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1.1
About This Document

I dedicate this document to George Acker, one of my first regular partners, who taught me that partnership communication and understanding are the most important parts of bridge. 

1.2
General

This document contains the general collection of bridge system agreements that I have developed over the first 6 years of my duplicate play (2001-2007.)  It was constructed from the agreements that I have with most of my partners in Tallahassee, FL (with some additions from my recent play from California to Europe.)  Over the past several years, many of the expert players in Tallahassee have come to play some variant of this system with me and others.  

The purpose of this document is create a comprehensive set of agreements for experts in Tallahassee to use as a template.  Currently, without discussion, most expert players in Tallahassee are using SAYC or some undefined 2/1 System.   I hope that this set of system agreements will serve as a vast improvement to SAYC and will allow experts to immediately play better bridge.  Secondarily, I hope that this document will serve as a teaching tool for intermediate players looking to improve their bridge.  The information in this document should help players learn about what questions they need to discuss with their partners and what potentially difficult situations they may encounter at the table.

1.3 Terminology
To clarify some vocabulary we point out that:
TES – Tallahassee Expert Standard

Call – Any action, including pass

Bid – Some action other than pass

GF – Game Forcing bid

1F – 1-round forcing bid

NF – Non-forcing

V – Vulnerable

NV – Not Vulnerable

M – Major suit

m – Minor suit

Z – This is used to represent “some other suit”

S/V – Singleton or Void in a known suit

S/V? – Singleton or Void in a unknown suit
* - Alertable or announcable bid 
In this document, when we refer to certain players, we describe them based on their actions.

Opener – Opening bidder.
Interferer (Overcaller or Doubler) – First Opponent to bid (not pass) after the Opener

Responder – Partner of the Opener
Advancer​ – The partner of the Interferer
Distributions

3-3-3-4

This denotes 3♠, 3♥, 3♦, 4♣
3334

This denotes some 4c suit, not necessarily ♣. 
Bidding
Auctions are presented in two primary ways in this document.  When bids are given for all players they are formatted with spaces.

1♥ 1♠ P 2♣ 

When an auction is given in which one side is the primary bidding side, that side’s auction is given with dashes and any Opponent’s bids are included in parentheses.

1♠-2♣-3♠

OR

1♥ (1♠) 2♣ (P) – 2♦ (P) 3♥ (P) 4♥
1.4
http:// www.notrump.org
This is my personal bridge webpage.  It contains the latest version of these notes and lots of other useful bridge information.  Please visit the website and explore.
1.5
General Approach
Strong Notrump 

· 1N = 15-17 HCP 
· 2N = 20-21 HCP

5c Majors 

· 5c Majors in 1st and 2nd seat

· 4c Majors in 3rd in 4th seat for light openings
2/1 Forcing to Game 
· 2/1 in 4c minor

· 2-Major as waiting bid

2♣ Strong Artificial and Forcing
Moderately Aggressive Openings

Very Light 3rd Seat Openings

Very Light Overcalls 

· 4c suits common at the 1-level
Light Preempts
· Varied Preempts in 3rd seat: from weak to strong

The general philosophy of bidding is to bid aggressively at low levels and avoid making competitive decisions at high levels.  This is generally referred to as “active bridge.”  This means that we have very few suit requirements for overcalls, especially at the one level (vulnerability will dictate some suit quality.)  This style of bidding allows for many negative inferences about partners distribution when there is no bidding, but risks some penalties when we enter an auction that belongs to the Opponents.  

Other important philosophies we follow when faced with bidding challenges are to: 

· misrepresent minor suit holdings instead of Major suit holdings,
· misrepresent HCP rather than distribution,
· “2N is a convention not a contract!” - if there is any confusion about the meaning of 2N, it is likely not natural. 

1.6
List of Conventions and Treatments
· Stayman
· Kansas City Stayman (Puppet)
· Jacoby Transfers
· 4-Suited Transfers
· Texas Transfers
· Transfer Lebensohl (Fast denies)
· Modified Puppet Stayman
· Minor Suit Stayman
· Minor Suit Stayman+
· 3♣ Re-Stayman
· 2♥ Drop Dead Stayman
· 2♠ Stayman Invite
· Reverse Bergen
· Mathe Asking Bid
· Under-Splinters
· Over-Splinters
· Splinters
· Jacoby 2N
· Two-Way Reverse Drury
· 1-2-3 Stop
· Walsh 1♣ (BWS)
· Inverted Minors
· Ogust
· Two-Way New Minor Forcing
· Modified Wolff Signoff 
· Weak Jump Shifts
· 4th Suit Forcing to Game
· Unusual vs. Unusual
· Unusual vs. Michaels
· Negative Doubles
· Responsive Doubles
· Maximal Doubles
· Support Doubles (XX)
· Rosenkrantz XX
· DONT against strong NT
· Cappelletti Jr. against NT
· Unusual Notrump
· Sandwich Notrump
· Jordan+ (Flip-Flop)
· Michaels
· 1430 Keycard
· Minorwood
· Cross-minor Keycard
· 1430 Gerber
· Exclusion Keycard
· DEPO & Stolen Bid vs. 5m
· Grand Slam Force (GSF)
· Leaping Michaels
· Lebensohl over Weak-Two Bids
· Lebensohl over Reverses
· Meckstroth 1N* Leb.
· Western Cuebids
· Unusual JS 1m-2M
· Transfer McCabe

· Transfers over 1M (Double)
· Kokish

· Marmick 

· Rick
· Garozzo

· Sontag

1.7
Convention Card

Tallahassee Expert Standard (TES) ACBL Convention Card
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Constructive Bidding Agreements
2.1
Constructive Bidding Agreements: Constructive Bidding Style
The opening bidding style in all seats is mildly aggressive by modern American standards.  We open almost all 12 HCP hands and we open any 11 HCP hands with AK, A.  If we have 11 HCP and a 5c suit, then we tend to open the hand if our points are in our long suit (thus giving the hand more offensive playing strength.)
2.2
Opening Bids in the 1st  Seat

We open almost all 12 HCP hands and many 11 HCP hands with 5c suits.  Shapely hands with fewer HCP can also be opened.  1.5 defensive tricks are common for shapely opening bids.  In close decisions we choose to open as opposed to pass.

2.3
Opening Bids in the 2nd Seat

2nd seat openings are generally slightly more sound than 1st seat openings.  The major exception to this is a 1♠ opening bid at matchpoints.   1♠ is opened more aggressively in the second seat to protect partner from passing out a hand where our side holds most of the values (partner will use the Rule of 15 in 4th seat.)    

2.4
Opening Bids in the 3rd Seat

Very light openings are common in the 3rd seat.  4c Majors are common when opening any hand that is not interested in game (this includes minimum 1st and 2nd seat opening values and sub-minimum openings.) Generally, minor suit openings are closer to full opening values, but very light minor suit openings are possible with good suit texture.   Additionally, preempts in the 3rd seat are quite varied – both stronger or weaker than normal preempts and may include a 4c Major and a 5 or 6 card preempting suit.  

After a 3rd seat openings, Responder will not bid too aggressively in competition.  Thus, Opener has the responsibility to push with marginal hands in order to reach games or slams.

Ex. 
1♠ (2♥) 2♠
5-10 HCP, 3+c♠ 

2.5
Opening Bids in the 4th Seat 

For weak, marginal hands the Rule of 15 is used: Add HCP to #♠ and open the bidding if that total is greater than or equal to 15.  Also 2-level openings in the 4th seat are generally to play and have little interest in game.  4c Majors are common with minimum openings, especially in ♠ while holding ♥ shortness.

2.6
2/1 Game Forcing responses are expected to be slightly stronger than opening bids without a fit for partner’s suit.  2/1 responses with a fit for partner’s suit can be far more aggressive.    

2♣ opening bids are very strong (almost game forcing) and are rarely opened on hands with two strong suits.

Responses to opening 1-level bids are quite aggressive, allowing partner to safely open many strong two-suited hands naturally. 

General bidding problems, without a conventional fix, are resolved by making a forcing bid in a minor (usually ♣.)

2.7
If two suits are unbid (seeking stoppers for notrump), by bidding one of these suits we show a stopper in that suit and implicitly ask about a stopper in the other suit.  Also, bidding the 4th suit generally asks for a stopper in that suit.  Cuebids of the Opponents’ suit (Western Cuebids) are also often asking bids, looking for a stopper in that suit.

Constructive Bidding Agreements: Notrump Openings
Balanced Hands

2.8
Minor Suit Openings

1m-1Z-1N

= 12-14 HCP


1N 


= 15-17 HCP

1m-1Z-2N

= 18-19 HCP
2N


= 19+ to 21 HCP

2♣-2♦-2N

= 22 to 24- HCP 
2♣-2♦-2♥*-2♠*-2N
= 24+ to 26 HCP
2♣-2♦-3N

= 27 to 28 HCP (forcing to slam)

2♣-2♦-2♥*-2♠*-3N
= 29 to 30 HCP (forcing to slam)

2♣-2♥*-2N

= 22 to 24- HCP 

2♣-2♥*-3N

= 24+ to 26 HCP (or a bit more) “No slam interest.” 

A one point reevaluation of any hand is common and additional upgrades for semi-balanced hands with good suits are encouraged.  
· We commonly open 2N with 19 HCP and a 5c suit and more rarely with 18 HCP and a 6c minor and “card to protect.”  
· With 15-16 HCP and a 5c Major we sometimes open 1N and sometimes open 1M and just try to describe our hand.  

· At teams, we strive to open 1N and best describe our values with 15-16 HCP.  

· 15 HCP hands with weak 5c Majors are also commonly opened 1M and treated as 14 HCP.
· With 17 HCP and a good 5c suit we treat the hand as 18-19 HCP Balanced.

2.9
Major Suit Openings

1♥-1♠-1N
= 12-14 HCP, Balanced or 5422 with quality minor-suit doubleton (ie. Kx)
1♥-1♠-2N
= 17-19 HCP, Balanced or 5422 with quality minor-suit doubleton (ie. Kx) 
A 2N rebid is also possible with a good 6c♥ suit and a singleton ♠.  This is usually done with about 16 HCP best evaluated as 17-19 HCP balanced.

Some Notes of Raising 1♥-1♠ 

We tend to raise 1♥-1♠-2♠ with 4-card support.  The question of what kind of hands to raise on 3c support is interesting and difficult.  With 3-5-4/1 we may raise more frequently.

The important thing to note when considering bidding these hands is that the following auction shows extra values.
1♥-1♠-

2♣-2♥-
2♠

This shows something like 3-5-1-4 with a good 14+ HCP – with about a king more than a minimum opening hand.  
Constructive Bidding Agreements: Notrump Openings
One-Notrump Openings
2.10
General Approach
· Stayman

· 4-suited Transfers

· 5/5 at 3-level

· Drop Dead Stayman in ♥
· Invitational Stayman in ♠
· Special Reevaluation Treatments
· 3♣ Re-Stayman 

· Texas Transfers
· Smolen

· Transfer Lebensohl (Fast denies)
· Minorwood
· Negative Doubles at 3-Level 

2.11
5c Majors are common.  Semi-Balanced hands are freely opened 1N and semi-balanced hands with 6c suits and rebid problems are also often opened 1N. 

When choosing 1N over 1M holding a 5c Major, three general questions are considered (these are more important at MP than at IMPs) :

· Is the Major a strong 5c suit?

· Do I hold 3 cards in the other Major?

· Are the HCP types and location “notrump oriented?”

The more affirmative your answers are to these questions, the more you should strive to open 1N. The more negative your answers are, the more you should strive to open 1M.

2.12
Opening 1N in the 3rd seat is generally the most sound, while opening 1N in the 4th seat can often be on a good 14 HCP – this has preemptive value  (1N is more like 14+ to 17- in the 4th seat.)

2.13
Responses to 1N Opening
2♣ 
= Stayman
2♦*
= Jacoby Transfer to ♥
2♥*
= Jacoby Transfer to ♠
2♠*
= Transfer to ♣, 6+c♣
2N*
= Transfer to ♦, 6+c♦ 
3♣* 
= 5/5 minors (weak)
3♦* 
= 5/5 minors (forcing)
3♥* 
= 5/5 Majors (invitational)
3♠* 
= 5/5 Majors (forcing)
3N  
= To Play

4♣  
= Gerber

4♦* 
= Texas Transfer, 6+c♥
4♥*
= Texas Transfer, 6+c♠
4♠*
= Minor Suit Stayman+  (add details)
4N
= Quantitative
5♣
= To Play
5♦
= To Play
5♥
= Bid slam with 2/3 honors

5♠
= Bid slam with 2/3 honors
5N
= Quantitative, 6N or 7N
*When accepting a quantitative bid (4N or 5N), we can bid 4c suits up the line or jump in 5c suits.  These are optional bids that Opener does not have to make even if accepting the slam try.
2.14
Some Problem Hands for Responder
· Minor suit hands, with at least 5c/4c in the minors and invitational values 
(Options: choose between transferring to one of the minors or bidding Stayman and then 2N – the later is usually a better action.)

· Minor suit hands, with 5c♣ and 4c♦ that are slammish.  
(Options:  choose between a “lying” transfer to clubs, Stayman then Re-Stayman 3♣*, or a 3♦* 5/5m GF – this is a problem for us since we don’t play Minor Suit Stayman.) 

· Hands with 6c minor and 4c Major 
(Options: choose between Stayman and minor suit transfer. – It is usually right to Stayman and then bid the minor suit if partner doesn’t have a fit for your Major.)

· Game forcing hands with 4c♠ and auction begins 1N-2♣-2♥
(Options:   Responder can rebid 3N missing a possible 4c-4c ♠ fit or Responder can bid 3♣* game forcing.  Re-Stayman.  See Below.)  In Standard, a 3N bid shows 4c♠, but we don’t play that way – allowing Responder to upgrade passed on the new information that Opener has a ♥ suit.
2.15
Super–Accepts and Pre-Accepts to Transfers

Major Suit Transfers (1N-Jacoby Transfer*-)
2N
= 4c fit, 4333, Max
3M
= 4+c fit, Max  
Other
= 4c fit, Min, doubleton with not many wasted values (no minimum with Qx.  We allow for Kx or Ax...  Those points can still be useful opposite many small cards.)
Minor Suit Transfers (1N-Minor Suit Transfer*-)

Pre-accept of the minor suit bid (1N-2♠*-2N* or 1N-2N*-3♣*) shows 

· any values with Axx or Kxx in support OR
· maximum with at least 4c support.

· At IMPs we might stretch with Qxx and a maximum.  But this is not our general agreement.
2.16
1N Bidding Sequences

1N-2♣-2♦-2N*
Invitational and “may or may not have a 4c Major.”

1N-2♣-2♦-2♥*

Drop Dead Stayman, at least 4c-4cM, could have longer ♠

1N-2♣-2♦-2♠*
5c♠, invitational values and unbalanced hand, at least 4c side suit.  
(Use this with 5c♠/4c♥ and invitational values…  It tends to be a more shapely invite than a HCP invite.)  

The follow up sequences are 2N asks for the side suit, which may be interested in a ♠ game or just corrective.  3m by Opener is natural and corrective after 2♠ rebid by Responder.

1N-2♣-2♥-2♠
 
Invitational with 4c+♠. (usually 4c♠, but could be 5c♠ unbalanced.)
1N-2♣-2♥-3♣*
Re-Stayman, asks for 4c♠, then slam invite in ♣, then show 5c♥
1N-2♣-2♥-3♣*-3♦*
Shows ♣ support and slam interest, denies 4c♠


1N-2♣-2♥-3♣*-3♥*
Shows 5c♥, denies 4c♠ and denies ♣ slam interest

1N-2♣-2♥-3♣*-3♠*
Shows 4c♠ (could still have club interest)

1N-2♣-2♥-3♥

Invitational with 4c♥
1N-2♣-2♠-3♠

Invitational with 4c♠

1N-2♣-2♥-3♠*
Forcing raise with 4+c♥, please cuebid

1N-2♣-2♠-3♥*
Forcing raise with 4+c♠, please cuebid

1N-2♣-2♠-2N*
Invitational and “may or may not have 4c Major.”

1N-2♦*-2♥-2♠

5c♥/4c♠, invitational, NF

1N-2♦*-2♥-4N
Quantitative, NF


1N-2♥*-2♠-4N
Quantitative, NF

1N-2♦*-2♥-4♥

Quantitative, 6+c♥, NF


1N-2♥*-2♠-4♠

Quantitative, 6+c♠, NF

1N-2♦*-2♥-4♠

Exclusion Keycard for ♥
1N-2♦*-2♥-5♣

Exclusion Keycard for ♥
1N-2♦*-2♥-5♦

Exclusion Keycard for ♥
1N-2♥*-2♠-5♣
Exclusion Keycard for ♠
1N-2♥*-2♠-5♦

Exclusion Keycard for ♠
1N-2♥*-2♠-5♥

Exclusion Keycard for ♠
1N-4♦*-4♥-4N
Keycard


1N-4♥*-4♠-4N
Keycard

1N-2♣-2♦-4N

Quantitative


1N-2♣-2M-4N

Quantitative (must show fit with 3 other-M, then 4N for keycard!)

1N-2♣-2♥-3N
Does not promise 4c♠!  
This could be a hand that was originally going to invite with 2N, but has reevaluated after knowing Opener has 4c♥.  This creates a problem when you have a game forcing hand with 4c♠.               (see Re-Stayman)
1N-2♠*-3♣-4♣
Minorwood

1N-2N*-3♦-4♦
Minorwood

1N-2♣-2♦-3♣
4+c♣ (usually 5+c♣), GF, usually slammish, authorizes Notrump Opener to bid beyond 3N.  
This could be a distributional hand looking for 5♣ contract if Opener has a ♣ fit.  In this case, don’t respond to a Minorwood ask, just raise to 5♣.  With slam interest respond to a Minorwood ask by NT Opener.  (Same for below sequences with ***.)
1N-2♣-2♦-3♦
4+c♦ (usually 5+c♦), GF, usually slammish, authorizes Notrump Opener to bid beyond 3N.  ***
1N-2♦*-2♥-3m
4+c m, 5+c♥, GF, usually slammish, authorizes Notrump Opener to bid beyond 3N. ***
1N-2♥*-2♠-3m
4+c m, 5+c♠, GF, usually slammish, authorizes Notrump Opener to bid beyond 3N.***
1N (P) 2♣ (X) P
Kansas City Stayman.  Denies a ♣ stopper.  Any bid shows a ♣ stopper.  Responder can XX to ask open to continue bidding as normal.  Any other call (than XX) by Responder is natural and GF (a major suit bid would show 4cM and imply a ♣ card to protect --very rare!)
1N (P) 2♣ (X) XX
5+c♣, invites to play 2♣xx.
1N (P) 2♣ (X) 2♦
no 4cM, shows a ♣ stopper.  Kansas City Stayman.
1N (P) 2♣ (X) P (P) 2♠
GF, 4+c♠, ♣ stopper to protect

2.17
1N vs. Interference
(Not A-T-S)
If the Opponents double or bid 2♣ (natural or artificial), we ignore the interference and assume that the systems are on.  

· Versus a X, XX by Responder shows invitational+ values and requires our side to defend a doubled contract or play at least 2♠.  Otherwise, the systems are on.  After the XX, a subsequent X by either player is penalty oriented.
· Versus 2♣, X* = Stayman and the rest of the system is on.

If the Opponents interfere at 2♦-2♠ then we generally play double is penalty oriented and we play Transfer Lebensohl (Fast denies) – details of interference are below. 

· If the bid is natural we play Transfer Lebensohl and penalty doubles.

· If the bid is natural plus another suit (DONT, CAPP, etc..) then we play Transfer Lebensohl around the suit named.
· If the bid names 1-suit exactly then we Transfer Lebensohl around the named suit. 
(Ex. 2♦* showing ♥, or 2♦* showing ♥ and another suit.)  
· If the bid names 2-suits exactly then we Transfer Lebensohl around the cheaper of the two suits. (Ex. 2♥* showing ♠ and ♣ - then we Transfer Lebensohl around ♠.)

· Against Suction we play Transfer Lebensohl around no suit and when we actually have length in the suit bid, we start with a double and later bid that suit .
· Against Multi we play Transfer Lebensohl around no suit and we double to value show and then play “regular Lebensohl.” Around their suit.  

· We always play regular Lebensohl vs. delayed interference or after a value showing double. 

· Vs. 3-level+ interference, doubles are value showing and generally negative.  (Penalty passes are common by 1N Opener.)  A cuebid is Stayman by Responder.
**Now that we play Transfer Lebensohl we don’t play Unusual vs. Unusual or Unusual vs. Michaels when we open 1N.
With delayed interference free bids are forcing 1-round, not completely to game.  This allows for some additional competitive bidding.

Ex. 
1N (P) 2♦* (P)

3♣  is forcing to 3♥, show invitational+ values, usually GF.

2♥ (2♠) 3♣

2N in this auction is delayed “regular” Lebensohl, asking for a relay to 3♣ to compete in the bidding.  With an 2N rebid responder should X the opponents interference.  This is purely penalty, it just shows a values and a desire for the 1N open to help make a decision.
Texas Transfers vs. Interference
Texas Transfers are on vs. interference up to and including 3♣.  If the Opponents interfere at 3♦ or higher, then Texas transfers are off (4♦ is now Stayman – cuebid is Stayman.)
1N Interference Bidding Sequences

1N (2♥) 2♠

Natural, NF, 4-7, usually 5c♠
1N (2♥) 2N*

Relay to 3♣.  

1N (2♥) 3♣*

Transfer to ♦, 7+ HCP, 5+c♦
1N (2♥) 3♦*

Transfer to ♠, 7+ HCP, 5+c♠

1N (2♥) 3♠

Transfer to ♣, GF, 10+ HCP, 6+c♣ -- usually very distributional 
1N (2♥) 3♥

Stayman w/o  ♥ stopper.
1N (2♥) 3N

GF, no ♥ stopper, 10+ HCP (not 4c♠)
1N (2♥) 2N* - 3♣ -3♦

To Play, competitive, 5+c♦
1N (2♥) 2N* - 3♣ -3♥

Stayman w/  ♥ stopper
1N (2♥) 2N* - 3♣ -3N

To Play, ♥ stopper
Constructive Bidding Agreements: Notrump Openings
2N Openings
2.18
General Approach
5c Majors are common.  Semi-balanced hands are freely opened 2N and strong semi-balanced hands with 6c suits and rebid problems are also often opened 2N.  
2.19
Responses to 2N Opening
All responses are GF except Jacoby Transfer and pass.

3♣*
= Modified Puppet Stayman [3♥*=no 5c or 4c Major, 3N*=5c♥ with Retransfer] 
3♦*
= Jacoby Transfer, 5+c♥
3♥*
= Jacoby Transfer 5+c♠

3♠*
= Minor Suit Stayman [RST]
3N
= To Play

4♣
= Gerber

4♦*
= Texas Transfer, 6+c♥
4♥*
= Texas Transfer, 6+c♠

4♠*
= Minor Suit Stayman+ (at least 5-5m, slam invitational)
4N
= Quantitative

5♣
= To Play

5♦
= To Play

5♥
= Bid slam with 2/3 honors

5♠
= Bid slam with 2/3 honors

5N
= Quantitative, 6N or 7N

2.20
Some Problem Hands for Responder
· Classic 5c♠/4c♥!
(Solution: This can now be handled by Modified Puppet Stayman.)

· Strong hand with 4c minor
(Solution: This can be handled with MSS.)

· 5c♠ and 3c♥
(Options: Transfer to ♠ and rebid 3N or use Modified Puppet Stayman a couple of possible ways…)

· 5c♥ and 3c♠
(Options: Transfer to ♥ and rebid 3N, Transfer to ♥ and rebid ♠ - treating as 4c♠/5c♥ if you have a singleton somewhere, or use Modified Puppet Stayman…) 

2.21
Super-Accepts to Major Suit Transfers (2N-Jacoby Transfer-)
3N
= 4333 great hand (9 tricks – 4c support)

4M 
= 4+c support and great hand, but no side source of tricks
Other
= 4+c support and great hand, bid side source of tricks - 5c suit, usually.  
2.22 2N Bidding Sequences
2N-3♣*-3♦*-4♣
1430 Gerber

2N-3♣*-3♦*-4♦*
Shows both 4c-4c Majors

2N-3♦*-3♥-3♠

At least 5c♥/4c♠.   (Use this with 5c/5cM slammish.)

2N-3♣*-3♥*-3♠
5+c♠, GF, 3+c♥ (usually 4c♥)

2N-3♣*-3♥*-4♣
1430 Gerber!! (caution, easy to forget!) – Use with Quant. Hands
2N-3♣*-3♥*-4♦
Transfer to ♥, usually 6c♥ suit
2N-3♣*-3♥*-4♥*
Transfer to ♠ (used with 6c♠)

2N-3♣*-3♥*-4♠*
Slam try with ♦ (usually 6c♦)

2N-3♣*-3♥*-4N*
Slam try with ♣ (usually 6c♣)

2N-3♣*-3♥*-5♣
To Play

2N-3♣*-3♥*-5♦
To Play
2N-3♣*-3♠*-4♣
1430 Gerber!! (caution, easy to forget!) – Use with Quant. Hands
2N-3♣*-3♠*-4♦
Slam try with ♦.  

2N-3♣*-3♠*-4♥*
Slam try with ♣ (usually 6c♣)

2N-3♣*-3♠*-4♠*
Natural, To play! 

2N-3♣*-3♠*-4N
Keycard in ♠

2N-3♣*-3♠*-5♣
To Play

2N-3♣*-3♠*-5♦
To Play

2N-3♣*-3N*-4♣*
1430 Gerber (use for Quantitative Bid) – Use with Quant. Hands
2N-3♣*-3N*-4♦*
Transfer to ♥, 5+c suit
2N-3♣*-3N*-4♥*
Slam try with ♣ (usually 6c♣)

2N-3♣*-3N*-4♠*
Slam try with ♦ (usually 6c♦) 

2N-3♣*-3N*-4N
minors, not slammish (usually something like 4-0-5-4 or 3-0-5-5)

2N-3♣*-3N*-5♣
To Play

2N-3♣*-3N*-5♦
To Play

In order to keycard in ♥ you must transfer then bid 4N.  If Responder transfers to ♥ and then bids another suit that is a cuebid.
2N-3♣*-3N*-4♦*-4♥-4♠
♠ cuebid, with 3+c♥ support

2N-3♣*-3N*-4♦*-4♥-4N
Keycard in ♥
2N-3♦*-3♥-4♥


Quantitative, 6+c♥
2N-3♥*-3♠-4♠


Quantitative, 6+c♠

2N-3♥*-3♠-4♥


5c-5c+M, NF, choice of games
2N-3♦*-3♥-3♠-3N-4♥

5c-5c+M, slammish.  Forcing to 4♠.  4N Keycard in ♠.
2.23 Modified Puppet Stayman
With what kind of Major suit holdings can we begin our auctions with 3♣*?

3/0, 3/1, 3/2, 3/3, 4/0, 4/1, 4/2, 4/3, 4/4 are the obvious ones.  
The question becomes can we deal with the following hand types:

5c♠-3c♥
This hand cannot be handled correctly, but we can find the 5-3 fit over 3♥* bid after MPS.  With 5-3-4/1 this is often a good choice.
3c♠-5c♥
This hand cannot be handled correctly.  Must either transfer or treat as 3-4, 3-6, or 4-4.
5c♠-4c♥
This hand is handled through MPS.

4c♠-5c♥
Transfers handle this shape.

5c♠-5c♥
Transfers handle this shape.

6c♠-3c♥
This hand is handled through a delayed Texas Transfer in MPS.

3c♠-6c♥
This hand is handled through a delayed Texas Transfer in MPS.

6c♠-4c♥
This hand is handled through a delayed Texas Transfer or 4-4M fit. (MPS)
4c♠-6c♥ 
This hand is handled through a delayed Texas Transfer or 4-4M fit. (MPS)
2.24
2N vs. Interference
If the Opponents interfere, doubles are value showing and a cuebid is Stayman.  Systems are on over X and 3♣* interference.   If the Opponents double our Modified Puppet Stayman, then we play Kansas City Stayman.  (See 1N Section)
2.25
Minor Suit Stayman [RST] 
Bidding begins (2N-3♠*-)
3N*
= no 4c minor

4♣*
= 4+c♣

4♦*
= 4+c♦
The 3♠* is GF.  In the follow-up bidding there are often 3 ways to show a suit: 

· in a minor at the 4-level, 

· in the corresponding Major at the 4-level (lower for lower, higher for higher), and

· at the 5-level.  

The General Rules are 

· the cheapest way to bid a suit is keycard,

· middle is quantitative, and 
· 5-level is to play.   

Auctions Begin:  2N-3♠*- 

3N*-4♣*
Keycard in ♣

3N*-4♦*
Keycard in ♦
3N*-4♥*
Quantitative, 5 good or 6+c♣

3N*-4♠*
Quantitative, 5 good or 6+c♦ 

3N*-4N
Quantitative

3N*-5♣
To Play

3N*-5♦
To Play

4♣-4♦*

Keycard in ♦
4♣-4♥*
Keycard in ♣

4♣-4♠*
Quantitative, 5 good or 6+c♦
4♣-4N

Quantitative, with or without ♣ 

4♣-5♣

To Play

4♣-5♦

To Play, usually 6c+♦, slammish if you have ♦
4♦-4♥*

Keycard in ♣





4♦-4♠*

Keycard in ♦
4♦-4N

Quantitative, with or without ♦
4♦-5♣

Quantitative, slammish if you had 4+c♣ 

4♦-5♦

To Play

With 4c-4c in the minors if we bid 4♣ then we will not be able to find a 4c-4c♦ fit for a slam.  Thus, with 4-4m with a good hand we bid 4♦ first and later come back and show ♣ if partner makes a quantitative 4N bid.  Responder will not be able to keycard in ♣, so we should have a good hand to bid 4♦ first.  

Similar bidding applies when we have 5c♦ and 4c♣ for our 2N opening hand.

Constructive Bidding Agreements: Notrump Openings
3N Opening Bids
2.26
General Approach
1st and 2nd Seat

3N*
= Gambling, at least AKQxxxx in a minor with no outside A or K.
3rd and 4th Seat

3N
=  To Play (Systems On -- Stayman, 4-suited Transfers)
2.27
Responses to Gambling 3N

4♣
= Pass or correct to 4♦
4♦*
= GF, slammish, asks for controls (Singleton or Void)
4♥
= To Play

4♠
= To Play

4N
= Quantitative, bid 6m with 8+ tricks, otherwise bid 5m

5♣
= Pass or correct to 5♦
5♦
= Pass or correct to 6♣

5N
= Grand Slam Force, bid 7m with 8+ tricks, otherwise bid 6m

6♣
= Pass or correct to ♦.  Will usually be passed because I will bid 6♦ when I know.
6♦
= To Play.  I know you have ♦.
2.28
Gambling 3N* Bidding Sequences
3N-4♦*-4♥*

♥ control, S/V


3N-4♦*-4♠*

♠ control, S/V
3N-4♦*-4N*

control in other minor

3N-4♦*-5m

to play, no controls, bid long suit

Constructive Bidding Agreements: Notrump Openings
Other Notrump Openings
2.29
General Approach (2♣-2♦*-2N) 22 to 24- HCP
We use the same system as opening 2N.  Thus, we use conventions Modified Puppet Stayman, Jacoby and Texas Transfers, MSS[RST], 1430 Gerber, and MSS+.
**The same is also true for Kokish Auctions (2♣-2♦*-2♥-2♠*-2N) showing 24+ to 26 HCP.
2.30
General Approach (2♣*-2♦*-3N) or Kokish then 3N Auctions
This bidding sequence generally denies a 5cM (especially a 5c♠) because we rebid our 5cM at the 2-level – thus, preserving space and allowing for an easier auction.  Thus, we do not play Puppet Stayman in this sequence.   Both of these sequences are slam forcing.
Responses to 2♣*-2♦*-3N  (or 2♣*-2♦*-2♥*-2♠*-3N) 
4♣
= Stayman 

4♦*
= Transfer to ♥
4♥*
= Transfer to ♠
4♠*
= Minor Suit Stayman
4N
= Quantitative

5♣
= Gerber

Constructive Bidding Agreements: 1-Level Openings
Major Suit Openings
3.1
General Approach
· 2/1 Game Forcing
· 4c minor responses

· 2M waiting
· 1N Semi-forcing

· Jacoby 2N

· Reverse Bergen
· Mathe Asking Bids

· Under-Splinters

· Over-Splinters

· Direct Splinters

· 2-way Reverse Drury
· Constructive Raises
· Natural Help Suit Game Tries
· New Minor Forcing

· 1-2-3 Stop
· Negative Doubles
· Support Doubles
· Sontag  
· Modified Wolff Signoff

3.2
Treatments
· Drury is off over X, 
· 3N is commonly waiting, slammish, with a known 9+cM fit
3.3
Raising Partner

1M-3M*

= Preemptive Raise, 4+c support, 0-6 HCP

1M-1N*-2Z-2M
= Weak Raise, 3c support, 4-7 HCP OR 2c support, 5-10 HCP
1M-2M

= Constructive Raise, 3+c support, 7+ to 10- HCP
1M-3♦*

= 4c support, 6 to 10- HCP 

1M-1N*-2Z-3M
= 3c Limit Raise, Balanced
1M-3♣*

= 3c Limit Raise with S/V? OR 4c Limit Raise, 9+ to 12 HCP 
1M-2N*

= Jacoby 2N, 12+ HCP semi-balanced OR 15+ HCP with shortness 
Also Under-Splinters, Over-Splinters, and Direct-Splinters

3.4
Help Suit Game Try (1M-2M-2Z/3Z)
These suits are generally natural (Axxx or Kxxx are ideal holdings) looking for fitting cards and/or ruffing values.  2N is a Trump Suit Quality ask with no conventional structure for responses (generally natural bidding.)  3M is 1-2-3 Stop.  
It is common for Responder to make a “try back” by bidding other suits where he holds values when not having enough to bid game directly. 
3.5
Jacoby 2N (1M-2N*)
A 2N response to a 1st or 2nd seat opening bid is GF with 4+ card support.  This is usually a balanced or semi-balanced hand with 12+ HCP, or an unbalanced hand that is too strong to Splinter, 15+ HCP.  

Rebids by Opener are:
· S/V at the 3-Level 

· Good 5c side suits (2/3 honors) at the 4-level
· 4M
12-13 HCP really bad hand, minimum balanced or semi-balanced

· 3N
14-15 HCP, balanced or semi-balanced, orcontrol rich minimum (AK, A)
· 3M
16+ HCP, semi-balanced

Vs. Interference
If the Opponents interfere at the 3-level, we play “stolen bid.”  X shows a stolen bid and pass says my bid was taken away from me (I cannot make it.)  If our bid is still available, we ignore the interference and bid naturally.  Versus 3N and higher interference, X says I wish to defend, pass is cooperative (could be cooperative to defend or cooperative to investigate slam), and fast arrival applies.  Other bids are cuebids and slammish.
3.6
Drury

After a 3rd or 4th Seat opening followed by a 2♣* (3c) or 2♦* (4c) Drury Limit Raise we use 2N* as an artificial slam try.  Responder’s rebids are similar to Jacoby 2N rebids:

Ex. 
P-1♠-2♣* (or 2♦*) – 2N*- 

3♣*
S/V in ♣

3♦*
S/V in ♦
3♥*
S/V in ♥
3♠*
Balanced or Semi-balanced, maximum, 11-12 HCP

3N*
4333, 11-12 HCP, non-forcing.
4♣*
5+c♣, 2/3 top honors

4♦*
5+c♦, 2/3 top honors

4♥*
5+c♥, 2/3 top honors

4♠*
Balanced or Semi-balanced, minimum, 9-11 HCP

Problem Hands:  If ♥ is opened then we can’t show 5+c♠ suit with 2/3 honors.  With this hand we bid 3♥ or show shortness  and hope to hear a ♠ cuebid later.  
3.7
Negative Doubles and Free-bids
In response to a 1-level suit opening bid (when the Opponents interfere with an overcall), doubles are negative and promise increasing values (based on the level of the Opponents’ interference).
Opponents’ Level of Interference then a Negative Double Shows Approximately…
1-level

5+ HCP

2♣

6+ HCP

2♦

7+ HCP

2♥

8+ HCP

2♠

9+ HCP
2N-3m

10+ HCP

3♥

11+ HCP

3♠+

12+ HCP, GF

Free-bids are positive and forcing for 1-round at 2-level and positive and GF at 3-level.
Details for Free-bids and Negative Doubles
1♠ (3♥) X 
GF, unless Opener rebids 3♠, that can be passed.

