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Introduction to Declarer's Play excerpted 
from an article by Eddie Kantar 
 
The game of bridge revolves around the bidding for and the taking of tricks. Here we are not worried 
about the bidding, just the taking. 
The most important single move that you must make before playing out a hand is to count your tricks. 
That seems easy enough, doesn't it? 
Let’s take a simple example: 

 DUMMY 
♠ A 4 3 

 

 YOU 
♠ K 5 2 

 

Whenever you play a bridge hand as declarer, you get to see all of your partner's cards before you play. 
Your partner's hand is called the dummy, and that term has nothing to do with the way he may have bid 
his hand. 
So what you do after the opponent on your left makes an opening lead is to look at one suit at a time; 
look, for example, at your spades and at dummy's spades and count the number of sure tricks you have 
in that suit. Then you go through the same process in each suit and come up with a figure. That is a very 
important figure. It tells you how many tricks you can take at a moment's notice. Remember that term, 
sure tricks, because we are going to work with it for a while. 
Now let's go back to our example. In dummy we have the A 4 3 of spades, and in our own hand we have 
the K 5 2. The ace will take one trick and the king will take another, so we have the two sure spade 
tricks. This may seem elementary, but you will never learn to play a hand unless you do this. 
Counting tricks has its hazards. Let's try this one: 

DUMMY 
♠ K Q  

  
YOU 
♠ A 2  

Now how many sure tricks do you have in spades? This answer is two, not three. You see, when you play 
a card from your hand, you must also take a card from the dummy. Let's say you play the ace; then the 
queen must be played from dummy. That leaves you with the two in your hand and the king in dummy. 
In other words, you have two tricks, not three. 
The important thing to see is that you can never take more tricks in a suit than there are cards in the 
longer of the two hands. Look: 

DUMMY 
♠ A K Q 
  
YOU 
♠ J 10  

Between you and your dummy you have the ace, king, queen, jack, and ten. But you can only take three 
tricks. That is because the dummy, which is the longer hand in spades, has only three cards. 

(continued on page 2) 
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Practice counting sure tricks with these examples: 
(a) 

 DUMMY 
♠ K Q 3 

 

 YOU 
♠ A 5 2 

 

(b) 

 DUMMY 
♠ A Q J 8 

 

 YOU 
♠ K 7 

 

(c) 

 DUMMY 
♠ A J 3 

 

 YOU 
♠ K Q 5 4 

 

(d) 

 DUMMY 
♠ Q J 10 5 4 

 

 YOU 
♠ A K 3 

 

Solutions 
(a) Three tricks. You can take them in any order you like. You could play the king, then the queen, and 
then the three to your ace; or you could play the ace, and then a little one to the king, and then the 
queen. Or you could play the king, then the three to your ace, and then a little one back to your queen. 
You see, when you have the same number of cards in both hands (e.g., three cards on each side), you 
have quite a bit of flexibility. You would have to see all 26 cards before you knew which hand you 
wanted to end up in. I am merely showing you that you don't always have to play the ace first when 
taking tricks.  
(b) Four tricks. Now this situation and the following ones are a little different because you do not have 
the same number of cards on both sides. In this case the dummy has four and you only have two. As a 
general rule, whenever you have a bunch of good tricks in a suit that is unevenly divided, you should 
play the high card(s) from the short side first. This means playing the king, which will take the eight from 
dummy, and then leading your seven over to the ace, queen, and jack in dummy. When cards are high it 
does not matter which one you play first. In this case, when you have played the king and are about to 
lead the seven over to the dummy, it doesn't matter if you play the jack, queen, or ace; they are all the 
same. In this little game we are playing, we are always assuming that the opponents have led some 
other suit and we have taken the trick. Now we are about to play our suit. Sometimes the trick we have  

(continued on page 3) 
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taken will have been in dummy. Therefore, if the lead is in the dummy, we must play the eight of spades 
over to our king and then the seven back to the dummy. But in either case we are playing the high card 
from the short side first 
(c) Four tricks. If the lead is in the dummy (from the prior play), we should first play the ace, then the 
jack, and then the three over to our king and queen. Notice that we played the high cards from the short 
side first. Things would be exactly the same if the lead were in our hand. We would play the four over to 
the ace (or jack), then the jack, and then the three over to our king and queen. It is conceivable that the 
opponents might lead this suit themselves, in which case we would still play it the same way.  
(d) Five tricks. This time we would play the king and ace (or the ace and king) from our hand and then 
lead the three over to the queen, jack, and ten in the dummy. Playing the high card or high cards from 
the short side first allows us to end up on the long side, where we can take the maximum number of 
tricks. 
Now let's practice counting our sure tricks in an entire deal: 

