Entries and Communications

Your ability to develop and use winners depends on whether you have enough entries to accomplish your objectives. In hands (a) and (b) carelessness could prove costly.

(a)
♠  A 5 4 3

(b)
♠  A K Q J


♥  5 4 3


♥  A 3 2



♦  A 4 3


♦  A K Q 2



♣  6 3 2


♣  K Q


♠  K Q


♠  6 3 2


♥  A K Q J 10

♥  J 10 6


♦   K 5 2


♦  9 6


♣  A K Q


♣  A J 10 3 2


Contract: 7NT    Lead: ♦Q

Contract: 7NT     Lead: ♠4

In (a) you have thirteen winners (3 spades, 5 hearts, the ♦A K and 3 clubs), Your hand seems to have a diamond loser (not two as one diamond is covered by dummy's ♦A), but you have dummy's ♠A for a discard. So what can go wrong?
The danger signal lies in the blocked spade suit. Whenever you have honours in a suit without accompanying small cards to provide access to honours in the opposite hand, beware! You will be all right provided you can cash your ♠K Q, and then enter dummy in another suit in order to take the ♠A. The necessary entry to dummy is the ♦A, so don't squander it at trick 1. It is imperative to win the opening lead with your ♦K.
How about (b)? The club suit is blocked, and this time there is no side suit entry to the South hand. You must cash the ♣K and overtake the ♣Q with your ♣A. As long as the clubs break 3-3 or 4-2 you will be able to score a fifth club trick with the ♣3. If they are 5-1 you will, no doubt, feel foolish squandering the ♣A on the ♣Q and then failing to make a fifth club, but there was nothing you could have done about it.

Now try (c) and (d). The hands are not the same.
(c)
♠  10 4 3 2
(d) 
♠  9 4 3 2

              ♥  A Q J




♥  A Q J


♦  J 7 4




♦  J 7 4


♣  Q 6 4




♣   Q 6 4


♠  A K Q J 9




♠   A K Q J 10


♥  5 4 2




♥  5 4 2


♦  10 9 6




♦  10 9 6


♣  A  K




♣  A  K

                Contract:  4♠    Lead: ♥3
     Contract: 4♠      Lead:   ♥3

In (c) and (d) you have three losing diamonds in each hand and a possible fourth loser if East has the ♥K. Also, in each case you have a surplus club winner in dummy, the ♣Q. If this can be used to discard a losing diamond your problems  are over, since even if you lose a heart trick two diamond losers and one heart loser will not sink 4♠. However, it will not help you much to discard a heart loser as you could still lose three diamonds and a heart.
The question now is whether  or not you take the heart finesse at trick 1. If you do so and it fails, it is highly likely that the defenders will cash three diamond tricks, leaving you with nothing to discard on dummy's ♣Q. So how about giving up on the heart finesse, rising with the ♥A and aiming to draw trumps and throw a diamond away on the ♣Q? Before deciding, you must check that communications between the two hands make your plan feasible.
In diagram (c) you can take the ♥A, cash the ♠A K Q and the ♣A K, and enter dummy by overtaking the ♠9 with the ♠10. Now throw the ♦6 on the ♣Q and drive out the ♥K, losing just two diamonds and the ♥K.
In (d) there is no ♠10 in dummy, so you cannot easily reach your ♣Q. There is no point in playing to the first six tricks as in (a) and spotting the problem only when it is too late. Your only realistic chance is to take the heart finesse at trick 1.  The idea is to do all your thinking at trick 1, resulting in a plan which will succeed if the crucial cards lie kindly.
The Holdup and the Duck
When the opponents attack in their long suit there may be an advantage in refusing to take your winner in the suit immediately. If you play low, making no attempt to take the trick when you could have done so, that is called 'holding up' your winner.
A similar play of a low card from both hands where declarer could have won the trick is called a 'duck’. In this case the purpose is constructive rather than obstructive. The declarer ducks in order to facilitate his own communications.
The difference between the duck and the hold-up is shown in (e) and (f).
(e)
♠  7 6 4
(f)
♠  4 2


♥  6 5 3

♥  6 5


♦ A 7 4 3 2

♦  A Q J 10 9


♣  7 6

♣  K 8 4 3


♠  A K

♠  A 5 3


♥ A 8 4 3

♥  A K J 4


♦  K 6 5

♦  8 6 2


♣  A K 5 4

♣  A 6 2

                  Contract: 3NT       Lead: ♠Q

Contract: 3NT   Lead: ♠Q

With (e) you have seven top tricks and it will be possible to develop two length tricks in diamonds if they break 3-2. However if you cash your ♦A K and then concede a diamond you will have no entry to dummy and your two established diamonds will be unusable. Instead you must win the ♦A, cash your ♦K and then duck a diamond. Now the ♦A will provide the crucial entry to dummy at the right moment. The purpose of ducking the second diamond trick is to preserve your communications, and ensure access to dummy's winners.
With (f) you must hold up your ♠A twice if the suit is led. Now if the diamond finesse fails East may have no spade to return. The purpose of playing low twice in spades is to disrupt the enemy communications and prevent them from cashing their winners.
Finally, only decline a trick if you have a precise purpose in mind. In particular, don't hold up in a trick in a suit led by your opponents if there is the danger that they will find an even more harmful switch to another suit.

