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1 Opening Bids

1C = 12-14 NT, OR 18-23 NT (may have 5M), OR 11-22 5+( (or 4414-1()

1( = 11-22 5+( (or 4441 with 4( and a singleton C)

1(/( = 11-22 5+ cards

1N = 15-17

2( = standard, any GF

2( = Wilkosz, 5/5 with at least one Major

2( = Weak 2

2( = Weak 2 

2N = Pre empt in an unspecified minor

3( = 5/5 minors, 6-10

3( = some solid Major

3(/( = Pre empt 

3N = Good 4 level opening in a Major

4m = Pre empt

4M/5m = pre empt 

4N = asks for specific aces (5( = none, suit or 6( = that one, 5N = 2)

(
NT Ranges

	1N
	15-17

	1( 1( 1N
	18-20

	1( 1( 2N
	21-22

	2( 2( 2N
	23+ (GF)

	2( 2( 2N
	23-24 (NF)


All of the above can contain a 5 card Major

2 Opening 1C
One Club shows one of 3 types of hands:

a) 12-14 balanced, no 5M

b) 18-23 bal, 5M ok

c) 11-22 5+( (or 4414-1( exactly)

2.1 Responses to 1C:

1(0-6 any distribution, 
OR 7-11 unbalanced no 4M, 
OR 13-15 bal no 4 M with xx M, 
OR 16+ bal no 4M/5m
1(/(

7+, 4+ suit
1N

7-10, balanced no M
2m

GF, 5+ suit, may have 4-cards major
2M

GF, good suit
2N

11-12
3m

6+ cards, 9-11, good suit
3M

7-cards, 2 of top 3 honors, nothing else
3N

13-15. If holding a 5 card m, the suit will be weakfish, (particularly with 5C)
4m

namyats, solid 7+ (/(, could have side A/K
4M

weak, to play, QJ-eighth is typical, nothing special on the side
2.2 1C-1( and Continuations
1♣

1♦
1(/(


12-14 bal 3-4 cards, OR 12-18 4 cards with 5+(
1♣

1♦
1(/(

2N


16+ bal, no 4M/5m




Now





3m = 4 cards





3( = weak 5+ cards (




3( = good 5+ cards (




3N = no 4-cards minor





4( = good hand, 5422





4(/(/( = good hand, splinter, 5(-4M-3-1 ideally

1♣

1♦
1(

3m
 = 9-11, 6+ cards to at most 1 top honour


3(
= 13-15, 2344 precisely. (Also 1C 1D 1S 3H)


3N
= 13-15 3244 precisely
1♣

1♦
1(/(

Jump Other Major

13-15, xx in other M, 3 in bid M, 4(-4(



Now





4( = 5(-4M-2-2 slammish





4(/(/( = splinter, 5(-4M-3-1 ideally, slammish

1♣

1♦
1(/(

3N = 13-15, xx in bid M, 3 cards in other Major, 4(-4(



Now





4( = 5(-4M-2-2 slammish





4(/(/( = splinter, 5(-4M-3-1 ideally, slammish

1♣

1♦
1N




18-20 NT, 5M allowed (but 5 cards ( will not be revealed)



Now:




2( = Stayman – or relay, as over 1N opening




2(/(/N = transfers, as over 1N opening





2( = invit to 3N, or (




3m = 9-11 6+ cards, weak suit . Note – different over 1N opening




3M = 5431 convention as over 1N opening, 6-11 HCP





4m = Texas

1♣

1♦
2(




11-16, with 5+C, no Major



Now




2N = 16+ balanced





3( = invitational





3(/( = transfers to 3N, 13-15 balanced with small xx in bid suit
1♣

1♦
2(

2N
3(


5(/4♦

3♦/(/(

6( with a s/ton in the bid suit

3N


6322

4(


15-16 6322, invitation to cue bid. 4N now is a sign off

1♣

1♦
2(



6( + 4( 18-22


Now




2N = Invit



3♣ = weak




3♦ = inv




3M = stopper showing




4♣/D = RKCB

1♣

1♦
2(/(



5(-4(/(, strong 18-22


Now




NS or 2N = F1




3( = to play




3M raise = invit

1♣

1♦
2N



21-23 NT


Now



3( = Stayman (3M = only major, 3N = both majors [Texas follow-up])