1♥ (3♠) X
Game Forcing
1♠ (ZZ) 3Z
This free bid is Game Forcing.
3.8
Vs. 1N Overcall
If we open 1-Major and the Opponents overcall 1N (strong), we play negative free bids.   All bids at the 2-level are natural, non-forcing, and promise 4-9 HCP.  They are usually weak and just striving to compete (or complicate the auction for the Opponents.)  Hands with 10+ HCP start with a double – Unless distributional (see 2N+ responses.) 
If Opener pulls the penalty double to a new suit, this is generally weak and prefers offense.   This is non-forcing.  With a strong hand Opener can jump in a suit, reverse, or bid 2N.  Both show at least a king extra and are game forcing – often distributional, preferring offense.
Example

1♥ (1N) X (P) – 2♦
NF, not wanting to defend
1♥ (1N) X (P) – 2♥
NF, Weak opening hand with 6+c♥
If Opener has a strong single-suited hand, preferring offense, Opener makes a jump rebid.
3.9 Cuebidding the Opponent’s Overcall
When the Opponents interfere after Opener’s bid, Responder’s cuebid of Opponents’ suit shows a limit raise or better in support of partner’s suit (3+c support.)

3.10 Modified Wolff Signoff
When the auction begins 1m-1Y-2N we use a similar structure as two-way NMF.  This is a modified version of Wolff Signoff.
After the 2N rebid, Responder’s bid of 3♣ is a relay to 3♦ and can be used to show many different hand types – either weak or slammish.   A direct bid of 3♦ after 2N rebid is artificial and GF.   
Note:  The same Wolff structure is on by a passed hand as well.

Constructive Bidding Agreements: 1-Level Openings

Major Suit Openings – 1♥
3.11
Responses to 1♥ Opening
(Note: S/V? means singleton or void in some unknown suit)
1st and 2nd Seat
1♠
= 4+c♠, 5+ HCP, forcing 1-round
1N*
= Semi-forcing, 5+ HCP
2♣
= 2/1 Game Forcing, 4+c♣, 12+ HCP 
2♦
= 2/1 Game Forcing, 4+c♦, 12+ HCP
2♥
= 3+c♥, 7+ to 10- HCP (usually only 3c♥)

2♠*
= Under-Splinter, S/V?, 4+c♥, 9+ to 12- HCP, GF 
2N*
= Jacoby 2N, 4+c♥, 12+ HCP, GF
3♣*
= Reverse Bergen, 4+c♥, 9+ to 12 HCP, Semi-balanced OR 3c♥, 9-12 HCP, S/V? 

(Mathe Asking Bid, 3♦* asks what type of 3♣ bid, GF)
3♦*
= Reverse Bergen, 4+c♥, 6+ to 10- HCP (common to have 1♥-4♥ hand with Ace.)
3♥*
= Weak, 4+c♥, 0-6 HCP
3♠*
= Over-Splinter, 12-14 HCP, Singleton?
3N*
= Splinter, 12-14 HCP, Void in ♠ 
4♣*
= Splinter, 12-14 HCP, Void in ♣
4♦*
= Splinter, 12-14 HCP, Void in ♦
4♥
= 5+c♥, 0-10 HCP, usually no outside A

4♠
= To Play

4N
= Keycard
5♣
= To Play
5♦
= To Play

3.12
3rd and 4th Seat

1♠
= 4+c♠, 5+ HCP

1N*
= Semi-forcing, 5+ HCP

2♣*
= Two-Way Reverse Drury, 3c♥, 10-12 HCP

2♦*
= Two-Way Reverse Drury, 4+c♥, 9-12 HCP

2♥
= 3+c♥, 7 to 10- HCP 
2♠*
= Weak Jump Shift, 6+c♠, 0-6 HCP, usually not 2+c♥ 
2N
= 5/5+c in minors, not great hand, 6-9 HCP.
3♣*
= Weak Jump Shift, 6+c♣, 3-6 HCP 

3♦*
= Weak Jump Shift, 6+c♦, 3-6 HCP
3♥*
= Weak, 5+c♥, 0-6 HCP (could be 4c♥ if NV and good distribution)
4♥
= To Play, 5+c♥, good support hand (rare – usually after takeout double)
3.13
1♥ Bidding Sequences
1♥-1♠-1N-  Sequences (Two-Way NMF)
1♥-1♠-1N-2♣*

Artificial, Relay to 2♦
1♥-1♠-1N-2♦*


Artificial Game Force

1♥-1♠-1N-2♣*-2♦*-P

To Play, 6+c♦, 5-9 HCP

1♥-1♠-1N-2♥


4+c♠, 3c♥, 5-7 HCP  (generally non-constructive raise.)
1♥-1♠-1N-2♠


5+c♠, 6-9 HCP (usually 6c♠)

1♥-1♠-1N-2♣*-2♦*-2♥*
Invitational, 3c♥, 4+c♠ (usually 5c♠) , 9-12 HCP 

1♥-1♠-1N-2♣*-2♦*-3♥*
Invitational , 5c♠, 3+c♥, 10-12 HCP (solid invite)

1♥-1♠-1N-3♥*


GF, 4+c♠, 4+c♥ (♥ are trump)

1♥-1♠-1N-2♣*-2♦*-2♠*
Invitational, 5+c♠, 9-12 HCP (8-9 possible w/ 6c♠)

1♥-1♠-1N-2♣*-2♦*-3♠*
Invitational, 6+c♠, 10-12 HCP (solid invite)

1♥-1♠-1N-3♠*


Invitational, Picture bid, ♠AKQxxx

1♥-1♠-1N-2N*

Invitational, 10-12 HCP, not 2c♥ (not Hx)

1♥-1♠-1N-2♣*-2♦*-2N
Invitational, 10-12 HCP, 2c♥ (Hx)

1♥-1♠-1N-3♣*

To Play, 5-9 HCP, 6+c♣, 4c♠ 

1♥-1♠-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣, 4c♠ (usually 6+c♣)

1♥-1♠-1N-3♦*


GF, 5c♠, 5+c♦, Good suits, (2/3 honors in ♦)

1♥-1♠-1N-2♣*-2♦*-3♦*
Invitational, 9-12 HCP, 5+c♦, 4c♠ (usually 6+c♦)

1♥-1♠-1N-4♣*

Direct Splinter, V♣, 6+c♠, GF, slammish

1♥-1♠-1N-4♦*


Direct Splinter, V♦, 6+c♠, GF, slammish

1♥-1♠-1N-2♣*-2♦*-4♣*
Splinter, S♣, 6+c♠, GF, slammish

1♥-1♠-1N-2♣*-2♦*-4♦*
Splinter, S♦, 6+c♠, GF, slammish

1♥-1♠-1N-2♣*-2♦*-4♥*
Splinter, S/V? ♥, 6+c♠, GF, slammish

1♥-1♠-1N-3N


To Play

1♥-1♠-1N-2♣*-2♦*-3N
Quantitative, slam invite

1♥-1♠-1N-4♠


To Play

1♥-1♠-1N-2♣*-2♦*-4♠*
Quantitative, 6c♠, slammish 

1♥-1♠-2♠
2♠ bid usually has 4c♠ support.  3c♠ support possible with a singleton (we raise on 3c support more freely here than 1m-1M-2M, but we are still rather conservative about raising on 3c support.
1♥-1♠-2m-2♥-2♠

3-5-1/4 with 14+ HCP, extra values
1♥-1♠-2N-3♣*

Artificial relay to 3♦, See Modified Wolff Signoff
1♥-1♠-2N-3♦*

Artificial, GF, Opener shows 3c♠ support.

1♥-1♠-2N-3♣*-3♦*-P

Weak with 6+c♦
1♥-1♠-2N-3♣*-3♦*-3♥
Weak, very weak 3c♥, or sub-minimum with 2c♥
1♥-1♠-2N-3♣*-3♦*-3♠
Weak, 6+c♠, NF
1♥-1♠-2N-3♣*-3♦*-4♣
Weak, 6+c♣, NF
1♥-1♠-2N-3♣*-3♦*-3N
Slam Try.  Often has a long minor

1♥-1♠-2N-3♥

GF, 3c♥, 10-12 HCP, limit raise, slammish
1♥-1♠-2N-3♠

GF, 6+c♠, often slammish
1♥-1♠-2N-3N

To Play
1♥-1♠-2N-4♣


1430 Gerber
1♥-1♠-2N-4♦

Keycard in ♦
1♥-1♠-2N-4♥

To Play, Good “Weak Raise”, 6+ to 7 HCP, 3c♥
1♥-1N*-P
Opener has a minimum and would not accept a 3c Limit Raise.
When Responder has 3c Limit Raise, we play in 1N and “1N Forcing” players play in 3M.  At MP, sometimes this helps us and sometimes it hurts us.  At IMPs, this is an advantage as we are primarily looking for a positive score.
1♥-1N*-2♣*

Could be only 2c♣, 4-5-2-2 (or 3-5-3-2, very rare)
1♥-1N*-2♣*-P
Usually denies 2c♥.  If resp. has 2c♥, then very weak with long ♣
1♥-1N*-2♣*-2♦
Weak, 5-10 HCP, 5+c♦, usually not 2c♥  
1♥-1N*-2♦

Could be only 3c♦, 4-5-3-1 or 3-5-3-2
1♥-1N*-2♦-P

Usually denies 2c♥.  If 2c♥, then very weak with long ♦.
1♥-1N*-2♦-3♣

Weak, 6+c♣ and usually not 2c♥
1♥-1N*-2♦-2N
Invitational, 10-12 HCP, Semi-Balanced+ or long ♣
1♥-1N*-2♣-2♠*
Impossible ♠.  Very strong ♣ raise, 5+c♣, 10+ to 12 HCP.

1♥-1N*-2♦-2♠*
Impossible ♠.  Very strong ♦ raise, 4++c♦, 10+ to 12 HCP.

With 3c♥ Limit Raise, 10-12 HCP, plus 5+cm, now GF we have a Double fit, potentially slammish – jump to 4♥.

1♥-1N*-2N*

Relay to 3♣, See Meckstroth Adjunct 
1♥-2♥-2N*

Trump Suit Game Try (Quality?)

1♥-2♥-3♥*

1-2-3 Stop

1♥-1N*-2♣*-3♦
Invitational, 6+c♦, 9-12 HCP, not 3c♥
1♥-1N*-2♣*-3♠*
Splinter, , S/V♠, 6+c♣, 10-12 HCP, usually not 2c♥, GF
1♥-1N*-2♣*-4♣
DOES NOT EXIST (option, Keycard or distributional invite)

1♥-1N*-2♣*-4♦*
Splinter, S/V♦, 6+c♣, 10-12 HCP, usually not 2c♥ GF
1♥-1N*-2♦-3♠*
Splinter, S/V♠, 5+c♦, 10-12 HCP, usually not 2c♥, GF

1♥-1N*-2♦-4♣*
Splinter, S/V♣, 5+c♦, 10-12 HCP, usually not 2c♥, GF

1♥-1N*-2♦-4♦

DOES NOT EXIST (option, Keycard or distributional invite)

1♥-3♣*-3♦*-3♥
4+c♥, 9-12 HCP, outside A

1♥-3♣*-3♦*-4♥
4+c♥, 9-12 HCP, no outside A


1♥-3♣*-3♦*-3♠*
S/V in ♠, 9-12 HCP, 3c♥
1♥-3♣*-3♦*-4♣*
S/V in ♣, 9-12 HCP, 3c♥
1♥-3♣*-3♦*-4♦*
S/V in ♦, 9-12 HCP, 3c♥
By a Passed Hand

P-1♥-1♠-1N-2♦

5c♠, 5+c♦, 5-9 HCP

P-1♥-1♠-1N-2♥

2+c♥, 4+c♠, 5-9 HCP

P-1♥-1♠-1N-2♣*-2♦-2♥
2c♥, 4+c♠, 10-12 HCP (since no Drury then not 3c♥)

P-1♥-1♠-1N-2♣*-2♦-2♠
5+c♠, 10-12 HCP (if 2c♥ then 6c♠)

P-1♥-1♠-1N-2♣*-2♦-2N*
not 2c♥, not 5c♠, 10-12 HCP, 4-1-5-3 (usually)

P-1♥-1♠-1N-2N

not 2c♥, not 5c♠, 10-12 HCP, 4-1-4-4 or 4-1-3-5 (usually)

3.14
Under, Over, and Direct Splinters and the Follow-up Bids

Under Splinters

1♥-2♠*


4+c♥, S/V?, 9+-12- HCP, GF

1♥-2♠*-2N

Asks for S/V?  Some slam interest.

1♥-2♠*-2N-3♣*
S? (relay to ask for singleton)

1♥-2♠*-2N-3♦*
V♦
1♥-2♠*-2N-3♥*
(no meaning – could be used to show ♣ void)

1♥-2♠*-2N-3♠
*
V♠

1♥-2♠*-2N-3N
(no meaning – could be used to show ♣ void)

1♥-2♠*-2N-4♣
V♣

1♥-2♠*-3m

Slammish, 5+c m with 2/3 honors, slammish
1♥-2♠*-2N-3♣*-3♦*
Asks for S?
1♥-2♠*-2N-3♣*-3♦*-3♠
S♠
1♥-2♠*-2N-3♣*-3♦*-4♣
S♣

1♥-2♠*-2N-3♣*-3♦*-4♦
S♦
1♥-2♠*-2N-3♣*-3♦-3♥
(no meaning – could be used to show ♦ Singleton)
1♥-2♠*-2N-3♣*-3♦-3N
(no meaning – could be used to show ♦ Singleton)
Over Splinters

1♥-3♠*


4+c♥, S?, 12-14 HCP, GF
1♥-3♠*-3N*

Asks for singleton

1♥-3♠*-3N*-4♣*
S♣

1♥-3♠*-3N*-4♦*
S♦
1♥-3♠*-3N*-4♥*
S♠

Direct Splinters

1♥-3N*

4+c♥, V♠, 12-14 HCP, GF
1♥-4♣*

4+c♥, V♣, 12 to 14 HCP, GF

1♥-4♦*


4+c♥, V♦, 12 to 14 HCP, GF

We Use Exclusion Keycard if Partner has shown exactly a void.

1♥-3N*-4Z-4N
Exclusion Keycard for ♥ - Excluding ♠A
1♥-4♣*-4♦-4N

Exclusion Keycard for ♥ - Excluding ♣A
1♥-4♦*-4♠-4N

Exclusion Keycard for ♥ - Excluding ♦A

3.15
Strong Openers: Reverses and Jump Shifts   
“Shape showing Lebensohl” – Meckstroth 1N* Adjunct
When Opener makes a jump shift (GF) he can have many different hand types - Opener may have strong 1-suited, semi-balanced, 2-suited, or 3-suited hands.  This leaves Responder with many difficult rebid problems.  We aim to clarify these auctions by using 2N as a relay to 3♣ and thus distinguishing 5-5+c hands from other hand types.  

What We Lose

By using 2N as a conventional relay to 3♣ (Lebensohl) we must find another bid to make with 17-19 HCP and a balanced hand.  Generally, we reverse into ♠ with 17-18 HCP or bid 2m and then bid 3N later to show these values.  We also tend to open 2N with 19 HCP and a good 5cM.  

1♥ Opening Sequences

1♥-1N*-2♠*


1F, 5+c♥, 4+c♠, strong OR 17-19 HCP Bal w/o ♠  

1♥-1N*-2♠*-3♠*-3N*

3N shows 17-19 HCP Balanced w/o 4c♠.



1♥-1N*-2N*


Relay to 3♣*, Lebensohl
1♥-1N*-3♣*


GF, 5+c♥, 5+c♣

1♥-1N*-3♦*


GF, 5+c♥, 5+c♦

1♥-1N*-3♥


NF, 14-17 HCP, 6+c♥, decent ♥ suit 

1♥-1N*-3♠*


GF, 6+c♥, 5+c♠, Distributionally strong (not too slammish)
1♥-1N*-2N*-3♣*-3♦*
GF, 5+c♥, 4c♦
1♥-1N*-2N*-3♣*-3♥*
GF, 6+c♥, single suited hand

1♥-1N*-2N*-3♣*-3♠*
GF, 6+c♥, 4c♣

1♥-1N*-2N*-3♣*-3N*
GF, 5c♥, 4c♣

1♥-1N*-3N*


GF, 7+c♥ solid suit, plus an outside A or K, ???

When Opener rebids 2N he will always have a game forcing strong hand.  So with 3c support, Responder can choose to break the relay and support Opener’s Major.  This makes Opener the captain again.  With a weak 3c raise, Responder jumps to 4M and with a balanced 3c limit raise Responder bids 3M.

1♥-1♠-2N*


17-19 HCP Balanced, often 1-5-4/3
1♥-1♠-3♣*


GF, 5+c♥, 5+c♣ (often 6c♥-4c♣)

1♥-1♠-3♦*


GF, 5+c♥, 5+c♦ (often 6c♥-4c♣)

1♥-1♠-3♥


NF, 14-17 HCP, 6+c♥, decent ♥ suit 

1♥-1♠-3♠*


NF, 4+c♠, 14-17 HCP
1♥-1♠-3N*


GF, 7+c♥ solid suit, plus an outside A or K

3.16
Vs. Opponent’s Takeout Double

1st and 2nd Seat

After 1♥ (X), all bids from 2♠* and higher are the same: “Systems On.”
XX 
= 10+ HCP, Forcing to 2♥ (this could be 9 HCP with ♥Hx.)  
1N*
= Transfer to ♣, 5+c♣, 5-10 HCP (could rarely be with strong hand with long ♣.)
2♣*
= Transfer to ♦, 5+c♦, 5-10 HCP (could rarely be with strong hand with long ♦.)
2♦*
= Constructive Raise, 3+c♥, 7+ to 10- HCP 
2♥
= 3c♥, 3-7 HCP

*With a balanced hand (with no suit) and 5-8 HCP we must pass and then compete if the auction ends at a low level – a pass and then double would be takeout.
3rd and 4th Seat

After P (P) 1♥ (X), Drury is off.  Most bids are natural.
XX
= Good Hand, 9-11 HCP
1♠
= 4+c♠, 5+ HCP

1N*
= Transfer to ♣, 5+c♣, 5-10 HCP (could rarely be with strong hand with long ♣.)
2♣*
= Transfer to ♦, 5+c♦, 5-10 HCP (could rarely be with strong hand with long ♦.)
2♦*
= Constructive Raise, 3+c♥, 7+ to 10- HCP 
2♥
= 3+c♥, 4-10 HCP

2♠*
= Weak Jump Shift, 6+c♠, 0-6 HCP, usually not 2+c♥
*Other bids are the same as without interference.
3.17
Vs. Takeout Double Sequences     (“Pass and Pull is weak.”)
1♥ (X) XX (P)  – 2♣


5c♥-5c♣ at least, GF Values, Usually Slammish
1♥ (X) XX (1♠) – P (P) X (P) - 2♣
Weak, distributional hand, poor defense, NF
1♥ (X) XX (P) – P (1♠) 2♥

NF, 3c♥, 10-12 HCP

1♥ (X) XX (P) – P (1♠) 3♥

GF, 3c♥, 12+ HCP
3.18
Vs. Opponent’s Overcall

Free Bids are natural and forcing.  Some negative doubles and other sequences are listed here. 

Direct Cuebids show a limit raise or better in support of Opener’s suit.
1♥ (2♣) X (P) – 2♠ (P) 3♦
6-9 HCP, 6+c♦, NF
1♥ (P) 1♠ (2♥) -- X

Support X, 3c♠

1♥ (1♠) 2♣


Natural, 1F, 9+HCP, 5+c♣ (could be 4c♣ with GF values)

1♥ (1♠) 3♣*


Weak Jump Shift, 0-6 HCP, 6+c♣

1♥ (1♠) 4♣*


Splinter, 4+c♥, GF, S/V in ♣

1♥ (1♠) 2♦


Natural, 1F, 9+HCP, 5+c♦ (could be 4c♦ with GF values)

1♥ (1♠) 3♦*


Weak Jump Shift, 0-6 HCP, 6+c♦  (Vul. 4-7 HCP.)
1♥ (1♠) 4♦*


Splinter, 4+c♥, GF, S/V in ♦ 

1♥ (2♣) 2♦


Natural, 1F, 9+HCP, 5+c♦ (could be 4c♦ with GF values)
1♥ (2♣) 3♦*


Weak Jump Shift, 0-6 HCP, 6+c♦
1♥ (2♣) 4♦*


Splinter, 4+c♥, GF, S/V in ♦ 

1♥ (2♣) 2♠


Natural, 1F, 9+ HCP, 5+c♠ (only 9 HCP, then usually 6c♠)
1♥ (2♣) 3♠*


Weak Jump Shift, 0-6 HCP, 6+c♠
1♥ (2♣) 4♠


To Play, lots of ♠
1♥ (2♦) 2♠


Natural, 1F, 9+ HCP, 5+c♠ (only 9 HCP, then usually 6c♠)
1♥ (2♦) 3♠*


Weak Jump Shift, 0-6 HCP, 6+c♠
1♥ (2♦) 4♠


To Play, lots of ♠

1♥ (2♦) 3♣


Natural, GF, 12+HCP, 5+c♣
1♥ (2♦) 4♣*


Splinter, 4+c♥, GF, S/V in ♣
1♥ (2♦) 4♦*


Splinter, 4+c♥, GF, S/V in ♦
1♥ (2♦) 4♠


To Play, lots of ♠
1♥ (P) 1♠ (2N) 3♣

Shows a stopper in ♣, searching for 3N.  Good hand.
1♥ (P) 1♠ (2N) 3♦

Shows a stopper in ♦, searching for 3N. Good hand.
3.19
Support Double Sequences
1♥ (P) 1♠ (1N) X--
Penalty if the 1N is natural.  Support if “sandwich NT.”
**Pulls of this double to the two-level are non-forcing and weak.  Pulls of this double to the three-level are GF and distributionally strong.
1♥ (P) 1♠ (1N*) X* (P) -- Support Double, 3c♠
2♣
Natural, non-forcing, 5+c♣, 5-10 HCP

2♦
Natural, non-forcing, 5+c♦, 5-10 HCP

2♥
Natural, 2+c♥, weak, 5-10 HCP

2♠
Natural, non-forcing

2N
Natural, invitational 
3♣
GF, shows stopper in ♣, usually only 4c♠

3♦
GF, shows stopper in ♦, usually only 4c♠ 

3♥
Natural, invitational, 3+c♥
3♠
Natural, invitational, 5+c♠
1♥ (P) 1♠ (2♣) X* (P) -- Support Double, 3c♠
2♦
Natural, non-forcing, 5+c♦, 5-10 HCP

2♥
Natural, 2+c♥, weak, 5-10 HCP

2♠
Natural, non-forcing

2N
Natural, invitational 
3♣
GF, Asks for stopper, usually only 4c♠

3♦
Natural, invitational, 1F
3♥
Natural, invitational, 3+c♥
3♠
Natural, invitational, 5+c♠
1♥ (P) 1♠ (2♦) X* (P) -- Support Double, 3c♠
2♥
Natural, 2+c♥, weak, 5-10 HCP
2♠
Natural, non-forcing

2N
Natural, invitational 
3♣
Natural, invitational
3♦*
GF, Asks for stopper, usually only 4c♠
3♥
Natural, invitational, 3+c♥
3♠
Natural, invitational, 5+c♠
1♥ (P) 1♠ (2♥) X* (P) - Support Double, 3c♠ 
2♠
Natural, non-forcing

2N
Natural, invitational 

3♣
Natural, invitational
3♦
Natural, invitational
3♥
Natural, invitational, 3c♥
3♠
Natural, invitational, 5+c♠
If 2♥* shows the minors then 3♣ is GF and shows a ♣ stopper and 3♦ is GF and shows a ♦ stopper.

1♥ (P) 1♠ (2♠) X* (P) -- Support Double, 3c♠

2N
Natural, invitational 
3♣
Natural, invitational, 5+c♣
3♦
Natural, invitational, 5+c♦
3♥
Natural, invitational, 3c♥
3♠
Natural, invitational, 5+c♠
If 2♠* shows the minors then 3♣ is GF and shows a ♣ stopper and 3♦ is GF and shows a ♦ stopper.
1♥ (P) 1♠ (2N) X (P) --  Penalty Double of at least one of minor, value showing
3♣*
Game Try in ♥ (usually 3+c♥)
3♦*
Game Try in ♠ (usually 5+c♠)

3♥
To Play, weak, 3c♥
3♠
To Play, weak, 5+c♠
3.20
Support Redouble Sequences
Game forcing balanced hands or invitational+ hands that are defensively oriented can pass the XX* and then further describe by bidding or doubling.  Rebidding Responder’s suit after XX* is passed is the only limited suit bid - passing the XX is virtually GF.

1♥ (P) 1♠ (X) –XX* (P) 
1N
6-9 HCP, natural, NF
2♣
4c♠, 5+c♣, NF, 6-9 HCP
2♦
4c♠, 5+c♦, NF, 6-9 HCP
2♥
4c♠, 2+c♥, NF, 6-9 HCP
2♠
6-9 HCP, NF 4+c♠

2N
10-12 HCP, natural

3♣
4c♠, 5+c♣, 10-12 HCP, Invitational
3♦
4c♠, 5+c♦, 10-12 HCP, Invitational
3♥
4+c♠, 3c♥, 10-12 HCP, Invitational
3♠
5+c♠, Invitational, 10-12 HCP
3N
To Play
4♣*
Splinter, S/V ♣, 5+c♠, GF
4♦*
Splinter, S/V ♦, 5+c♠, GF
4♥
To Play, usually only 4c♠
4♠
To Play, 5+c♠, 11-12 HCP OR long ♠ with reevaluated HCP

4N
Keycard in ♠
**Pass and then jump in ♠ is stronger.  Often slammish.
Constructive Bidding Agreements: 1-Level Openings

Major Suit Openings – 1♠
3.21
Responses to 1♠ Openings

1st and 2nd Seat

1N*
= Semi-forcing, 5+ HCP

2♣
= 2/1 Game Forcing, 4+c♣, 12+ HCP (could be 3c♣ with 3-4-3-3)
2♦
= 2/1 Game Forcing, 4+c♦, 12+ HCP

2♥
= 2/1 Game Forcing 5+c♥,  12+ HCP 
2♠
= 3+c♠, 7 to 10- HCP

2N*
= Jacoby 2N, 4+c♠, 12+ HCP, GF

3♣*
= Reverse Bergen, 4+c♠, 9+ to 12 HCP, Semi-balanced OR 3c♠, 9-12 HCP, S/V? (Mathe Asking Bid, 3♦* asks what type of 3♣ bid, GF) 
3♦*
= Reverse Bergen, 4+c♠, 6 to 10- HCP

3♥*
= Under-Splinter, 4+c♠, 9+-12 HCP, S/V?, GF
3♠*
= Weak, 4+c♠, 0-6 HCP 
3N*
= Over-Splinter, 12-14 HCP, Singleton? 
4♣*
= Splinter, 12-14 HCP, Void in ♣

4♦*
= Splinter, 12-14 HCP, Void in ♦
4♥*
= Splinter, 12-14 HCP, Void in ♥
4♠
= 5+c♠, 0-10 HCP, usually no outside A

4N
= Keycard

5♣
= To Play

5♦
= To Play

3.22
3rd and 4th Seat

1N*
= Semi-forcing, 5+ HCP

2♣*
= Two-Way Reverse Drury, 3c♠, 10-12 HCP

2♦*
= Two-Way Reverse Drury, 4+c♠, 9-12 HCP

2♥
= 5+c♥, 8-11 HCP, not 3c♠
2♠
= 3+c♠, 7 to 10- HCP
2N
= 5/5+ in minors, 7-9 HCP
3♣*
= Weak Jump Shift, 6+c♣, 0-6 HCP 

3♦*
= Weak Jump Shift, 6+c♦, 0-6 HCP

3♥*
= Weak Jump Shift, 6+c♥, 0-6 HCP
3♠*
= Weak, 5+c♠, 0-6 HCP
4♠
= To Play, 5+c♠, good support hand (rare – usually after takeout double)

3.23
1♠ Bidding Sequences

1♠-1N*-P
Opener has a minimum and would not accept a 3c Limit Raise.
When Responder has 3c Limit Raise, we play in 1N and 1N Forcing players play in 3M.  At MP, sometimes this helps us and sometimes it hurts us.  At IMPs, this is an advantage as we are primarily looking for a positive score.
1♠-1N*-2♣

Promises 3+c♣
1♠-1N*-2♣-P

Usually denies 2c♠.  If Resp. has 2c♠, then very weak with long ♣

1♠-1N*-2♦

Could be only 3c♦, 5-3-3-2

1♠-1N*-2♦-P

Usually denies 2c♠.  If Resp. has 2c♠, then very weak with long ♦
1♠-1N*-2♦-3♣

6+c♣ and not 2c♠, 6-9 HCP
1♠-1N*-2♦-2N

Invitational, 10-12 HCP, Balanced or long ♣ or could have 5c♥
**Opener looks for 3-5♥ fit along the way to 3N with a 5-3-4-1 hands.

1♠-1N*-2♣-2♥
5+c♥, not 3c♠, 5-9 HCP (if only 5c♥, then usually not 2c♠.)

1♠-1N*-2♦-2♥

5+c♥, not 3c♠, 5-9 HCP (if only 5c♥, then usually not 2c♠.)
1♠-2♠-2N*

Trump Suit Game Try (Quality?)


1♠-2♠-3♠

1-2-3 Stop

1♠-1N*-2♣-3♦

Invitational, 6+c♦, 9-12 HCP, not 3c♠
1♠-1N*-2♣-3♥
Invitational, 6+c ♥, 10-12 HCP
1♠-1N*-2♣-3♠

3c♠, balanced or semi-balanced, Limit Raise

1♠-1N*-2♣-4♣
DOES NOT EXIST (option, Keycard or distributional invite)

1♠-1N*-2♣-4♦*
Splinter, 6+c♣, 10-12 HCP, usually not 2c♠
1♠-1N*-2♣-4♥*
Splinter, 6+c♣, 10-12 HCP, usually not 2c♠
1♠-1N*-2♦-4♣*
Splinter, 5+c♦, 10-12 HCP, usually not 2c♠

1♠-1N*-2♦-4♦

DOES NOT EXIST (option, Keycard or distributional invite)

1♠-1N*-2♦-4♥*
Splinter, 5+c♦, 10-12 HCP, usually not 2c♠
1♠-3♣*-3♦*-3♠
4c♠, 9-12 HCP, outside A
1♠-3♣*-3♦*-4♠
4c♠, 9-12 HCP, no outside A


1♠-3♣*-3♦*-3♥
S/V in ♥, 9-12 HCP
1♠-3♣*-3♦*-4♣
S/V in ♣, 9-12 HCP

1♠-3♣*-3♦*-4♦
S/V in ♦, 9-12 HCP

3.24
Sontag Relay 
Sontag Relay is similar to Wolff Signoff, but made by Opener, in any auction that begins 1♠-1N*-2♥-2N-…  
3♣*

Relay to 3♦, usually a weak hand
3♣*-3♦
*-3♥
5+c♠-5+c♥, NF

3♣*-3♦*-3♠
6+c♠-4c♥, NF
3♥

5c♠+, 5+c♥, GF (shows equal length majors or longer ♠)
3♠

6+c♠, 4c♥, GF

3N

To Play

3♣*-3♦*-3N
5-4-0-4, GF, (mildly slammish)

3♦

5-4-4-0, GF (mildly slammish)
4♣

6-4-0-3, GF (mildly slammish)
4♦

6-4-3-0, GF (mildly slammish)
4♥

5c♠-6+c♥, GF, Pass or Correct (shows longer ♥)
Rare Sequences
3♣*-3♦*-4♣*
5-5-0-3, Slammish

3♣*-3♦*-4♦*
5-5-3-0, Slammish
3♣*-3♦*-4♥*
5c♠-6+c♥, GF, Slammish  (almost reverse)
When do we break the relay?
1♠-1N*-2♥-2N-3♣*-3♥
3-4-3-3, with most HCP in minors

1♠-1N*-2♥-2N-3♣*-3♠
3-3-4/3, with most HCP in minors
3.25
Under, Over, and Direct Splinters and the Follow-up Bids

Under Splinters

1♠-3♥*


4+c♠, S/V?, 9+ to 12- HCP, GF

1♠-3♥*-3♠*

Asks for S/V?  Some slam interest.

1♠-3♥*-3♠*-3N*
S? (relay to ask for singleton)

1♠-3♥*-3♠*-4♣*
V♣

1♠-3♥*-3♠*-4♦*
V♦
1♠-3♥*-3♠*-4♥*
V♥
1♠-3♥*-3♠*-3N*-4♣*-4♦*
S♦
1♠-3♥*-3♠*-3N*-4♣*-4♥*
S♥
1♠-3♥*-3♠*-3N*-4♣*-4♠*
S♣

1♠-3♥*-4m

Slammish, 5+c m with 2/3 honors

1♠-3♥*-4♥

Slammish, 5+c♥ with 2/3 honors

Over Splinters

1♠-3N*

4+c♠, S?, 12-14 HCP, GF

1♠-3N*-4♣*

Asks for singleton

1♠-3N*-4♣*-4♦*
S♦
1♠-3N*-4♣*-4♥*
S♥
1♠-3N*-4♣*-4♠*
S♣

Direct Splinters

1♠-4♣*

4+c♠, V♣, GF, 12 to 14 HCP
1♠-4♦*


4+c♠, V♦, GF, 12 to 14 HCP
1♠-4♥*


4+c♠, V♥, GF, 12 to 14 HCP

1♠-4♣*-4♦-4N

Exclusion Keycard for ♠ - Excluding ♣A

1♠-4♦*-4♠-4N

Exclusion Keycard for ♠ - Excluding ♦A

1♠-4♥*-4♠-4N

Exclusion Keycard for ♠ - Excluding ♥A
3.26
Strong Openers:  Jump Shifts 
“Shape showing Lebensohl” – Meckstroth Adjunct 1N*
When Opener makes a jump shift (GF) he can have many different hand types - strong 1-suited, semi-balanced, 2-suited, or even 3-suited hands.  This leaves Responder with many difficult rebid problems.  We aim to clarify these auctions by using 2N as a relay to 3♣, distinguishing 5+c-5+c hands from other hand types.  

What We Lose

By using 2N as a conventional relay to 3♣ (Lebensohl) we must find another bid to make with 17-19 HCP and a balanced hand.  Generally, we rebid 2m and later bid 2N with 15 to 17- HCP.  With 17+ to 19- HCP we rebid 3N.  We also tend to open 2N with 19 HCP and a good 5cM.  

1♠ Openings Sequences

1♠-1N*-2N*


Relay to 3♣*, Lebensohl
1♠-1N*-3♣*


GF, 5+c♠, 5+c♣

1♠-1N*-3♦*


GF, 5+c♠, 5+c♦
1♠-1N*-3♥*


GF, 5+c♠, 5+c♥
1♠-1N*-3♠


NF, 14-17 HCP, 6+c♠, decent ♠ suit

1♠-1N*-2N*-3♣*-3♦*

GF, 5+c♠, 4c♦
1♠-1N*-2N*-3♣*-3♥*
GF, 5+c♠, 4c♥
1♠-1N*-2N*-3♣*-3♠*

GF, 6+c♠, single suited hand

1♠-1N*-2N*-3♣*-3N*
GF, 5c♠, 4c♣

1♠-1N*-4♠


To Play

1♠-1N*-2N*-3♣*-4♣

GF, 6c♠, 4c♣ 

1♠-1N*-2N*-3♣*-4♠

GF, 6c♠, 4c♣, (strong but non-forcing) ???