 DUMMY 
♠ A 4 3 
♥ K 4 
♦ 10 8 7 5 
♣ A K Q 3 

 

 YOU 
♠ 7 5 2 
♥ A Q 3 
♦ A 4 3 2 
♣ J 4 2 

 

Let's pretend the final contract was three notrump and West, your left-hand opponent, led the king of 
spades. How many sure tricks do you have altogether? 
You should have come up with nine sure tricks. You have one in spades, three in hearts, one in 
diamonds, and four in clubs. 
Sometimes counting tricks and taking them are two different things. But if you remember about the high 
card(s) from the short hand, you will not have any trouble. In clubs, you would play the jack first from 
your own hand and then play a little one over to the ace, king, and queen in dummy. In hearts, you 
would play the king first and then the four over to the ace and queen in your own hand. 
Here are some additional practice deals. Count your sure tricks and see what you come up with: 
(a) 

 DUMMY 
♠ A 4 3 
♥ K Q 
♦ A J 4 
♣ A J 7 6 5 

 

 YOU 
♠ K Q 7 
♥ A 7 
♦ K Q 10 3 2 
♣ K 3 2 

 

(continued from page 2) 
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 (b) 

 DUMMY 
♠ K Q J 
♥ Q J 10 9 
♦ J 10 9 
♣ K Q J 

 

 YOU 
♠ 10 9 8 
♥ K 8 7 6 
♦ K Q 8 7 
♣ 10 9 

 

Solutions 
(a) You should have come up with twelve tricks: three in spades, two in hearts (make sure you see why), 
five in diamonds (playing the ace and jack first), and two in clubs.  
(b) You have zero sure tricks. That's right, not one. In order to take tricks in any one of these suits, you 
must first get rid of the opponent's ace. Until you get rid of that ace, you do not have a sure trick. The 
definition of a sure trick is a trick that you can take without giving up the lead. When you must give up 
the lead to take a trick, you are establishing tricks, which leads us to a new topic. 
Summary: Key Pointers About Sure Tricks 
(1) The first step in playing a bridge hand as declarer is to count your sure tricks.  
(2) A sure trick is a trick that can be taken without giving up the lead.  
(3) You can never take more tricks in a suit than there are cards in the longer hand. (If both you and your 
dummy have two cards in one suit, the most tricks you can take in that suit is two.)  
(4) When taking sure tricks, play the high cards(s) from the short side first. This will allow you to end up 
on the long side, where you can cash the rest of the tricks in the suit. 
Establishing Tricks 
In most of the deals that you play, you never seem to have enough sure tricks to make your contract. 
Let's say you are playing three notrump. You need nine tricks to fulfill your contract, and you usually 
count up only five or six sure tricks. What are you going to do? Well, there is another method of getting 
tricks, but it involves a little work. You have to establish, or make, tricks for yourself. Study this diagram: 

 DUMMY 
♠ K Q J 

 

 YOU 
♠ 4 3 2 

 

If this is your spade suit, you do not have a sure trick in spades. But if you were to play the king (or the 
queen or jack) from dummy and drive out the ace, you could establish two spade tricks for yourself. This 
method of establishing tricks, driving out the opponents' aces and kings, is the most common method of 
obtaining tricks in bridge. 
You may be wondering what would happen if the opponents did not take their ace; actually, it would 
tum out the same. Let's say you lead the king and everyone plays low. Well, you've taken one trick 
already. Now you lead the queen. If everyone plays low again, you have taken two tricks in the suit, and 
that is all you ever had coming in the first place. 

(continued from page 3) 
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(continued on page 6) 

When it comes to establishing tricks, you follow the same general rule that you did when you were 
taking your sure tricks. Play the high card(s) from the short side first. For example: 

 DUMMY 
♠ Q J 10 3 

 

 YOU 
♠ K 2 

 

Let's say you wish to establish some spade tricks for yourself. You should lead the king from your own 
hand. If the opponent takes it with the ace, you will still have the deuce, and the next time it is your lead 
you can take the queen, jack, and ten. In other words, you should get three tricks from this suit. 
Now let's practice counting tricks in suits that we must establish. How many tricks can you establish in 
each of the following suits, and which card do you play first? 
(a) 

 DUMMY 
♠ K Q 7 

 

 YOU 
♠ J 3 

 

(b) 

 DUMMY 
♠ Q 5 

 

 YOU 
♠ K J 10 9 3 

 

(c) 

 DUMMY 
♠ 4 3 2 

 

 YOU 
♠ Q J 10 

 

(d) 

 DUMMY 
♠ A 3 

 

 YOU 
♠ Q J 10 9 

 

Solutions  
(a) Two tricks. You should play the jack first. If the lead is in the North hand, lead the seven to the jack.  
(b) Four tricks. You should play the queen first. If the lead is in the South hand, you should lead the three 

(continued from page 4) 
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 (c) One trick. You can lead from either hand because you have the same number of cards on both sides. 
The queen will drive out the king, the jack will drive out the ace, and the ten will be an established trick.  
(d) Three tricks. You should lead the ace and then the three. If you live right, the king might fall under 
the ace, and then you will get four tricks--but don't count on it. They have too many cards in the suit.  
 
