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Director’s Quickies
Cambridge Contract Bridge Club, Cambridge, New Zealand
This set of flowcharts and guidelines has been prepared as a quick reference for the most frequent issues that a Director in a social bridge competition may encounter. It is a compromise between rigorous and time-consuming interpretation of the Laws, and keeping decision-making by Directors in social competitions simple and quick. These flowcharts and guidelines are based on the detailed rules set down in The Laws of Duplicate Bridge 2017, World Bridge Federation.
The guidelines are intended for use in the Cambridge Bridge Club Wednesday night social competition.

Reproduction or adaptation of these flowcharts and guidelines for use by other clubs is welcomed on the condition that this source document is acknowledged in any subsequent print or electronic publication using any part of its contents.
Robert J. McQueen, August, 2017

This document is available through http://www.cambridge.bridge-club.org/resources
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A fouled board is one that has been played with the cards in the incorrect pockets, or cards transferred between positions. When a fouled board is discovered during play, the Director should refer to the sheet which documents the hand deal for that board, and restore the correct cards to the respective pockets for the next play of the board. It is usually not the fault of either pair where the fouled board was discovered, so the fairest solution is for the Director to assign a “did not play” score to that board at that table. Neither pair will be disadvantaged, as this will allow their average on other boards to come through. The Director should inspect the scores for that board played at previous tables in the rotation, determine where the board fouling occurred, and also retrospectively enter did-not-play scores for those occasions when the fouled board was played but not discovered.
Slow play. Where one pair is consistently falling behind due to slow play, and this is impacting the usual room rotation, the Director may decide to enter a did not play score for one of the boards (usually the last) underway or still to be played at that table. This means that each pair’s overall score for the session will not be impacted by this board. This will allow the slow pair to move on-time at the next rotation, and hopefully allow them to get back to normal times on subsequent boards without snowballing time pressure. 


Room layout and setup (Wednesday nights)
The aim is to play 22 boards, so that the session can be completed, including supper, by approximately 10pm. Players are asked to be seated by 6:50, announcements at 7:00 for 10 minutes, play starts at 7:10. All latecomers should be reminded of this expectation with an individual quiet word at the supper break. 
The Appendix Mitchell for 22 boards is the movement of choice for 13 or more tables. There are no feed-ins for the Appendix Mitchell movement. Instead of sharing, a second set of boards is used for tables 1 and up, depending on how large the “appendix” is. For example, if there are 15 ½ tables, on tables 1 to 5, EW remains seated, and on tables 12-16, NS remains seated. The second set of boards would feed in from table 5, and at supper break, directors should pick up the pile of played boards that have accumulated at table 1, and move these to the start of the feed in, table 5 in this example. If there is a phantom, this is best placed at the highest numbered table (16 in this example). The phantom pair at table 16 in this example is NS, and the “real” pair that starts there is EW. Other than the non-moving EW and NS pairs, EW pairs advance one table, NS pairs advance two tables each round. 
For this movement, especially in large room sizes, it is worthwhile to place notes at several key tables to indicate to which table completed boards are to be passed if it is not the usual -1 table number. Even though it is on the Bridgemates where each pair is to move to for the next round, it is also worthwhile to place a note at key tables as to where EW and NS move for big jumps, if it is not the usual +1 for EW, or +2 for NS.
Plans for table numbers for all room setups from 11 to 20 tables have been prepared, and these should be used consistently for Appendix Mitchell room setups to avoid confusion by players caused by different director’s preferences.