1♠-1N*-3N*


18-19 HCP, balanced
*We could also play 3♣ is the one possible jump shift that could bid 5c♠-4c♣ or 6c♠-4c♣.

When Opener rebids 2N he will always have a game forcing strong hand.  So with 3c support, Responder can choose to break the relay and support Opener’s Major.  This makes Opener the captain again.  With a weak 3c raise, Responder jumps to 4M and with a balanced 3c limit raise Responder bids 3M.  A jump to the 4-level (in a new suit) shows a 3c Limit Raise with a strong side suit (it can’t be shortness, since we Bergen with that hand.)
3.27
Vs. Opponents’ Takeout Double
1st and 2nd Seat

After 1♠ (X) all bids from 2N* and higher are the same: “Systems On.”
XX 
= 10+ HCP, Forcing to 2♠ (this could be 9 HCP with ♠Hx.)
1N*
= Transfer to ♣, 5+c♣, 5-10 HCP (could rarely be with strong hand with long ♣.)

2♣*
= Transfer to ♦, 5+c♦, 5-10 HCP (could rarely be with strong hand with long ♦.)

2♦*
= Transfer to ♥, 5+c♥, 5-10 HCP (could rarely be with strong hand with long ♥.)

2♥*
= Constructive Raise, 3c♠, 7+ to 10- HCP 
2♠
= 3c♠, 3-7 HCP
*With a balanced hand (with no suit) and 5-8 HCP we must pass and then compete if the auction ends at a low level – a pass and then double would be takeout.

3rd and 4th Seat

After P (P) 1♠ (X) Drury is off.  Most bids are natural.

XX
= Good Hand, 9-11 HCP
1N*
= Transfer to ♣, 5+c♣, 5-10 HCP (could rarely be with strong hand with long ♣.)

2♣*
= Transfer to ♦, 5+c♦, 5-10 HCP (could rarely be with strong hand with long ♦.)

2♦*
= Transfer to ♥, 5+c♥, 5-10 HCP (could rarely be with strong hand with long ♥.)

2♥*
= Natural, 5+c♥, 5-10 HCP, not 3c♠.

2♠
= 3+c♠, 4-10 HCP

*Other bids are the same as without interference.

3.28
Vs. Takeout Double Sequences (“Pass and Pull is weak.”)
1♠ (X) XX (P)
– 2♣


5c♠-5c♣ at least, GF Values, usually Slammish
1♠ (X) XX (2♣)--P (P) X (P) --2♦
Weak, distributional hand, poor defense, NF

1♠ (X) XX (P)
– P (2♣) 2♠

NF, 3c♠, 10-12 HCP

1♠ (X) XX (P)
– P (2♣) 3♠

GF, 3c♠, 12+ HCP
*Direct bids show offensively oriented GF hands.
3.29
Vs. Opponents’ Overcall

Free Bids are natural and forcing.  Some Negative Doubles and other sequences are listed here.
1♠ (2♣) X (P) – 2♥ (P) 3♦
6-10 HCP, 6+c♦
1♠ (2♣) 2♦


Natural, 1F, 9+HCP, 5+c♦ (could be 4c♦ if GF)

1♠ (2♣) 3♦*


Weak Jump Shift, 0-6 HCP, 6+c♦
1♠ (2♣) 4♦*


Splinter, 4+c♠, GF, S/V in ♦ 

1♠ (2♣) 2♥


Natural, 1F, 9+ HCP, 5+c♥ (if only 9 HCP then 6+c♥)
1♠ (2♣) 3♥*


Weak Jump Shift, 0-6 HCP, 6+c♥
1♠ (2♣) 4♥


To Play, lots of ♥
1♠ (2♦) 2♥


Natural, 1F, 9+ HCP, 5+c♥ (if only 9 HCP then 6+c♥)
1♠ (2♦) 3♥*


Weak Jump Shift, 0-6 HCP, 6+c♥
1♠ (2♦) 4♥


To Play, lots of ♥
1♠ (2♦) 3♣


Natural, GF, 12+HCP, 5+c♣

1♠ (2♦) 4♣*


Splinter, 4+c♠, GF, 12+ HCP, S/V in ♣
1♠ (2♥) 3♣


Natural, GF, 12+HCP, 5+c♣ 

1♠ (2♥) 4♣*


Splinter, 4+c♠, GF, 12+ HCP, S/V in ♣

1♠ (2♥) 3♦


Natural, GF, 12+HCP, 5+c♦ 

1♠ (2♥) 4♦*


Splinter, 4+c♠, GF, 12+ HCP, S/V in ♦
3.30
Some competitive situations that illustrate our bidding philosophy!
1♠ (3♦) 3♠

Competitive, 3+c♠, 7 to11- HCP
1♠ (3♦)
 4♠

To play, not completely preemptive, some defense to 5♦
1♠ (3♦) X-3♥-3♠
Stronger than 3♠ directly, 11-12 HCP, NF (very rare - dangerous) 
1♠ (3♦) 4♣

Assume ♠ support (could be rebiddable ♣ with slam invite)
 

1♠ (3♦) 4♣-4♦

Cuebid, ♦ control (1st or 2nd), interested in ♠ slam (or ♣ slam)
1♠ (3♦) 4♣-4♥

Cuebid, ♠ slam interest 
1♠ (3♦) 4♣-4♠

could be 5c♠, minimum, no slam interest
1♠ (3♦) 4♣-4N

Keycard in ♠
1♠ (3♦) 4♦

3+c♠, GF, slammish, not necessarily ♦ control, Strong 4♠ bid
1♠ (3♦) 4♥

To Play, Lots of ♥s and not many ♠
1♠ (3♦) 5♣

To Play
Constructive Bidding Agreements: 1-Level Openings 

Minor Suit Openings
3.31
General Approach
· 3+c♣, 3+c♦ (only on 4-4-3-2)
· Inverted Minors

· Walsh Responses to 1♣ (BWS)

· Weak Jump Shifts

· Splinter

· Two-Way NMF
· Lebensohl over Reverses

· 4th Suit Forcing to Game

· Unusual Jump Shifts:  1m-2M
· Forcing 2N response

3.32
Treatments and Conventional Responses
Opening 1♣ or 1♦ with Minimums
The system is to open 1♦ with all 4c♣-4c♦ hands.  This allows for more options in competitive bidding and it combines with Walsh responses to 1♣.  With hands that have 4c♦ and 5c♣, we usually open 1♦ as well! This may seem unconventional, but it has become standard among many experts and is a normal part of other systems (strong ♣.)  The rebid will usually be 2♣ after opening 1♦.  We don’t rebid 1N with a singleton in partner’s suit, thus we can not open 1♣ on hands like 1-3-4-5 unless we treat our 5c♣ suit as good enough to rebid.
3.33
Inverted Minors
1♣-2♣*
5+c♣, 10+ HCP, 1F

1♦-2♦*

4+c♦, 10+ HCP, 1F

· Opener’s 2N rebid promises a stopper in both Majors and is nonforcing.  
· 3m rebid is also nonforcing and minimum.  
· 2M shows a stopper in that Major and usually denies a stopper in the other Major.  
· A rebid of the other minor is often waiting with a strong unbalanced hand – GF.  
· A jump to 3N shows a non-minimum, but does NOT promise 15+ HCP.
· With 18-19 balanced, start with a Major suit rebid and then describe later.

3.34
Extended Walsh 1♣ (BWS + modern approach)

After a 1♣ opening by partner, Responder bids naturally with 10+ HCP, but with a hand worth only one bid (5-9 HCP) Responder bids a 4c Major instead of bidding a longer ♦ suit.  With a strong hand and 4c♦ and 4cM Responder bids the Major.
After a 1♣-1♦ auction, Opener rebids 1N with all balanced hands (suppressing a 4cM.)  Rebidding 1M shows an unbalanced hand, at least 5c♣ and 4cM (or 4-4-1-4.)  This bidding approach allows 1N to be played from the strong side when that is to be the final contract.  We also conceal information from the Opponents in these bidding sequences.

We extend this Walsh approach to auctions that begin 1m-1♥-…   Opener can use his judgment about when to rebid 1♠ or 1N.  Here are some general guidelines to follow in making this choice:
1♣-1♥-1♠ (with balanced hand)

· Not 4-3-3-3

· Most 4-3-2-4
· All hands with concentrated values in the black suits, including some 4-2-3-4.

1♣-1♥-1N (with 4c♠)
· 4-3-3-3
· 4-2-3-4 with a ♦ stopper or cards more suited for 1N than 2♣ as a final contract.
· 4-3-2-4 (very rare, but possible with excellent ♦ holding – Ex. ♦AQ)
1♦-1♥-1♠ (with balanced hand)
· Most 4-3-4-2
· All hands with concentrated values in the pointed suits, included some 4-2-4-3.

1♦-1♥-1N (with 4c♠)

· 4-2-4-3 with a ♣ stopper or cards more suited for 1N than 2♦ as final contract. (most)
· 4-3-4-2 (very rare, but possible with excellent ♣ holding – AQ)
3.35
Negative Doubles and Free-bids
In response to a 1-level suit opening bid (when the Opponents interfere with an overcall,) doubles are negative and promise increasing values (based on the level of the Opponents’ interference.)

1-level

5+ HCP

2♣

6+ HCP

2♦

7+ HCP

2♥

8+ HCP

2♠

9+ HCP

2N-3m

10+ HCP

3♥

11+ HCP

3♠+

12+ HCP, GF

Free-bids are positive and forcing for 1-round.
3.36
Vs. 1N Overcall

If we open 1-minor and the Opponents overcall 1N (strong), we play negative free bids.   All bids at the 2-level are natural, non-forcing, and promise 4-9 HCP.  They are usually weak and just striving to compete (or complicate the auction for the Opponents.)  Hands with 10+ HCP start with a double. (unless distributional – see 2N+  bids as Transfers.)
If Opener pulls the penalty double to a new suit, this is weak and non-forcing.   If Opener has a strong distributionally oriented hand (and least a king extra), Opener jumps or bids 2N to create a GF.
Example

1♦ (1N) X (P) – 2♣
NF, weak distributional hand
1♦ (1N) X (P) – 2♦
NF, Weak opening hand with 6+c♦
A strong hand with 1-suit, preferring offense, makes a jump rebid in its own suit.
3.37
Vs. Overcalls
When the Opponents interfere after Opener’s bid, Responder’s cuebid of Opponents’ suit shows a limit raise or better in support of partner’s suit (5+c support in ♣ and 4+c support in ♦.) 

3.38
XY-NT  Modified Two-Way New Minor Forcing  
This convention replaces New Minor Forcing.  It has the advantage of allowing for two very different types of auctions:
· Responder can show what he has - letting Opener be captain of the auction and concealing information about Opener’s hand from the Opponents

· Responder can create a game forcing auction - becoming the captain of the auction and extracting information from Opener.

Primary Conventions

2♣ is a relay to 2♦ and is “generally” used to show invitational hands or to end the auction in 2♦.  2♦* is an artificial game force and asks Opener to further describe his hand.   In all sequences relaying and then bidding 3N is a slam invite – replacing the quantitative 4N call in standard methods.
· Q (options for other meanings):  To show S/V in partner’s suit or just promise V?  Is direct 4m keycard or do I have to bid 2♦ first? … Memory of jump to 4m???
· Reverses by Responder tend to show 6/4 with GF values.  We use our 2-way structure to handle hands that are 5/4.
a.
1♣-1♦-1N-   Sequences

1♣-1♦-1N-2♣*

Artificial, Relay to 2♦

1♣-1♦-1N-2♦*


Artificial Game force

1♣-1♦-1N-2♣*-2♦*-P

To Play, 6+c♦ (occasionally good 5c♦), 5-9 HCP

1♣-1♦-1N-2♥*


GF, 6+c♦, 4+c♥

1♣-1♦-1N-2♠*


GF, 6+c♦, 4+c♠

1♣-1♦-1N-2♣*-2♦*-2♥*
Invitational, 9-11 HCP, 5+c♦, 4c♥
1♣-1♦-1N-2♣*-2♦*-2♠*
Invitational, 9-11 HCP, 5+c♦, 4c♠

1♣-1♦-1N-2N*

Invitational, 10-12 HCP, not 4c♣ 

1♣-1♦-1N-2♣*-2♦*-2N*
Invitational, 10-12 HCP, with 4c♣
1♣-1♦-1N-3♣*

To Play, 4c♦ and 5+c♣, 6-9 HCP  

**This hand could bid 2♠* to start with – showing ♣ fit.

1♣-1♦-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣  (usually 5+c♦)

1♣-1♦-1N-3♦*


Picture bid, ♦AKQxxx (nothing else)
1♣-1♦-1N-2♣*-2♦*-3♦*
9-11 HCP, 6+c♦, Invitational

1♣-1♦-1N-3♥*


Direct Splinter, V♥, 5c-5c m, GF

1♣-1♦-1N-3♠*


Direct Splinter, V♠, 5c-5c m, GF

1♣-1♦-1N-2♣*-2♦*-3♥*
Splinter, S♥, 5c-5c m, GF

1♣-1♦-1N-2♣*-2♦*-3♠*
Splinter, S♠, 5c-5c m, GF

1♣-1♦-1N-2♣*-2♦*-4♣* 
Splinter, S/V? ♣, 6+c♦, GF 

1♣-1♦-1N-3N


To Play

1♣-1♦-1N-4♣*

Keycard in ♣  (This is for memory’s sake.)
1♣-1♦-1N-4♦*


Keycard in ♦
b.
1♣-1♥-1N-   Sequences

1♣-1♥-1N-2♣*

Artificial, Relay to 2♦
1♣-1♥-1N-2♦*


Artificial Game Force

1♣-1♥-1N-2♣*-2♦*-P

To Play, 6+c♦ (occasionally good 5c♦), 5-9 HCP

1♣-1♥-1N-2♥


5+c♥, 6-9 HCP (usually 6c♥)

1♣-1♥-1N-2♣*-2♦*-2♥*
Invitational, 5+c♥, 9-12 HCP (could be 8-9 HCP w/ 6+c♥)

1♣-1♥-1N-2♣*-2♦*-3♦*
Invitational, 5c♥, 5+c♦, 9-12 HCP

1♣-1♥-1N-3♥*

Invitational, Picture bid, ♥AKQxxx 

1♣-1♥-1N-2♣*-2♦*-3♥*
Invitational, 6+c♥, 10-12 HCP (solid invite)

1♣-1♥-1N-2♣*-2♦*-2♠*
Invitational, 5+c♥, 4+c♠, 10-12 HCP (solid invite)

1♣-1♥-1N-2♠*

GF, 6+c♥, 4+c♠

1♣-1♥-1N-2N*

Invitational, 10-12 HCP, not 4c♣

1♣-1♥-1N-2♣*-2♦*-2N
Invitational, 10-12 HCP, 4c♣

1♣-1♥-1N-3♣*

To Play, 5-9 HCP, 5+c♣, 4c♥
1♣-1♥-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣, 4c♥
1♣-1♥-1N-3♦*


GF, 5+c♥-5+c♦, Good suits (2/3 honors in ♦)

1♣-1♥-1N-3♠*

Direct Splinter, V♠, 6+c♥, GF, slammish

1♣-1♥-1N-4♦*


Direct Splinter, V♦, 6+c♥, GF, slammish

1♣-1♥-1N-2♣*-2♦*-3♠*
Splinter, S♠, 6+c♥, GF, slammish

1♣-1♥-1N-2♣*-2♦*-4♦*
Splinter, S♦, 6+c♥, GF, slammish

1♣-1♥-1N-3N


To Play

1♣-1♥-1N-2♣*-2♦*-3N
Quantitative, slam invite

1♣-1♥-1N-4♣


Keycard in ♣

1♣-1♥-1N-2♣*-2♦*-4♣*
Splinter, S/V? ♣, 6+c♥, GF, slammish

1♣-1♥-1N-4♥


To Play

1♣-1♥-1N-2♣*-2♦*-4♥*
Quantitative, 6c♥, slammish 

c.
1♣-1♠-1N-   Sequences

1♣-1♠-1N-2♣*

Artificial, Relay to 2♦
1♣-1♠-1N-2♦*


Artificial Game Force

1♣-1♠-1N-2♣*-2♦*-P

To Play, 6+c♦ (occasionally good 5c♦), 5-9 HCP

1♣-1♠-1N-2♥*

5c♠, 4+c♥, 6-9 HCP

1♣-1♠-1N-2♣*-2♦*-2♥*
Invitational, 5c♠, 4+c♥, 9-12 HCP

1♣-1♠-1N-2♠


5+c♠, 6-9 HCP



1♣-1♠-1N-2♣*-2♦*-2♠*
Inv., 5+c♠, 9-12 HCP (8-9 HCP w/ 6+c♠) - not 4c♥ if 5c♠
1♣-1♠-1N-2♣*-2♦*-3♦*
Invitational, 5c♠, 5+c♦, 9-12 HCP

1♣-1♠-1N-2♣*-2♦*-3♥*
Invitational, 5c♠, 5+c♥, 10-12 HCP (solid invite)

1♣-1♠-1N-2♣*-2♦*-3♠*
Invitational, 6+c♠, 10-12 HCP (solid invite)

1♣-1♠-1N-3♠*


Invitational, Picture bid, ♠AKQxxx 

1♣-1♠-1N-2N*

Invitational, 10-12 HCP, not 4c♣

1♣-1♠-1N-2♣*-2♦*-2N
Invitational, 10-12 HCP, 4c♣

1♣-1♠-1N-3♣*

To Play, 5-9 HCP, 5+c♣

1♣-1♠-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣, 4c♠

1♣-1♠-1N-3♦*


GF, 5+c♠, 5+c♦, Good suits (2/3 honors in ♦)

1♣-1♠-1N-3♥*

GF, 5+c♠, 5+c♥, Good suits (2/3 honors in ♥)

1♣-1♠-1N-3N


To Play

1♣-1♠-1N-2♣*-2♦*-3N
Quantitative, slam invite

1♣-1♠-1N-4♦*


Direct Splinter, V ♦, 6+c♠, GF, slammish

1♣-1♠-1N-4♥*

Direct Splinter, V ♥, 6+c♠, GF, slammish

1♣-1♠-1N-2♣*-2♦*-4♣*
Splinter, S/V? ♣, 6+c♠, GF, slammish

1♣-1♠-1N-2♣*-2♦*-4♦*
Splinter, S ♦, 6+c♠, GF, slammish

1♣-1♠-1N-2♣*-2♦*-4♥*
Splinter, S ♥, 6+c♠, GF, slammish

1♣-1♠-1N-4♣


Keycard in ♣

1♣-1♠-1N-4♠


To Play

1♣-1♠-1N-2♣*-2♦*-4♠*
Quantitative, 6c♠, slammish 

d.
1♦-1♥-1N- Sequences

1♦-1♥-1N-2♣*


Artificial, Relay to 2♦
1♦-1♥-1N-2♦*


Artificial Game Force

1♦-1♥-1N-2♣*-2♦*-P

To Play, 4+c♦, 5-9 HCP

1♦-1♥-1N-2♥


5+c♥, 6-9 HCP

1♦-1♥-1N-2♣*-2♦*-2♥*
Invitational, 5+c♥, 9-12 HCP (could be 8-9 HCP w/ 6+c♥)

1♦-1♥-1N-2♣*-2♦*-3♥*
Invitational, 6+c♥, 10-12 HCP (solid invite)

1♦-1♥-1N-2♣*-2♦*-2♠*
Invitational, 5+c♥, 4+c♠, 10-12 HCP (solid invite)

1♦-1♥-1N-3♥*


Invitational, Picture bid, ♥AKQxxx

1♦-1♥-1N-2♠*


GF, 6+c♥, 4+c♠

1♦-1♥-1N-2N*

Invitational, 10-12 HCP, not 3c♦
1♦-1♥-1N-2♣*-2♦*-2N
Invitational, 10-12 HCP, 3c♦
1♦-1♥-1N-3♣*


To Play, 5-9 HCP, 6+c♣ 

1♦-1♥-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣, 4c♥ (usually 6+c♣)

1♦-1♥-1N-3♦*


To Play, 5-9 HCP, 5+c♦
1♦-1♥-1N-2♣*-2♦*-3♦*
Invitational, 4+c♦, 10-12 HCP

1♦-1♥-1N-3♠*


Direct Splinter, V♠, 6+c♥, GF, slammish

1♦-1♥-1N-4♣*


Direct Splinter, V♣, 6+c♥, GF, slammish

1♦-1♥-1N-2♣*-2♦*-3♠*
Splinter, S ♠, 6+c♥, GF, slammish

1♦-1♥-1N-2♣*-2♦*-4♣*
Splinter, S ♣, 6+c♥, GF, slammish

1♦-1♥-1N-2♣*-2♦*-4♦*
Splinter, S/V? ♦, 6+c♥, GF, slammish

1♦-1♥-1N-3N


To Play

1♦-1♥-1N-2♣*-2♦*-3N
Quantitative, slam invite

1♦-1♥-1N-4♦


Keycard in ♦
1♦-1♥-1N-4♥


To Play

1♦-1♥-1N-2♣*-2♦*-4♥*
Quantitative, 6c♥, slammish 

e.
1♦-1♠-1N- Sequences

1♦-1♠-1N-2♣*


Artificial, Relay to 2♦
1♦-1♠-1N-2♦*


Artificial Game Force

1♦-1♠-1N-2♣*-2♦*-P

To Play, 4+c♦, 5-9 HCP

1♦-1♠-1N-2♥*


5c♠, 4+c♥, 6-9 HCP

1♦-1♠-1N-2♠*


5+c♠, 6-9 HCP (usually 6c♠)

1♦-1♠-1N-2♣*-2♦*-2♥*
Invitational, 5c♠, 4+c♥, 9-12 HCP 

1♦-1♠-1N-2♣*-2♦*-2♠*
Invitational, 5+c♠, 9-12 HCP (8-9 possible w/ 6c♠)

1♦-1♠-1N-2♣*-2♦*-3♥*
Invitational, 5c♠, 5+c♥, 10-12 HCP (solid invite)

1♦-1♠-1N-2♣*-2♦*-3♠*
Invitational, 6+c♠, 10-12 HCP (solid invite)

1♦-1♠-1N-3♠*


Invitational, Picture bid, ♠AKQxxx

1♦-1♠-1N-2N*


Invitational, 10-12 HCP, not 3c♦
1♦-1♠-1N-2♣*-2♦*-2N
Invitational, 10-12 HCP, 3c♦ (usually Hxx)
1♦-1♠-1N-3♣*


To Play, 5-9 HCP, 6+c♣, 4c♠ 

1♦-1♠-1N-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 5+c♣, 4c♠ (usually 6+c♣)

1♦-1♠-1N-3♦*


To Play, 5-9 HCP, 5+c♦, 4c♠

1♦-1♠-1N-2♣*-2♦*-3♦*
Invitational, 4+c♦, 10-12 HCP, 4c♠

1♦-1♠-1N-3♥*


GF, 5+c♠, 5+c♥, Good suits (2/3 honors in ♥)

1♦-1♠-1N-4♣*


Direct Splinter, V♣, 6+c♠, GF, slammish

1♦-1♠-1N-4♥*


Direct Splinter, V♥, 6+c♠, GF, slammish

1♦-1♠-1N-2♣*-2♦*-4♣*
Splinter, S♣, 6+c♠, GF, slammish

1♦-1♠-1N-2♣*-2♦*-4♥*
Splinter, S♥, 6+c♠, GF, slammish

1♦-1♠-1N-2♣*-2♦*-4♦*
Splinter, S/V? ♦, 6+c♠, GF, slammish

1♦-1♠-1N-3N


To Play

1♦-1♠-1N-2♣*-2♦*-3N
Quantitative, slam invite

1♦-1♠-1N-4♦


Keycard in ♦
1♦-1♠-1N-4♠


To Play

1♦-1♠-1N-2♣*-2♦*-4♠*
Quantitative, 6c♠, slammish 

g.
XY-NT Quantitative Slam Invite

1m-1Z-1N-2♣*-2♦-3N
This bidding sequence shows a 4N quantitative bid.

1m-1Z-1N-2♣*-2♦*-4Z
This bidding sequence is similar to a quantitative raise after a weak 1N opening hand (6+c suit.)

h.
In Competition

· If the Opponents bid (make a double or overcall) at the one level and we rebid 1N, then we play the system on.  

· If the Opponents overcall after our 1N rebid then the system is off and bids are natural.

· If the Opponents double 1N then we play systems on.

· 1N (X) XX is a relay to 2♣, usually wanting to play there – it is rescue. 

· With a defensively oriented hand that wants to penalize, just pass the double and then double for penalty after the Opponents bid. 

i.
By Passed Hand

The bidding is generally the same by a passed hand as by an unpassed hand.  The major exception is that 2♦ is no longer an artificial game force, it is natural.  A 2♦ bid after 1♣ or 1♦ opening always promises a 5cM (since 2♣ can be used as a relay to drop Opener in 2♦ with only a 4cM) – see examples below.
P-1♣-1M-1N-2♦

5cM and 5+c♦, 5-9 HCP

P-1♦-1M-1N-2♦

5+cM, 4+c♦, 5-9 HCP

3.39
Modified Wolff Signoff
When the auction begins 1m-1Y-2N we use a similar structure as two-way NMF.  This is a modified version of Wolff Signoff.

After the 2N rebid, Responder’s bid of 3♣ is a relay to 3♦ and can be used to show many different hand types – either weak or slammish.   A direct bid of 3♦ after 2N rebid is artificial and GF.   
Note:  The same Wolff structure is on by a passed hand as well.

1♣-1♥-2N-

1♣-1♥-2N-3♣*-3♦*-P

To Play

1♣-1♥-2N-3♣*-3♦*-3♥
To Play, Weak, Usually 6c♥
1♣-1♥-2N-3♣*-3♦*-3♠*
Slam Try in ♣

1♣-1♥-2N-3♣*-3♦*-3N*
Slam Try in ♦
1♣-1♥-2N-3♣*-3♦*-4♣
To Play

1♣-1♥-2N-3♦*


Artificial, GF (Priority - bid 3♥ with 3c♥ support) 
1♣-1♥-2N-3♥


6+♥ GF, often slammish

1♣-1♥-2N-3♠


4c♥-4c♠, GF

1♣-1♥-2N-3N


To Play

1♣-1♥-2N-4♣


Minorwood for ♣

1♣-1♥-2N-4♦


Minorwood for ♦, Usually 5c♥-5c♦
1♣-1♥-2N-4♥


To Play


1♣-1♥-2N-4N


Quantitative

1♣-1♠-2N-
1♣-1♠-2N-3♣*-3♦*-P

To Play, 4c♠ with long ♦
1♣-1♠-2N-3♣*-3♦*-3♠
To Play, Weak, Usually 6c♠

1♣-1♠-2N-3♣*-3♦*-3♥*
Slam Try in ♣

1♣-1♠-2N-3♣*-3♦*-3N*
Slam Try in ♦
1♣-1♠-2N-3♣*-3♦*-4♣
To Play

1♣-1♠-2N-3♦*


Artificial, GF (Priority - bid 3♠ with 3c♠ support) 
1♣-1♠-2N-3♠


6+♠ GF, often slammish

1♣-1♠-2N-3♥


5c♠-4+c♥, GF, usually 5-5M

1♣-1♠-2N-3N


To Play

1♣-1♠-2N-4♣


Minorwood for ♣

1♣-1♠-2N-4♦


Minorwood for ♦, Usually 5c♠-5c♦
1♣-1♠-2N-4♥


5-5M, GF, pass or correct
1♣-1♠-2N-4♠


To Play


1♣-1♠-2N-4N


Quantitative

1♦-1♥-2N-

1♦-1♥-2N-3♣*-3♦*-P

To Play

1♦-1♥-2N-3♣*-3♦*-3♥
To Play, Weak, Usually 6c♥
1♦-1♥-2N-3♣*-3♦*-3♠*
Slam Try in ♣

1♦-1♥-2N-3♣*-3♦*-3N*
Slam Try in ♦
1♦-1♥-2N-3♣*-3♦*-4♣
To Play

1♦-1♥-2N-3♦*


Artificial, GF (Priority - bid 3♥ with 3c♥ support) 
1♦-1♥-2N-3♥


6+♥ GF, often slammish

1♦-1♥-2N-3♠


4c♥-4c♠, GF

1♦-1♥-2N-3N


To Play

1♦-1♥-2N-4♣


1430 Gerber 

1♦-1♥-2N-4♦


Minorwood for ♦
1♦-1♥-2N-4♥


To Play


1♦-1♥-2N-4N


Quantitative

1♦-1♠-2N-
1♦-1♠-2N-3♣*-3♦*-P

To Play

1♦-1♠-2N-3♣*-3♦*-3♠
To Play, Weak, Usually 6c♠

1♦-1♠-2N-3♣*-3♦*-3♥*
Slam Try in ♣

1♦-1♠-2N-3♣*-3♦*-3N*
Slam Try in ♦
1♦-1♠-2N-3♣*-3♦*-4♣
To Play

1♦-1♠-2N-3♦*


Artificial, GF (Priority - bid 3♠ with 3c♠ support) 
1♦-1♠-2N-3♥


5c♠-4+c♥, GF, usually 5-5M
1♦-1♠-2N-3♠


6+c♠, GF, often slammish

1♦-1♠-2N-3N


To Play

1♦-1♠-2N-4♣


1430 Gerber

1♦-1♠-2N-4♦


Minorwood for ♦
1♦-1♠-2N-4♥


Pass or Correct, 5cM-5cM+

1♦-1♠-2N-4♠


To Play


1♦-1♠-2N-4N


Quantitative

1♣-1♦-2N-

1♣-1♦-2N-3♣*-3♦*-P

To Play, Weak
1♣-1♦-2N-3♣*-3♦*-3♥
Slam try in ♣
1♣-1♦-2N-3♣*-3♦*-3♠
Slam try in ♦
1♣-1♦-2N-3♣*-3♦*-3N
Quantitative, formerly standard 4N bid

1♣-1♦-2N-3♣*-3♦*-4♣
To Play, Weak

1♣-1♦-2N-3♦*


GF, Artificial, asks for 4cM.  (bid this with 5c♦-4cM)
1♣-1♦-2N-3♥


GF, 4c♥-6+c♦, 9+ HCP, Slammish
1♣-1♦-2N-3♠


GF, 4c♠-6+c♦, 9+ HCP, Slammish
1♣-1♦-2N-3N


To Play

1♣-1♦-2N-4♣


Keycard in ♣

1♣-1♦-2N-4♦


Keycard in ♦
1♣-1♦-2N-4N


??  (like 5N – slam force)
3.40 New Minor Forcing
*We use this over 1m-1M-2m bidding sequences.

When Responder inquires about Opener’s hand with New Minor Forcing, Opener’s responsibilities (in this order) are to:

· show 3c support for Responder’s suit (max or min),

· show 4c in the other Major,

· show a 5c minor of his own,

· bid out his pattern and hand type as best as possible.
Examples

1♣-1M-2♣-2♦* 
NMF, 10+HCP, 1F 
1♦-1M-2♦-3♣* 
NMF, but since we are forcing to the 3-level is virtually GF.
1♣-1♠-2♣-2♥

NF, 7-9 HCP, usually 5c-5cM+
3.41     
Unusual Jump-Shifts 1m – 2M*   (Not A-S-T)
Conventional Constructive Raise
1♣-2♠*
5+c♣, 6-9 HCP, constructive ♣ raise
1♦-2♠*

4+c♦, 6-9 HCP, constructive ♦ raise
*This bid is off in competition  (Weak Jump Shifts in competition.)

Balanced Invitational Response
1m-2♥*

This shows 10-12 HCP with no 4cM (old 2N bid.)
*This usually has at least 4c♣.

1♣-2♥*-2N

To Play

1♣-2♥*-3♣*

To Play, weak with ♣.  (Usually 5c+♣)

1♣-2♥*-3♦*

S/V in ♦, usually slammish
1♣-2♥*-3♥*

S/V in ♥, usually slammish
1♣-2♥*-3♠*

S/V in ♠, usually slammish

1♣-2♥*-3N

To Play

1♣-2♥*-4♣

Keycard

1♣-2♥*-4♦

Exclusion Keycard in ♣
1♣-2♥*-4♥

Exclusion Keycard in ♣
1♣-2♥*-4♠

Exclusion Keycard in ♣
1♣-2♥*-2♠*

This is an artificial relay to 2N 
1♣-2♥*-2♠*-2N-P
To Play, wanted you to play it.
1♣-2♥*-2♠*-2N-3♣
Forcing ♣ bid.  Slammish or very distributional.
1♣-2♥*-2♠*-2N-3♦
♦ cards, GF, searching for game or slam
1♣-2♥*-2♠*-2N-3♥
♥ cards, GF, searching for game or slam
1♣-2♥*-2♠*-2N-3♠
♠ cards, GF, searching for game or slam
1♣-2♥*-2♠*-2N-3N
To Play, wanted you to play it.
1♣-2♥*-2♠*-2N-4♣
?? (Keycard, I want you to play any NT contract)
1♣-2♥*-2♠*-2N-4♦*
6c♣-5c♦, slammish (reverse strength)
1♣-2♥*-2♠*-2N-4♥*
6c♣-5c♥, slammish (reverse strength)
1♣-2♥*-2♠*-2N-4♠*
6c♣-5c♠, slammish (reverse strength)
1♦-2♥*-2N

To Play

1♦-2♥*-3♣*

To Play, weak with ♣.  (Usually 4c+♣)

1♦-2♥*-3♦*

To Play, weak with ♦
1♦-2♥*-3♥*

S/V in ♥, usually slammish
1♦-2♥*-3♠*

S/V in ♠, usually slammish

1♦-2♥*-3N

To Play

1♦-2♥*-4♣

Exclusion Keycard in ♦
1♦-2♥*-4♦

Keycard in ♦
1♦-2♥*-4♥

Exclusion Keycard in ♦
1♦-2♥*-4♠

Exclusion Keycard in ♦
1♦-2♥*-2♠*

This is an artificial relay to 2N 
1♦-2♥*-2♠*-2N-P
To Play (wanted you to play it.)
1♦-2♥*-2♠*-2N-3♣
Forcing ♣ bid.  Slammish or very distributional.
1♦-2♥*-2♠*-2N-3♦
Forcing, searching for game or slam

1♦-2♥*-2♠*-2N-3♥
♥ cards, GF, searching for game or slam
1♦-2♥*-2♠*-2N-3♠
♠ cards, GF, searching for game or slam
1♦-2♥*-2♠*-2N-3N
To Play (wanted you to play it.)
1♦-2♥*-2♠*-2N-4♣
Keycard in ♣

1♦-2♥*-2♠*-2N-4♦
?? (Keycard, I want you to play any NT contract)
1♦-2♥*-2♠*-2N-4♥*
6c♦-5c♥, slammish (reverse strength)
1♦-2♥*-2♠*-2N-4♠*
6c♦-5c♠, slammish (reverse strength)
*Both of these conventions are off over any interference.