You are now ready to make a little progress. Your next step in planning the play of a contract is to count 
the sure tricks you have and see how many more tricks you can establish.  
 
The important thing to remember is to keep the two counts separate until you have actually established 
some tricks. Once you establish some tricks, you can add the tricks you have established to your sure 
trick count. Take a look at this layout: 
 

 DUMMY 
♠ A 4 3 
♥ K Q J 
♦ K 5 2 
♣ 9 8 7 

 

 YOU 
♠ K 5 
♥ 5 4 3 2 
♦ A Q J 9 
♣ A K Q 
 

 

Let's say you are playing a contract of six notrump. You must always ask yourself how many tricks you 
need to make your contract. In this case you need twelve (six plus your bid). The opponents lead the 
queen of spades. Now, after realizing how many tricks you need, which is really the first step, you must 
add up your sure tricks. So let's do that. You have two in spades, four in diamonds, and three in clubs. A 
total of nine. Notice that you did not count even one sure trick in hearts, simply because you cannot 
take a trick in that suit until you drive out the ace. 
 
Well, you have nine sure tricks and you must establish at least three more tricks in hearts to make your 
contract. That's easy enough. You simply win the spade with your king and lead a heart. Let's assume 
that the opponents take it with their ace. Your sure trick count has just changed. You now have twelve 
sure tricks instead of nine, because you can add those extra three heart tricks to your total once the ace 
has been removed. 
 
Now for the most important point in the whole lesson. When playing a bridge hand that does not have 
enough sure tricks, you must establish extra tricks. Establishing extra tricks should be the first thing you 
do. You establish the extra tricks you needbefore you take your sure tricks. Then, when you have 
established enough tricks to make your contract, you take all of your tricks at once. 
Rules are not much good unless you know their reasons. So we are going to go back to our six notrump 
contract. For the first time we are going to look at all four hands. 

(continued from page 5) 
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 DUMMY 
♠ A 4 3 
♥ K Q J 10 
♦ K 5 2 
♣ 9 8 7 

 

WEST 
♠ Q J 10 
♥ A 
♦ 10 8 7 6 4 
♣ J 4 3 2 

 EAST 
♠ 9 8 7 6 2 
♥ 9 8 7 6 
♦ 3 
♣ 10 6 5 

 YOU 
♠ K 5 
♥ 5 4 3 2 
♦ A Q J 9 
♣ A K Q 

 

For the time being don't worry about why West led the queen of spades. Presently you are worried 
about taking twelve tricks. 
 
Notice that after you take the first trick with the king of spades, you still have control (that is, you can 
take the next trick) in all suits except hearts, where you will soon be establishing your tricks. 
What if you were to take your club tricks before knocking out the ace of hearts? Watch closely what 
would happen so that you never make this error--in fact, this is the most common error beginners make-
-of taking sure tricks too quickly. 
 
If you were to take your three club tricks before playing hearts, West would still have the jack of clubs. It 
would be the only club left. Then, when you led a heart, West would take it with his ace and then would 
be able to take the next trick with his jack of clubs because you had surrendered control of the club suit 
by taking your sure tricks too quickly. 
 
The same thing would happen in diamonds. If, after winning the first trick with the king of spades, you 
were to take four tricks in diamonds, West would still have one diamond. Then, when you played a 
heart, West would take that trick with the ace of hearts and the next trick with the ten of diamonds. In 
neither case would you make your contract, because you would have lost two tricks, while you can 
afford to lose only one in a contract of six. 
 
Therefore, it is important that you see that by taking your sure tricks too quickly, you give up control in 
the suit, and--even worse--you establish tricks for your opponents. 
Establish first: Take your sure tricks after you have established. 
 
Now you are going to practice counting your sure tricks, seeing if you have tricks that can be established 
(and, if so, how many), and, finally, determining which suit you should play first. 