3( = no major






Now

3( = 5(-4( weak, NF







3( = 5(-4( F1



3(/( = transfers



3( = 5+-4+ minors GF (3N = no minor, 4m = sets suit)



4m = natural, 9-11 6+ cards, weak suit

1♣

1♦
3(



17-21 6+(


Now 
4( sets ( and is minorwood

1♣

1♦
3(/(/(


Auto splinters 18-22




Weakest response is 4C, all else is GF, 3M shows 5 card suit

1♣

1♦
3N



18-21 long (, to play

2.2.1 Follow ups:

Over 
1C

1(
1(

1♠

natural, forcing


1NT

natural, non-forcing


2(/(

natural, non-forcing 


2(

10-12, 5( and 4(

2NT

16+ HCP balanced with no major, forcing


3(/(

6-card suit to 2 top honors, 

3S

13-15 xx S, 3H, 4-4 ms

3N

13-15 xx H, 3S, 4-4 ms
1C

1(
1(

2N
3m



4 card suit
3H



weak 5+C

3S



good 5+C

3N



no 4 m

4C



good hand 5422 with 5C and 4M

4D/H/S


good hand with s/ton in bid suit, usually 5431

2.3 1C 1M and Continuations
1♣

1♥
1♠
12-14 balanced, but can be up to 22 points with 5♠, in this case this would be a 5332  shape or maybe some 5422 that was planning to re bid in NTs

1♣

1♥
1♠

1N
to play 
2.4 Two Way Checkback

Essentially the principal is as follows: in any hand where you would make a checkback bid, eg 1C 1S 1N 2C*, 2C is a puppet to 2D – Opener technically is forced to bid 2D, and 2D is a GF checkback.

What sort of hand bids 2C?

Any hand that wants to sign off in 2D

Any hand that wants to make an invite.

Opener is FORCED to bid 2D, UNLESS he has a hand that is a GF eg say an 18-23 with 5M that he decided to open 1C and bid this way.

These occur in the following sequences:

1C

1M

1N

1D

1M

1NT

1H

1S

1NT

Principles are as follows:

2C
Puppet to 2D, which responder may pass, else any other bid is a game invitation with


3NT being a 5332 asking opener to bid 4M with 3 card support unless 4333

2D
Artificial GF. Further bidding natural

2NT
Puppet to 3C, used to sign off in C


If responder bids after 3C then






3 other suit = s/t void with good 6M invit






3M = 6 card suit headed by 2 of top 3 hons, invit






3NT = AKQ to 6

This means that bids not going via 2C or 2D checkback are not invit or GF

Sequences

1C

1S

1NT

2H

Weak with 5S and 4H
1C

1S

1NT

2C

2D

2H

Invit with 5S/4H

1C

1S

1NT

2C

2D
2S

Invit with 6S, (usually), though can be 5S and some

Singleton

1C

1S

1NT

2C

2D

2N

Invit, 4S only

3N
5S with 5332 shape, opener should bid 4S with 3 card support, unless 4333.

2-level rebid above resp’s first suit = 4-6 pattern, below invitational strength

1C

1H
1NT

2S

4Ss, 6Hs, NF 

1C

1M

1NT

3-new suit
5-5 distributional values, invitation strength

1C

1M

1NT

4C/4D


Self-supporting suit and splinter in suit bid

1C

1S

1NT

2N

3C

P

To play with long C



3D/H

Singleton or void with good 6S, invit



3S

Invit with 6S headed by 2 of top 3 hons



3N

6S headed by AKQ

Similar sequences after 1D opening

1D

1S

1N

2C

2D

Pass

T/p



2H

Inv with 5S/4H



3D

Invit

2.4.1 After the 2D GFR

Opener acts as follows:
2 in resp’s original suit = 3 cards in the suit. Does not deny 4 in the OM or a 5m

2 in unbid M = 4 cards in that suit. Denies 3 cards in resp’s M

3 in opened suit = 5 cards in that suit

2NT = 3244 with doubleton in resp’s M

Based on information received, resp may sign off in game or explore slam.

1D

1H

1N

2D

Game forcing!!