**Both of these conventions are on by a passed hand (though it is more common to bid 1N with fit by a passed hand.)
Constructive Bidding Agreements: 1-Level Openings 
Minor Suit Openings – 1♣
3.42
Responses to 1♣

1♦
= 4+c♦, 5+ HCP, 1F
1♥
= 4+c♥, 5+ HCP, 1F
1♠
= 4+c♠, 5+ HCP, 1F
1N
= 6-10 HCP, NF, usually no 4cM
2♣*
= Inverted Minors,5+♣, 10+ HCP, 1F

2♦*
= Weak, 5+c♦, 0-5 HCP, NF
2♥*
= Balanced, 10-12 HCP, no 4cM
2♠*
= 5+c♣, 6-9 HCP, no 4cM
2N
= Natural, forcing, 12+ to 14 HCP, 4cM possible, but rare.
3♣*
= Weak, 5+c♣, 0-6 HCP
3♦*
= Splinter, S/V in ♦, 5+c♣ (usually 6+c♣), GF
3♥*
= Splinter, S/V in ♥, 5+c♣ (usually 6+c♣), GF
3♠*
= Splinter, S/V in ♠, 5+c♣  (usually 6+c♣), GF
3N
= 15 to 17 HCP, no 4cM
4♣*
= Preemptive, 6+c♣, 0-6 HCP, NF

4♦*
= Splinter, V in ♦, 6+c♣, 12+ HCP, GF
4♥
= To Play, 7+c♥, 0-7 HCP 

4♠
= To Play, 7+c♠, 0-7 HCP

3.43
1♣ Bidding Sequences

1♣-1♦-1♥-1♠*

Artificial, 4th suit GF
1♣-1♦-1N-2♦*

Artificial GF
1♣-1♦-2♦

4+c♦,  usually 6+c♣, 12-14 HCP (could be good 5c♣ suit)
1♣-1♦-1N

Balanced, may have a 4cM

1♣-1♦-1♥

4-4-1-4 OR 4cM and 5+c♣
1♣-1♦-1♠

4cM and 5+c♣

1♣-1♥-1♠

4c♠, 4+c♣ (usually not 4-3-3-3)
1♣-1♥-1N

Balanced, may have 4c♠ (4-3-3-3)
1♣-2♦-2N*

Ogust
1♣-1M-2♣-2♦*
New Minor Forcing, Artificial, 10+ HCP
1♣-1♠-2♣-2♥

5+c♠, 4+c♥ (usually 5+c♥), 5-10 HCP
1♣-1♥-3♣-3♦*

New Minor Forcing, Artificial, GF
1♣-1M-2M-3M
Invitational (NOT 1-2-3 stop)
1♣-1♠-3♦*

Mini Splinter, 4+c♠, S/V in ♦, 15-17 HCP

1♣-1♠-3♥*

Mini Splinter, 4+c♠, S/V in ♥, 15-17 HCP

1♣-1♠-3♠

Semi-balanced or unbalanced, 14-17 HCP
1♣-1♠-4♣*

6+♣, 4c♠, 14-17 HCP, Good ♣ suit (distributional GF)
1♣-1♠-4♦*

Splinter, 4+c♠, S/V in ♦, 17-19 HCP

1♣-1♠-4♥*

Splinter, 4+c♠, S/V in ♥, 17-19 HCP

1♣-1♠-4♠

Balanced or Semi-Balanced, 18-19 HCP
(add more)
3.44
Strong Hands: Reverses
Reverses
Reverses are strong, generally showing 16+ HCP and at least 5+c♣ suit and 4+c side suit.  These bids always show greater length in the lower ranking suit.  We use Lebensohl 2N after the reverse.

1♣-1♠-2♥-2N*
Relay to 3♣, (2N bidder usually has a weak hand)
*Opener doesn’t bid 3♣ if he has extra values for his reverse (about 19+ HCP.) 
1♣-1♥-2♠ 

We also play this auction as a reverse and only a 1F.
3.45
Vs. Opponents’ Takeout Double

We generally ignore a takeout double by the Opponents and maintain our “natural” bidding structure.  A redouble shows 10+ HCP and is often interested in penalizing.  Jump shifts are weak. 

The major exception to this is that inverted minors are off after a takeout X.  We also play Flip-Flop 2N, so that 3♣ is a limit raise and 2N is a preemptive raise in ♣ over the Opponents’ takeout double.

3.46
Vs. Double Sequences

1♣ (X) XX (P) – 1♥


4c♥-5c♣+, GF Values, Strong, Offensive hand

1♣ (X) XX (1♠) – 2♣


6+c, GF, Offensively Oriented hand

1♣ (X) XX (1♠) –  P (P) X (P) - 2♣  
Weak, distributional hand, poor defense, NF

1♣ (X) XX (P)– P (1♠) 2♣

NF, 4+c♣, 10-12 HCP

1♣ (X) XX (P)– P (1♠) 3♣

GF, 5c♣, 12+ HCP
3.47
Vs. Opponents’ Overcall
When the Opponents interfere with an overcall, Free bids are natural and forcing and a cuebid shows a limit raise or better in support of Opener’s suit.
Support Doubles 
1♣ (P) 1♠ (2♠) -- X

Support Double, 3c♠

1♣ (P) 1♥ (2♠) -- X

Penalty!, 4c♠ behind Overcaller!
1♣ (P) 1♦ (1M) --X

Value showing double. Usually 4c♥ when ♠ is bid.
1♣ (P) 1♦ (2M) -- X

Penalty!, 4cM behind Overcaller!
1♣ (P) 1♦ (X) 2♦

This can be commonly raised on 3c support, preemptive

1♣ (P) 1♦ (X) XX*

Support XX, shows 3c♦ support (optional bid)
Negative Doubles

1♣ (1♦) X

4c♥-4c♠ 
1♣ (1♥) X

exactly 4c♠.  

1♣ (1♥) 1♠

5+c♠
**With ♦ and a weak hand, Responder must bid 1N, 3♦, or pass.

3.48
Support Double Sequences – Responder’s Rebids
If the Opponents interfere with a 1N bid in the sandwich seat, a double is a support double if the 1N is a “sandwich NT” (conventional takeout.)  It is value showing (penalty) if the 1N bid is natural. 
1♣ (P) 1♥ (1♠) – X* (P)—
A cuebid is GF and is the most common bid when Responder has a good hand.
1N
Natural
2♣
NF, 6-10 HCP, only 4c♥, 4+c♣ 
2♦
NF, 6-10 HCP, 4c♥, 5+c♦
2♥
NF, 6-10 HCP, 4+c♥
2♠
GF cuebid (generally asks for stopper! – first responsibility to show stopper)
2N
Invitational, 4c♥
3♣
Invitational, 5+c♣, 4c♥ 
3♦
Invitational, 5+c♥, 4+c♦, Game Try
3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish 
3N
To Play
4♣
Keycard in ♣

4♦*
Splinter, S/V in ♦, GF, slammish in ♥
4♥
To Play
4N
Keycard in ♥
1♣ (P) 1♥ (2♦) – X* (P)—
2♥
NF, 6-10 HCP, 4+c♥
2♠
4c♠, 4+c♥, 1F, Invitational+ (ONLY FORCING EXCEPTION)
2N
Invitational, 4c♥
3♣
Invitational, 5+c♣, 4c♥ 

3♦
GF cuebid (generally asks for stopper)

3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish in ♥ (5+c♥) 

3N
To Play

4♣
Keycard in ♣


4♦*
Splinter, S/V in ♦, GF, slammish in ♥
4♥
To Play

4N
Keycard in ♥
1♣ (P) 1♠ (2♦) – X* (P)—
2♥
NF, 5-9 HCP, 5c-5c+M
2♠
NF, 4+c♠, 6-10 HCP
2N
Invitational, 4c♠
3♣
Invitational, 5+c♣, 4c♠ 

3♦
GF cuebid (generally asks for stopper)

3♥
5c♠-4c+♥, Invitational (9-12 HCP)

3♠
Invitational, 5+c♠
3N
To Play

4♣
Keycard in ♣


4♦*
Splinter, S/V in ♦, GF, slammish in ♠

4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠
1♣ (P) 1♠ (2♣) – X* (P)—
This is a Support X if 2♣ is Micheals or Natural.  If you want to penalize, trap pass and hope for a reopening double by partner. 
1♣ (P) 1♠ (2♥) – X* (P)—
2♠
NF, 4+c♠, 6-10 HCP

2N
Invitational, 4c♠

3♣
Invitational, 5+c♣, 4c♠ 

3♦
Invitational, 4+c♦, 5+c♠ (Game Try)
3♥
GF cuebid (generally asks for stopper)

3♠
Invitational, 5+c♠

3N
To Play

4♣
Keycard in ♣


4♦*
Splinter, S/V in ♦, GF, slammish in ♠

4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠ 

1♣ (P) 1♦ (1♥)—X (P) --  (not support X)
This is not particularly useful as a support double.  It is best to use this as showing 4c♠, with at most 4c♣.  Then a 1♠ bid shows an unbalanced hand with at least 4c♣ (usually 5+c♣ and 4c♠.)  A 1N rebid usually will deny 4c♠.  We also raise freely on 3c♦ support in any competitive sequence beginning 1♣-1♦.

1♣ (P) 1♦ (1♠)—X (P) – (not support X, 4c♥)
1N
Natural, shows ♠ stopper

2♣
NF, 6-10 HCP, 4+c♣

2♦
NF, 6-10 HCP, 6+c♦
2♥
NF, 6-10 HCP, 3+c♥
2♠
GF, cuebid (often with 4+c♥, 5+c♦)
2N
Natural, Invitational
3♣
5+c♣, Invitational
3♦
6+c♦, Invitational
3♥
4+c♥, Invitational
3♠
Splinter, S/V in ♠, 5+♦, 4c♥, GF
3N
To Play
4♣
Keycard in ♣
4♦
Keycard in ♦
4♥
To Play
4N
Keycard in ♥
Size of Fit

1♣ (1♥) 1♠ (2♥) X*
Support double (2♠ bid would show 4c♠ support.)  This allows Responder to better judge in future competitive sequences.

3.49
Support Redouble Sequences

Game forcing balanced hands or invitational+ hands that are defensively oriented can pass the XX* and then further describe by bidding or doubling.  Rebidding Responders’ suit after XX* is passed is the only limited suit bid (only way not to force to game.)
1♣ (P) 1♥ (X) –XX* (P)—
1♠
Natural, 4c♠, 4c♥, 1F
1N
Natural
2♣
NF, 5+c♣, 6-10 HCP, 4c♥
2♦
NF, 5+c♦, 6-9 HCP, 4c♥
2♥
NF, 6-10 HCP, 4+c♥
2♠
Invitational, 5c♥, Game Try, often 5c♥-4c♠
2N
Natural, Invitational
3♣
Invitational, 5+c♣, 4c♥

3♦
Invitational, 4+c♦, 5+c♥, Game Try
3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish in ♥

3N
To Play

4♣
Keycard in ♣


4♦*
Splinter, S/V in ♦, GF, slammish in ♥
4♥
To Play

4N
Keycard in ♥
1♣ (P) 1♠ (X) –XX* (P)—
1N
Natural

2♣
NF, 5+c♣, 6-10 HCP, 4c♠
2♦
NF, 5+c♦, 6-9 HCP, 4c♠ 
2♥
NF, 5-9 HCP, 5/5+M

2♠
NF, 6-10 HCP, 4+c♠
2N
Natural, Invitational

3♣
Invitational, 5+c♣, 4c♠


3♦
Invitational, 4+c♦, 5+c♠, Game Try
3♥
Invitational, 5+c♠, 4+c♥, Game Try
3♠
Invitational, 5+c♠


3N
To Play

4♣
Keycard in ♣


4♦*
Splinter, S/V in ♦, GF, slammish in ♠
4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠
Constructive Bidding Agreements: 1-Level Openings 

Minor Suit Openings -1♦
3.50
Responses to 1♦
1♥
= 4+c♥, 5+ HCP, 1F

1♠
= 4+c♠, 5+ HCP, 1F

1N
= 6-10 HCP, NF, usually no 4cM

2♣*
= 2/1 Game Forcing. 4+c♣, 12+ HCP, GF

2♦*
= Inverted Minors, 4+♦, 10+ HCP, 1F
2♥*
= Balanced, 10-12 HCP, no 4cM.
2♠*
= 6-9 HCP, 4+c♦, no 4cM 
2N
= Natural, Forcing, 12 to 14 HCP, usually no 4cM

3♣*
= Invitational, 9-11 HCP, 6+c♣
3♦*
= Weak, 4c+♦, 0-6 HCP
3♥*
= Splinter, S/V in ♥, 5+c♦, GF

3♠*
= Splinter, S/V in ♠, 5+c♦, GF

3N
= 15 to 17 HCP, usually no 4cM

4♣*
= Splinter, S/V in ♣, 5+c♦, GF
4♦*
= Weak, 5+c♦ (usually 6c♦), 0-6 HCP
4♥
= to Play, 7+c♥, 0-7 HCP 

4♠
= to Play, 7+c♠, 0-7 HCP

3.51
1♦ Bidding Sequences

1♦-3♣


Invitational, 9-11 HCP, 6+ Clubs, usually not 4+c♦
1♦-1M-2♦-3♣*
NMF, 10+ HCP, Artificial, usually 5+cM
3♣* is almost GF.  Only non-GF sequence is to pass 3♦ rebid by Opener.
Problem Hand:   Ex. 1♦-1♠-2♦-3♣*-3♥  This could be bid with 4c♥ or maximum w/o ♥ stopper not wanting Responder to pass 3♦ rebid. 

3.52
Strong Hands: Reverses and Jump Shifts

Reverses
Reverses are strong, generally showing 16+ HCP and at least 5+c♦ suit and 4+cM suit.  These bids always show greater length in the lower ranking suit.  We use Lebensohl 2N after the reverse.

1♦-1♠-2♥-2N*

Relay to 3♣ (2N bidder usually has a weak hand)
1♦-1♥-2♠

We also play this auction as a reverse,1F.
Jump Shifts
A jump shift into clubs is forcing to game and shows 4+c♦ and 4+c♣ suit.  This usually shows 19+ HCP or equivalent playing strength.  With 5c-5c or better distribution, playing strength is often substituted for HCP.  4c-4c in the minors is usually only bid on strong 4441 hands.  
Problem Hand:   A strong 1-suited hand is possible for a jump shift to 3♣.
1♦-1N-3♣

can be 2-3-6-2 with 19-21 HCP.

3.53
Vs. Opponents’ Takeout Double

We generally ignore a takeout double by the Opponents and maintain our natural bidding structure.  A redouble shows 10+ HCP and is often interested in penalizing.  However,  2/1 sequences are greatly changed.  They go from GF to non-forcing (showing 5-10 HCP.)  Jump shifts are also weak.
1♦ (X) 2♣ 
Non-forcing, 5+c♣, 5-10 HCP 

We also play that inverted minors are off after the takeout double and Flip-Flop 2N - where 3♦ is exactly a limit raise and 2N is a preemptive ♦ raise.

3.54
Redouble Sequences

1♦ (X) XX (P) – 1♥

4c♥-5c♦+, Game Forcing Values, Strong, Offensive hand

1♦ (X) XX (1♠) -- 2♦

6+c♦, Offensively oriented, GF
1♦ (X) XX (1♠)– P (P) X (P) --2♣
Weak, distributional hand, poor defense, NF

1♦ (X) XX (P)– P (1♠) -2♦
NF, 4c♦, 10-12 HCP

1♦ (X) XX (P)– P (1♠) -3♦
GF, 4+c♦, 12+ HCP
3.55
Vs. Opponents’ Overcall
When the Opponents interfere with an overcall, Free bids are natural and forcing and a cuebid shows a limit raise or better in support of Opener’s suit.
Support Doubles 
1♦ (P) 1♠ (2♠) X

Support Double, 3c♠

1♦ (P) 1♥ (2♠) X

Penalty! (usually 4c♠)
Negative Doubles

1♦ (1♥) X

exactly 4c♠.  With ♦ and a weak hand, Responder must bid 1N. 

1♦ (1♥) 1♠

5+c♠
3.56
Support Double Sequences -- Responder’s Rebids
If the Opponents interfere with a 1N bid in the sandwich seat, a double is a support double if the 1N is a “sandwich NT” (conventional takeout.)  It is value showing (Penalty) if the 1N bid is natural. 
1♦ (P) 1♥ (1♠) – X* (P)—
A cuebid is GF and is the most common bid when Responder has a good hand.
1N
Natural

2♣
NF, 6-10 HCP, only 4c♥, 5+c♣ 

2♦
NF, 6-10 HCP, 4c♥, 4+c♦
2♥
NF, 6-10 HCP, 4+c♥
2♠
GF cuebid (generally asks for stopper)

2N
Invitational, 4c♥
3♣
Invitational, 5+c♣, 4c♥ 

3♦
Invitational, 4c♥, 4+c♦, Game Try

3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish in ♥ 

3N
To Play

4♣*
Splinter, S/V in ♣, GF, slammish in ♥


4♦
Keycard in ♦
4♥
To Play

4N
Keycard in ♥
1♦ (P) 1♥ (2♣) – X* (P)—
2♦
NF, 6-10 HCP, 4+c♦, 4c♥
2♥
NF, 6-10 HCP, 4+c♥
2♠
4c♠, 4+c♥, 1F, Invitational+  (ONLY EXCEPTION TO NF!)
2N
Invitational, 4c♥
3♣
GF cuebid (generally asks for stopper) 

3♦
Invitational, 4+c♦, 4c♥
3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish in ♥ (5+c♥) 

3N
To Play

4♣
Splinter, S/V in ♦, GF, slammish in ♥


4♦*
Keycard in ♦
4♥
To Play

4N
Keycard in ♥
1♦ (P) 1♠ (2♣) – X* (P)—
2♦
NF, 6-10 HCP, 4+c♦
2♥
NF, 5-9 HCP, 5c-5c+M

2♠
NF, 4+c♠, 6-10 HCP

2N
Invitational, 4c♠

3♣
GF cuebid (generally asks for stopper) 

3♦
Invitational, 4+c♦, 4c♠      
3♥
5c♠-4c♥, Invitational (9-12 HCP)

3♠
Invitational, 5+c♠

3N
To Play

4♣*
Splinter, S/V in ♣, GF, slammish in ♠


4♦*
Keycard in ♦
4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠

1♦ (P) 1♠ (2♥) – X* (P)—
2♠
NF, 4+c♠, 6-10 HCP

2N
Invitational, 4c♠

3♣
Invitational, 5+c♣, 4c♠ 

3♦
Invitational, 4+c♦, 4c♠

3♥
GF cuebid (generally asks for stopper)

3♠
Invitational, 5+c♠

3N
To Play

4♣*
Splinter, S/V in ♣, GF, slammish in ♠


4♦*
Keycard in ♦
4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠ 

1♦ (P) 1M (2♦) – X* 
Support X - If 2♦ is Michaels or Natural. 
Size of Fit

1♦ (1♥) 1♠ (2♥) X*
Support double (2♠ bid would show 4c♠ support.)  This allows Responder to better judge in future competitive sequences.

3.57
Support Redouble Sequences

Game forcing balanced hands or invitational+ hands that are defensively oriented can pass the XX* and then further describe by bidding or doubling.  Rebidding Responder’s suit after XX* is passed is the only limited suit bid.
1♦ (P) 1♥ (X) –XX* (P) —
1♠
Natural, 4c♠, 4c♥, 1F

1N
Natural

2♣
NF, 5+c♣, 6-9 HCP, 4c♥
2♦
NF, 6-10 HCP, 4+c♦, 4c♥
2♥
NF, 6-10 HCP, 4+c♥
2♠
Invitational, 5c♥, Game Try   
2N
Natural, Invitational

3♣
Invitational, 5+c♣, 4c♥


3♦
Invitational, 4+c♦, 4c♥
3♥
Invitational, 5+c♥
3♠*
Splinter, S/V in ♠, GF, slammish in ♥


3N
To Play

4♣*
Splinter, S/V in ♣, GF, slammish in ♥


4♦
Keycard in ♦
4♥
To Play

4N
Keycard in ♥ 

1♦ (P) 1♠ (X) –XX* (P)—
1N
Natural

2♣
NF, 5+c♣, 6-9 HCP, 4c♠
2♦
NF, 6-10 HCP, 4c♠

2♥
NF, 5-9 HCP, 5c-5c+M

2♠
NF, 6-10 HCP, 4+c♠

2N
Natural, Invitational, 4c♠
3♣
Invitational, 5+c♣, 4c♠


3♦
Invitational, 4+c♦, 4c♠

3♥
Invitational, 5+c♠, 4+c♥
3♠
Invitational, 5+c♠


3N
To Play

4♣
Splinter, S/V in ♣, GF, slammish in ♠


4♦*
Keycard in ♦
4♥*
Splinter, S/V in ♥, GF, slammish in ♠

4♠
To Play

4N
Keycard in ♠ 

Constructive Bidding Agreements: 1-Level Openings 

Special 2/1 Sequences

3.58
General Approach
2/1 is Game Forcing, completely!
Responder is free to game force into a 4c minor (this is common, since 1N is semi-forcing) but Responder has at least 5c♥ to game force into 2♥.  Responder is free to bypass 4c♠ in order to create a game forcing auction (this includes game forcing into a 4c minor.)   

Once Responder game forces, (“2M waiting”)

· Opener’s rebid in notrump promises stoppers in both of the other suits;
· Opener’s raise of Responder’s minor promises 4+c support;
· Opener’s rebid in a new suit at the 3-level promises at least 3 extra HCP.   
Thus, Opener often rebids 2M with only a 5cM suit.
After a 2/1 response, Opener’s “reverse” at the 2-level does not promise extra values.  Also, splinter sequences in a 2/1 auction do not promise extra values (see examples below – just 4+c support.)
In 2/1 sequences, jumps in NT promise extra values, while fast arrival (jumping to game showing minimum values) generally applies in suits.

3.59
2/1 GF Sequences

1M-2m-2N

Stoppers in unbid suits, 12-14 HCP or 18-19 HCP

1M-2m-3N

Stoppers in unbid suits, usually balanced, 15-17 HCP
1♥-2♣-2N

Stoppers in ♦ and ♠.  Usually not 4c♠ or 4c♦, 12-14 or 18+ HCP

1♥-2m


Does not deny 4c♠
1♥-2m-3♥

Sets ♥ as trump (usually one loser opposite a void), asks for cuebid 

1♥-2♦-3♣

5+c♥, 4+c♣, at least a King extra in values

1♥-2♣-2♥
Opener could be 4c♠-6c♥ in the Majors with a weak hand. This preserves space.  Responder should check for 4c-4c♠ fit.  

With 4c♠-5c♥, bid as naturally as possible – usually 2♠ or 2N.
With 4c♠-6c♥ strong, bid 2♠ then rebid ♥ later, otherwise bid 2♥.  
1♥-2♦-2♥-2N
This shows stoppers in at least one of the two unbid suits (usually both) and asks partner to bid 3♦ with 3c support (slam exploration)  

1♥-2♦-2♥-2N-3♦
This does NOT promise extra values with 3c support

1♥-2♦-2♥-2N-3N
This generally denies 3c♦ support.
1♥-2♣-2♥-4♥
Picture bid.  12-14 HCP.  Almost all HCP in ♣ and ♥ (no outside controls)
1♥-2♣-2♥-4♣

Keycard in ♣
1♠-2♥-ZZ-4♥

Long ♥ (6++c♥), weak hand, 6-11 HCP
1♠-2♥-3♥-3♠

This shows a ♠A or ♠K.  Could have Axx or Kxx  
1♠-2♥-3♥-3N
Waiting, 1F, slam try, asks to start cue-bidding (may have 3c♠ fit – but denies ♠A or ♠K.)
1♠-2♣-3♣-4♣

Minorwood

1♠-2♣-3♣-3♠-4♣
Cuebid, usually (could be K)

3.60
2/1 Minors Sequences (1♦-2♣) 
If Responder has 4cM, he must show it later, so Opener’s Major suit bids show stoppers and not necessarily length.
1♦-2♣-2♦
Most common bid: promises 5+c♦, could have 4cM, other bids denies 5c♦
1♦-2♣-2♥
♥ stopper, no ♠ stopper, not 5c♦ (unless 5-6)
1♦-2♣-2♠
♠ stopper, no ♥ stopper, not 5c♦ (unless 5-6)
1♦-2♣-2N
Not 5+c♦, stoppers in Ms, 12-14 HCP OR 18-19 HCP, could have 4cM
1♦-2♣-3♣
4+c♣, could be a minimum (2-3-4-4 minimum still supports.)
1♦-2♣-3♦
6+c♦, great suit, usually one loser opposite a void

1♦-2♣-3♥*
Splinter, 4+c♣, S/V in ♥, slammish, could have 5c♦
1♦-2♣-3♠*
Splinter, 4+c♣, S/V in ♠, slammish, could have 5c♦
1♦-2♣-3N
Denies 5+c♦, stoppers in Ms, 15-17 HCP (4-4-4-1)
1♦-2♣-4♣
Keycard in ♣

1♦-2♣-4♦
Keycard in ♦
1♦-2♣-2♥-


2♠
often has 4c♠ (could have partial stopper and just be waiting)
2N
Natural, ♠ stopper, usually not 4c♠, 12-14 HCP
3♣
6+c♣ 
3♦
4+c♦, often slammish (if I have a ♠ stopper.)
3♥
4c♥, offer to play 4♥ -- if Opener has 4c♥ 
3♠*
Splinter, S/V in ♠, 4c♥, 5+c♣ (usually 1-4-3-5)

3N
15-17 HCP, ♠ stopper
4♣
Keycard in ♣
4♦
Keycard in ♦

Problem hand: with 4c♥ and a ♠ stopper, Responder must choose whether to show stopper or look for potential ♥ fit.  With this hand it is often better to bid 1♥ at the first call and not 2/1 into ♣.
1♦-2♣-2♠-
2N
Natural, ♥ stopper, usually not 4c♥ (Opener can show 4c♥ after this bid)
3♣
6+c♣ (could be decent 5c♣ suit with problem hand)
3♦
4+c♦, usually slammish
3♥
4c♥, offer to play 4♥ -- if Opener has 4c♥ (very rare.)
3♠
4c♠, offer to play 4♠ -- if Opener has 4c♠
3N
15-17 HCP, ♥ stopper
4♣
Keycard in ♣
4♦
Keycard in ♦
4♥*
Splinter, S/V in ♥, 4c♠, usually 5+c♣ (usually 4-1-3-5)
Problem hand: with 4c♠ and a ♥ stopper, Responder must choose whether to show stopper or look for potential ♠ fit.  With this hand it is often better to bid 1♠ at the first call and not 2/1 into ♣.
3.61           2/1 with Competition

In 2/1 GF sequences a direct seat double generally shows 4+c in the Opponent’s suit bid and is strongly penalty-oriented.  A pass shows a hand that doesn’t have a “natural call” or a hand that is willing to sit for a double if partner can reopen with a cooperative penalty double. 
1♦ (P) 2♣ (2♦) X
Assuming 2♦ for Ms, then double shows defensive oriented hand (usually at least one decent 4cM and doubleton or better in other.)

If 2♦ is natural, then double is penalty oriented.
1♦ (P) 2♣ (2♦) P
Pass shows not really knowing what to do??  May be willing to accept a penalty double by partner, or may be planning to pull with a minimum opening hand with no good for defense. 
1♦ (P) 2♣ (2M) X
Penalty,  4c suit  (usually pass with 3c suit.)
1♦ (P) 2♣ (2M) 2N
Natural, 12-14 HCP with stopper in suit bid, Offensive hand.
1♦ (P) 2♣ (2M) 3N
Natural, 15-17 HCP with stopper in suit bid, Offensive (rare)
1♦ (P) 2♣ (3M) 3N
Natural, 12-14 HCP usually one stopper, Offensive (Ex. Kx)
1♥ (P) 2♣ (2♠)

Cooperative Double.  Some cards in ♠.  Offering a choice of pass 
P  (3♠) X

and 3N.  Not 3c♥.
Constructive Bidding Agreements: 2-Level Openings
2♣ Strong, Artificial, and Forcing 

4.1
General Approach
Opening 2♣ is very strong and is almost forcing to game.  It is forcing to 3M (or 2N), but playing below game is extremely rare.  

We strive not to open 2♣ with 2-suited hands because of the lack of space available to adequately describe the hand. 
4.2
Responses to 2♣ Opening Bids 
2♦*
= Waiting, Game Forcing, Ace or 6+ HCP (KQ is same suit is common.)
2♥*
= Weak, 0-5 HCP – this hand may still chose to force to game
Additional Conventional Responses to 2♣ (Rick, Marmick, Garozzo, Kokish)
Rick

2♠*
Weak, 0-5 HCP, Artificial with 6+c suit? not headed by A or K.  
2N*
Strong, GF, Artificial with 6+c suit? headed by A or K
Marmick   (Not A-S-T)
3♣*
5-5m, 6-9 HCP

3♦*
S/V in ♦, 6-9 HCP (4-4-1-4 or 4-4-0-5)

3♥*
S/V in ♥, 6-9 HCP (4-1-4-4 or 0-1-4/5)

3♠*
S/V in ♠, 6-9 HCP (1-4-4-4 or 0-4-4/5)

3N*
S/V in ♣, 6-9 HCP (4-4-4-1 or 4-4-5-0)

*Not extremely slammish 
Garozzo   (Not A-S-T) 
(Auctions that begin 2♣-2♦*-3♦-  OR  2♣-2♥*-3♦-) 
3♥*
no 5cM  (leaving room to find 4c-4c♠ fit.)
3♠
5c♠
3N*
5c♥, NF.

4♥
6c+♥, NF
This is similar to our Modified Puppet Stayman structure.
Kokish

2♣-2♦*-2♥*

Relay to 2♠, many hand types possible
2♣-2♦*-2♥*-2♠-2N
24+ to 26 HCP, Systems On

2♣-2♦*-2♥*-2♠-3N
Slam Forcing, 29+ HCP.

2♣-2♦*-2♥*-2♠-3♣
5+c♥, 4+c♣
2♣-2♦*-2♥*-2♠-3♦
5+c♥, 4+c♦
2♣-2♦*-2♥*-2♠-3♠
5+c♥, 4c♠
2♣-2♦*-2♥*-2♠-3♥
6+c♥, not self sufficient suit
2♣ - 2♦/2♥* - 4N
1430 Blackwood. 

5♣
1 or 4 Aces

5♦
3 or 0 Aces
5♥
2 Aces with Minimum

5♠
2 Aces with Maximum (Extras)

*After 5m, cheapest asks for extras
4.3
Vs. Interference

Vs. Interference up to 4♥
Pass*
Positive (2♦ bid)  
X*
Bust (2♥ bid)
Other bids are positive and natural.

Vs. 4♠ and higher Interference 
X is penalty oriented and pass is non-forcing.
After a Pass*, then X by 2♣ Opener is penalty oriented, but cooperative.  It generally shows a balanced hand type.
4.4
Problem Hands

It generally causes lots of problems to open 2♣ with a long ♦ suit.  Finding other fits is difficult after 2♣-2♦*-3♦.  In particular, with 6+c♦ and 4c♥(“reds”);  it is best to open 1♦.  In order to deal with these problem sequences we use a useful convention, Garozzo.   
Constructive Bidding Agreements: 2-Level Openings
2♦/♥/♠ Weak-Two Bids 

4.5
General Approach
The style of our weak-two bids is aggressive, but mindful of vulnerability and position.  
Non-Vulnerable: Very weak hands are possible.  No suit quality requirements. 

Vulnerable: Texture of the suit and shape of the hand are important factors.   
5c suits are possible in all positions, but less likely vulnerable and in the 1st or 2nd seat.  
New Suits are non-forcing by Responder and 2N responses are Ogust. 

4.6
Weak-Two Bids

2♦
= 5+c♦
2♥
= 5+c♥ 
2♠
= 5+c♠
HCP and suit texture vary based on vulnerability and position.  Generally, we have 4-9 HCP when non-vulnerable, 5-10 HCP when vulnerable.
2♦ preempt is possible with a 5c suit and side 4cM.  This is usually done on very weak hands and is far more common in the 3rd seat.

4.7
Responder’s Conventional Bids

2N
Ogust

3♣* 
Conventional response that is GF and asks for more information (see below.)

4♣* 
Keycard in Opener’s suit
4.8
Ogust (2Z-2N-)
Good/Bad Suit and Good/Bad Hand vary with the vulnerability.  A Good Suit is considered 2/3 honors vulnerable and 3/5 honors non-vulnerable with a 6c suit (though it is more likely to be a stretch non-vulnerable.)  A Good Hand is evaluated based on shape and vulnerability. 
3♣
= Bad Suit and Bad Hand
3♦
= Good Suit and Bad Hand
3♥
= Bad Suit and Good Hand
3♠
= Good Suit and Good Hand

3N
= AKQxxx

4m
= 6M, 5m (rare!)

*After an Ogust 2N ask by Responder, a new suit by Responder is forcing and generally natural.

4♣ is still Crossminor 1430 after a weak-two bid, even after other bidding.
Non-jump new suits are non-forcing and corrective by Responder. 

4.9
Weak-Two Sequences

2♦-2M*

NF, 5+cM, usually short ♦
2♦-3♣*


GF, asks for 4cM (Opener bids other M)
2M-3♣*

GF, asks for S/V? (usually shows support)
2♦/♥/♠-4♣*

Keycard

2♦-2N-3♣*-3♥

5+c♥, 1F
2♦-3M


6+cM, GF 
2♦-4♣*


Keycard (Crossminor)
2♦-4M


To Play
2Z (2♠) 2N

Ogust
2♥-3♠


6+c♠, GF
2♥-2N-3♣*-3♠
5+c♠, 1F
2♥-2N-3♣*-4♣
Keycard
4.10
Vs. Interference

If the Opponents interfere with X or a bid below 2N, then 2N* is still Ogust.

If the Opponents interfere after 2N Ogust ask, then 

X 
= Stolen Bid

Pass
= My Bid is not available to me 
If bid is available, ignore the interference.  

**Pass is possible with a penalty double (trap pass) of the interference.  Partner should be aware of this possibility and protect by reopening with a double on many suitable hands.  
4.11   
Transfer McCabe
If the Opponents make a takeout double of our weak-two then most of our suit bids are now transfers (up to 4-Level in our suit.)  These Transfers can include two different hand types:
· Hands that have the suit they are transferring to or 

· Hands that have a fit for partner’s suit and are making a dead directing bid.

The exceptions to this are that 2N is still Ogust and raising our suit is “just a raise.”   

Additionally, a Transfer to Opener’s suit at any level is a strong raise of that suit and “re-involves” the preemptor in the bidding.  The Preemptor will generally pass or double any bid by the Opponents - based on their holding in the Opponents suit.  Bidding again in the direct seat should be relatively rare.
2♦ Auctions

2♦ (X) XX*
Transfer to ♥ 
2♦ (X) 2♥*
Transfer to ♠
2♦ (X) 2♠*
Transfer to ♣
2♦ (X) 2N
Ogust

2♦ (X) 3♣*
Strong 3♦ bid.  

This shows a very good hand that wants to double or compete if the Opponents bid again.
2♦ (X) 3♦
To Play

2♦ (X) 3♥*
Transfer to ♠
2♦ (X) 3♠* 
Transfer to ♣

2♦ (X) 3N
To Play

2♦ (X) 4♣*
Strong 4♦ bid.

This shows a very good hand that wants to double or compete if the Opponents bid again.
2♦ (X) 4♦
To Play

2♦ (X) 4♥ 
To Play


2♦ (X) 4♠
To Play

2♦ (X) 5♣
To Play

2♦ (X) 5♦
To Play
2♥ Auctions
2♥ (X) XX*
Transfer to ♠ 

2♥ (X) 2♠*
Transfer to ♣

2♥ (X) 2N
Ogust

2♥ (X) 3♣*
Transfer to ♦  

2♥ (X) 3♦*
To Play

This shows a very good hand that wants to double or compete if the Opponents bid again.
2♥ (X) 3♥
To Play

2♥ (X) 3♠* 
Transfer to ♣

2♥ (X) 3N
To Play

2♥ (X) 4♣*
Transfer to ♦
2♥ (X) 4♥ 
To Play


2♥ (X) 4♦*
Strong 4♥ bid.