(continued from page 6) 
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(a) 

 DUMMY 
♠ K Q 10 3 
♥ A 4 3 
♦ 7 6 5 
♣ K Q 2 

 

 YOU 
♠ J 5 
♥ K 5 2 
♦ A 8 4 3 
♣ A J 10 9 

 

Contract: Three notrump 
Opening lead: Queen of hearts 
(b) 

 DUMMY 
♠ A K 5 
♥ 3 2 
♦ A 7 6 5 
♣ 5 4 3 2 

 

 YOU 
♠ Q 7 
♥ Q J 10 9 
♦ K 4 3 2 
♣ A K 6 

 

Contract: Three notrump 
Opening lead: Jack of spades 
In each exercise: How many sure tricks do you count? How many more can you establish? Which suit 
should you play first? Which card should you play in that suit? 
Solutions  
(a) You have seven sure tricks and you can establish three more in spades. You should play spades first 
(after taking the first trick with the king of hearts) and you should lead the jack. If it takes the trick, you 
continue with spades until one of your opponents plays the ace. You will eventually wind up with ten 
tricks. Once you have driven out the ace of spades, you will have established enough tricks to make your 
contract. Then you can take all of your tricks at once.  
(b) You have seven sure tricks and you can establish two more in hearts. Therefore, you should play 
hearts first. After taking the first trick in your hand (high card from the short side), you can begin by 
playing any heart For concealment, declarer usually plays his highest equal, or highest in a sequence, 
first. So you would first lead the queen of hearts. In this case you must give up the lead twice in hearts in 
order to establish two tricks of your own in the suit. Assume that the queen loses to the king or ace and 
that a spade is returned. You take this in the dummy and lead another heart, establishing your hearts 
before taking any of your sure tricks. 

(continued from page 7) 
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Summary: Key Pointers About Establishing Tricks 
 
(1) When playing a hand as declarer, know how many tricks you must take to fulfill your contract.  
 
(2) Count your sure tricks and, if you do not have enough, look for suits that can be established (usually 
suits that are missing the ace or the king). Once you lose a trick to the high card, the rest of your cards in 
that suit will be good.  
 
(3) Do your establishing early. Establish first and then take your sure tricks.  
 
(4) If you take your sure tricks too soon, you may find that when you start establishing, the opponents 
will by that time have good tricks established in the suits in which you hastily cashed your sure tricks.  
 
(5) Don't be afraid to give up the lead. On most hands you must give up the lead two or three times.  
 
(6) When playing equal cards (such as the jack, ten, and nine), declarer should usually play his highest 
equal first. This applies to both establishing and taking. By doing this, you make it harder for the 
opponents to know what is going on. If you have the ace, king, and queen of spades and you play the 
queen, naturally it will take the trick, but your opponents will know that you still have the king and ace. 
However, if you play the ace first, the opponents will not know who has the king and queen.  
 
When playing equal cards from the dummy, it doesn't matter which one you play first, because the 
opponents can see the dummy. However, just to stay in practice, you should take the highest equal from 
dummy also. 

(continued from page 8) 

Note: We are no longer snail mailing any issues of this newsletter.  

 

Snail mail has become cost prohibitive. The newsletters are available online only at the 

District 13 website. 

 

To access the site and find the newsletters, go to: 

 

http://acbl-district13.org/ArticlesAndNewsletters.htm 

 

Newsletters at this address go back to 2001. You can read them, print them, and enjoy them 

from there. 

Eddie Kantar is a well-known, highly respected bridge player and writer. He has been the recipient 

of the ACBL Honorary Member Award for his great service to promoting the game. 

 

Eddie lives in California. His books are great reads and frequently tell stories while teaching. They 

are well worth the price and time in enjoyment!   
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Three Lakes Fall Colors Sectional Three Lakes, WI 
Reiter Center - 1858 S Michigan Three Lakes, WI 715.546.2552 

 
Schedule of Events 
Friday, Sept 16 

1:30 PM 299er Pairs (Stratified) 
7:00 PM 299er Pairs (Stratified) 

Saturday, Sept 17 
9:00 AM 299er Pairs (Stratified) 

1:30 PM 299er Pairs (Stratified) 
4:30 PM Wine & Cheese Social 

 
0-5 ACBL Members play free all games 

 
Chair Terry McCloskey 715.546.8306 capt.mccloskey@gmail.com 

Partnerships Kaye McCardle 715.479.8963 kfmac2557@gmail.com 
Hospitality Mary Ann McCloskey 715.546.8306 maryann.mccloskey@gmail.com 

Marquette Sectional 
Oct 7-9, 2016 

Lakeview Arena-Citizens Forum Room 

401 East Fair Ave., Marquette, MI 49855 

 

Friday, October 7 

1:30 p.m.: Stratified 299er Pair/Team 
7:00 p.m.: Stratified 299er Pair/Team 

 