Room layouts for Appendix Mitchell (13 or more tables, 22 boards)
Total Tables
2nd set starts at
Phantom at

12 ½ or 13
Table 2
13

13 ½ or 14
Table 3
14

14 ½ or 15
Table 4
15

15 ½ or 16
Table 5
16

16 ½ or 17
Table 6
17

17 ½ or 18
Table 7
18

18 ½ or 19
Table 8
19

19 ½ or 20
Table 9
20

20 ½ or 21
Table 10
21

21 ½ or 22
Table 11
22

22 ½ or 23
Table 12
23
23 ½ or 24
Table 13
24
Director actions with Bridgemates
Some functions can be done on the Bridgemates by anyone, and some only through the TD (Tournament Director) menu. The PIN for the TD menu is 9392. Use the Up and Down function keys to navigate through the menu. Use the CANCEL key to exit the menu.
1. Resetting a Bridgemate before start of play

If all Boards have not been played in a preceding session, Bridgemates will expect those boards to be played at the next session. Or, if the Bridgemate is acting strangely, it should be reset.
To fix this the director/scorer will need to access the TD menu on the Bridgemates by pressing OK until TD menu shows at bottom LHS of screen. Enter the PIN 9392, then

a. enter 0 then OK to reset the Bridgemate
2. Correcting missing names

This situation may be corrected at any table by the South scorer when Unknowns arrive by choosing Names then Correc then enter player numbers

3. Correcting scores on Bridgemates by South scorer
Scores may have been incorrectly entered. This situation may be corrected on the Bridgemates at the table where the boards were played by the South scorer anytime during the session by choosing Scores then Correc then delete the chosen board and re-input. 

4. Correcting scores on the Bridgemate by the Director

To correct a score played at the table where the Bridgemate was located, the director should push OK until TD Menu appears, enter the PIN (9392) and the option menu will appear. 
a. Option 3 is used. Screen will show Round and Board Number – use Cancel key to move cursor to erase number and then round. 

b. Enter Round number and Board number to be erased

c. Press OK – message will state that the board has been erased

d. Re-enter board number with correct details

Scores may also be corrected at the end of the session through Compass.
5. Adjusting a score on the Bridgemates by the Director (60:40)

Adjusted scores are used to award a score based on the average score (available masterpoints) for a board. This is done by assigning a percentage of the average to NS and EW pairs. Where one pair is disadvantaged by the actions of the other pair, the disadvantaged pair should be awarded a “60% of average” score, and the offending pair “40% of average”. Where neither pair were to blame, both can receive “50% of average” score. These entered percentages do not have to add up to 100%, so both pairs could theoretically receive 60% of the average score in unusual circumstances. Bridgemates restrict the available percentage choices to 40%, 50% or 60%, but other percentages can be retrospectively assigned at end of play scoring on the computer.
Directors should also consider the option of “did not play” for the board if neither pair were at fault, which means this board does not impact their overall average for the session.

To enter an adjusted score at the table where the adjustment is needed 

a. Enter the board number and confirm OK

b. Now access the TD-menu by pressing the TDMENU function key, enter the PIN code 9392, and once arrived in the TD-menu, press '1'.
c. When the input screen for the adjusted score arrives, for each pair you can choose between 40% (average-minus), 50% (average) and 60% (average-plus). Press 4 or – key to enter 40%, 5 or = key to enter 50%, 6 or + key to enter 60%. It is not possible to enter a value other than these percentages. Press OK after you have entered both percentages.
d. The Bridgemate will now return to the result entry screen and the adjusted score is now displayed at CONTR. Press OK to confirm this, and confirm the verification screen. The Bridgemate has now saved an adjusted score for this board and will feed this to the scoring program.
Scores may also be adjusted at the end of the session through Compass.

6. Board not played

A board may not be played during the regular rotation, perhaps due to fouled boards or slow play. The Director may decide that it is best that a board is not to be played (at that time) so that regular room rotation may continue without delays, and the slow pair can catch up and not be under continuous pressure. 

To enter a board not played:

a. Enter the board number, and then press 0 on the Bridgemate at the point of entering the contract. The board will be entered as did not play. It is probably fairest on both pairs to leave it as a board not played, rather than playing it later.
b. If the board is to be played later during the session follow the correcting scores section to enter the later-played board

c. If the board is not played eventually, the Director may also choose to enter an adjusted score based on the average score, either a 50:50 proportion which doesn’t favour one pair, or a 60:40 of average score that favours the innocent pair.

If the board is to be played later, the director should make a note on a bit of paper of the board number, table, and NS and EW pairs. When the board is played later (during supper or at the end of the session), this info will be needed to find the correct Bridgemate and make the score correction.