This shows a very good hand that wants to double or compete if the Opponents bid again.
2♥ (X) 4♥
To Play

2♥ (X) 4♠
To Play

2♥ (X) 5♣
To Play

2♥ (X) 5♦
To Play
2♠ Auctions

2♠ (X) XX*
Transfer to ♣ 

2♠ (X) 2N
Ogust

2♠ (X) 3♣*
Transfer to ♦  

2♠ (X) 3♦*
Transfer to ♥
2♠ (X) 3♥*
Strong 4♠ bid

This shows a very good hand that wants to double or compete if the Opponents bid again.
2♠ (X) 3♠ 
To Play

2♠ (X) 3N
To Play

2♠ (X) 4♣*
Transfer to ♦
2♠ (X) 4♥* 
Strong 4♠ bid


This shows a very good hand that wants to double or compete if the Opponents bid again.
2♠ (X) 4♠
To Play
2♠ (X) 5♣
To Play
2♠ (X) 5♦ 
To Play
Constructive Bidding Agreements: 3-Level Openings
4.12
General Approach 
3-level opening bids are preemptive and not designed to be constructive (do not promise 2/3 honors, etc.)  Preemptive bids also don’t generally promise many defensive values.
1St  and 2nd Seat

Majors

3-Level opening bid are generally weak.  The style is very aggressive not vulnerable and mildly aggressive vulnerable.  6c suits are common, but less frequent when vulnerable. 
Minors

3-Level opening bids at favorable vulnerability are often very aggressive.  Suit texture and quality can be quite weak, but usually Opener has one good honor (AKQ) and an outside card, so that the suit can be developed in notrump.  
3rd Seat

Third seat openings in any suit can be quite varied: very weak to rather strong (opening values with little game interest are occasional.)   
4th Seat

These bids are to play, generally long suits and basic opening bid values.
3♣ is also often opened with a 4c M.  This is usually done with a very weak hand.  

3♣-3♦*

Asks Opener if he has a 4c Major (rebid other Major!) 
Cross-minor 1430 is used as a keycard ask in response to 3-level preempts.

3♣-4♦*

Keycard 
3♦-4♣*

Keycard
3♥-4♣*
Keycard

3♠-4♣*
Keycard

Constructive Bidding Agreements: High Level Openings
4.13
General Approach
High Level preempts are quite varied.  They can be very aggressive to obstruct the bidding at the right vulnerability or with the right hand type, but they can also be quite sound or even bid to make in other situations.  
4.14
High Level Responses
4♣-4♦

Forcing, cuebid

4♣-4♥

To Play

4♣-4♠

To Play

4♣-4N

Keycard in ♣


4♦-4♥

To Play
4♦-4♠

To Play

4♦-4N

Keycard in ♦
4♥-4♠

Forcing, cuebid
4♥-4N

Keycard in ♥
4♠-4N

Keycard in ♠
4N

Opening shows minors
Constructive Bidding Agreements: Slam Conventions
4.15
1430 Gerber
4♣ is 1430 Gerber after over 1st and Last Notrump
1430 Gerber is similar to Keycard, except the Queen is replaced by showing maximum or minimum values.  If the response doesn’t show max or min, then the cheapest bid (4♥ over 4♦ and 4♠ over 4♥) asks for max or min?  4N always shows minimum and with a maximum bid the cheapest outside K (or 5N with none.)
5♣ starts a specific King ask – unless 5♣ could be to play, then 5♦ can be used as specific King ask.
4.16
1430 Gerber Sequences

1♦-1♥-1N-4♣

1430 Gerber
1N-2♣-2♦-4♣

1430 Gerber
4.17
1430 Keycard Blackwood 

4N Keycard Ask
5♣
1 or 4 Keycards
5♦
3 or 0 Keycards
5♥
2 Keycards w/o Q
5♠
2 Keycards w/ Q

If the response does not tell 4N bidder about the holding of the Queen, then the cheapest available bid (not including the Keycard suit) asks for the queen.  

5N Follow-up for Specific Kings

· 5N after 4N asks for Responder to bid specific Kings “up the line.”  Responder tells all information.  
· 5N confirms that we hold all the Keycards and the trump Q.  

· If 4N bidder bids a new suit at the 6-level after 4N response, he confirms that we have all the Keycards and the trump Q, and is showing a card in the suit bid (usually K) inviting the Grand Slam.

(See examples below for more information)  
4.18
1430 Keycard Blackwood Sequences

1♥-4♥-4N-5♦-5♠

Asks about the ♥Q, not the ♠K.)

1♥-4N-5♥-5♠


Asks for ♠K.

1♥-4N-5♥-5N-6♣-6♦-6♥
6♣ shows ♣K, 6♦ asks for ♦K, 6♥ denied ♦K.

1♥-4N-5♥-5N-6♣-6♦-6N
6♣ shows ♣K, 6♦ asks for ♦K, 6N agrees ♦K and no ♠K.

1♥- … -4N-5♠-6♦
Confirms all Keycards + Q and shows ♦K, invites Grand Slam

1♥- … -4N-5N
Even number of Keycards with a useful void (relay to ask for void)

1♥- … -4N-6Z

Odd number of Keycards with a useful void, bid void suit
1♥- … -4N-6♥
Even number of Keycards with a useful ♠ void (as above) OR a hand that had a 5♥ response that feared a pass and missing a slam (generally to play.)
4.19
Minorwood
We play 4m as Minorwood very frequently.  

4m is Keycard in any auction which both partners have shown strength AND either 

· we have bid and raised a minor OR

· we have an implied 8+c minor suit fit.   

If there is any confusion in the auction then we assume that the bid is forcing. 
If there has been a bid and raised Major, then 4m is a cuebid and NOT Minorwood.
Note:  There are many possibilities for confusion in these types of auctions.  The general rule is “We do not pass 4m under any confusion,”  we either respond as Keycard, cuebid, or just raise to game.  

In Minorwood, 4N is always to play, never asks for information.  Otherwise, the cheapest bid is a queen ask (if it is unknown.)  Also, Kickback (5-level suit just above the Keycard suit) is used to start a specific king asking sequence.

4.20
Minorwood Sequences

1♣-2♣*-4♣


Keycard in ♣
1N-2N*-3♣-4♦

Keycard in ♦
1N-2N*-3♦-4♦


Keycard in ♦
1♠-2♣-3♣-3♠-4♣

Cuebid
1♣ (P) 2♣* (3♠) P (P) 4♣
Keycard in ♣
1♣-2♣*-4♣-4♦-5♦

Asks for Specific Kings (confirms all Keycards)
4.21
Cross-minor 1430 
4♣ is used as Keycard in response to 2-level and 3-level preempts (except for a 3♣ preempt, where 4♣ is an extension of the preempt, then 4♦ is used as Keycard).
4.22
Vs. Interference
If the Opponents interfere at the first two steps in either a Keycard (4N), Minorwood (4m), or 1430 Gerber auction the we play the following.
X 
= “stolen bid”

Pass 
= “my bid is not available”

If the Opponents interfere at a higher level, we play keycard DEPO. 
X 
= Even number of keycards.

Pass
= Odd number of keycards. 
Bids show what they would have meant without interference. 

Examples

1♣ - 2♣* - 4♣ (4♥) X

3 or 0 Keycards
1♣ - 2♣* - 4♣ (4♠) X

DEPO, showing an even number of Keycards.
4.23
Grand Slam Force – 5N 
Over Majors

6♣

= A or K only
6♦

= Queen only

6M

= None of the top three honors

7M

= 2/3 honors

5N-6♣-6♦
Asks 6♣ bidder for extra length, Grand Slam can be bid w/o the Q.

Over ♦
5N asks for Grand Slam with 2/3 honors.  With only A or K bid 6♣.

Over ♣
5N is a general “Last Train” for the Grand Slam. 
**In other auctions a 5N bid is generally a choice of slams. 
4.24
Asking Sequences 
Example

1♠-3♣*-4♦-4♥-5♠
This asks for 1st or 2nd round control in ♣.

Responses are often not shows, but when they are they are as follows.

6♠
Singleton ♣

5N
♣K

6♣
Ace or Void

Other 
Ace or Void, plus King in bid suit (or at least “cards.”)

Constructive Bidding Agreements: Special Defenses
4.25
Unusual vs. Unusual General Approach
When we open the bidding and the Opponents interfere with 2N (“the Unusual notrump”), then we have conventional agreements for our responses.  The general approach is the Opponents have two suits (the minors or two lowest) and we have two suits.  Responses in “our suits” are natural and non-forcing.  Responses in the minors are conventional bids showing our suits: “Lower for Lower, Higher for Higher.”  

A Double in the direct seat shows a penalty double of at least one of the Opponents’ two- suits.  The double shows good values (usually 10+ HCP) and creates a one round forcing pass auction on both players.  
4.26
Unusual vs. Unusual Responses (with Safety!) 
1♥ (2N) 3♣*
Limit Raise in ♥, 3+c♥, 10+ HCP
1♥ (2N) 3♥*
Natural and non-forcing, 3+c♥, 6-10 HCP
U v U with Safety

1♥ (2N) 3♦*
Constructive to Invitational, 5+c♠, 6-11 HCP
1♥ (2N) 3♠*
Game Forcing, 5+c♠, 12+ HCP

1♥ (2N) 4♣*
Splinter, S/V♣, 4+c♥, 12+ HCP, slammish
1♥ (2N) 4♦*
Splinter, S/V♦, 4+c♥, 12+ HCP, slammish
1♥ (2N) 4♥
Natural and non-forcing, 4+c♥, 5-10 HCP, To Play
1♥ (2N) 4♠
Natural and non-forcing, 6+c♠, 8-10 HCP, To Play
1♠ (2N) 3♣*
Invitational+ with ♥, 5+c♥, 10+ HCP
1♠ (2N) 3♦*
Limit Raise in ♠, 3+c♠, 10+ HCP
1♠ (2N) 3♥*
Natural and non-forcing, 5+c♥, 6-10 HCP
1♠ (2N) 3♠*
Natural and non-forcing, 3+c♠, 6-10 HCP
1♠ (2N) 4♣*
Splinter, S/V♣, 4+c♠, 12+ HCP, slammish

1♠ (2N) 4♦*
Splinter, S/V♦, 4+c♠, 12+ HCP, slammish
1♠ (2N) 4♥
Natural and non-forcing, 6+c♥, 8-10 HCP, To Play

1♠ (2N) 4♠
Natural and non-forcing, 4+c♠, 5-10 HCP, To Play

4.27
Other Unusual vs. Unusual Responses
We use a similar approach when the Opponents show two other suits.

1♣ (2N) 3♣
Natural, 5+c♣, 5-10 HCP
1♣ (2N) 3♦*
5+c♣, 10+ HCP

1♣ (2N) 3♥*
5+c♠, 10+ HCP

1♣ (2N) 3♠*
5+c♠, 5-10 HCP

1♦ (2N) 3♣*
4+c♦, 10+ HCP 

1♦ (2N) 3♦
Natural, 4+c♦, 5-10 HCP

1♦ (2N) 3♥*
5+c♠, 10+ HCP

1♦ (2N) 3♠*
5+c♠, 5-10 HCP
Constructive Bidding Agreements: Special Defenses
4.28
Unusual vs. Michaels General Approach
When we open the bidding and the Opponents interfere with a Michaels cuebid showing the Majors, we use a similar “Lower for Lower, Higher for Higher” approach as with the Unusual 2N.
A Double in the direct seat shows a penalty double of at least one of the Opponents’ two- suits.  The double shows good values (usually 10+ HCP) and creates a one round forcing pass auction on both players.  

4.29
Unusual vs. Michaels Responses

1♣ (2♣) 2♦*
Natural, non-forcing, 5+c♦, 5-10 HCP
1♣ (2♣) 2♥*
5+c♣, 10+ HCP

1♣ (2♣) 2♠*
5+c♦, 10+ HCP

1♣ (2♣) 3♣*
Natural, non-forcing, 5+c♣, 5-10 HCP
1♣ (2♣) 3♦*
Splinter, 5+c♣, S/V♦, GF, slammish
1♣ (2♣) 3♥*
Splinter, 5+c♣, S/V♥, GF, slammish
1♣ (2♣) 3♠*
Splinter, 5+c♣, S/V♠, GF, slammish
1♦ (2♦) 2♥*
5+c♣, 10+ HCP
1♦ (2♦) 2♠*
5+c♦, 10+ HCP
1♦ (2♦) 3♣*
Natural, non-forcing, 5+c♣, 5-10 HCP 
1♦ (2♦) 3♦*
Natural, non-forcing, 4+c♦, 5-10 HCP
1♦ (2♦) 3♥*
Splinter, 4+c♦, S/V♥, GF, slammish
1♦ (2♦) 3♠*
Splinter, 4+c♦, S/V♠, GF, slammish

1♦ (2♦) 4♣*
Splinter, 4+c♦, S/V♣, GF (usually more distributional hand, 5+c♦)

1♥ (2♥) 2♠*
3+c♥, 10+ HCP

1♥ (2♥) X
Penalty X of either ♠s or both minors
1♥ (2♥) 3♣
Natural and Forcing
1♥ (2♥) 3♦
Natural and Forcing

1♠ (2♠) X
Penalty X of either ♥s or both minors

1♠ (2♠) 3♣
Natural and Forcing

1♠ (2♠) 3♦
Natural and Forcing

1♠ (2♠) 3♥*
3+c♠, 10+ HCP


Constructive Bidding Agreements: Special Defenses
4.30
Vs. 1-Notrump Overcalls  General Approach
When the Opponents make a 1N overcall, we generally have one of 3 hand types:
· hands that first look to penalize,

· hands that wish to compete,

· hands that try to continue constructive bidding.
We show these hand types by the following corresponding actions:
· start with a penalty X,
· bid freely (non-forcing) at the 2-level, (Negative Free Bids)
· start with a X or jump to the 3-level (showing specific hand types).
4.31
1N Overcall Sequences
1♣ (1N) 2♣

Natural, NF (4+c♣ rare, 5+c♣ normal, 5-10 HCP)

1♣ (1N) 2♦

Natural, NF (5+c♦, 5-10 HCP)
1♣ (1N) 2♥

Natural, NF (5+c♥, 5-10 HCP)
1♣ (1N) 2♠

Natural, NF (5+c♠, 5-10 HCP)
1♣ (1N) 3N

To Play

1♣ (1N) 4♣

Preemptive, 5+c♣, 0-6 HCP

1♣ (1N) 4♦

Preemptive, 7+c♦, 0-7 HCP

1♣ (1N) 4♥

To Play, 7+c♥
 

1♣ (1N) 4♠

To Play, 7+c♠

The bidding sequences are similar when responding to a 1♦ opening, with the exception that supporting ♦ only promises 4+c♦.  Responding to a Major suit opening is also similar, with the change that supporting partner promises only 3+c support.

4.32
Transfer Sequences    
When the Opponents overcall 1N you sometimes wish to play offensively, instead of defensively, when you have a good hand (because of vulnerability or hoping to explore slam.)  With these hands you don’t want to start with a double and risk that partner will pass (which he often will.)  We use some 3-level conventional responses to handle these hands.  

There are generally two hand types we want to bid offensively with:

· Two-suited hands that are distributionally strong, (at least 5-5)

· Powerful single suited hands.

We handle these hands by defining 2N+3-level bids to be transfers.  We use this to show our two suits by transferring to our lower one and then bidding our higher ranking one, to preserve space and ensure we do not go past 3N.  

(Very strong distributional hands can transfer to the higher ranking one first, but this often loses the ability to keycard in the lower ranking one.)

It is also possible to transfer and pass with a preemptive hand (especially in Opener’s suit.)  But this is not expected and open will always except the relay, even with lots of extra values.
Examples (all GF)
1♣ (1N) 2N*

Relay to 3♣, usually GF with ♣ 
1♣ (1N) 2N*-3♣-3♦
5+c♦, 5+c♣ (sometimes only 4c♣)

1♣ (1N) 2N*-3♣-3♥
5+c♥, 5+c♣ (sometimes only 4c♣)

1♣ (1N) 2N*-3♣-3♠
5+c♠, 5+c♣ (sometimes only 4c♣)

1♣ (1N) 2N*-3♣-3N
6+c♣, strong hand, slam invitational

1♣ (1N) 2N*-3♣-4♣
Keycard in ♣

1♣ (1N) 3♣*-3♦-3♥
5+c♦, 5+c♥
1♣ (1N) 3♣*-3♦-3♠
5+c♦, 5+c♠

1♣ (1N) 3♣*-3♦-3N
6+c♦, strong hand, slam invitational

1♣ (1N) 3♦*-3♥-3♠
5+c♥, 5+c♠

1♣ (1N) 3♦*-3♥-3N
6+c♥, strong hand, slam invitational

1♣ (1N) 3♥*-3♠-3N
6+c♠, strong hand, slam invitational
1♣ (1N) 3♥*-3♠-4♣
6+c♠, ♣ cuebid A/K, slammish

1♣ (1N) 3♥*-3♠-4♦
6+c♠, ♦ cuebid A/K, slammish
1♣ (1N) 3♥*-3♠-4♠
6+c♠, lots of ♠, not particularly slammish

These bidding sequences are similar for other openings.  Transfers to partner’s suit show support to at least an 8c fit  (though ♦ could be transferred to with a good 4c♦ support.)

Constructive Bidding Agreements: Special Sequences
4.33
Forcing Pass Sequences
When we are in a game forcing auction or we have freely bid game showing strength (not preemptively), then we have created an auction in which the Opponents cannot play a contract undoubled. Thus, in a competitive auction, pass is forcing and invites partner to bid on.  

Example

P
P    
P   
1♥ 

  
3♦  
3♥   
P   
4♦ 
5♦  
P*


This pass is forcing.  In high level bidding sequences, this generally denies two quick losers in the Opponents’ suit.  (A possible exception is when you hold a source of tricks and believe you may still make the contract with 2 losers.)   

Example

1N  (X)  XX  (2♦)
P

This pass is forcing.  After a XX the opponents can not play 2♥ undoubled.  We must either X or bid.  We can give up the fight at 2♠ undoubled.
In 2/1 sequences, forcing passes either show a willingness to defend (at any level) or not enough values to take direct seat action. 

4.34
Forcing Auction Actions   
(Pass and Pull is Weak! -- nonstandard)
In high level forcing auctions, direct seat bidding shows some extra values.  If there is a “squeeze bid” available, that is a slam try and direct bidding in “our” suit is just competitive.  A pass and then pulling partner’s double is generally weak (this is particularly important when there is no other bid available.)  
This method is preferred because if the auction is mistaken for non-forcing, then the actions generally promise the same holdings.  This simplifies high level bidding.
4.35
Bidding when partner has XX 


(Pass and Pull is Weak! – nonstandard)
If the opening bidder makes a direct seat bid (not allowing Responder the opportunity to X for penalties) then Opener shows a good hand, at least 5c-5c, and enough to force to game.  If Opener has a weak, distributional hand he must pass and then pull any double by Responder.  
4.36
Jumps in Competition 

1♠ (2♣) 3♦*
Weak Jump Shift, 6+c♦, 3-7 HCP
1♠ (2♣) 3♥*
Weak Jump Shift, 6+c♥, 3-7 HCP
1♠ (2♣) 4♣*
Splinter, S/V ♣, 4+c♠, GF

1♠ (2♣) 4♦*
Splinter, S/V ♦, 4+c♠, GF



1♠ (2♣) 4♥*
Splinter, S/V ♥, 4+c♠, GF
4.37
Light 2/1 Game Forcing Sequence
1♠-2♥-ZZ-4♥
This could be a relatively weak HCP hand, with lots of ♥, because 1N is semi-forcing and a direct jump to 4♥ is a Splinter.
4.38
Low Level Doubles (1N Semi-Forcing Auctions) 
Doubles at the 2-level by either the Opener or Responder are generally value showing and takeout.
1♥ (P) 1N* (2♣) X 

Takeout, about 4-5-3-1 or 3-5-4-1, 14+ HCP
1♥ (P) 1N* (2♦) X

Takeout, about 4-5-1-3 or 3-5-1-4, 14+ HCP
1♥ (P) 1N* (2♠) X

Takeout, about 1-5-4/3 or 0-5-4/4, 14+ HCP
1♥ (P) 1N* (2♣)--P (P) X 
Value showing, 3-2-5-3 with defensive values, 8-12 HCP.
1♥ (P) 1N* (2♦)--P (P) X
Takeout, 3-2-3-5 or 3-2-2-6, 8-12 HCP
1♥ (P) 1N* (2♠)--P (P) X
Takeout, Minor oriented with defensive values, 8-12 HCP.
The balancing double can be made with a 3c limit raise when you suspect partner may have a trap pass.  Responder should ensure to have lots of defensive values when suppressing a known fit.
1♠ (P) 1N* (2♣) X

Takeout, about 5-4-3-1 or 5-3-4-1, 14+ HCP

1♠ (P) 1N* (2♦) X

Takeout, about 5-4-1-3 or 5-3-1-4, 14+ HCP

1♠ (P) 1N* (2♥) X
Takeout, about 5-1-4/3 or 5-0-4/4, 14+ HCP
1♠ (P) 1N* (2♣)--P (P) X
Takeout, about 2-4/5-2, 8-12 HCP
1♠ (P) 1N* (2♦)--P (P) X
Takeout, about 2-4-2-5 or 2-5-2-4, 8-12 HCP
1♠ (P) 1N* (2♥)--P (P) X
Takeout, about 2-2-4/5, 8-12 HCP
The balancing double can be made with a 3c limit raise when you suspect partner may have a trap pass.  Responder should ensure to have lots of defensive values when suppressing a known fit.

Discuss vs. higher level interference… (still generally takeout.  Details to follow.)

4.39
4th Suit Forcing by a Passed Hand
This convention is no longer forcing to game by a passed hand, but it is “4th Suit Forcing one-round.”  It is still artificial, with a maximum passed hand.  It usually is used to explore a 5-3 Major suit fit.
Example 

P-1♦-1♠-2♣-2♥*

4th Suit Forcing, usually having 5c♠
4.40
Squeeze Bids

In many competitive situations we will not have room available to bid our hand naturally.  In these situations, we often have a competitive bid (usually rebidding the suit that we have already agreed on) and only one other bid available (called a squeeze bid.)  In these situations, the squeeze bid is not natural, it is a general try for more than just competing (either game or slam.)

1♠ (2♦) 2♠ (3♦) --3♥

nothing about ♥, general game try

1♥ (P) 4♥ (5♣) -- 5♦

nothing about ♦, general slam try

4.41
Maximal Double

1♠ (2♥) 2♠ (3♥) X
Maximal Double (General Game Try, not pure penalty)
1♠ (P) 2♠ (3♥) X
Maximal Double (General Game Try, not pure penalty)
*These Maximal Doubles promise transferable values, in case partner decides to leave the double in.
4.42
Lebensohl Slam Invites
After a reverse Lebensohl can be used to make a mild slam invite without going past 3N.
Ex.
1♦ - 1♠ 

2♥ - 2N*

3♣*-3N 

This sequence shows a hand that had interest in a contract other than 3N.  Either it was slammish if Opener showed extra values, or it was interested in seeing if Opener was 6-5.
*A jump to 3N is to play.  

Breaking the relay to show 6-5 doesn’t show extra values, just enough to reverse in the first place.  
4.43
Cuebidding
Our Cuebidding style is generally to bid just first round controls, not first or second round controls.  This has some advantages in knowing more specifically partner’s cards, but it has some large disadvantages in inviting slam below the game level.  To deal with these problems we has some very specific cases where we choose to cuebid first or second round controls.  
After 2♣ Openings 
· When Responder bids 2♥* denying an ace, then a subsequent cuebid is a card (usually a King) or a singleton or void.

· When Responder bids 2♦* showing values if the auction is very compressed (very little room below game) then cuebid is still just cards – where values are located (usually a King or better.)

In Partner’s Suit 

· Generally we will not cuebid shortness in partner’s suit.  (A rare exception is a void in an auction where we are the captain and we don’t need a source of tricks from partner.)
· In forcing auctions we cuebid Ace or King in partner’s suit.
Ex.
1♠-2♥-3♥-3♠

This shows ♠A or ♠K, usually not ♠ support. 
1♠-2♣-3♣-3♠-4♣
3♠ bid showed spade support, 4♣ showed ♣A or ♣K
Competitive Bidding Agreements

Competitive Bidding Agreements: Competitive Bidding Style

5.1
General Approach

Our competitive bidding is rather aggressive not vulnerable and moderately aggressive vulnerable.  When partner is a passed hand, very aggressive overcalls are allowed at the 1-level and aggressive overcalls are common at the 2-level.  Action at the 2-level should be very mindful of vulnerability and should generally have a decent suit (texture is more important than top honors.)
· 1-Level overcalls are often very light and designed to be lead directing or even just destructive to the Opponents’ auctions.  4c suits are common.
· 2-Level overcalls generally have decent suit quality, but are more aggressive than many experts like.  

· Preemptive bids are generally destructive and are not confined by suit quality.  In the second seat, Interferer should be mindful that Advancer is unlimited and should be willing to deal with partner’s bids.

· Takeout doubles are generally a bit more sound than overcalls.  They promise defensive values and a desire to compete.  4441 with 10 HCP is a solid takeout double at any vulnerability and in any seat. 

Advancer’s new suits are forcing (by an unpassed hand) and a cuebid always shows support for Interferer’s suit.  Jump shifts are fit showing without competition (and are weak over a negative double.)  A jump cuebid is a mixed raise. 
Competitive Bidding Agreements:  Takeout Doubles

5.2
General Agreements on Doubles

· Takeout Doubles through 4♥
· Negative Doubles through 4♥
· Responsive Doubles through 6♦
· Support Doubles* through two-of-Responder’s-Suit

· Maximal Doubles through 3♠
5.3
Takeout Doubles

Takeout Doubles promise approximately opening values and at least 3c support for the unbid suits.  4441 with 10 HCP is a solid takeout double at any vulnerability and in any seat.  Takeout doubles are more sound than overcalls.  They promise defensive values and a desire to compete.  Higher level takeout doubles promise more values, but we generally act more aggressively than most experts.   
5.4
Advancer’s Responses  

Vs. 1♣ Opening: (1♣) X (P)
1♦
= 3+c♦, 0-7 HCP
1♥
= 4+c♥, 0-7 HCP
1♠
= 4+c♠, 0-7 HCP
1N
= 8 to 11- HCP, ♣ stopper 
2♣
= GF, 12+HCP

2♦
= 4+c♦, 8-11 HCP
2♥
= 4+c♥, 8-11 HCP
2♠
= 4+c♠, 8-11 HCP
2N
= 11+ to 12+ HCP, ♣ stopper

3♣
= Western cuebid (asks for a ♣ stopper)
3♦
= 5+c♦ (usually 6c♦ suit)  6-9 HCP
3♥
= 5+c♥ (usually 6c♥ suit)  6-9 HCP
3♠
= 5+c♠ (usually 6c♠ suit), 6-9 HCP 
3N
= To Play, ♣ stopper
4♣
= “Pick a Major!”, distributional with both Majors
4♦
= 7+c♦, 6-9 HCP
4♥
= To Play, long ♥
4♠
= To Play, long ♠
Vs. 1♦ Opening: (1♦) X (P)
1♥
= 3+c♥, 0-7 HCP (could be 3-3-5-2, etc…)
1♠
= 4+c♠, 0-7 HCP

1N
= 8 to 11- HCP, ♦ stopper

2♣
= 4+c♣, 0-8 HCP
2♦
= GF, 12+HCP

2♥
= 4+c♥, 8-11 HCP

2♠
= 4+c♠, 8-11 HCP

2N
= 11 to 12+ HCP, ♦ stopper

3♣
= 4+c♣, 8-11 HCP
3♦
= Western cuebid (asks for a ♦ stopper)

3♥
= 5+c♥ (often 6c♥ suit), 6-9 HCP

3♠
= 5+c♠ (often 6c♠ suit), 6-9 HCP 

3N
= To Play, ♦ stopper
4♣
= 7+c♣, 6-9 HCP

4♦
= “Pick a Major!”, distributional with both Majors

4♥
= To Play, long ♥
4♠
= To Play, long ♠

Vs. 1♥ Opening: (1♥) X (P)
1♠
= 3+c♠, 0-7 HCP

1N
= 8 to 11- HCP, ♥ stopper

2♣
= 4+c♣, 0-8 HCP
2♦
= 4+c♦, 0-8 HCP

2♥
= GF, 12+HCP

2♠
= 4+c♠, 8-11 HCP
2N
= 11-12+ HCP, ♥ stopper

3♣
= 4+c♣, 8-11 HCP

3♦
= 4+c♦, 8-11 HCP
3♥
= Western cuebid (asks for a ♥ stopper)

3♠
= 5+c♠ (often 6c♠ suit), 6-9 HCP 

3N
= To Play, ♥ stopper
4♣
= 7+c♣, 6-9 HCP
4♦
= 7+c♦, 6-9 HCP

4♠
= To Play, long ♠

Vs. 1♠ Opening: (1♠) X (P)
1N
= 8 to 11- HCP, ♠ stopper

2♣
= 4+c♣, 0-8 HCP

2♦
= 4+c♦, 0-8 HCP

2♥
= 4+c♠, 0-8 HCP

2♠
= GF, 12+HCP

2N
= 11 to 12+ HCP, ♠ stopper

3♣
= 4+c♣, 8-11 HCP

3♦
= 4+c♦, 8-11 HCP

3♥
= 4+c♥, 8-11 HCP

3♠
= Western cuebid (asks for a ♠ stopper)

3N
= To Play, ♠ stopper

4♣
= 7+c♣, 6-9 HCP

4♦
= 7+c♦, 6-9 HCP

4♥
= To Play, long ♥
Other Competitive Sequences
(1♣) X (P) 1♠ (2♣) X

Second takeout double, showing extra values and only 3c♠





With extra values and 4c♠ raise partner (14+ HCP.)
5.5
Vs. Opponents’ Preempts 
Doubles of higher level openings promise proportionally more values than doubles of simple suit opening bids.  The higher the Opponents’ opening, the more values or distribution Interferer needs to hold. 
Vs. a weak 2-bid, Advancer’s responses use 2N Lebensohl (Fast denies.)  
5.6
“Double and Bid”
Another hand type (other than a general takeout) also starts with a double.   This is a hand that is too strong to make a simple overcall.  An example is a strong hand with 19+ HCP and a good 5c suit.  If you make a simple overcall with such a hand, there is a chance that you may miss a game when Advancer does not have enough points to take action.
5.7
Sandwich Double

The sandwich double combines with sandwich notrump and Michaels to describe hands in the sandwich seat.  A double in between two Opponents’ bids tends to be full opening values and at least 4c-4c in the unbid suits.
This combines with Sandwich NT and Michaels to make 

(1♦) P (1♥) X

Solid values with at least 4c♣-4c♠
(1♦) P (1♥) 1N*
4+c♠, 4+c♣ (4c♠-5c♣ normal) 7-11 HCP

(1♦) P (1♥) 2♦

Michaels, 5+c♣, 5+c♠
Note also

(1♦) P (1♥) 2♥

Natural, 5+c♥, good suit, good hand 
Minimum is about 14+ when only a 5c suit.

5.8
Takeout Double Bidding Sequences - Jump by Responder 
See Appendix for special treatments and further discussion of these sequences.  These should be discussed with partner.
Competitive Bidding Agreements: Suit Overcalls
5.9
General Approach 

1-Level overcalls are often very light and designed to be lead directing or even just destructive to the Opponents’ auctions.  4c suits are common when Interferer holds length in the Opener’s suit.  We strongly prefer a 4c suit overcall to an off-shape takeout double!
2-Level overcalls generally have decent suit quality, but are more aggressive than many experts play.    

Advancer
New suits are forcing by an unpassed hand and are nonforcing constructive by a passed hand.
Example  
P (1♥) 2♦ (P) -- 2♠

5+c♠, 8-11 HCP, usually ♦ tolerance
5.10
Balancing

When we are in the balancing seat, we generally add 3 HCP to our hand and bid as if that is what we hold. (This is why the NT ranges change in the balancing seat.)  Advancer should be aware of this action by the balancer and reduce the value of his hand accordingly.
A balancing seat cuebid of a 1-level opening is a Michaels bid, but is of the maximum type when 3 HCP is added to the hand for balancing.  Thus, then minimum hand is 5c-5c with 13+ HCP.

5.11
Vs. Opponents’ Preempts
The higher Interferer is forced to enter the auction, the more playing strength he promises.  In general, when the Opponents preempt, we don’t enter the auction with a weak distributional hand.  Overcalls of preemptive bids contain HCP as well as playing strength.  
Over the Opponent’s weak-two bid a 2N call is often wide ranging.  It shows a stopper and a good 14 to bad 19 HCP.

(see Jump Overcalls for some special treatments.)
5.12
Advancer’s Responses to Overcalls
· A Cuebid of the Opponents’ suit shows a limit raise or better and is forcing for one round.   

· A jump cuebid is a mixed raise, showing 7-9 HCP and 4c support for partner’s suit (this call combines preemption with showing some values.)
· Jump shifts are fit showing bids.  These show 4c support for partner’s suit, a decent 5c suit (in the suit bid,) and 8-11 HCP. 
(if RHO makes a negative double then fits bid are off.  Jumps are preemptive.)
Examples
(1♣)1♥ - 2♣

3+c♥, 10+ HCP, 1F
(1♣)1♥ - 2♠*

Fit Bid, 5+c♠, 4c♥, 8-11 HCP (could have 6c♠ and 3c♥)
(1♣)1♥ - 3♣*

Mixed Raise, 7-9 HCP, 4+c♥
(1♣)1♥ - 3♦*

Fit Bid, 5c♦, 4c♥, 8-11 HCP

(1♣) 1♥ (X) 3♦*
Preemptive, 6+c♦, 0-7 HCP 
(1♠) 2♣ (X) 2♦
Non-forcing, constructive, 8-12 HCP
(1♠) 2♣ (X) 2♥
Non-forcing, constructive, 8-12 HCP

(1♠) 2♣ (X) XX*
Rosenkrantz XX, Ax or Kx in ♣

(1♠) 3♣ (P) 3♦

1F, generally natural (could be looking for 4-4♥ fit)

(1♠) 3♣ (P) 3♥

1F, 5+c♥
(1♠) 3♣ (X) 3♦
Non-forcing, constructive, 8-12 HCP

(1♠) 3♣ (X) 3♥
Non-forcing, constructive, 8-12 HCP

(1♠) 3♣ (X) XX*
Rosenkrantz XX, Ax or Kx in ♣

5.13
Rosenkrantz Redoubles

Rosenkrantz Redoubles apply at the one, two, and three levels.  We use them primarily to show Ax or Kx and rarely bid them with 3+c support when we can support cheaply.  Advancer should also have some values when overcall is at the two or three level, since the XX could be passed and this could become the final contract.  
5.14
Advancer Problem Situations

When the Opponents make a negative double and we want to make a forcing bid w/o support we have a problem (since new suits are non-forcing and XX is Rosenkrantz.)  Thus, if we pass and then back in, we are showing a good hand.  Also, it is possible to make a cuebid with a very strong hand and 2c support for partner.   

Competitive Bidding Agreements:  Responsive and Maximal Doubles
General Agreements on Doubles

· Takeout Doubles through 4♥
· Negative Doubles through 4♥
· Responsive Doubles through 6♦
· Support Doubles* through 2-of-Responder’s Suit

· Maximal Doubles through 3♠

5.15
Responsive Doubles
These are doubles made by the Advancer after the Interferer has doubled or overcalled and the Opponents have bid and raised a suit.  These doubles show values about equal to a negative double at each level.  When stretching with a distributional hand, be sure to have transferable values in case partner passes the double.  
If the Opponents have bid two different suits, a double is value showing and penalty oriented!

Examples

(1♦) 1♠ (2♦) X

Responsive Double, usually 2c♠, usually 4c♥
When partner makes a Responsive Double and it is passed to you, you must first describe the nature of your overcall.  With a bad overcall, say 7 to 10 HCP, you rebid your suit, thus warning partner that you don’t have a lot of values.  With more values, you can then bid more naturally.  
(1♠) X (2♠) X

Responsive Double, usually 3c♥ and the minors
*Some play this sequence shows exactly 4c♥ and bidding shows 5c♥.  

**This is something to consider, but we don’t currently play this way…

(1♠) X (2♠) 2N*
Minors! No Responsive Double so little defense or no ♥ tolerance.
(more sequences to be added.)

