


1. As declarer, you may use an endplay to throw one opponent on 
lead at a time when he has only losing options. He has no safe exit 
cards, and whatever he plays must present you with a trick.

2. The endplay is also known as an elimination play,  a throw-in play, 
or a strip-and-endplay. As the name implies, it often occurs near 
the end of the play.

3. The endplay should be considered when you have a suit 
combination that is apt to produce more winning tricks if it is led 
by an opponent.

4. The two-way finesse:   For example, with the following holding, it’s 
best to avoid leading the suit if at all possible. See if you can get an
opponent to do it for you:

North
A J 6

South
K 10 4

You could try to guess where the missing queen is, but wouldn’t 
you rather have the opponents take the guesswork out of it for 
you?
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5. Split honors: There are other card combinations where you would 
much rather have the opponents play the suit first:

North
Q 8 4 2

South
J 9 5 3

If the opponents play the suit first, you can’t help but win one trick. 
If you have to play the suit yourself, you might not win any tricks.

Another example would be a combination like this:

North
 K 4 3

South
 J 7 5

6. The necessary conditions for an endplay to operate are:
a.An adequate trump suit that allows you to draw trumps and 

still have at least one trump left in both dummy and declarer’s
hand.

b.A side suit that you don’t want to touch with a ten foot pole.

c.A second side suit that can be stripped or eliminated from 

both hands either by cashing it out or by trumping.
d.An equally divided side suit in which you have an inevitable 

loser. This will be used as your throw-in suit.

7. In order for an endplay to work, you must first remove all the safe 
exit cards from one or both opponents’ hands. This is called 
“stripping the hand.” Then the opponent must lead a suit that will 
benefit you.
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8. Let’s look at a full deal. The contract is 4 Spades and the Club King
is led. Can you identify the four necessary conditions?:

     North

 K Q 10 5

 A 8 5

 J 7 2

 A 9 4

      South

 A J 9 8 4 3

 K 6 3

 Q 8 3

 5

You have plenty of trumps. You fear touching the diamond suit. 
The club suit can be easily stripped by playing the ace, then ruffing
the second and third ones. You have an inevitable loser in hearts, 
so you can use hearts as your throw-in suit. 

Your plan should be:  “I will win the opening lead, draw trumps, 
eliminate clubs, then play ace of hearts, king of hearts and another 
heart, putting an opponent on lead. They will have to make the first 
play in diamonds, guaranteeing me a trick there, or they will have 
to give me a ruff-and-sluff.”

9. You may want to endplay one opponent rather than the other. For 
instance, if your left-hand opponent leads the king of a side suit, 
maybe from KQJ(x), and you later want to put him on lead, arrange 
to have one card left in the suit at the point you give up the lead:

North
 8 4 2

South
 A 5 3

If your LHO leads the king, wait until the second round to win the 
ace. Later you can play a third round and hope LHO must win
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10.  In the following example, the contract is 4 Spades and the 
Diamond King is led. Can you pull off an endplay?:

     North

 10 9 7 3 2

 Q 8 4

 A 3

 J 6 5

      South

 A K Q 6 5

 A K J

 9 2

 Q 4 3

You have one inevitable diamond loser and will be set if you lose 
three club tricks. The suit combination in clubs is one of those in 
which you will do much better if the opponents lead the suit.

Play: Win the opening lead with the Diamond Ace, draw trumps, 
play three rounds of hearts. Then play a diamond from each hand. 
You have stripped the hands and one opponent will have to win 
this trick and then face losing options. He can lead the club suit for
you, or he must give you a ruff-and-sluff.
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