Quiz

1)
♠   5 2

2)
♠  A J 9 5 2


♥   K J 7


♥  A 6 5


♦  7 6 5 4


♦  7


♣  7 6 3 2


♣  A 7 6 3


♠   A Q J 10 9 8


♠  7 6


♥  A Q 10


♥  K 4


♦   A K


♦  A K Q 5 4 3


♣   A 8


♣  8 5 4


Contract:  6♠
Lead: ♣K

Contract:  3NT
Lead:  ♥Q

3) & 4)
♠  A 5 3 2

5)
♠ 
4



♥  Q J 8 4


♥ A 3 2



♦  K Q


♦ 7 6 5 3



♣  9 6 2


♣  K J 10 3 2



♠   7 6 4


♠ A K Q J 10



♥  A K


♥  K 5 4



♦   A 6 3 2


♦  A K Q 8



♣  A 8 4 3


♣  Q

3)   
Contract: 3NT
Lead: ♠K
    Contract: 6NT   Lead: ♥J

4)      Contract: 3NT    Lead: ♣K


6)

♠  A K Q

7)
♠  5 4 



♥  7 6


♥  6 3 2



♦  K 5  4 3 2

♦  9 4



♣  10 5 2


♣  A K 8 7 5 2



♠  7 4 3


♠  A K 7 3



♥  A 8 2


♥ A 5 4



♦  Q J 10 9

♦  A J 3 2



♣  A K Q


♣  4 3


Contract:  3NT
Lead: ♥K
     Contract: 3NT
  Lead: ♠Q

8)

♠  3 2

9)
♠  A K



♥  A 5 3


♥  9 8 5 2



♦  8 7 6 3


♦  A Q 5



♣  K Q 10 9

♣  A K Q J



♠  A 10


♠  Q 4 3 2



♥  9 2 


♥  A 7 6



♦  K Q J 10 9

♦  6 3 2



♣  A J 8 7


♣  8 7 4


Contract:  3NT
Lead: ♥K
     Contract: 3NT
  Lead: ♦4

Answers to Quiz

1)  Both a count of winners (12 only if you include 6 trump tricks) and losers (a club and possibly the ♠K) make it clear you cannot afford a trump loser. You may need two entries to dummy to finesse spades, and these must come from the heart suit. Therefore win the ♣A, cross to dummy by overtaking the ♥10 with the ♥J (not the ♥K) and finesse the ♠Q. If successful, re-enter dummy by overtaking the ♥Q with the ♥K for a second spade finesse.

2)  You have 7 top tricks and can establish 2 extra diamond winners provided the suit breaks no worse than 4-2. However you must preserve the ♥K as an entry to your hand, so take dummy's ♥A at trick 1 and cash your diamond winners from the top, conceding the fourth round if they break 4-2.
3/4)) You have 9 top tricks but the awkward ‘blocked' diamond and heart holdings make entries to both hands potentially difficult. The play depends on which black ace the opening lead removes. Therefore:

(3)
With the ♠A removed it is entries to dummy which concern you. Cash the ♥A K, then the ♦K Q and ♥Q J. Finally return to your hand with the ♣A to cash the ♦A.
(4)
With the ♣A removed you must be careful with entries to your hand. Cash the ♦K Q, then the ♥A K and ♦A. Now re-enter dummy with the ♠A to take the ♥Q J. If you are in doubt, try alternative lines of play to see which succeeds.

5) You have plenty of winners and no loser problems, so what can go wrong? If you take the ♥K (correctly preserving the ♥A as an entry to dummy) and play the ♣Q, carelessly following with dummy's ♣2, an inspired defender might duck, leaving you with insufficient entries to establish and enjoy any further club trick. (Try it and see!) You would then be dependent on a
friendly break in diamonds. To ensure your contract overtake the ♣Q with the ♣K, and if that holds the trick continue with the ♣J.
6) You have nine easy tricks once the ♦A is dislodged, but there is a danger that the defenders will take four heart tricks when you concede the ♦A. It is worth withholding your ♥A for the first two round of hearts, in the hope that if hearts do break 5-3 or worse, the hand with the ♦A has no hearts left.
7) If clubs break 3-2, by conceding the third round of clubs you make 5 club tricks to go with the  ♠A K, ♥A and ♦A. However it is not good enough to cash the ♣A K and then give up a club, as you have no further entry to  dummy. Win the ♠A and immediately concede a club.
8) It is tempting to duck, but then a spade switch would sink you without trace. At least the hearts might break 4-4, so take advantage of your good fortune in avoiding a spade lead by winning the ♥A and driving out the ♦A.
9) A losing diamond finesse could easily be followed by a heart switch, knocking out your entry to the ♠Q, so rise with the ♦A and cash your ♠A K.