Saturday, October 8 

9:00 a.m. Stratified 299er Pair/Team 

1:30 p.m.: Stratified 299er Pair/Team 

 
Sunday, October 9 

9:00 a.m.: Stratified 299er Swiss (three team minimum-- two single sessions, lunch provided 

 

Entry Fees: $6.00 for 299ers per session 

Additional $3.00 for Non- & Unpaid ACBL Members per Session 
 

Tournament Chair: Mollie Freier 

E-mail: rinehart37@yahoo.com Phone: (906) 228-3749 or (217) 741-7867 (cell) 

 

Partnership Chair: Cerona Stevens 

E-mail: ckaycs@sbcglobal.net Phone: (906) 249-3529 or (906) 361-1324 (cell) 
 

Please note: No partnership service Sunday p.m. 
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Mad City Sectional — Madison, WI 
Thursday – Saturday, December 1, 2, & 3, 2016 

 
Thursday, Dec. 1 9:00 299er Pair Game 

1:30 299er Pair Game 

 

Friday, Dec. 2 

9:00 299er Pair Game 

1:30 299er Pair Game 
 

Saturday, Dec. 3 

9:00 AM 299er Swiss, if sufficient teams 

 

Lunch Included in entry fee 
Free snacks at all games! 

Free Lessons on Thursday & Friday 12:50-1:20 pm 

Team mates for Pair/Team events assigned by director, per WUMBA policy 

 

Location: Monona Community Center 

1011 Nichols Rd. 
Monona, WI 53716 

(608) 222-4167 

 

Chair: Marge Morgan, (608) 271-6460, mumorgan55@gmail.com 

Partnerships: David Raitt, (608) 257-0909, David.Raitt1@gmail.com 
 

Partners guaranteed up to ½ hour before game time 

Milwaukee Fallfest Sectional 
October 6 - 9, 2016 

Cardinal Stritch University Bonaventure Hall Conference Center 

6801 Yates Road 

Milwaukee WI 
 

Thursday, October 6 

9:30 AM Stratified 299er Pairs 

2:00 PM Stratified 299er Pairs 

 

Friday, October 7 
9:30 AM Stratified 299er Pairs 

2:00 PM Stratified 299er Pairs 

 

Sunday, October 9 

9:30 AM Stratified 299er Pairs 
2:00 PM Stratified 299er Pairs 

 

Strata for 299er Events: 0-50/50-100/100-300 

Strata may be adjusted as attendance warrants 

 

Tournament Chair: Yvette Neary Phone: 414-526-9035 Email: yneary@gmail.com 
Partnership Chair: Meredith Mattison Phone: 262-518-0037 Email: mmattison@wi.rr.com 

 

Directions: Hwy 43 to Exit 80 – Good Hope Road East to Port Washington Road Turn right 

(south) ½ mile to entrance on left 



Unit 123 Labor Day Sectional September 2-5 

Weber Center on Church Road in Skokie 
Each day offers 499’er events. 

On Friday, Saturday and Sunday,  

there will be stratified pairs events at 9:30, 2:00 and 7:30 pm. 

On Monday, there will single session Swiss events at 10:00am and 1:00 pm. 

 

If you have any questions, please give me a call (847-651-9007) or send me an email at 

sbrown1340@gmail.com. 

 

Steve Brown 

CCBA Intermediate/Novice Chair 

Tournament Chair: John Vincent jboldpro@hotmail.com  

Partnership Chair: Sharon Pobloske spobloske@aol.com  (630) 650-4444 

Intermediate/Novice Schedule and Information 
 

(For Non-Life Masters Only) 
 

Monday 7:30 pm 
Stratified Charity Pairs 

Stratified Pairs C: 0-100, B: 100-300, A: 300-500 
 

Thursday 9:30, 2:00 & 7:30 pm 
Single Sessions 

Stratified Pairs 0-100, 100-300, 300-500 
 

Tuesday, Wednesday, Friday, Saturday 
9:30, 2:00, 7:30 Players’ Choice Gold Rush Pairs 

 
Free Intermediate/Novice Dinner 

(Thursday between sessions) 
 

Daily Speakers, Registration Gifts 

 
Tournament Chairman: 

Suzi Subeck 
847-509-0311 

stansubeck@prodigy.net 
 

I/N Chairman: 
Steve Brown 

(847-651-9007)  

sbrown1340@gmail.com 
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  Central States Regional 
Unit 123 

Grand Geneva Resort and Spa, 
Route 50, ½ mile East of Route 12 

Special Room Rate Available until 9/28/2016 
Call 262-248-8811 or 800-558-3417 