7. Replacing a faulty Bridgemate in the middle of session play

a) Low battery. Batteries can be replaced at any time during play. Scores will be retained.

b) Substituting another Bridgemate. A Bridgemate that is not operating properly (sticking or faulty keys, etc) can be replaced with a spare one. 
Procedure: 
· Remove the Bridgemate to be replaced out of the game, with a note attached as to the problem. 

· Find a replacement Bridgemate and set to the correct section and table number. To do so, scroll the cursor up or down to “Section”, and use the + and - key to adjust the section. Sections range from A to Z, and is usually “A” at Cambridge. Once the correct section has been set, scroll one position down to table and use the number keys to set the correct table number. Press CANCEL to delete the current number. Table numbers range from 1 to 511.  

· Activate the replacement Bridgemate. It will inform you that the table has been started by another Bridgemate. Press OK to proceed, enter TD PIN code and press OK again. 

· When it asks you to erase or retain previously entered data, press CONTIN to retain the data entered by the previous Bridgemate, and continue where the old Bridgemate has left the game. The new Bridgemate has now replaced the old Bridgemate.
This can also be done through the Bridgemate Control Software on the server – see the Bridgemate manual.
8. Bridgemate setup security code.

Press the SETUP function key. If the setup code is set to ON, it will ask for a setup security code. This is a fixed code and is 749. Alternatively, you can use 769 to access the setup menu with the cursors directly on the channel row. This allows for quickly reconfiguration of the channel setting.
9. Further information on Bridgemates.

The full Bridgemate II manual can be downloaded from http://www.bridgemate.com/resources/documents/BM2manual.pdf
Other Notes for Directors

Penalty card (Law 50D)
Only defenders ever have penalty cards.

A penalty card must remain face up on the table in front of the player to whom it belongs and that player and/or partner may be subject to the following restrictions.
MINOR Penalty Card:

A card accidentally dropped AND below honour rank (that is a 9 or lower).

No restriction on the holder or his partner except the penalty card must be played before that player plays a different card below honour rank of the same suit. If the penalty card is not an honour, the holder has the option to play an honour card of the same suit from hand instead of the exposed penalty card on the table
MAJOR Penalty Card:

A card deliberately played; or any honour (10 or higher) card; or more than one card exposed.

The holder must play the penalty card at the first legal opportunity, AND

When the partner of a player who has a major penalty card obtains the lead, the declarer has these options:

 
[1] 
Require that suit to be led (once)

Or:
[2] 
Forbid that suit to be led for as long as that player retains the lead

Or:
[3] 
Apply no lead restriction 

In the first two cases the penalty card ceases to be such and is returned to that players hand, but in [3] the penalty card stays on the table and still must be played at the first legal opportunity

Declarer has all these options every time that player obtains or retains the lead while the penalty card remains

Card play: Lead out of turn (LOOT) after first round

Established: if the LHO of the offender’s LOOT plays to the lead before the LOOT is discovered, then the lead is established, and play continues.

Declarer LOOT: Defender can accept or reject a declarer LOOT before it is established. Both declarer and dummy can pickup a LOOT if it is discovered before being established and if agreed by defender.

Defender LOOT: Declarer may accept the LOOT, or require offender to withdraw the LOOT and it then becomes a penalty card. Declarer may require or prohibit that suit from the next lead by offender’s partner.

Opponents may condone irregularity

Players generally have the option of condoning an opponent’s irregularity (unless to do so would have an impossible outcome (such as condoning an inadmissible double).

An irregularity may be condoned by either opponent verbally, or by the next opponent making their call or play (and if they make their call or play they are deemed to have condoned the irregularity even if that was not their intention).

Adjusted score (Laws 12C1 and 23C)
The director may, in some circumstances, adjust the result if the non-offending side have been damaged as a direct consequence of an opponent’s irregularity even after the prescribed rectification has been applied

Unauthorised information (Law 16)
A player who receives extraneous information from partner may not choose, from logical alternatives, a call or play which is demonstrably favoured by the extraneous information.

