Alternate Solution, July-August (2016) Problem # 1
Here’s a hand that can make 13 tricks in spades with cooperative defense, while losing 12 tricks in spades with cooperative play – with the further restriction that all the cooperation happens at Trick One, and both sides do their best play and defense afterwards:

♠ 7 4 3 2

♥  ———

♦  ———

♣  A Q 10 9 8 7 6 5 4

♠ K 6 5 






♠ Q 10 8

♥ A Q 10 9 8 7 6 5





♥ K J 4 3 2

♦  ———






♦ A K Q J 10

♣ K J







♣  ———

♠ A J 9

♥  ———

♦ 9 8 7 6 5 4 3 2

♣ 3 2 

There are simpler variations on this theme, but I tried to construct the weakest N/S cards that will make 7 spades against any subsequent defense after E/W are as helpful as possible on Trick One.  West leads the king of spades and East plays the queen under it.  A diamond ruff with the 7 of spades is the entry to take the spade finesse, and then N/S can draw trump and run the clubs.

However, if a heart opening lead is ruffed high in both hands, South can’t take any more tricks despite best subsequent play.  E/W can win Trick Two no matter which suit is played, at which point they can draw trump and run the red suits.

-- Bob Wake, ’74 