5.16
Maximal Doubles
A Maximal Double is a double used as a game try when we no longer have room to make a game try in another suit.  Maximal Doubles only apply when we have bid and raised a suit and the Opponents have interfered.  Maximal Doubles promise transferable values (values good on defense as well) since partner may choose to pass the double.

Examples
1♠ (2♥) 2♠ (3♥) X
Maximal Double (General Game Try, not pure penalty)
1♠ (P) 2♠ (3♥) X
Maximal Double (General Game Try, not pure penalty)
Competitive Bidding Agreements: Notrump Overcalls
5.17
General Approach
Our 1N overcall style is generally sound.  It shows a stopper in the Opponents’ suit and a decent hand.  Advancer’s bids are “systems on.”  
5.18
Direct Notrump
Direct seat overcalls of 1N show 15-18 HCP and stopper in the Opponents’ suit.  Interferer should be careful when holding 18 HCP not to be too strong (generally 18 HCP hands that overcall 1NT are bad hands.)  

It is also possible to hold a stopper in the Opponents’ suit and a long strong suit that has 15-18 HCP worth of playing strength.  If 1N best describes the hand, this bid is common.

5.19
Balancing Notrump

Balancing Notrump overcalls are an extremely difficult part of constructive bidding.   The difficulty comes from the fact that Advancer can have many more different hand types, in comparison to most passed hands.  
Some Notes on Balancing Notrump
· A Balancing Notrump generally shows a stopper in the Opponents’ suit and 11-15  HCP.  
· A Balancing 1N bid when vulnerable should be slightly stronger than not vulnerable.

· A Balancing 1N over a Major suit opening should be more like 12-15 HCP (since the Opener is known to hold a 5c suit and values for entries.)
· Also, we should note that a jump to 2N in the balancing seat is not the Unusual Notrump.  This is a strong bid, showing 19-21 HCP.  
Balanced Hand Summaries in the Balancing Seat

1N


= 11 to 15 HCP

X, then NT

= 15+ to 18 HCP

2N


= 19 to 21 HCP

5.20
Advancer
Advancer’s bids are generally “Systems on.”   

One modification to “systems on” is a transfer into the Opponent’s Major suit opening.  This can be used to show 5c in that suit and expose a psyche by the Opponents (most common when the Opponents open a major in the 3rd seat.)  Another use of this transfer into the Opponents’ suit is to show a hand with a 5c minor and invitational+ values that needs a second stopper in the Opponents’ suit.  Here are some of the useful changed sequences:
· Transferring and then bidding 2N shows an invitational hand with a 5c minor that would prefer to play in 3m if 1N Overcaller has only one stopper.  

· Transferring to the Opponents’ Major then bidding a minor at the 3-level is a game forcing hand.  This is either looking to expose a  psyche (natural showing 5c in the Opponents’ suit) or a game forcing hand with a minor looking for another stopper in the Opponents’ suit – either way it is strong and GF.
(1♥) 1N–2♦*-2♥-2N
This shows invitational hand with a 5c minor and suggests no help in ♥ - prefers to play in 3m if weak ♥ stoppers
(1♥) 1N-2♦*-2♥-3m
3m is GF, asks 1N bidder to further describe hand.  
(1♥) 1N-2♦*-2♥-3m-3♥ 
Shows good 3c or any 4c♥ support (to expose psyche.) 
(1♥) 1N-2♦*-2♥-3m-3N
Shows good ♥ stopper, but not 4c♥ support. 
(1♥) 1N-2♦*-2♥-3m-other
Other calls are natural and suggest 3N may have problems.
5.21
Vs. Penalty Double
If Interferer’s NT is doubled for penalty, then we play “systems on” with the exception that XX is now rescue.  XX asks Interferer to bid 2♣ which will be passed or corrected to 2♦.  If the double is conventional (and not value showing) then XX shows values and suggests penalizing the Opponents.  This sets up a forcing pass through 2♥.
This is true for both direct and balancing notrump overcalls.
Competitive Bidding Agreements: Jump Overcalls

5.22
General Approach

Jump overcalls are preemptive.  They are often a bit stronger or have better suit quality than 1st seat preempts (since we know that at least one of the Opponents has values.)   Suit texture is often more important than top honors, because having good texture makes it more difficult for the Opponents to profitably double for penalties.
In the sandwich seat (when partner is a passed hand) jump overcalls can be quite varied in strength – full opening values with little game interest opposite a passed hand are possible.
When the jump overcall is at the two-level then Advancer’s bids are “systems on” – as if the preemptor had opened a weak two bid.  This includes Ogust and other conventions with no interference.   When the opponent’s make a negative double then we have Ogust and Transfer McCabe (as if they had made a takeout double.)
5.23
Balancing Seat

Jump overcalls in the balancing seat are intermediate in value, 13-15 HCP with a 6+c suit. 

(1♦) P (P) 2M
(1♥) P (P) 3m
This is a valuable tool, because such hands are difficult to describe.  This also allows for fewer auctions where balancer must double and then bid a new suit, simplifying the constructive bidding process.  
5.24     Vs. Preempts

Jump overcalls vs. preempts are not weak: They are strong!  Generally, these jump overcalls have the playing strength of a double and bid hand, when you combine a long strong suit with good HCP.

(2♥) 3♠
6+c♠, strong, “Double and Bid” type hand (about 14-16 HCP)
(2♥) 4♠
This shows lots of ♠s and good values (at least opening.)  



Ex. 7+c♠, 13-16 HCP

Competitive Bidding Agreements:  Conventional Overcalls
5.25
Michaels

A direct cuebid shows a 2-suited hand, with at least 5c-5c.  We play this as minimum or maximum: 6-11 HCP or 16+ HCP (these point ranges vary slightly with distribution, vulnerability, and suit quality.)  With the intermediate range (11-15 HCP,) we bid our suits naturally, higher ranking one first.  

*Shading based on additional shape or suit texture is very common.
(1m) 2m
At least 5c-5c in the Majors
(1M) 2M
At least 5c other Major and a 5c minor

Opponent’s Nonstandard Openings

· When the Opponent’s opening bid is “as short as two” then we treat that as a natural bid and a direct cuebid is Michaels.  

· When the Opponent’s open a suit that could be as short or zero (like a nebulous ♦) then our direct cuebid is a natural bid and thus not Michaels.   

· When the Opponent’s open a “multi ♣” (like a Polish or Roman ♣) then we treat the call as natural if any of the possible hand types is semi-natural (2+ card with minimum opener.)  Thus, our direct cuebid is Michaels. 
Competitive Bidding Sequences

In further competitive auctions 2N is an asking bid (asks Interferer to show their minor.)  In high level competitive bidding, most bids in unknown suits are pass or correct.
(1♥) 2♥ (2♠) 2N
Bid minor

(1♥) 2♥ (2N) 3♣
Pass or correct to 3♦
(1♥) 2♥ (2♠) 3N
To Play

(1♥) 2♥ (2♠) 4♣
Pass or correct to 4♦
(1♥) 2♥ (2N) 4♦
Pass or correct to 4♠

(1♥) 2♥ (2N) 4N
Bid minor

(1♥) 2♥ (2♠) 5♣
Pass or correct to 5♦
Invitational Sequences and Rebids
When both suits of Cuebidder are known we use 2N as an invitational bid to ask Cuebidder to further describe their hand.

(1♣) 2♣ - 2N – 3♥*
all minimum
(1♣) 2♣ - 2N – 3♠*
non-minimum, 6+c♠ (usually 6-5-1-1)
(1♣) 2♣ - 2N – 3♣*
non-minimum, S♣
(1♣) 2♣ - 2N – 3♦*
non-minimum, S♦
(1♣) 2♣ - 2N – 4♣*
non-minimum, V♣
(1♣) 2♣ - 2N – 4♦*
non-minimum, V♦
(1♣) 2♣ - 2N – 4♥*
non-minimum, 6+c♥ (usually 5-6-1-1)
Balancing Michaels
A balancing seat cuebid of a 1-level opening is a Michaels bid, but is of the maximum type when 3 HCP is added to the hand for balancing.  Thus, the minimum hand is 5c-5c with 13+ HCP.  If we balance with a weaker hand that is two-suited then we bid our suits naturally.
5.26
Unusual Notrump
A direct jump to 2N shows a 2-suited hand, with at least 5c-5c, in the 2 lowest unbid suits.  We play this as minimum or maximum: 6-11 HCP or 16+ HCP (these point ranges vary slightly with distribution, vulnerability, and suit quality.)  With the intermediate range (11-15 HCP) we bid suits naturally, higher ranking suit first.

Opponent’s Nonstandard Openings 

These criteria are the same as for Michaels Cuebids.
· When the Opponent’s opening bid is “as short as two” then we treat that as a natural bid and our jump to 2N shows the two lowest unbid suits.  

· When the Opponent’s open a suit that could be as short or zero (like a nebulous ♦) then our jump to 2N shows the minors.     

· When the Opponent’s open a “multi ♣” (like a Polish or Roman ♣) then we treat the call as natural if any of the possible hand types is semi-natural (2+ card with a minimum opener.)  Thus, our jump to 2N shows the two lowest unbid suits.
Invitational Sequences

If the Opponents open 1m, a jump to 2N shows ♥ and the other minor.  If we want to invite a ♥ game we cuebid the Opponents’ minor suit at the 3-level.  This shows a ♥ fit and asks Overcaller to bid 3♥ or 4♥.

(1♣) 2N – 3♣*

3+c♥, Game Invite

(1♦) 2N – 3♦*

3+c♥, Game Invite 
5.27
Sandwich Notrump

A 1N bid in the sandwich seat is a light takeout for the other suits with 6-11 HCP.  4c-5c in the unbid suits is perfect, but 4c-4c is always possible when non-vulnerable.  
Against an Opponent that plays a Strong ♣ system then after a 1♦ or 1♥ opening a Sandwich NT is natural and shows a 15+ to 19- HCP.

Competitive Bidding Agreements: Vs. Opponents’ 1N Opening
5.28
General Approach

When the Opponents open 1N strong (which we define as the minimum of the HCP range is 14 or greater) we believe that it is more important to try to interfere or compete.  The general goal is to make constructive bidding more difficult for the Opponents and not to try to have detailed constructive bidding for our side.  Thus, we use the convention DONT.

When the Opponents open 1N weak (which we define as the minimum of the HCP range is 13 or fewer) then it is more important to bid constructively and/or try to punish the Opponents for preempting our auction with 1N.  Thus, we use the convention Modified Cappelletti (called Capp. Jr. )  Vs. Weak NT 2-Level Overcalls are more constructive, showing about a “normal” 2-Level overcall vs. a 1-Level suit opening bid. 
Both of these conventions are on in the direct seat and balancing seat.  They are off in the sandwich seat.

5.29
DONT
X
1-suited hand (asks partner to bid 2♣)

2♣
♣ and a higher ranking suit

2♦
♦ and a Major

2♥
Majors

2♠
♠ (weaker than showing a 1-suited hand and then ♠)

2N
minors (usually at least 5c-5c)

Two suited hands promise at least 4c-4c in the suits, but vulnerability and suit quality are important factors in determining interference. 

After a X, showing a single suited hand, a direct double by the Advancer is value showing and asks Interferer to compete (it is not “lead directional.”)
5.30
Modified Cappelletti  (Capp. Jr.)
X
Penalty  (Balanced with middle of range+ in HCP, or strong trick taking suit)

2♣
Relay to 2♦ (♦, ♥+m, ♠+m, or strong with ♣)

2♦
Majors

2♥
Natural

2♠
Natural

2N
Minors

Double shows a natural 2♣ bid by a passed hand (in both direct and balancing seat.) 
**After a bid, 2N is a “strong raise” of the suit -- 3♣ is pass or correct if a minor is still unknown.
5.31
Competitive Auctions after Strong 1N
(1N) 2♣ (2♦) X
Values, penalty oriented, cooperative (if ♦ was natural)
(1N) 2♣ (2♦) 2♥
Pass or correct to 2♠ 
(1N) 2♣ (2♦) 2♠
Pass or correct to 3♣

(1N) 2♣ (2♥) X
Values, not necessarily ♥ cards, cooperative (if ♥ was natural)  

(1N) 2♣ (2♥) 2♠
Pass or correct to 3♣ 
If a bid is a transfer, then a double shows values and a desire to compete – it often shows length in the suit bid, but primarily promises values.   
Competitive Bidding Agreements: Vs. Opponents’ Preemptive Opening
5.32
General Approach 
We generally strive to compete over the Opponents’ preempts.  In particular we act more aggressively in the direct seat than many expert pairs.  This results in some direct penalties, but takes partner off many hard problem in the balancing seat.  Thus protecting partner from balancing into bad contracts resulting in big penalties.   
It is also important to consider vulnerability and your Opponents’ preempting style when deciding whether to act with marginal hands.  
5.33
Overcalls

Overcalls of preemptive openings are generally full opening values at the 2-level up to very good hands at the 4-level.  Suit quality is desired but is often lacking (see overcalls.)   
5.34
Takeout Doubles

Takeout doubles of preempts are generally sound and promise good defensive values.  They are takeout through 4♥, but penalty passes are common at high levels (if Advancer thinks this is the best action.)  
5.35
2-Level Openings

Direct cuebids are “western cuebids” – asking for a stopper in the Opponents’ suit.  (Usually Interferer has a long strong side suit.)
Lebensohl (Fast denies)
In response to a takeout X, we use 2N as Lebensohl (Fast denies)  2N by Advancer is a relay to 3♣ and is used by most weak hands.  This relay is also used to show a stopper in the Opponents’ suit. 
Ex. 
(2♥) X (P) 3N

Denies 4c♠ and denies ♥ stopper

(2♥) X (P) 3♥

4c♠ and no ♥ stopper

5.36   
Leaping Michaels and Cuebids

(2♦) 3♦

Western Cuebid

(2♦) 4♦

Majors (usually at least 5c-5c)

(2♥) 4m
5+c minor, 5+c♠ (sound hand – better than opening values.)

(2♠) 4m
5+c minor, 5+c♥ (sound hand – better than opening values.)

Keycard after Leaping Michaels [RST] – 4-of-other-Major (preemptor’s suit) is keycard in minor, 4N is keycard in the Major, and 4-level bids are cuebids.
(2♠) 4♣* (P) 4♠
Keycard in ♣


(2♠) 4♣* (P) 4N
Keycard in ♥
“Lower for lower, higher for higher!”
Generally we try not to make a Leaping Michaels bid with two losers in the Opponent’s suit.
5.37
3-Level Openings

Direct cuebids are strong takeouts – usually distributionally strong hand with at least two-suits.  Jump Overcalls show strong single suited hands (see overcalls.)

5.38     4-Level Openings

Cuebids are slammish – usually distributionally strong hand with two-suits.
Ex. 
(4m) 5m
2-suited hand, usually majors

(4m) 4N 
To play

(4M) 4N
2-suited hand
Vs. Namyats
(4m*)
4N
2-suited 
(4m*)
X
Takeout of major suit shown – with some defensive desires
To Penalize, pass and then double the 4-of-a-Major.
(4m*) 4M*
Takeout of major suit shown – very distributional.
5.39     Vs. Preempts

Jump overcalls vs. preempts are not weak: They are strong!  Generally, these jump overcalls have the playing strength of a double and bid hand, when you combine a long strong suit with good HCP.

(2♥) 3♠
6+c♠, strong, “Double and Bid” type hand (about 16-17 HCP)

(2♥) 4♠
This shows lots of ♠s and good values (at least opening.)  



Ex. 7+c♠, 13-16 HCP

Competitive Bidding Agreements:  Special Defenses
Vs. Opponents’ Conventional Opening
5.40
Vs.  Precision 2♦* Opening
2♦ Showing ♦ shortness and 11-15 HCP

X shows ♦ Length or Extreme Values.
Pass then Double is Takeout.
5.41
Vs.  Mini-Roman
2♦ Opening showing at least 4441

Bidding is generally natural.  

Double is value showing and wants to compete (has at least Majors.)
5.42
Vs.  Flannery 

2♦ Flannery Opening (5+c♥, 4c♠, 11-15 HCP)
X
= values, notrump overcall, 15-17 HCP
2♥
= Takeout X for ♥
2♠
= Natural

2N
= minors
3m
= natural

2♥ Flannery Opening - Natural
5.43
Vs.  Ekrin
2♦ opening showing at least 4c-4cM Weak (Unusual vs. Michaels)
X
= value showing

2♥*
= strong hand with ♣
2♠*
= strong hand with ♦
2N
= Natural

3♣
= Natural, competitive

3♦
= Natural, competitive

5.44
Vs.  Strong 1♣ Opening
Modified Finland System for ACBL Limited (Direct seat only.)
X*
= ♥, Stronger

1♦*
= ♠, Stronger

1♥
= Natural, weaker

1♠
= Natural, weaker

1N*
= Transfer to ♣

2♣*
= Transfer to ♦
2♦*
= Majors (commonly 5c and 4c NV.) 

2♥*
= 5+c♥, 5c+m

2♠*
= 5+c♠, 5c+m

2N*
= 5c-5c+, minors or Majors

5.45
Vs.  Strong 2♣ Opening

Natural
Competitive Bidding Agreements:  Special Sequences
5.46
Competitive Bidding and Fast Arrival
Example
(1♣) 1♠ (P) 2♣ -- (X) 2♠


The cuebid of 2♣ showed a limit raised or better and made the auction forcing to 2♠.  Fast arrival (bidding 2♠) is a minimum hand in a competitive sequence.  Thus, the rebid of 2♠ by Interferer shows a minimum.  This fast arrival applies only when we can play in our suit at the 2-level.  If we are bidding our suit at the 3-level, then pass is weakest and non-forcing – we do not have to compete to the 3-level.

Example

(1♠) 2♥ (P) 2♠ -- (3♣) P
This pass is minimizing and NF -- Advancer can pass.
5.47
Doubles of Cuebid in our Suit
The double of a cuebid in a suit bid by partner generally has two possible meanings.  The most common is a lead director and the second meaning, but somewhat rare, is to suggest a sacrifice against the Opponents’ contract.  Players must use their judgment about what the meaning is of a given bid.  Generally, the lower the X the more likely it is lead directing and the higher the X the more likely it is to suggest a sacrifice. 
Examples
(1♠) 2♦ (3♦) X


Lead directing double (usually shows ♦A or ♦K)
(1♠) P (Const. Bergen) X
X is takeout for ♠  (vs. Constructive or Better as well.)
(1♠) P (Limit Bergen)
 X
X is lead directing for suit

Defensive Agreements:  Defensive Style

6.1
General Approach 

On defense we do not signal accurate count all the time.  If we believe that giving information to the Opponents will help them more than it will help partner, then we freely false-card.  As a general rule, a weak hand should try to give accurate information, because it is difficult for them to judge if partner needs that information.  Conversely, strong hands often false card, because we know that partner will have little effect on the defense (and we don’t wish to give any useful information to declarer.) 
6.2
Judgment
The most important part of any defensive partnership is judgment.  Judgment is primarily developed over time – through experience and understanding of dangerous situations.  In making tough decisions and trying figure out what is going on, we strive hard to “put ourselves in partner’s shoes.”  This is one of the most helpful tools a defender can use to understand who is holding what cards and deciding what to do next.

6.3
Information

Discards do not clearly tell partner what to do, they communicate information and expect partner to make a good decision.  This is generally “cooperative defense.”

6.4
Opening Leads
Opening leads are one of the most difficult parts of bridge.  Our active style of bidding is designed to help partner with lead problems.  Since we take action on many hands that other players would not, we make more lead directing overcalls.  When we do not bid, partner has many negative inferences to help with his opening lead selection.  

Our opening lead style is generally attacking and aggressive (while giving the auction its due consideration.)
6.5
Risk vs. Reward 
Many decisions on defense have a risk and a reward.  Before you make a play, you should ask yourself “What is the risk, if I am wrong?”  If the risk is high, then you should ask yourself “Do I really need to make this play?”  or “What is the reward, if I am right?”  This kind of analysis is very important on defense.
6.6
MPs vs. IMPs
The type of scoring greatly affects the risk vs. reward analysis.  At matchpoints, one must be far more careful about the risk of giving overtricks to the Opponents.  At IMPs this is not much of a consideration, where risking an overtrick to try to set the contract is common.  At IMPs the risk analysis is different – the primary question is “Will this play allow them to make the contract, if I am wrong?” 
6.7
Types of Defenses  (brief list)
Active 
· Taking our tricks fast (“Cashing out”)
· Leading from an honor

· Trump leads – cut down on ruffs

· Deceptive plays (psychic leads)
· Breaking Communication (cutting transportation, breaking up squeezes)

Passive

· Trump leads

· Leading Opponent’s safe suit

· Leading from sequences
Defensive Agreements: Carding

6.8
General Agreements
· Upside Down Attitude

· Standard Count

· Trump Suit Preference

· Reverse Smith Echo (vs. NT)
6.9
Attitude

Upside Down Attitude – small encourages, high discourages

This applies to discards and direct signals.

Upside down attitude has the advantage that we do not have to use high cards in the suit we want played.  We can keep those for taking tricks later.  
6.10
Count 

Standard Count – small from an odd number of cards, high from an even number of cards

Initial Count vs. Present Count
Our initial count is standard and our present count is standard as well.  Present count is given if we have already played to a trick.  If we have 2 remaining cards (started with 3) then we play them like we held a doubleton (top.) 

♠A83
If we win the Ace at trick one and return the suit, we play the 8 (even number remaining)
♠A852
If we win the Ace at trick one and return the suit, we play the 2 (odd number remaining)
This applies after leading suit, returning a played suit, or after discarding in a suit.
6.11
Trump Echo

Trump echoes (high then low) are another useful tool.  They have several meanings (uses) and the context usually makes it rather clear which one is intended.  Trump echoes are used:
· To ask for a ruff

· To give count (upside down count in trumps is standard.)

· To show Suit Preference

The first two uses often work together.  We use this echo often to tell partner that we have another trump and that he can give us a ruff.  

The third use of the echo is to show suit preference for the higher ranking side suit.  That is, not trump and not the suit partner led, but the higher ranking of the remaining suits.  This can be helpful in getting partner to find our entry if he is looking to receive a ruff (or just establish our tricks.)

6.12
Reverse Smith Echo

Smith Echo is a convention used when defending notrump contracts.  It is used by both defenders to give their attitude about the opening lead suit.  We play Reverse Smith Echo (low encourages) since we play upside down attitude signals.  
Assuming that declarer wins the first trick, at trick two we do not give count in the suit declarer plays.  Instead, we give attitude for partner’s original opening lead.  This is very helpful for partner in determining where missing honors are located.
Example

At trick one, partner leads the ♠4.  Dummy has 3 small spades and we hold ♠J106.  We play the ♠10 at trick one and declarer wins the ♠Q.  Partner is wondering, “Where is the ♠J?”  At trick two, we help partner out, by giving an encouraging ♠ signal (by playing small in whatever suit is led at trick two.)  Now partner knows we hold the ♠J. 
Exceptions (Dangerous Situations)

Some exceptions apply and judgment must be used about when count is more important.  An obvious example is when dummy has a long strong suit and no outside entry.  If partner needs to know how many times to hold up in order to kill dummy, then count is far more important, and partner will expect this information.
Note: This convention should be treated with care - many famous disasters have resulted from its use or misuse!
Problem Holding:  With extreme length, but not the missing honor do you Smith Echo?

6.13
Carding (Signaling)
When we lead and the Opponents are winning the trick with the Ace or King (either on the dummy or by declarer), the signal behind them is attitude.   If the Opponents are winning the trick with a queen or worse, we give count. 
6.14
Defensive Agreements: Opening Leads
· 4th Best Leads from Honor (HxxX) 
· Top of 3 small (Xxx)

· Top of a doubleton (Xx)
· 1st or 2nd Best from 4 small (Xxxx OR xXxx) 
· Attitude Oriented Leads
6.15
4th Best Leads

We generally lead 4th best, but we have an attitude aspect to this as well.  A low card promises an honor.  We treat a Jack as an honor, but try not to lead from it. (JxxX is usually a very bad lead.)  

From 4c suits 10xxx or worse, we generally lead second best. This can mislead partner, but it’s better than leading low or leading the 10.
Of course, 4th best leads have the problem that sometimes you want to lead from Qxx.  We lead small from this holding (showing an honor) and hope that we will not mislead partner too much if he assumes our lead is 4th best.  
6.16
Honor Leads

A/Q opening leads ask for an Attitude signal.
K opening leads ask for a Count signal.
These lead methods allow opening leader to get the information he needs.  Thus, the K can be from AK or from KQ holdings and the Q can be from KQ or QJ holdings.

There is a potential problem when partner leads the Q and you hold the Ace.  If the dummy does not hold the K or the J, then you do not know who holds the K.  The problem is whether to play the Ace on the first trick.  If declarer has a singleton K, playing small at trick one can be very costly and if declarer has length, playing the Ace may promote declarer’s middle cards.  This judgment can be made based on the length of dummy’s holding and your holding in the suit.  The opening leader can make it safer for partner by holding the ten when leading the queen from KQ…
6.17
Problem Leads
From holdings such as 9xx or 10xx opening leader has a lead problem.  Sometimes we lead the top card and sometimes we lead the second best.  It is left to leader’s judgment as to which will cause the least problems.  Occasionally, even a small card is correct (best) from these holdings.
6.18
Leading in Partner’s Suit 
· Opened

· Overcalled

· Strongly implied (negative double, responsive double)
Unsupported Suit
In an unsupported suit, the opening lead should give count: small from any three card holding and top from any four card or doubleton holding. 
Supported Suit
In a supported suit, the opening lead should show attitude: low (usually 3rd best) from an honor (HxXx) and top of 3 or 4 small. 
6.19
Jack Denies and Coded 10s and 9s 

The opening lead of a jack denies a higher card in the suit.
The opening lead of a 10 or 9 shows zero or two higher cards in the suit.  If the lead is from two cards higher, then it promises the card directly above the one that was led.  

KJ10xx
Lead the 10

K109x

Lead the 9

KJ9x

Lead low
The J, 10, and 9 opening leads are commonly violated in appropriate auctions.
** Also, coded 10’s and 9s in the middle of the hand are common as well.
Defensive Agreements: Defensive Situations
6.20
Splitting Honors

When we are splitting (playing but not leading) touching honors we play the lower of touching honors.  Thus, if you play the J on top of the 9, then partner knows you do not hold the 10.  
6.21
Suit Contract – S/V on Dummy

This is an important situation.  Suit Preference signals are used here.  Low card asks for shift to lower of two side suits (and high card for higher.)  A middle card either asks for a trump shift, for this suit to be continued, or no good shift known – it is up to partner to figure out which you are asking for today.
6.22
Signals - Declarer leads

When declarer leads to a trick, we generally signal count when it is our turn to play.  This is true whether partner is winning the trick or the Opponents.  
In some situations, when partner has won the trick and count is not useful, we will give partner suit preference.  This helps him know what suit to shift to next. 

Ex.  There are two Kings on the dummy and partner needs to know which to shift through.
6.23
Signals - Partner leads

The primary signal to partner’s lead is attitude if his card is holding the trick when we play.  If partner’s card is not holding the trick (and we can not beat dummy’s/declarer’s card) then sometimes we give attitude, count, or suit preference.
If the card winning the trick is A or K, we signal attitude – so partner knows if we hold one of the missing honors.  Otherwise, we generally signal count.  In some situations when count is not going to be useful or it is already known, we signal suit preference – to help partner with a later defensive play.

6.24
Shifts During Play
If we shift to a new suit in the middle of the defense (not opening lead), we shift to the top of touching honors.  The major exception to this is from AK.  We play the king from AK, this is because we often need to lead the ace when we don’t hold the king.

So the king can be played from AK or KQ in the middle of play.  Partner should be aware of this and take into account both holdings when signaling. 
Power Shifts – “Surround Plays”
Additionally, if we are behind the dummy we can make a power shift by shifting to the card jump above dummy’s highest ranking card.  
Example   If dummy has ♦Jxx and we shift to the ♦Q then we promise ♦KQ10 or better (unless this shift is from shortness.)
6.25
Clarifying Play on Later Round
When we have already shown count to partner (say King led) and partner continues a suit with another honor, we generally play our cards naturally (up the line or suit preference.)  If we have touching cards at the top, we play the highest one possible to help clarify our holding to partner.

Example

You hold ♠983 and partner leads the ♠K.  You play the ♠3, count, at the first trick and partner then continues with the ♠Q.  Now play the ♠9 to clarify you do not hold the ♠10. 
6.26
Signals – Discards
When discarding in a suit to show discouragement (a high card) we discard the top of touching honors.

Ex.  Discarding the ten denies holding the J.

Appendix:  Suggested Upgrades for Advanced Partnerships
7.1
This is a list of advanced (or updated) methods that I prefer with some of my partners.  Some of these methods are technical and some are rather lengthy.  I have not included them in the standard system since many of my partners are not familiar with them yet.  I hope that many of them will become standard in future versions of the system.
7.2
Strong 2♣
I also suggest 2♣ opening bid to be completely game forcing, showing 9-9.5 tricks or 22-36 HCP.  The only exception being a 2N rebid after a 2♥ responses (2♣-2♥*-2N-P.)
7.3
2♣-2♦*-3♦ Rebid Problem – Garozzo  
Now part of general system, but left here for reference.

This sequence usually does not have a 4cM, since it becomes very difficult to find 4c-4cM fits.  We can use a similar modification as in Modified Puppet Stayman (changing the meaning of 3♥ and 3N.)
3♥*
= no 5cM, could still have 4cM.  
3♠
= Natural, 5+c♠

3N*
= 5c♥ suit (usually not 6c, since Opener may pass)
This does not completely solve the problem, but it allows for 4-4♠ fit to be found and it allows 3N to be played by the strong hand much of the time. 

Problem Hand: Red Suits (long ♦ and 4c♥!)

**Consider Kokish as alternative for dealing with these problem hands.  

7.4
2♣ Marmick Responses at 3-Level  
Now part of general system, but left here for reference. 
This convention allows us to show problem hands early in the auction and avoid problems in bidding sequences later.  They should be rare bids and helpful in clarifying specific hand types.  These are direct responses to 2♣ opening. 
3♣*
= 5c/5c+ minors, 6-9 HCP
3♦*
= Marmick, S/V in ♦, 4-4-1-4 or 4-4-0-5, 7-9 HCP (not too many extra values) 
3♥*
= Marmick, S/V in ♥, 4-1-4-4 or 4-0-5/4, 7-9 HCP (not too many extra values)
3♠*
= Marmick, S/V in ♠, 1-4-4-4 or 0-4-5/4, 7-9 HCP (not too many extra values)

3N*
= Marmick, S/V in ♣, 4-4-4-1 or 4-4-5-0, 7-9 HCP (not too many extra values)
The 3N* is extremely rare, since there is a much better sequence with this type of hand.
2♣-2♦*-3♣-3♦

waiting, asking for 4cM
Examples
2♣-2♦*


Artificial, 6+ HCP or A or KQ in same suit

2♣-2♥*

Artificial, Weak, 0-5 HCP, no ace

2♣-2♠*

Weak, 0-5 HCP, Artificial, 6+c suit with no A or K
2♣-2N*

Positive, Artificial, GF, 6+c suit with A or K
2♣ - 3♣*

5c/5c+ minors, 6-9 HCP

2♣ - 3♦*

Marmick, S/V in ♦, 4-4-1-4 or 4-4-0-5, 7-9 HCP

2♣ - 3♥*

Marmick, S/V in ♥, 4-1-4-4 or 4-0-5/4, 7-9 HCP 

2♣ - 3♠*

Marmick, S/V in ♠, 1-4-4-4 or 0-4-5/4, 7-9 HCP 

2♣ - 3N*

Marmick, S/V in ♣, 4-4-4-1 or 4-4-5-0, 7-9 HCP

2♣-3♣*-3♦*

Waiting, asks to bid major suit shortness (slammish in ♣ or ♦)

2♣-3♣*-3♥

Natural, 5+c♥
2♣-3♣*-3♠

Natural, 5+c♠

2♣-3♣*-3N

Play (usually balanced hand with most of HCP in Major.)
2♣-3♣*-4m

Keycard

2♣-3♦*-3♥

Agrees ♥, asks for cuebid
2♣-3♦*-3♠

Agrees ♠, asks for cuebid
2♣-3♦*-3N

To Play, usually minimum 2♣ opening with misfit
2♣-3♦*-4♣

Keycard in ♣

2♣-3♦*-4♦

Keycard in ♦ (Opener had ♦ suit of own.)
2♣-3♦*-4♥

To Play

2♣-3♦*-4♠

To Play

2♣-3♦*-4N

Quantitative (bid slam with 3 controls +…) 

2♣-3♥*-3♠

Agrees ♠, asks for cuebid

2♣-3♥*-3N

To Play, usually minimum 2♣ opening with misfit

2♣-3♥*-4♣

Keycard in ♣

2♣-3♥*-4♦

Keycard in ♦
2♣-3♥*-4♥

To Play

2♣-3♥*-4♠

To Play

2♣-3♥*-4N

Keycard in ♥
2♣-3♠*-3N

To Play, usually minimum 2♣ opening with misfit
2♣-3♠*-4♣

Keycard in ♣

2♣-3♠*-4♦

Keycard in ♦
2♣-3♠*-4♥

To Play

2♣-3♠*-4♠ 

To Play

2♣-3♠*-4N

Keycard in ♥ (no way to keycard in ♠ in this auction.)
2♣-3N*-4♣

Keycard in ♣

2♣-3N*-4♦

Keycard in ♦
2♣-3N*-4♥

To Play

2♣-3N*-4♠

To Play

2♣-3N*-4N

Keycard in ♥ (could still be planning to play in ♠.)
2♣-3N*-5♣

To Play

2♣-3N*-5♦

To Play

2♣-2♦-3♣-3♦*

Artificial, waiting, usually looking for 4-4cM suit fit
2♣-2♦-3♣-3♥

Natural, 5+c♥
2♣-2♦-3♣-3♠

Natural, 5+c♠

2♣-2♦-3♣-3N

Minimum, usually no ♣ fit, cards in majors

2♣-2♦-3♣-4♣

Keycard in ♣

2♣-2♦-3♣-4♦

Keycard in ♦
7.5
Transfers after Artificial 2♠* and 2N* -- “Transfer Rick”
When auctions begin with a 2♣-2♠* or 2♣-2N* we use a relay bid to ask Responder to show his long suit.  It is useful to allow the strong hand to play the hand, thus we suggest using Transfers in these sequences as well.

2♣-2♠*-2N*-3♣*
6+c♦ w/o A or K

2♣-2♠*-2N*-3♦*
6+c♥ w/o A or K

2♣-2♠*-2N*-3♥*
6+c♠ w/o A or K

2♣-2♠*-2N*-3♠*
6+c♣ w/o A or K

2♣-2N*-3♣*-3♦*
6+c♥ w/ A or K

2♣-2N*-3♣*-3♥*
6+c♠ w/ A or K

2♣-2N*-3♣*-3♠*
6+c♣ w/ A or K

2♣-2N*-3♣*-3N*
6+c♦ w/ A or K

What does it mean to break the relay?  Does this show fit or deny fit?  Work out these bidding sequences before adoption into General System…
Appendix:  Vs. Opponent’s Strong Bids
7.6 Vs. 1-Notrump Overcalls
Now part of general system, but left here for reference. 
When the Opponents overcall 1N you sometimes wish to play offensively, instead of defensively, when you have a good hand (because of vulnerability or hoping to explore slam.)  With these hands you don’t want to start with a double and risk that partner will pass (which he often will.)  We use some 3-level conventional responses to handle these hands.  

There are generally two hand types we want to bid offensively with:
· Two-suited hands that are distributionally strong, (at least 5-5)
· Powerful single suited hands.
We handle these hands by defining 2N+3-level bids to be transfers.  We use this to show our two suits by transferring to our lower one and then bidding our high ranking one, to preserve space and ensure we do not go past 3N.  

