and your partner bid 2NT, what should you bid if you had the 

following hand? (2 pt) 

 

            ♠K107  ♥86  ♦AK52  ♣AQJ2  3NT 


