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Planning your entries – steps

1. Count winners/losers to determine which suits you need to work 
on

2. Work out which hand you should be playing each suit from
3. Count how many entries you have in each hand. 
4. Create more entries if possible and necessary.

This will lead you to a plan where you cross to the correct hand in 
order to play a suit which might produce more tricks for your side.



Planning your entries – steps

1. Count winners/losers to determine which suits you need to work 
on

2. Work out which hand you should be playing each suit from
3. Count how many entries you have in each hand. 
4. Create more entries if possible and necessary.

This will lead you to a plan where you cross to the correct hand in 
order to play a suit which might produce more tricks for your side.



Planning your entries – steps

1. Count winners/losers to determine which suits you need to work 
on

2. Work out which hand you should be playing each suit from
3. Count how many entries you have in each hand. 
4. Create more entries if possible and necessary.

This will lead you to a plan where you cross to the correct hand in 
order to play a suit which might produce more tricks for your side.



Planning your entries – steps

1. Count winners/losers to determine which suits you need to work 
on

2. Work out which hand you should be playing each suit from
3. Count how many entries you have in each hand. 
4. Create more entries if possible and necessary.

This will lead you to a plan where you cross to the correct hand in 
order to play a suit which might produce more tricks for your side.



Planning your entries – steps

1. Count winners/losers to determine which suits you need to work 
on

2. Work out which hand you should be playing each suit from
3. Count how many entries you have in each hand. 
4. Create more entries if possible and necessary.

This will lead you to a plan where you cross to the correct hand in 
order to play a suit which might produce more tricks for your side.



Planning your entries – finesses

• Choose a finesse that might give you an entry…

if it wins:
AJ4 opposite KT6

if it loses:
JT opposite AQ85 vs. 85 opposite AQJT
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• Choose a suit that you can only play from the hand you are already 
in.

This will give you maximum value out of your entries.
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Planning your entries – which hand

• Play from weakness towards strength
Dummy: 432
Declarer: AQ5
Start from the dummy.

• Save entries for cashing established tricks
Lead: J

Dummy:  K7  KQJT9

Declarer:  A42  43
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• Play from weakness towards strength
Dummy: 432
Declarer: AQ5
Start from the dummy.

• Save entries for cashing established tricks
Lead: J

Dummy:  K7  KQJT9

Declarer:  A42  43

Win in hand first.
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Creating new entries

• Overtake a winner

Dummy: A432
Declarer: K
Overtake the K with the A to reach the dummy.
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Creating new entries

• Ruff a winner

If you hold a winner (especially from the base hand) that is not 
providing useful discard: 
- it will not cost a trick to ruff it; 
- ruffing it will provide you with an extra entry to the other hand.
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Managing your entries – right hand, right time

• By deliberately winning with a higher card than necessary, you can save 
winning in the hand with fewer entries for when you need to be there.

LHO has overcalled 1 . Lead: 5

Dummy:  Q87  KQJT9

Declarer:  AJ2  43

You know the K must be with LHO, so your Q will provide an entry 
to the dummy.

This entry should be used after the  have been established.

Win the A on Trick 1 and play a diamond.
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Managing your entries – right hand, right time

• Ducking a trick early on in a suit could solve a later entry problem.

  Dummy:  AQJ765

LHO: K     RHO: T982

  Declarer:  43

When the K pops up, it seems natural to win the trick. 

But if you do that, RHO will win a diamond later anyway – at which 
point, you will not have any left in hand to reach your length winners.

Allowing the K to hold will allow the  to run from the second round.
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Now go to the
Entries tournament

and try the practice hands!
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