(Very strong distributional hands can transfer to the higher ranking one first, but this often loses the ability to keycard in the lower ranking one.)
It is also possible to transfer and pass with a preemptive hand (especially in Opener’s suit.)

Examples

1♣ (1N) 2N*-3♣-3♦
5+c♣, 5+c♦ (sometimes only 4c♣)

1♣ (1N) 2N*-3♣-3♥
5+c♥, 5+c♣ (sometimes only 4c♣)
1♣ (1N) 2N*-3♣-3♠
5+c♠, 5+c♣ (sometimes only 4c♣)
1♣ (1N) 2N*-3♣-3N
6+c♣, strong hand, slam invitational

1♣ (1N) 3♣*-3♦-3♥
5+c♦, 5+c♥
1♣ (1N) 3♣*-3♦-3♠
5+c♦, 5+c♠

1♣ (1N) 3♣*-3♦-3N
6+c♦, strong hand, slam invitational

1♣ (1N) 3♦*-3♥-3♠
5+c♥, 5+c♠

1♣ (1N) 3♦*-3♥-3N
6+c♥, strong hand, slam invitational

1♣ (1N) 3♥*-3♠-3N
6+c♠, strong hand, slam invitational
These bidding sequences are similar for other openings.  Transfers to partner’s suit show support to at least an 8c fit  (though ♦ could be transferred to with a good 4c♦ support.)
7.7
Modified Cappelletti (Capp Jr.)  Responses vs. 1N Overcall

Bids by Responder after 1m (1N) are more useful in competition when he can show more than one suit.
2♣*
Relay to 2♣, either has ♦ OR Major-minor 
2♦*
Majors (if Opener is Major then this shows doubleton support.)
2♥
Natural
 (denies other Major)
2♠
Natural (denies other Major)
Examples
1♦ (1N) 2♣*
Relay to 2♦
1♦ (1N) 2♦*
Majors, at least 4c-4c (Opener can pass with long ♦)
1♥ (1N) 2♣*
Relay to 2♦, ♦ OR Major/minor
1♥ (1N) 2♦*
2c♥, 5c♠
1♥ (1N) 2♥
3+c♥, natural

1♥ (1N) 2♠
5+c♠, usually denies 2c♥
Another option to play in this bidding sequence is modified DONT.  It is also superior to natural bidding.
7.8
Vs. Strong ♣  
Now part of general system, but left here for reference. 

Finland System

X*
= ♥, Stronger

1♦*
= ♠, Stronger

1♥
= Natural, weaker
1♠
= Natural, weaker
1N*
= Transfer to ♣

2♣*
= Transfer to ♦
2♦*
= Multi (weak two in ♥/♠)
2♥*
= 5c/5c+, (♥ and ♣) OR (♠ and ♦)

2♠*
= 5c/5c+ (♠ and ♣) OR (♥ and ♦)

2N*
= 5c/5c+, minors or Majors

Modified Finland System for ACBL Limited

X*
= ♥, Stronger

1♦*
= ♠, Stronger

1♥
= Natural, weaker

1♠
= Natural, weaker

1N*
= Transfer to ♣

2♣*
= Transfer to ♦
2♦*
= Majors (commonly 5c and 4c NV.) 

2♥*
= 5+c♥, 5c+m

2♠*
= 5+c♠, 5c+m

2N*
= 5c-5c+, minors or Majors

These conventional calls only apply in the direct seat.  Sandwich seat bidding is natural.

7.9 Sandwich NT Vs Strong ♣ 
Now part of general system, but left here for reference. 
When the Opponents play a strong ♣ system, they tend to play a nebulous ♦ (1♦ could be very short) and they also tend to open very light.  I recommend abandoning the Sandwich NT convention and playing a 1N call in the sandwich seat as natural, showing 16-18 HCP in all auctions beginning with 1♦-1M (1N.)
Appendix:  Vs. Opponents 1-Level Openings

7.10
Takeout Double Rebid Sequences  (REWORK WITH TRANSFERS)
Cuebids by Responder are artificial and game forcing
(1♣) X (P) 2♣
--


2♦
Waiting, if Doubler has a 4cM then 5+c♦
2♥*
Crisscross, 4+c♠  (puts opening bidder on lead)
2♠*
Crisscross, 4+c♥  (puts opening bidder on lead)

2N
Balanced with ♣ stopper, 12-14 or 18+ HCP, usually 3334 w/ 4cm

3♣*
4c-4cM

3♦
Strong (double and bid), 5+c♦

3♥
Strong (double and bid), 5+c♥

3♠
Strong (double and bid), 5+c♠

(1♦) X (P) 2♦--

2♥*
Crisscross, 4+c♠ (make opening bidder be on lead)
2♠*
Crisscross, 4+c♥ (make opening bidder be on lead)
2N
Balanced with ♦ stopper, 12-14 or 18+ HCP, usually 3334 with 4cm

3♣
Waiting, no 4cM, usually 5+c♣

3♦*
4c-4cM

3♥
Strong (double and bid), 5+c♥

3♠
Strong (double and bid), 5+c♠

Rebids after Advancer’s Jump Response

(1♣) X (P) 2♦--
4+c♦, 8-11 HCP

2♥*
Game Try in ♥, 3+c♦
2♠*
Game Try in ♠, 3+c♦ 

2N*
Lebensohl, relay to 3♣ (♥ Game Tries in minors use this) 

2N*-3♣*-3♦
Game Try, 4+c♦

2N*-3♣*-3♥
GF, strong (double and bid hand), exactly 5c♥

2N*-3♣*-3♠
GF, strong (double and bid hand), exactly 5c♠

3♣
General Game Try, usually not 4c♦, could be balanced 18+ HCP

3♦
Game Try, 3c♦

3♥
GF, strong (double and bid hand), 6+c♥ 

3♠
GF, strong (double and bid hand), 6+c♠

3N
GF, ♣ stopper
4♣*
Splinter, S/V in ♣, strong with 4+c♦, slammish

4♦
Keycard in ♦
(1♣) X (P) 2♥--
4+c♥, 8-11 HCP
2♠*
Game Try in ♠, 4+c♥

2N*
Lebensohl, relay to 3♣ (♥ Game Tries in minors use this) 

2N*-3♣*-3♦
Game Try in ♦, 4+c♥

2N*-3♣*-3♥
Game Try in ♣, 4+c♥

2N*-3♣*-3♠
GF, strong (double and bid hand), exactly 5c♠, not 4c♥

3♣
General Game Try, not 4c♥, often 4c♠, could be balanced 18+ HCP

3♦
GF, strong (double and bid hand) 5+c♦, good suit

3♥
Quantitative, 4+c♥ 

3♠
GF, strong (double and bid hand), 6+c♠

3N
GF, 3c♥, ♣ stopper
4♣*
Splinter, S/V in ♣, strong with 4+c♥, slammish

4♦*
Splinter, S/V in ♦, strong with 4+c♥, slammish

4♥
To Play

4N
Keycard in ♥

(1♣) X (P) 2♠--
4+c♠, 8-11 HCP
2N*
Lebensohl, relay to 3♣ (♠ Game Tries use this relay) 

2N*-3♣*-3♦
Game Try in ♦, 4+c♠

2N*-3♣*-3♥
Game Try in ♥, 4+c♠

2N*-3♣*-3♠
Game Try in ♣, 4+c♠

3♣
General Game Try, not 4c♠, often 4c♥, could be balanced 18+ HCP

3♦
GF, strong (double and bid hand) 5+c♦, good suit

3♥
GF, strong (double and bid hand), 5+c♥, good suit

3♠
Quantitative, 4+c♠

3N
GF, 3c♠, ♣ stopper
4♣*
Splinter, S/V in ♣, strong with 4+c♠, slammish

4♦*
Splinter, S/V in ♦, strong with 4+c♠, slammish

4♥*
Splinter, S/V in ♥, strong with 4+c♠, slammish


4♠
To Play

4N
Keycard in ♠

(1♦) X (P) 2♥--
4+c♥, 8-11 HCP
2♠*
Game Try in ♠, 4+c♥

2N*
Lebensohl, relay to 3♣ (♥ Game Tries in minors use this) 

2N*-3♣*-3♦
Game Try in ♦, 4+c♥

2N*-3♣*-3♥
Game Try in ♣, 4+c♥

2N*-3♣*-3♠
GF, strong (double and bid hand), exactly 5c♠, not 4c♥

3♣
GF, strong (double and bid hand) 5+c♣, good suit

3♦
General Game Try, not 4c♥, often 4c♠, could be balanced 18+ HCP 3♥
Quantitative, 4+c♥ 

3♠
GF, strong (double and bid hand), 6+c♠

3N
GF, 3c♥, ♦ stopper
4♣*
Splinter, S/V in ♣, strong with 4+c♥, slammish

4♦*
Splinter, S/V in ♦, strong with 4+c♥, slammish

4♥
To Play

4N
Keycard in ♥

(1♦) X (P) 2♠--
4+c♠, 8-11 HCP
2N*
Lebensohl, relay to 3♣ (♠ Game Tries use this relay) 

2N*-3♣*-3♦
Game Try in ♦, 4+c♠

2N*-3♣*-3♥
Game Try in ♥, 4+c♠

2N*-3♣*-3♠
Game Try in ♣, 4+c♠

3♣
GF, strong (double and bid hand) 5+c♣, good suit

3♦
General Game Try, not 4c♠, often 4c♥, could be balanced 18+ HCP 

3♥
GF, strong (double and bid hand), 5+c♥, good suit

3♠
Quantitative, 4+c♠

3N
GF, 3c♠, ♣ stopper
4♣*
Splinter, S/V in ♣, strong with 4+c♠, slammish

4♦*
Splinter, S/V in ♦, strong with 4+c♠, slammish

4♥*
Splinter, S/V in ♥, strong with 4+c♠, slammish


4♠
To Play

4N
Keycard in ♠

Appendix:  Responding to Minor Suit Openings
7.11
Fit Showing Jumps – Almost Invitational Bids
1m-2M*
7 to 9 HCP, 5cM and 4+cm
This conventional response allows Responder to show a hand with a 5cM and support for partner that does not have enough values to take a second bid.  That is, these hands are not good enough to bid New Minor Forcing after Opener rebids 1N.  Responder’s hands are often 5c-5c and most of the HCP are in the suits.  These responses allow us to reach games with double fits and few HCP.
Examples
1♣-2♥*-2♠*

GF, Artificial, Agrees in minor
1♣-2♥*-2N*

GF Artificial, Agrees in Major
1♣-2♥*-3♣

To Play
1♣-2♥*-3♦*

Invitational 4cM support
1♣-2♥*-3♥*

Invitational, 3cM support
1♣-2♠*-2N

GF, Artificial, Agrees in minor
1♣-2♠*-3♣

To Play

1♣-2♠*-3♦*

GF, Artificial, Agrees in Major

1♣-2♠*-3♥*

Invitational, 4cM support

1♣-2♠*-3♠*

Invitational, 3cM support

1♦-2♥*-2♠*

GF, Artificial, Agrees in minor
1♦-2♥*-2N

GF, Artificial, Agrees in Major

1♦-2♥*-3♣*

Invitational, 4cM
1♦-2♥*-3♦*

To Play
1♦-2♥*-3♥*

Invitational, 3cM
1♦-2♠*-2N

GF, Artificial, Agrees in minor

1♦-2♠*-3♣*

GF, Artificial, Agrees in Major

1♦-2♠*-3♦

To Play

1♦-2♠*-3♥*

Invitational, 4cM support

1♣-2♠*-3♠*

Invitational, 3cM support
This convention is also on over a double.  (It is often even more useful in competition.)  If the Opponents compete, direct bids by Opener are competitive and squeeze bids are game tries (maximal double does not tend to apply.)
Appendix:  Responding to Major Suit Openings
7.12
Fit Showing Jumps (“Fit Bids”) – Invitational Bids

1M-3m*
8+ to 11 HCP, 4cM support, 4+cm (good minor suit, usually 5+cm) 
This conventional response allows Responder to show a hand with 4c support for the Opener’s major and a quality 4+c minor side suit.  This minor is usually a 5+c minor and is a potential source of tricks for slam.  Responder’s hand can be semi-balanced with a minimum, up to a hand that is equal to an under-splinter.  Responders 3m* bid is not game forcing, but Responder can make this bid planning to raise a 3M rebid to game.  
Responder should generally have his HCP in his minor and in the trump suit.  If Responder has this shape with HCP placed in other places, then Responder should find another call (just raise Opener’s Major.)
Examples
1♥-3♣*-3♦*
Squeeze bid, Game Try

1♥-3♣*-3♥
To Play

1♥-3♣*-3♠
Cuebid
1♥-3♣*-3N
Slam Try, please cuebid
1♥-3♣*-4♣
Cuebid
1♥-3♣*-4♥
To Play

1♥-3♦*-3♥
To Play

1♥-3♦*-3♠
Cuebid
1♥-3♦*-3N
Slam Try, please cuebid
1♥-3♦*-4♣
Cuebid
1♥-3♦*-4♦
Cuebid

1♥-3♦*-4♥
To Play

1♠-3♣*-3♦
Game Try

1♠-3♣*-3♥
Game Try
1♠-3♣*-3♠
To Play

1♠-3♣*-3N
Slam Try, please cuebid

1♠-3♣*-4♣
Cuebid 

1♠-3♣*-4♠
To Play

1♠-3♦*-3♥*
Squeeze bid, Game Try
1♠-3♦*-3♠
To Play

1♠-3♦*-3N 
Slam Try, please cuebid

1♠-3♦*-4♣
Cuebid

1♠-3♦*-4♦
Keycard
1♠-3♦*-4♠
To Play

This response structure takes the place of Bergen Raises.  Thus, we modify Jacoby 2N to be limit raise+ [Todd 2N] – see below. 
7.13
Responding to Major Suit Openings – [Todd 2N]
This is a modification of Limit Sternberg (from Finland!)
To make room for other conventional bids at the 3-level we modify the traditional Jacoby 2N (forcing to game) to include all limit raise+ hands with support for partner’s suit.  
1M-2N*
Limit+, 1F

Opener’s rebids after a 2N response:
3♣*
min. hands (11-14 HCP), can still bid game vs. limit, but not interested in slam
3♦*
Non-min w/ S/V?, 14+ HCP with 5cM and 13+ HCP with 6cM 
3♥*
6322 or 7222, with 14-16 HCP
3♠*
14+ to 17- HCP Balanced or Semi-Balanced
3N*
17+ HCP Balanced or Semi-Balanced
4♣*
5c-5c+ with 2/3 honors in ♣, min+
4♦*
5c-5c+ with 2/3 honors in ♦, min+
4♥*
5c-5c+ with 2/3 honors in other Major, min+
4N
Keycard
Follow-up Sequences 
(1M-2N*-3♣*-)
3♦*

Asks for more information

3♦*-3♥*
no shortness
3♦*-3♠*
S? (3N* follow-up bid asks Opener to identify singleton.)
3♦*-3N*
V in ♣
3♦*-4♣*
V in ♦
3♦*-4♦*
V in ♥
3♦*-3♠*-3N*-4♣*
S in ♣
3♦*-3♠*-3N*-4♦*
S in ♦
3♦*-3♠*-3N*-4♥*
S in other Major

3M

This is non-forcing and shows that Responder had only a limit raise
3oM*

5+c side suit, 2/3 honors, slammish (other Major side suit)

3N*

Forcing, Full GF, control back to Opener (rare, no shortness ask?)
4♣*

5+c♣, 2/3 honors, slammish
4♦*

5+c♦, 2/3 honors, slammish
4M

To Play

4N

Keycard
(1M-2N*-3♦*-)

3♥*

Asks for more information, where is shortness?
3♥*-3♠*
S? (3N* follow-up bid asks Opener to identify singleton.)
3♥*-3N*
V in ♣
3♥*-4♣*
V in ♦
3♥*-4♦*
V in ♦
3♥*-3♠*-3N*-4♣*
S in ♣

3♥*-3♠*-3N*-4♦*
S in ♦
3♥*-3♠*-3N*-4♥*
S in other Major

3M*

Forcing, Limit Raise by Responder, (control back to Opener)


3oM

5+c side suit 2/3 honors, slammish (other Major side suit)
3N*

Forcing, Full GF, control back to Opener (rare, no shortness ask?)
4♣*

5+c♣, 2/3 honors, slammish
4♦*

5+c♦, 2/3 honors, slammish
4M

To Play (rare?)
4N

Keycard
(1M-2N*-3♥*-)
This bid takes control again by opening bidder.  Cheapest bid by Responder shows a limit raise (and warns opening bidder.)
3♠*

Limit Raise, Warning!
3N

Asks for Cuebid (slam try, usually no 1st round control)
4♣

Cuebid

4♦

Cuebid

4oM

Cuebid

4M

To Play (rare, usually full opening with no 1st round controls.)

4N

Keycard
(1M-2N*-3♠*-)

This bid takes control again by opening bidder.  Cheapest bid by Responder shows a limit raise (and warns opening bidder.)

3N*

Limit Raise only, Warning!
4♣

Cuebid

4♦

Cuebid

4oM

Cuebid

4M

To Play (usually full opening with no 1st round controls.)

4N

Keycard

(1M-2N*-3N*-)

This bid takes control again by opening bidder.  Cheapest bid by Responder shows a limit raise (and warns opening bidder.)

4♣*

Limit Raise only, Warning!
4♦

Cuebid

4oM

Cuebid

4M

To Play (rare, usually full opening with no 1st round controls.)

4N

Keycard

Appendix:  Constructive 1-Level Bidding
7.14
X-Y-Z
 Extended Modified Two-Way Stayman  
This is an extension of Modified Two-Way Stayman to auctions that begin with three bids below 1N.  It uses a similar structure as a 1N rebid (see details below.)
a.
1♣-1♦-1♥- Sequences

1♣-1♦-1♥-1N


6-9 HCP, ♠ stopper

1♣-1♦-1♥-2♣*


Artificial, Relay to 2♣

1♣-1♦-1♥-2♦*


Artificial, Game Force

1♣-1♦-1♥-2♣*
-2♦*-P

To Play, 6+c♦

1♣-1♦-1♥-1♠*


Invitational, NF, 5+c♦, 4c♠, 9-12 HCP

1♣-1♦-1♥-2♣*-2♦*-2♠
Invitational, NF, 6+c♦, 4c♠, 10-12 HCP (solid invite)

1♣-1♦-1♥-2♠*


GF, 6+c♦, 4c♠

1♣-1♦-1♥-2♥*


3c♥, 8-9 HCP  (courtesy raise)
1♣-1♦-1♥-2♣*-2♦*-2♥*
Invitational, 5c♦, 4c♥, 9-12 HCP
1♣-1♦-1♥-2♣*-2♦*-3♥*
Invitational, 6+c♦, 4c♥, 10-12 HCP (solid invite)
1♣-1♦-1♥-3♥*


GF, 6+c♦, 4c♥, slammish (good 5c♦ possible)

1♣-1♦-1♥-2N*


Invitational, not 3c♣, ♠ stopper
1♣-1♦-1♥-2♣*-2♦*-2N*
Invitational, 3c♣, ♠ stopper
1♣-1♦-1♥-3♣*


4+c♣, To Play, 6-9 HCP
1♣-1♦-1♥-2♣*-2♦*-3♣*
Invitational, 3+c♣ (usually 4c♣), 9-12 HCP
1♣-1♦-1♥-3♦*


Invitational, Picture Bid, ♦AKQxxx

1♣-1♦-1♥-2♣*-2♦*-3♦*
Invitational, 9-12 HCP, 6+c♦

1♣-1♦-1♥-3♠*


Direct-Splinter, GF, V♠, 4c♥, 5+c♦, 12+ HCP

1♣-1♦-1♥-2♣*-2♦*-3♠*
Splinter, GF, S♠, 4c♥, 5+c♦, 12+ HCP
1♣-1♦-1♥-2♣*-2♦*-4♣*
Splinter, GF, S/V?♣, 4c♥, 5+c♦, 12+ HCP

1♣-1♦-1♥-3N


To Play

1♣-1♦-1♥-2♣*-2♦*-3N
Quantitative, Natural 4N Bid

1♣-1♦-1♥-4♣


Keycard in ♣

1♣-1♦-1♥-4♦


Keycard in ♦

1♣-1♦-1♥-4♥


To Play

1♣-1♦-1♥-2♣*-2♦*-4♥
Quantitative, 4c♥, 5c♦

b.
1♣-1♦-1♠-  Sequences

1♣-1♦-1♠-1N


6-9 HCP, ♥ stopper

1♣-1♦-1♠-2♣*


Artificial, Relay to 2♣

1♣-1♦-1♠-2♦*


Artificial, Game Force

1♣-1♦-1♠-2♣*
-2♦*-P

To Play, 6+c♦, 5-9 HCP

1♣-1♦-1♠-2♥


GF, 6+c♦, 4c♥, 12+ HCP, (very good 5c♦ possible)
1♣-1♦-1♠-2♣*
-2♦*-2♥*
Invitational, 5+c♦, 4c♥, 10-12 HCP

1♣-1♦-1♠-2♠


3c♠, 8-9 HCP (courtesy raise)
1♣-1♦-1♠-2♣*
-2♦*-2♠*
Invitational, 4c♠, 5+c♦, 9-12 HCP

1♣-1♦-1♠-2♣*
-2♦*-3♠*
Invitational, 10-12 HCP, 5+c♦, 4c♠  (solid invite)

1♣-1♦-1♠-3♠*


GF, 6+c♦, 4c♠ (very good 5c♦ possible)

1♣-1♦-1♠-2N


Invitational, 10-12 HCP, not 3c♣, ♥ stopper

1♣-1♦-1♠-2♣*-2♦*-2N
Invitational, 10-12 HCP, 3c♣, ♥ stopper (Hx possible)
1♣-1♦-1♠-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 3+c♣, usually not good ♥ stopper

1♣-1♦-1♠-3♣*


To Play, 3+c♣, 6-9 HCP
1♣-1♦-1♠-3♦*


Invitational, Picture Bid, ♦AKQxxx
1♣-1♦-1♠-2♣*-2♦*-3♦*
Invitational, 9-12 HCP, 6+c♦
1♣-1♦-1♠-3♥*


Direct-Splinter, GF, V♥, 4c♠, 5+c♦, 12+ HCP
1♣-1♦-1♠-2♣*-2♦*-3♥*
Splinter, GF, S♥, 4c♠, 5+c♦, 12+ HCP
1♣-1♦-1♠-2♣*-2♦*-4♣*
Splinter, GF, S/V?♣, 4c♠, 5+c♦, 12+ HCP
1♣-1♦-1♠-3N


To Play

1♣-1♦-1♠-2♣*-2♦*-3N
Quantitative, Natural 4N Bid

1♣-1♦-1♠-4♣


Keycard in ♣
1♣-1♦-1♠-4♦


Keycard in ♦
1♣-1♦-1♠-4♠


To Play
1♣-1♦-1♠-2♣*-2♦*-4♠
Quantitative, 4c♠, 5c♦

c.
1♣-1♥-1♠-  Sequences

1♣-1♥-1♠-1N


6-9 HCP, ♦ stopper

1♣-1♥-1♠-2♣*


Artificial, Relay to 2♣

1♣-1♥-1♠-2♦*


Artificial, Game Force

1♣-1♥-1♠-2♣*
-2♦*-P

To Play, 6+c♦, 5-9 HCP

1♣-1♥-1♠-2♥


To Play, 6+c♥, 5-9 HCP 
1♣-1♥-1♠-2♣*
-2♦*-2♥*
Invitational, 6+c♥, 9-12 HCP (good 5c♥ suit possible)
1♣-1♥-1♠-2♣*-2♦*-3♦*
Invitational, 5c♥, 5+c♦, 9-12 HCP

1♣-1♥-1♠-3♥*


Invitational, Picture Bid, ♥AKQxxx

1♣-1♥-1♠-2♣*-2♦*-3♥*
Invitational, 9-12 HCP, 6+c♥

1♣-1♥-1♠-2♠


4c♠, 7-9 HCP (courtesy raise)

1♣-1♥-1♠-2♣*
-2♦*-2♠*
Invitational, 4c♠, 9-12 HCP

1♣-1♥-1♠-2♣*
-2♦*-3♠*
Invitational, 10-12 HCP, 5+c♥, 4c♠  (solid invite)

1♣-1♥-1♠-3♠*


GF, 4c♠, slammish 

1♣-1♥-1♠-2N


Invitational, 10-12 HCP, not 3c♣, ♦ stopper

1♣-1♥-1♠-2♣*-2♦*-2N
Invitational, 10-12 HCP, 3c♣, ♦ stopper 

1♣-1♥-1♠-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 4+c♣
1♣-1♥-1♠-3♣*


To Play, 4+c♣, 6-9 HCP

1♣-1♥-1♠-3♦*


GF, 5c♥, 5+c♦ (2/3 honors in ♦)

1♣-1♥-1♠-4♦*


Direct-Splinter, GF, V♦, 4c♠, 12+ HCP

1♣-1♥-1♠-2♣*-2♦*-4♦*
Splinter, GF, S♦, 4c♠, 12+ HCP
1♣-1♥-1♠-2♣*-2♦*-4♣*
Splinter, GF, S/V?♣, 4c♠, 12+ HCP

1♣-1♥-1♠-3N


To Play

1♣-1♥-1♠-2♣*-2♦*-3N
Quantitative, Natural 4N Bid

1♣-1♥-1♠-4♣


Keycard in ♣

1♣-1♥-1♠-4♠


To Play

1♣-1♥-1♠-2♣*-2♦*-4♠
Quantitative, 4c♠
d. 
1♦-1♥-1♠-  Sequences

1♦-1♥-1♠-1N


6-9 HCP, ♣ stopper

1♦-1♥-1♠-2♣*


Artificial, Relay to 2♣

1♦-1♥-1♠-2♦*


Artificial, Game Force

1♦-1♥-1♠-2♣*
-2♦*-P

To Play, 4+c♦, 5-9 HCP

1♦-1♥-1♠-2♥


To Play, 6+c♥, 5-9 HCP 

1♦-1♥-1♠-2♣*
-2♦*-2♥*
Invitational, 6+c♥, 9-12 HCP (good 5c♥ suit possible)

1♦-1♥-1♠-2♣*-2♦*-3♦*
Invitational, 5c♥, 5+c♦, 9-12 HCP

1♦-1♥-1♠-3♥*


Invitational, Picture Bid, ♥AKQxxx

1♦-1♥-1♠-2♣*-2♦*-3♥*
Invitational, 9-12 HCP, 6+c♥

1♦-1♥-1♠-2♠


4c♠, 7-9 HCP (courtesy raise)

1♦-1♥-1♠-2♣*
-2♦*-2♠*
Invitational, 4c♠, 9-12 HCP

1♦-1♥-1♠-2♣*
-2♦*-3♠*
Invitational, 10-12 HCP, 5+c♥, 4c♠  (solid invite)

1♦-1♥-1♠-3♠*


GF, 4c♠, slammish 

1♦-1♥-1♠-2N


Invitational, 10-12 HCP, not 3c♦, ♣ stopper

1♦-1♥-1♠-2♣*-2♦*-2N
Invitational, 10-12 HCP, 3c♦, ♣ stopper
1♦-1♥-1♠-2♣*-2♦*-3♣*
Invitational, 9-12 HCP, 4c♥, 6+c♣

1♦-1♥-1♠-3♣*


To Play, 6+c♣, 4c♥, 6-9 HCP

1♦-1♥-1♠-3♦*


To Play, 4+c♦, 5-9 HCP
1♦-1♥-1♠-4♣*


Direct-Splinter, GF, V♣, 4c♠, 12+ HCP

1♦-1♥-1♠-2♣*-2♦*-4♣*
Splinter, GF, S♣, 4c♠, 12+ HCP
1♦-1♥-1♠-2♣*-2♦*-4♦*
Splinter, GF, S/V?♦, 4c♠, 12+ HCP

1♦-1♥-1♠-3N


To Play

1♦-1♥-1♠-2♣*-2♦*-3N
Quantitative, Natural 4N Bid

1♦-1♥-1♠-4♦


Keycard in ♦
1♦-1♥-1♠-4♠


To Play

1♦-1♥-1♠-2♣*-2♦*-4♠

Quantitative, 4c♠

7.15
X-Y-Z [RST] 
2♦* Artificial Game Force Rebids
This is a rebid system after 2♦* artificial game force.  This system allows Opener to show his exact distribution and cooperate for slams. 
**Memory aids.  Relay sequences with several shape options use this system reasoning:
· 3334 bids are always the highest individual calls 

· Max comes before min

· If two distributions and two values then all max before min (3334 exception) 

· If 6 choices above 2N then 3♣* all 3334 hands

· Delayed implied fits (3c♦) comes first, before max
· Rare bids are highest
· Sort by doubletons (doubleton ♣ lower) 

a.
1♣-1♦-1N-2♦*-  Sequences

1♣-1♦-1N-2♦*-2♥*

3-4-3-3, 3-4-2-4, 2-4-3-4, 4-4-2-3 all (2N asks)
1♣-1♦-1N-2♦*-2♠*

4-3-3-3, 4-2-3-4, 4-3-2-4 all (2N asks)
1♣-1♦-1N-2♦*-2N*

3-3-3-4 all or 3-3-2-5 min (3♣ relay asks)
1♣-1♦-1N-2♦*-3♣*

3-3-2-5 max
1♣-1♦-1N-2♦*-3♦*

3-2-3-5 max
1♣-1♦-1N-2♦*-3♥*

2-3-3-5 max
1♣-1♦-1N-2♦*-2♥*-2N*-3♣*

2-4-3-4 max
1♣-1♦-1N-2♦*-2♥*-2N*-3♦*

2-4-3-4 min
1♣-1♦-1N-2♦*-2♥*-2N*-3♥*

3-4-3-3 max
1♣-1♦-1N-2♦*-2♥*-2N*-3♠*

3-4-3-3 min 

1♣-1♦-1N-2♦*-2♥*-2N*-3N*

4-4-2-3 all or 3-4-2-4 all
1♣-1♦-1N-2♦*-2♠*-2N*-3♣*

4-3-3-3 all  (3N later shows min)

1♣-1♦-1N-2♦*-2♠*-2N*-3♦*

4-2-3-4 max

1♣-1♦-1N-2♦*-2♠*-2N*-3♥*

4-3-2-3 max

1♣-1♦-1N-2♦*-2♠*-2N*-3♠*

4-2-3-4 min

1♣-1♦-1N-2♦*-2♠*-2N*-3N*

4-3-2-4 min

1♣-1♦-1N-2♦*-2N*-3♣*-3♦*

3-3-2-5 min


1♣-1♦-1N-2♦*-2N*-3♣*-3♥*

3-3-3-4 max

1♣-1♦-1N-2♦*-2N*-3♣*-3♠*

3-3-3-4 min

1♣-1♦-1N-2♦*-2N*-3♦*

6+c♦ natural, slammish
1♣-1♦-1N-2♦*-2N*-3♥

Cuebid, agrees ♣

1♣-1♦-1N-2♦*-2N*-3♠

Cuebid, agrees ♣

b.
1♣-1♥-1N-2♦*-  Sequences
1♣-1♥-1N-2♦*-2♥*

3-3-3-4 all, 3-3-2-5 min, or 2-3-3-5 min (2N asks)
1♣-1♥-1N-2♦*-2♠*

4c♠, denies 3c♥, 4-2-3-4 (2N asks) 
1♣-1♥-1N-2♦*-2N*

2-2-4-5 all (rare – later 3N shows min.)
1♣-1♥-1N-2♦*-3♣*

3-2-3-5 all (later 3N shows min.) 
1♣-1♥-1N-2♦*-3♦*

3-3-2-5 max 
1♣-1♥-1N-2♦*-3♥*

2-3-3-5 max
1♣-1♥-1N-2♦*-2♥*-2♠
natural, looking for 4-4♠ fit

1♣-1♥-1N-2♦*-2♥*-2N*-3♣*

3-3-2-5 min
1♣-1♥-1N-2♦*-2♥*-2N*-3♦*

2-3-3-5 min

1♣-1♥-1N-2♦*-2♥*-2N*-3♥*

3-3-3-4 max

1♣-1♥-1N-2♦*-2♥*-2N*-3♠*

3-3-3-4 min
c.
1♣-1♠-1N-2♦*-  Sequences

1♣-1♠-1N-2♦*-2♥*

4c♥, denies 3c♠, all 2-4-3-4 or 2-4-2-5 minor (2N asks)
1♣-1♠-1N-2♦*-2♠*

3c♠, 3-3-3-4 all, 3-4-3-3 all, 3-4-2-4 all (2N asks)
1♣-1♠-1N-2♦*-2N*

2-2-4-5 all (rare – later 3N shows min)
1♣-1♠-1N-2♦*-3♣*

2-3-3-5 all (later 3N shows min)
1♣-1♠-1N-2♦*-3♦*

3-3-2-5 max, (3♠ by Responder sets ♠ as suit – otherwise ♣)
1♣-1♠-1N-2♦*-3♥*

3-2-3-5 max, (3♠ by Responder sets ♠ as suit – otherwise ♣)
1♣-1♠-1N-2♦*-2♥*-2N*-3♣*

2-4-2-5 max
1♣-1♠-1N-2♦*-2♥*-2N*-3♦*

2-4-3-4 max
1♣-1♠-1N-2♦*-2♥*-2N*-3♥*

2-4-2-5 min

1♣-1♠-1N-2♦*-2♥*-2N*-3♠*

2-4-3-4 min

1♣-1♠-1N-2♦*-2♠*-2N*-3♣*

3-3-3-4 all  (later 3N shows min)
1♣-1♠-1N-2♦*-2♠*-2N*-3♦*

3-4-2-4 max
1♣-1♠-1N-2♦*-2♠*-2N*-3♥*

3-4-3-3 max
1♣-1♠-1N-2♦*-2♠*-2N*-3♠*

3-4-2-4 min
1♣-1♠-1N-2♦*-2♠*-2N*-3N*

3-4-3-3 min
d.
1♦-1♥-1N-2♦*-  Sequences
1♦-1♥-1N-2♦*-2♥*     
3-3-4-3 all, 3-3-5-2 min, 2-3-5-3 min, 2-3-4-4 all,   4-3-2-4 all (rare)
1♦-1♥-1N-2♦*-2♠*


4-2-3-4 all (later 3N shows min)
1♦-1♥-1N-2♦*-2N*


3-2-5-3 min, 3-2-4-4 or 2-2-5-4 min-rare (3♣ asks) 
1♦-1♥-1N-2♦*-3♣*


3-2-5-3 max   
1♦-1♥-1N-2♦*-3♦*


3-3-5-2 max
1♦-1♥-1N-2♦*-3♥*


2-3-5-3 max
1♦-1♥-1N-2♦*-3♠*


2-3-4-4 max
1♦-1♥-1N-2♦*-2♥*-2♠

natural, looking for 4-4♠ fit

1♦-1♥-1N-2♦*-2♥*-2N*-3♣*

3-3-4-3 all (later 3N shows min)
1♦-1♥-1N-2♦*-2♥*-2N*-3♦*

2-3-4-4 all (later 3N shows min)
1♦-1♥-1N-2♦*-2♥*-2N*-3♥*

3-3-5-2 min

1♦-1♥-1N-2♦*-2♥*-2N*-3♠*

2-3-5-3 min

1♦-1♥-1N-2♦*-2♥*-2N*-3N*

4-3-2-4 all (rare)

1♦-1♥-1N-2♦*-2N*-3♣*-3♦*

3-2-5-3 min
1♦-1♥-1N-2♦*-2N*-3♣*-3♥*

3-2-4-4 max

1♦-1♥-1N-2♦*-2N*-3♣*-3♠*

3-2-4-4 min
1♦-1♥-1N-2♦*-2N*-3♣*-3N*

2-2-5-4 min
e.
1♦-1♠-1N-2♦*-  Sequences
1♦-1♠-1N-2♦*-2♥*     

2-4-4-3 all or 2-4-5-2 all (rare) – (2N asks)