Examples of such extraneous information include (but are not limited to):

· Partner’s questions and replies to opponent’s questions

· Partner’s unexpected alert or failure to alert

· Partner’s remarks, gestures, hesitations etc (but note there is a mandatory pause when an opponent uses the Stop Card on making a jump bid)

If, on appeal, the Director deems that unauthorised information has been used by an offending pair, and this has negatively impacted the non-offending pair, an adjusted score may discretionally be imposed.
Comparable call (Law 23)
A comparable call (when replacing a withdrawn call) is one which is either:

· the same (or similar) meaning as the withdrawn call, or

· a sub-set of the possible meanings of the withdrawn call, or

· the same purpose (such as ace-asking) as the withdrawn call

In other words, if every possible hand making the replacement call would also have likely made the withdrawn call.

Lead restriction

When a defending player, whose partner has withdrawn a call and not replaced it with a comparable call, first obtains the lead declarer may impose a lead restriction.

Declarer may prohibit the lead of any one suit which partner has not specified legally in the bidding. That prohibition continues for as long as that player retains the lead.

Law 26 (note there is an error in the lawbook; there should be no Law 26B1, 26B2 is declarers only option)

Awareness of potential damage (Law 72C
The result may be adjusted if a player who, at the time of his irregularity, could have known that it could well damage the opponents even if there is no evidence he did so intentionally. 

Bidding: Call/bid out of turn


(and not established/accepted)





Should have been Offender’s partner’s turn (or LHO turn before any other call)





BID�





PASS�





BID�





RHO passes. Offender’s bid is reinstated, and bidding proceeds without restriction





Offender’s bid is withdrawn, RHO to bid.





RHO bids or X or XX





When Offender’s turn to next make any legal call, is this call/bid by Offender comparable to the call/bid they originally made?





NO�





YES�





PASS�





Should have been Right Hand Opponent’s turn (RHO). Was the Offender’s call a pass or a bid?





Offender’s partner must pass once at their next turn





No rectification (unless Sec 23C)





Offender’s bid is withdrawn, and partner makes any legal call, without taking into account unauthorised information.





Offender’s pass is withdrawn and RHO proceeds to make a call. Offender must pass once when it is next their turn





Relative to the offender, whose turn was it supposed to be?





Bidding: Insufficient Bid


(and not established/accepted 





Offender’s bid stays. Bidding to carry on. This is often the best advantage for non-offending pair.





Offender must correct bid to some legal bid/call (X or XX usually forbidden)





No rectification (unless Sec 27D)





One of these choices





Pass or a bid in a different suit





Lowest sufficient bid using same suit





Call made is comparable to insufficient bid





Does LHO accept the insufficient bid?





Offender’s partner must pass from then on throughout the bidding





NO�





YES�





Card play: First lead out of turn by defenders





Offender’s card is picked up. Declarer may either require, or prohibit that suit as a lead by offender’s partner. Requirement of a suit lead lasts only once. Prohibition of suit lead lasts as long as that person holds the lead.





Declarer can then choose which hand to put down, and who plays the hand. Dummy hand then goes down immediately and play proceeds from the accepted lead.





NO�





NO�





YES�





YES�





Offending card stays on the table as a major penalty card and must be played at the first opportunity





Does declarer wish to impose restrictions on the lead from offender’s partner?





Does declarer accept the lead?





Card play: Revoke





Play carries on to the end. Counting the revoke trick, how many tricks did the revoking side win on or after the revoke trick?





Was the revoke established?





Two trick adjustment





No adjustment





YES�





NO�





One of these choices





Did the revoke card win a trick?





One trick adjustment





Two or more





YES�





One





None





Revoke is corrected, and the originally played card stays on table as a major penalty card to be played at first opportunity





NO�





Is it the 12th trick?





YES�





NO�





Correct it – no rectification or penalty





Card play: Fouled board or slow play





Two trick penalty





One trick penalty








directorquickies4
This version revised 28 August 2017