1♦-1♠-1N-2♦*-2♠*
3-4-4-2 all, 3-3-4-3 all, 3-2-4-4 min, 3-2-5-3 min,   3-3-5-2 min (2N asks)
1♦-1♠-1N-2♦*-2N*


2-3-5-3 min or 2-2-4-5 all (rare)   (3♣ asks) 

1♦-1♠-1N-2♦*-3♣*


2-3-5-3 max   

1♦-1♠-1N-2♦*-3♦*


3-3-5-2 max

1♦-1♠-1N-2♦*-3♥*


3-2-5-3 max

1♦-1♠-1N-2♦*-3♠*


3-2-4-4 max

1♦-1♠-1N-2♦*-2♥*-2N*-3♣*

2-4-4-3 max 

1♦-1♠-1N-2♦*-2♥*-2N*-3♦*

2-4-4-3 min
1♦-1♠-1N-2♦*-2♥*-2N*-3♥*

2-4-5-2 max (rare)
1♦-1♥-1N-2♦*-2♥*-2N*-3♠*

2-3-5-3 min (rare)

1♦-1♠-1N-2♦*-2♠*-2N*-3♣*

3-3-4-3 all (later 3N shows min)
1♦-1♠-1N-2♦*-2♠*-2N*-3♦*

3-4-4-2 all (later 3N shows min)
1♦-1♠-1N-2♦*-2♠*-2N*-3♥*

3-3-5-2 min

1♦-1♠-1N-2♦*-2♠*-2N*-3♠*

3-2-5-3 min
1♦-1♠-1N-2♦*-2♠*-2N*-3N*

3-2-4-4 max
1♦-1♥-1N-2♦*-2N*-3♣*-3♦*

3-2-5-3 min

1♦-1♥-1N-2♦*-2N*-3♣*-3♥*

2-2-4-5 max

1♦-1♥-1N-2♦*-2N*-3♣*-3♠*

2-2-4-5 min

f.
1♥-1♠-1N-2♦*-  Sequences 

1♥-1♠-1N-2♦*-2♥*


2-5-3-3 min
1♥-1♠-1N-2♦*-2♠*


3-5-3-2 all, 3-5-2-3 all  (2N asks)
1♥-1♠-1N-2♦*-2N*


2-5-3-3 max
1♥-1♠-1N-2♦*-3♣*


2-5-2-4 min (rare)
1♥-1♠-1N-2♦*-3♦*


2-5-4-2 min (rare)
1♥-1♠-1N-2♦*-2♠-2N*-3♣*

3-5-3-2 max
1♥-1♠-1N-2♦*-2♠-2N*-3♦*

3-5-2-3 max

1♥-1♠-1N-2♦*-2♠-2N*-3♥*

3-5-3-2 min

1♥-1♠-1N-2♦*-2♠-2N*-3♠*

3-5-2-3 min

** In X-Y-Z descriptions, “extras” means about a King above a minimum opening.

g.
1♣-1♦-1♥-2♦*-  Sequences
1♣-1♦-1♥-2♦*-2♥*

4♠/6+c♣ min, 3-4-1-5 all, 2-4-2-5 min, 1-4-3-5 min (2N?)
1♣-1♦-1♥-2♦*-2♠*

4-4-1-4 or 4-4-0-5 all (2N?)
1♣-1♦-1♥-2♦*-2N*

2-4-2-5 extras
1♣-1♦-1♥-2♦*-3♣*

4c♠, 6+c♣, not 3c♦ extras
1♣-1♦-1♥-2♦*-3♦*

0-4-3-6 extras
1♣-1♦-1♥-2♦*-3♥*

1-4-3-5 extras
1♣-1♦-1♥-2♦*-3♠*

5c♠, 6c♣ decent hand (since no 1♠ opening)
1♣-1♦-1♥-2♦*-2♥*-2N*-3♣*

4♠/6+c♣ min
1♣-1♦-1♥-2♦*-2♥*-2N*-3♦*

1-4-3-5 min 
1♣-1♦-1♥-2♦*-2♥*-2N*-3♥*

3-4-1-5 max
1♣-1♦-1♥-2♦*-2♥*-2N*-3♠*

3-4-1-5 min
1♣-1♦-1♥-2♦*-2♥*-2N*-3N*

2-4-2-5 min
1♣-1♦-1♥-2♦*-2♠*-2N*-3♣*

4-4-0-5 extras
1♣-1♦-1♥-2♦*-2♠*-2N*-3♦*

4-4-1-4 extras
1♣-1♦-1♥-2♦*-2♠*-2N*-3♥*

4-4-0-5 min
1♣-1♦-1♥-2♦*-2♠*-2N*-3♠*

4-4-1-4 min
*0-4-4-5 hands would raise ♦ at second call.
h.
1♣-1♦-1♠-2♦*-  Sequences

1♣-1♦-1♠-2♦*-2♥*

4-3-1-5 all, 4-1-3-5 min, 4c♠/6+c♣ min (2N?)
1♣-1♦-1♠-2♦*-2♠*

4-2-2-5 min
1♣-1♦-1♠-2♦*-2N*

4-2-2-5 extras
1♣-1♦-1♠-2♦*-3♣*

Extras w/ 4c♠, 6+c♣ (3♦ natural, 3♥* with ♣, 3♠ natural)
1♣-1♦-1♠-2♦*-3♦*

4-0-3-6 extras
1♣-1♦-1♠-2♦*-3♥*

4-1-3-5 extras
1♣-1♦-1♠-2♦*-3♠*

5c♠, 6c♣ decent hand (since no 1♠ opening)
1♣-1♦-1♠-2♦*-2♥*-2N*-3♣*

4c♠/6+c♣ min

1♣-1♦-1♠-2♦*-2♥*-2N*-3♦*

4-1-3-5 min 
1♣-1♦-1♠-2♦*-2♥*-2N*-3♥*

4-3-1-5 max
1♣-1♦-1♠-2♦*-2♥*-2N*-3♠*

4-3-1-5 min
*4-0-4-5 hands would raise ♦ at second call.

i.
1♣-1♥-1♠-2♦*-  Sequences

1♣-1♥-1♠-2♦*-2♥*


4-3-2-4 all, 4-3-1-5 min, 4-3-0-6 min (2N asks)
1♣-1♥-1♠-2♦*-2♠*
4-2-3-4 all , 4-1-3-5 min, 4-2-2-5 min, 4♠/6+c♣ min (2N asks)
1♣-1♥-1♠-2♦*-2N*


Extras 4-1-3-5, 4-2-2-5, 4-0-4-5  (3♣ asks)
1♣-1♥-1♠-2♦*-3♣*


Extras w/ 4c♠, 6+c♣  (3♦* w/ ♣, 3M natural) 
1♣-1♥-1♠-2♦*-3♦*


4-3-0-6 extras 
1♣-1♥-1♠-2♦*-3♥*


4-3-1-5 extras
1♣-1♥-1♠-2♦*-3♠*


6c♣, 5c♠, decent hand (since no 1♠ opening)
1♣-1♥-1♠-2♦*-2♥*-2N*-3♣*

4-3-0-6 min
1♣-1♥-1♠-2♦*-2♥*-2N*-3♦*

4-3-1-5 min

1♣-1♥-1♠-2♦*-2♥*-2N*-3♥*

4-3-2-4 max

1♣-1♥-1♠-2♦*-2♥*-2N*-3♠*

4-3-2-4 min

1♣-1♥-1♠-2♦*-2♠*-2N*-3♣*

all 4c♠/6+c♣ min, cuebids show ♣ interest (G or S)
1♣-1♥-1♠-2♦*-2♠*-2N*-3♦*

4-1-3-5 min
1♣-1♥-1♠-2♦*-2♠*-2N*-3♥*

4-2-2-5 min
1♣-1♥-1♠-2♦*-2♠*-2N*-3♠*

4-2-3-4 max
1♣-1♥-1♠-2♦*-2♠*-2N*-3N*

4-2-3-4 min
1♣-1♥-1♠-2♦*-2N*-3♣*-3♦*

4-0-4-5 extra


1♣-1♥-1♠-2♦*-2N*-3♣*-3♥*

4-1-3-5 extra

1♣-1♥-1♠-2♦*-2N*-3♣*-3♠*

4-2-2-5 extra

j.
1♦-1♥-1♠-2♦*-  Sequences
1♦-1♥-1♠-2♦*-2♥*


4-3-4-2 all, 4-3-5-1 min, 4-3-6-0 min (2N asks)
1♦-1♥-1♠-2♦*-2♠*
4-2-4-3 all, 4-2-5-2 min, 4-1-5-3 min, 4-0-5-4 min, 4-0-4-5 min, 4-1-4-4 min, 4c♠/6+c♦min (2N asks)
1♦-1♥-1♠-2♦*-2N*


Extras 4-1-5-3, 4-2-5-2, 4-0-5-4 (3♣ ask)
1♦-1♥-1♠-2♦*-3♣*


Extras w/ 4c♠, 6+c♦ (3♦* w/ ♦, 3M natural)
1♦-1♥-1♠-2♦*-3♦*


4-3-6-0 extras
1♦-1♥-1♠-2♦*-3♥*


4-3-5-1 extras
1♦-1♥-1♠-2♦*-3♠*


5c♠, 6c♣, decent hand (since no 1♠ opening)
1♦-1♥-1♠-2♦*-2♥*-2N*-3♣*

4-3-6-0 min
1♦-1♥-1♠-2♦*-2♥*-2N*-3♦*

4-3-5-1 min

1♦-1♥-1♠-2♦*-2♥*-2N*-3♥*

4-3-4-2 max (13+ to 14)

1♦-1♥-1♠-2♦*-2♥*-2N*-3♠*

4-3-4-2 min

1♦-1♥-1♠-2♦*-2♠*-2N*-3♣*

4c♠, 6+c♦ min
1♦-1♥-1♠-2♦*-2♠*-2N*-3♦*

4c♠, exactly 5c♦ min (4-0-5-4, 4-1-5-3, 4-2-5-2) 
1♦-1♥-1♠-2♦*-2♠*-2N*-3♥*

4-1-4-4 or 4-0-4-5 min
1♦-1♥-1♠-2♦*-2♠*-2N*-3♠*

4-2-3-4 max (13+ to 14)

1♦-1♥-1♠-2♦*-2♠*-2N*-3N*

4-2-3-4 min

1♦-1♥-1♠-2♦*-2N*-3♣*-3♦*

4-0-5-4 extras
1♦-1♥-1♠-2♦*-2N*-3♣*-3♥*

4-1-5-3 extras

1♦-1♥-1♠-2♦*-2N*-3♣*-3♠*

4-2-5-2 extras

Appendix:  Responding to Weak-Two Bids
7.16
Modified Ogust

Weak Two Bid (2Z-2N-)
3♣*
all 5c suits

3♦*
Bad Hand with any 6c suit (usually Good suit)

3♥*
Good Hand, Bad Suit

3♠*
Good Suit, Good Hand

3N*
Solid Suit AKQxxx

2Z-2N-3♣*-3♦

(This asks for further description.)
3♥

Bad Hand with 5c suit

3♠

Good Hand with 5c suit

3N

Bad Hand with Bad 6c suit

*Other Modified Ogust possibility where 2♠-2N-3♣-3♦* shows Invitational, 5+c♥.
7.17
McCabe

“Transfer McCabe” is now part of general system, but left here for reference. 
This is a series of conventional bids for Responder after a weak-two bid followed by a takeout double.

· Bids of new suits are generally lead directing and show a fit for preemptor’s suit.

· The cheapest bid is used as a relay to rescue into Responder’s long suit.
Examples 


2♥ (X) XX*
Relay to 2♠ to get out in 2♠, 3♣, or 3♦ 

2♥ (X) 2♠*
Lead director

2♥ (X) 3♣*
Lead director

2♥ (X) 3♦* 
Lead director

2♥ (X) 3♠* 
Lead director

2♥ (X) 4♣* 
Lead director

2♥ (X) 4♦* 
Lead director

*The downside to this convention is you must pass with hands that want to penalize as well as with weak hands, losing some of the ability for the preemptor to cooperate.
7.18
Appendix:  Analysis of Complete 2nd and 4th shifts through Declarer
Positives
· From honor 4th we gain count information: Hxxx
· Gain count on second round from three small holding: xxx
· High card clarifies singleton vs. doubleton – singleton if highest out.

· Helps partner with continuation problem from intermediate spot cards or honors.
· Count on shift from five card suit:  Hxxxx

· Advantages of MUD while disadvantages not as bad because of view of dummy and shift through declarer. 

· Flexibility on shifts from four cards while still giving count:  xxxx or xxxx 

Negatives
· From three small, in natural, we have two choices to help partner: xxx or xxx
· Low card isn’t always immediately helpful (singleton or honor) – it could be doubleton

· From honor 3rd we can’t differentiate from three small: Hxx (no option.)

· Need to learn when to violate the system – based on dummies holding

Unknowns
· Deception to the Opponents.
· “Bridge card” can allow for more judgment!?!
Appendix:  Vs. Opponents Preempts

7.19
3♦* Lebensohl Vs. 3♣ Opening
(3♣) X – 3♦*


Artificial, relay to 3♥*
(3♣) X – 3♥*


4+c♥, 8+ to 11- HCP

(3♣) X – 3♠*


4+c♠, 8+ to 11- HCP

(3♣) X – 3N*


Values, 12-15 HCP, No ♣ stopper, usually long ♦, rare 4cM
(3♣) X – 3♦*-3♥*-3N*
Values, 12-15 HCP, ♣ stopper, could have 4cM

(3♣) X – 3♦*-3♥*-Pass
Weak with 4+c♥, 0-8 HCP (sometimes 3c♥)
(3♣) X – 3♦*-3♥*-3♠

Weak with 4+c♠, 0-8 HCP

(3♣) X – 4♣*


GF, 11-14 HCP, Asking Stayman, 4/4+ in M (equal length)
(3♣) X – 3♦*-3♥*-4♣*
Extra values, 4/4+ in M (equal length), slammish
(3♣) X – 4♦*


Forcing, 5+c♦,10+ HCP (usually no ♣ stopper and no 4cM)
(3♣) X – 3♦*-3♥*-4♦*
Nonforcing with ♦, 0-10 HCP, 5+c♦ 

(3♣) X – 4♥*


11-14 HCP, 4+c♥, not 4c♠ (often 5c♥)
(3♣) X – 3♦*-3♥-4♥*

GF, Extra Values, 5+c♥, slammish
(3♣) X – 4♠*


11-14 HCP, 4+c♠, usually not 4c♥ (often 5c♠)
(3♣) X – 3♦*-3♥*-4♠*
GF, Extra Values, 5+c♠, slammish
(3♣) X – 4♣*-4♦*

Equal length in Majors
(3♣) X – 4♣*-4♥*

Longer ♥ than ♠
(3♣) X – 4♣*-4♠*

Longer ♠ than ♥
(3♣) X – 4♣*-4♦*-4♥*
To Play (equal majors or longer ♥)
(3♣) X – 4♣*-4♦*-4♠*
To Play (longer ♠)

Breaking the Relay

(3♣) X – 3♦* - 3♠ 
5+c♠, usually 4c♥, extra values (don’t want partner to pass 3♥)
(3♣) X – 3♦* - 3N
♣ cards, extra values (don’t want partner to pass 3♥) usually 4+c♥
**An advantage to Doubler is ability to make off shape T/O double with the Majors and ♦ shortness (say 4-4-2-3.)  This solves a major problem hand when facing a preempt.

Appendix:  Constructive 1N* Semi-Forcing Bidding

7.20
Modified BART [RST] 
BART is a convention used when an auction begins 1♠-1N*-2♣ (using either 1N* forcing or semi-forcing.)  When partner shows both black suits we give up the ability to bid 2♦ naturally and instead use 2♦* as an artificial relay to 2♥*.  The addition of this relay allows us to describe many more hand types related to ♠,♥, and ♣.  This allows us to make better decisions about where to play the contract.  An example of one of the most useful aspects of BART is deciding between playing in a ♥ or ♠ partial (see below.)   

We use 1N* semi-forcing so a 2♣ bid promises 4+c♣ suit unless declarer is 5-3-2-3 or 5-2-3-3 with some extra values (at least a good 13+ HCP.)
BART [RST]   1♠-1N*-2♣- Sequences  

Many of these rebid sequences may not agree with the way others play the convention: “non-standard”.
1♠-1N*-2♣-2♦*-2♥*-P
5+c♥ (usually 6c♥,) not 2c♠, 5-9 HCP 
1♠-1N*-2♣-2♥*

5-6c♥, exactly 2c♠, 5-9 HCP OR 5-6c♥, 4c♣, 7-9 HCP  
1♠-1N*-2♣-2♠*

2+c♠, 5-9 HCP (not 5c♥ if only 2c♠)
1♠-1N*-2♣-2♦*-2♥*-2♠
Invitational, 2+c♠, 9-12 HCP (could have 5c♥)
1♠-1N*-2♣-2N*

Invitational, not 2c♠, not 5c♥, rarely 4c♣ (usually 1-4-5-3)
1♠-1N*-2♣-2♦*-2♥*-2N*
Invitational, 5c♥, not 2c♠, not 4c♣   
1♠-1N*-2♣-3♣*

4+c♣, not 5c♥, 9-12 HCP
1♠-1N*-2♣-2♦*-2♥*-3♣*
4+c♣, 5c♥, 9-12 HCP
1♠-1N*-2♣-3♦
*

6+c♦, 5-9 HCP
1♠-1N*-2♣-2♦*-2♥*-3♦*
Invitational, 6+c♦, 9-12 HCP
1♠-1N*-2♣-3♥*

Invitational, 6c♥, 2+c♠, 9-12 HCP
1♠-1N*-2♣-2♦*-2♥*-3♥*
Invitational, 6+c♥, not 2c♠, 9-12 HCP
1♠-1N*-2♣-3♠*

Invitational+, 3c♠, not 5c♣, 10+ to 12 HCP 
1♠-1N*-2♣-2♦*-2♥*-3♠*
Invitational+, 3-2-3-5, 3-3-2-5, 10+ to 12 HCP 
1♠-1N*-2♣-4♠
*

Invitational values (9-11 HCP), 3-2-2-6, slammish?
Problem Hands for Responder
When Responder has a weak hand with S♠, 4c♥, and 5+c♦ (1-4-5-3 or 1-4-6-2 with 5-9 HCP) Responder has a difficult rebid when the auction begins 1♠-1N*-2♣-.  Since 2♦ is no longer a natural call Responder must either pass or sign off in 3♦.  These are the only choices left to Responder since 2♦* is now BART.
Opener’s Bidding

If Opener has 6c♠-4c♣ with a strong hand (one not wanting to play in 2♥) Opener should not accept a relay to 2♥ and rebid 2♠ instead.  The ♠ suit should be good enough to play reasonable in 2♠ opposite shortness.  
All subsequent bids by Responder are invitational opposite a 6-4 hand with 13+.  It is not corrective.

Ex. 1♠-1N*-2♣*-2♦*-2♠*-3♣*
If Opener has 5c♠-5c♣ with a strong hand (one not wanting to play in 2♥) Opener should not accept a relay to 2♥ and rebid 3♣ instead.  
7.21 “Shape showing Lebensohl” – Meckstroth Adjunct
Now part of general system, but left here for reference.
When Opener makes a jump shift (GF) he can have many different hand types - Opener may have strong 1-suited, semi-balanced, 2-suited, or 3-suited hands.  This leaves Responder with many difficult rebid problems.  We aim to clarify these auctions by using 2N as a relay to 3♣ and thus distinguishing 5-5+c hands from other hand types.  
What We Lose

By using 2N as a conventional relay to 3♣ (Lebensohl) we must find another bid to make with 17-19 HCP and a balanced hand.  Generally, we rebid 2m or reverse into ♠ with 17-18 HCP and then bid 2N later to show these values.  We also tend to open 2N with 19 HCP and a good 5cM.  
1♠ Openings Sequences
1♠-1N*-2N*


Relay to 3♣*, Lebensohl
1♠-1N*-3♣*


GF, 5+c♠, 5+c♣
1♠-1N*-3♦*


GF, 5+c♠, 5+c♦
1♠-1N*-3♥*


GF, 5+c♠, 5+c♥
1♠-1N*-3♠


NF, 14-17 HCP, 6+c♠, decent ♠ suit
1♠-1N*-2N*-3♣*-3♦*

GF, 5+c♠, 4c♦
1♠-1N*-2N*-3♣*-3♥*
GF, 5+c♠, 4c♥
1♠-1N*-2N*-3♣*-3♠*

GF, 6+c♠, single suited hand
1♠-1N*-2N*-3♣*-3N*
GF, 5c♠, 4c♣
1♠-1N*-4♠


To Play
1♠-1N*-2N*-3♣*-4♣

GF, 6c♠, 4c♣ 
1♠-1N*-2N*-3♣*-4♠

GF, 6c♠, 4c♣, (strong but non-forcing) ???
1♠-1N*-3N*


18-19 HCP, balanced
*We could also play 3♣ is the one possible jump shift that could bid 5c♠-4c♣ or 6c♠-4c♣.
1♥ Opening Sequences

1♥-1N*-2♠*


1F, 5+c♥, 4+c♠, strong OR 17-19 HCP Bal w/o ♠  
1♥-1N*-2♠*-3♠*-3N*

3N shows 17-19 HCP Balanced w/o 4c♠.



1♥-1N*-2N*


Relay to 3♣*, Lebensohl
1♥-1N*-3♣*


GF, 5+c♥, 5+c♣

1♥-1N*-3♦*


GF, 5+c♥, 5+c♦

1♥-1N*-3♥


NF, 14-17 HCP, 6+c♥, decent ♥ suit 

1♥-1N*-3♠*


GF, 6+c♥, 5+c♠, Distributionally strong (no too slammish)
1♥-1N*-2N*-3♣*-3♦*
GF, 5+c♥, 4c♦
1♥-1N*-2N*-3♣*-3♥*
GF, 6+c♥, single suited hand
1♥-1N*-2N*-3♣*-3♠*
GF, 6+c♥, 4c♣
1♥-1N*-2N*-3♣*-3N*
GF, 5c♥, 4c♣
1♥-1N*-3N*


GF, 7+c♥ solid suit, plus an outside A or K, ???
1♥-1♠-2N*


17-19 HCP Balanced, often 1-5-4/3
1♥-1♠-3♣*


GF, 5+c♥, 5+c♣ (or 6-4)
1♥-1♠-3♦*


GF, 5+c♥, 5+c♦ (or 6-4)
1♥-1♠-3♥


NF, 14-17 HCP, 6+c♥, decent ♥ suit 

1♥-1♠-3♠*


NF, 4+c♠, 14-17 HCP
1♥-1♠-3N*


GF, 7+c♥ solid suit, plus an outside A or K

**When Opener rebids 2N he will always have a game forcing strong hand.  Thus, with  3c support, Responder can choose to break the relay and support Opener’s Major.  This makes Opener the captain again.  With a weak 3c raise, Responder jumps to 4M and with a balanced 3c limit raise Responder bids 3M.
Appendix:  Responding to Notrump Openings  

7.22
1N Opener:  Jacoby Transfer Choice of Games  

When partner opens 1N we often hold a 5c Major with GF values with no interest in slam.  We use Jacoby Transfers to describe these hands:

· 1N-2♦*-2♥-3N

· 1N-2♥*-2♠-3N

When we have a balanced notrump-oriented hand we would like to give partner the option to play 3N, even when he has 3c support for our Major.  Other times, we have a distributional (non-notrump oriented) hand and want partner to bid 4M anytime he has 3+c support.  

We use a conventional rebid of “three of the other Major” to distinguish between these two hand types.  

1N-2♦*-2♥-3♠*
Demand Correct, 5c♥, 10+ HCP, unbalanced type hand 

1N-2♦*-2♥-3N*
You Choose, 5c♥, 10+ HCP, Balanced notrump-oriented hand 

1N-2♥*-2♠-3♥
*
Demand Correct, 5c♠, 10+ HCP, unbalanced type hand

1N-2♥*-2♠-3N*
You Choose, 5c♠, 10+ HCP, Balanced notrump-oriented hand

What we give up:
Currently in TES a transfer to ♠ followed by a 3♥ bid is not used.  Thus, we give up nothing for this part of the convention.  Meanwhile, a transfer to ♥ followed by a 3♠ bid shows 6+c♥ and ♠ shortness (Splinter.)   We fold this hand type into the semi-balanced quantitative bidding sequence 1N-2♦*-2♥-4♥.  (This now is semi-balanced quantitative or has ♠ shortness.) 

*The Splinter hand is far rarer than the game-going hand types that this convention is used to show. 
7.23
1N Opener:  Super-accept Relays

An upgrade to traditional super-accepts of Jacoby Transfers, in which the notrump Opener shows his holding, is to have Opener make the same super-accept on all good hands and have Responder describe his hand.  This has the advantage of concealing information about the declarer’s hand from the Opponents.  It also has the advantage of allowing the strong hand evaluate the usefulness of its cards.
Here is how it works!
With 4c support for Responder’s suit and not a sub-minimum, 1N Opener bids one step above the transfer suit.
· 1N-2♦*-2♠*

· 1N-2♥*-2N*

Responder now has several options:

· Responder can “retransfer” at the three-level with no interest in game or with certain plans to bid only game.

· Responder can make a game try (or slam try) by showing his shortness (at most a doubleton.)
Super-Accept Sequences
1N-2♦*-2♠*-2N*

♠ or ♦ shortness (relay to ask)

1N-2♦*-2♠*-3♣*

♣ shortness

1N-2♦*-2♠*-3♦*

Retransfer (weak or strong)

1N-2♦*-2♠*-2N*-3♣*-3♦*
♦ shortness
1N-2♦*-2♠*-2N*-3♣*-3♥*
♠ shortness

1N-2♦*-2N*


3-4-3-3 max, no concentration of values (rare)
1N-2♦*-3♣*


Semi-balanced, 4c♥, 5c♣, min+
1N-2♦*-3♦*


Semi-balanced, 4c♥, 5c♦, min+
1N-2♦*-3♥*


5c♥
1N-2♥*-2N*-3♣*

♣ or ♥ shortness (relay to ask)
1N-2♥*-2N*-3♦*

♦ shortness

1N-2♥*-2N*-3♥*

Retransfer (weak or strong)

1N-2♥*-2N*-3♣*-3♦*-3♥*
♥ shortness



1N-2♥*-2N*-3♣*-3♦*-3♠*
♣ shortness


1N-2♥*-3♣*


Semi-balanced, 4c♥, 5c♣, min+

1N-2♥*-3♦*


Semi-balanced, 4c♥, 5c♦, min+

1N-2♥*-3♥*


3-4-3-3 max, no concentration of values (rare)

1N-2♥*-3♠*


5c♠

This also leaves space available for Opener to show other types of hands:  Semi-balanced hands, 5c support, 4333, long side suit
7.24
2N Opener:  Super-accept Relays

The bidding sequences are essentially the same after 2N openings as they are after 1N openings.  It is more common for a 2N Opener to have semi-balanced hand, thus other super-accepts are more common.
7.25
1N Opener:  4-4 Minor Slam Try
The bidding sequence 1N-3♣* could be used to create a GF auction and show a 4c-4c minor suit hand with interest in slam (this could also be used with 5c-4cm or 4c-5cm.)  After the 3♣*, bidding would be natural.  3♦ would agree ♦ and be slammish.  Any other bid would agree ♣ and be a cuebid.  3N would be regressive.  
7.26
Other Advanced Sequences that need to be completed --  outlined in later version:
· Transfer Free Bids by Responder  vs. Overcalls (details and follow-ups)

· Transfer Free bids by Advancer in response to overcalls (details)
· Transfers over Transfer (Woolridge and Carmichael) 

· Transfer 2/1

· Transfer McCabe style advances for 1L Overcall (X)

Appendix: Alternative Methods
7.30
General

This section contains a list and brief description of some other methods (conventions and treatments) used by other players.  We don’t advocate these methods, but they are listed here for reference and because they do have some merit. 
7.31
Rusinow Leads

This is a lead system that attempts to fix the A/K opening lead problem (we use A = Attitude, K= Count to fix the problem.)  
In this system the opening lead of an honor promises the card above it.  There is a major exception in that when the lead is a singleton or doubleton honor, then it does not have the card above it.  Players playing Rusinow leads lead the Q from KQxxx and the K from AKxx.  

Thus, they can lead the A and partner will know that they do not hold the K.

7.32
Namyats
4♣*
Strong opening bid with long, good ♥ (much stronger than 4♥ opening)
4♦*
Strong opening bid with long, good ♠ (much stronger than 4♠ opening)
7.33
Good/Bad 2N (in competitive auctions.)
This is a convention that uses 2N as a relay to 3♣ in competitive auctions.  It shows a hand that just wants to compete, while bidding “our suit” directly shows solid extra values.  There is some merit to this method, but many situations are complicated and need to be discussed at length with each partner. 
7.34
Crisscross Minor Suit Raises
1♣-2♣*
GF with 5+c♣

1♣-2♦*

Invitational with 5+c♣

1♦-2♦*

GF with 4+c♦

1♦-3♣*

Invitational with 4+c♦

7.35
1♥ Opening Responses (Kaplan Inversion!)

1♠ 
1N* semi-forcing

1N*
5+♠ GF! 

Two-way NMF fixes some of the problems this convention is used to overcome.
7.36
1M-2♣* artificial Game Forcing shape ask (Italian!)
7.40
Appendix: List of Players
This is a list of players that have played this system (or have shown interest in learning to play this system.)  Most of the agreements in this document came from the development of my early partnerships with many of these players.   I hope this list will help players in finding partners and will grow as more players become comfortable with this system.

	Players
	Email Address

	Robert Todd
	robert@notrump.org

	Theri Andino
	theri@notrump.org 

	Ken Andino
	ken@notrump.org 

	Bob Soni
	bobsoni@hotmail.com 

	Jim Lyle
	jimlyl@aol.com 

	Jimmy Judkins
	jjudkins@comcast.net 

	Theo Lichtenstein 
	theospc@msn.com 

	Eric Tilton
	etilton@comcast.net 

	Patti Poppell
	ppoppell@aol.com 

	Raphael Schreiber
	raphaelsch@msn.com 


7.41
Appendix: Version Changes

This section contains a brief list of the changes to the system in each version (starting from v1.0.)  This should be useful for players who have read an older version of the system and want to know which sections they need to read to learn about updates to the system.
v1.1 Updates
· Syntax corrections
· Expansion of Suggested Upgrades for Advanced Partnerships
· Constructive Bidding Agreements: Notrump Openings (Balanced Hands)
· Added Major Suit Openings Section

· Major Suit Bidding Sequences
· Add and Update some sequences

· Competitive Bidding Agreements: vs. Opponents’ Preemptive Opening
· Error in the Leaping Michaels advances for keycard!
· Constructive Bidding Agreements: 1-Level Openings - Special 2/1 Sequences
· 2/1 Minors Sequences - Added details and examples
· Constructive Bidding Agreements: 1-Level Openings

· Major Suit Openings
· Under, Over, and Direct Splinter Details!
· 1-Level Suit Openings - ♥/♦/♣
· Support Double Sequences

· more Minor Suit Bidding Sequences
v1.2 Updates
· Expansion of Suggested Upgrades for Advanced Partnerships

· 1-Level Suit Openings - ♥
· Support Double Sequences

v2.0 Updates

· Expert Summary Outline (not yet complete)

· Syntax corrections (throughout)
· Update the Convention Card
· General Approach - Expanded Philosophy

· Update Convention and Treatment List
· Constructive Bidding Style Update
· Rebidding 2N clarification

· 1N Opening and Responding System Update

· Modified Puppet Stayman Continuations 

· 2♣-2♦-2N Systems On for 2N

· Gambling 3N slam bidding 4♦ response

· Majors: 2N Jacoby after 2-way Drury

· Support Double/Re-Double Sequences expanded

· Expanded 2/1 Sequences

· Cuebid Style expanded

· Extended Walsh

· Constructive Bidding: Special Sequences

· Competitive Bidding

· Responsive Doubles

· 1N Overcalls

· Vs. Preempts

· Special Sequences

· Defense

·  Style Expanded
· Carding Details

· Signaling Update – clarification

· Lead Problems

· Defensive Situations expanded

· Appendix

· Vs. 1♣ Strong (Finnish system update – ACBL Legal)

· Upgrades for Advanced Partnerships – XY NT and XYZ

· Garozzo

· Modified Ogust
· McCabe
v2.1 Updates
· Competitive Bidding Agreements

· Conventional Overcalls – Invitational Sequences
· Appendix
· XYZ  Extended Modified Two-Way Stayman
v2.2 Updates
· Syntax and typo corrections throughout 

· Convention Card Updates

· Constructive Bidding Agreements

· 2N Opening - Minor Suit Stayman[RST] clarification
· Slam Conventions – Keycard Void Showing
· Special Defenses - Unusual vs. Michaels Expanded

· Special Defenses – Unusual vs. Unusual Expanded

· Competitive Bidding Agreements

· Notrump Overcalls – Transferring into Opponents suit

· Suit Overcalls - Fit Showing Jumps by Advancer
· Appendix

· 2♣ Opening Sequences

· Vs. Strong ♣ -- Sandwich NT natural vs. limited opening
v2.3 Updates
· Syntax and typo corrections throughout

· Appendix

· X-Y-Z[rst] – Modified Two Way New Minor Forcing
· Analysis of 2nd and 4th shifts through Declarer

· Lebensohl 3♦* vs. 3♣ Preempt

· Modified BART[rst]

· 1M Opener -- Lebensohl 2N* for Opener Jump Shift 

· 1N Opener -- Super-Accept Relays

· 1N Opener -- Jacoby Transfer Choice of Games  
· 1N Opener -- 4-4 Minor Slam Try
· Strong 2♣:  Transfers after Artificial 2♠* and 2N*
v2.4 Updates
· Addition of Section Numbers

· Complete Edit and clarification of explanations 

· Constructive Bidding - Minor Suit Openings
· Inverted Minors Summary Clarification
· Appendix

· X-Y-NT[rst] 2♦*:  1♦-1♥-1N-2♦*-2N Clarification

· McCabe Update
v3.0 and 3.1 Updates

· Complete Editing Overview for typos and content
· Update of Sections and Table of Contents 
· Update of Conventions List
· Constructive Bidding: Balanced Hands 

· Kokish

· Constructive Bidding: 1N Openings 

· 1430 Gerber

· Constructive Bidding: 1N vs. Interference
· Transfer Lebensohl

· Kansas City Stayman

· Constructive Bidding: 2N Openings
· Modified Puppet Stayman Update

· Kansas City Stayman

· Constructive Bidding: Major Suit Openings (in both ♥ and ♠ sections)
· Strong Jump Shifts and Reverses - Meckstroth Adjunct
· Modified Wolff

· Support Redouble Sequences

· Transfers over 1M (X)

· Sontag

· Constructive Bidding: Minor Suit Openings (in both ♣ and ♦ sections)
· Modified Wolff
· XY-NT -- Modified Two-Way New Minor Forcing
· New Minor Forcing Update

· Unusual 2M Jump Shift over 1m
· Constructive Bidding: 2♣ Opening

· Kokish
· Rick

· Garozzo

· Marmick
· Constructive Bidding: Weak-Two Bids

· Transfer McCabe

· Constructive Bidding: Vs. 1N Overcalls
· 3-level Transfer Advances
· Competitive Bidding:  Sandwich NT
· Competitive Bidding:  Responsive Doubles

· Appendix Update – Updates and Additions to the system
v3.2 Updates

· Major Index Update
· Constructive Bidding:  Notrump Openings – Exclusion Keycard
· Constructive Bidding:  Notrump Openings – 3rd and 4th Seat 3N Opening (SO)
· Constructive Bidding:  Major Suit Openings – Exclusion over Void Splinters

· Competitive Bidding:  Conventional Bids -- Michaels and Unusual 2N

· Defensive Agreements:  Middle of Hand -- Power Shifts, Surround Plays

v3.3 Updates
· Complete Editing – Clarifications, Corrections, and Updates
· Competitive Bidding:  Vs. Opponents’ Conventional Opening
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