With weak hand you go via 2C and pass 2D, with invit hand you go via 2C and bid 3D or 2N

2.4.2 Pro Checkback 

1♣

1♥

1♠

2♣
artificial GF

2(


min no fit

2♥


min fit

2♠


max fit
2N


max no fit

1♣

1♥

1♠

2(
5+ (, weak to play



Now





2( = 4(-3(-1(-5( min





2( = 4(-6( min





2N = 15-17 with 5(




3( = 4(-6( max





3( = 15-17 4(-1(-3(-5(
2.4.3 Other Sequences

1♣

1♥
1♠

2(
weak to play



Now





2( = 4♠ / 6♣ min





2N = 15-17 with 5(




3( = 6-4 max





3( = 15-17 splinter with 3(




3( = 12-14 3-cards unbal

1♣

1♥
1♠

3N
to play 
Now

4( = 15-17 4225,
4(/( = shortness slammish)

2.4.4 1♣ 1M 2♣
1♣

1♥
2(


5+( natural



Now





2( = modified PRO





Now






2M = min fit (3M = F now)







2other Major = min no fit (3Major now NF)







2N/3M = max descriptive, GF







3( = 14-17 5(-4(, no fit




2♥ = NF





2N = invit





3♥ = invite
2.4.5 1♣ 1M 2♦
2( = GF, natural reverse or just long ( (not fit-reverse). The 2♦ re bid can be made on a GF hand with excellent C. Responder can relay with 2 of the other Major, or make a descriptive bid.
1♣

1♥
2♦


Now




2M/3( = 5+ cards



2 other M = relay




Now





2N = (-( reverse, NT-oriented (3m sets suit)






3( = (-( reverse, suit-oriented (3( asks to bid shortness)






2(/3(/3(/( = 6+(, shortness






3N = 6+(, no shortness, 17-19






4( = 6+(, no shortness, 20-22, demands cues



2N/3( = no slam



3M = 6+ cards, at most 1 loser suit

2.4.6 Opener Raises the Major
We use the same structure here as over our 1M openings and raise
1♣

1♥
2♥

2♠

Shows a singleton

2N*

3♣/D/H
Low/Mid/High

But note

1♣

1♥
3♥

3♠

Asks for a singleton

2.4.7 Opener bids 2 Other Major - 1♣ 1♥ 2♠ or 1♣ 1♠ 2♥
2oM = GF 5+( 4oM one round force
1♣

1♠
2♥

2♠

NF



2N

Inv



3♣

Weak, t/p



3♦

4th suit forcing



3♥

GF (Opener can cue – non serious, or bid 3N as serious)



3♠

GF



4♣

Sets C RKCB



4♦

Splinter

2.5 1♣ 1M 2N
2N = 18-23 bal, 2-3 supp, could have 4( over 1(. Note this bid denies 4 card support, (3♦)
1♣

1♥/S

2N

3(
checkback
Now
3(
 = 18-20
3 other Major = 21-23, with 4-5(, doesn't deny 3M
3M = 3-cards without 4+(




3N = no fit, denies a ( suit


3(
 natural (over 3N, 4(/oM = slammish splinter for ()


3M
6+ cards (or 5(-4( over 1()



Now

3( (over 3() = natural (3N = 6( slammish, 4( = 6( mild slammish
4m = cue for ()


3( (over a 1( response)
4-4 M's (4m = cue for ()


4m
auto splinter
2.5.1 1♣ 1M 3♣
3( = 14-16, 6+( good Cs
1♣

1M

3♣

3(
artificial checkback to see if opener has 3 card support


3OM
stopper showing


4(
minorwood

2.5.2 1♣ 1M 3♦
3( = 18-23 bal, 4-cards raise, GF
1♣

1♥
3♦

3M

7-10 4333, OR 13+ balanced (3N = serious)


3N

10-12, implies no shortness


New Suit
shortness


4M

to play

2.5.3 Opener Raises to 3 Major – 1♣ 1♥ 3♥
3M = 15-17 value 4-cards raise
Opener can have a singleton, OR 4 card support with C. As Opener can have both hand types, the 3♠ bid here asks for the hand type, NOT for a shortage. Responses are as follows:

1♣

1♥
3♥

3♠*

3N/4(

short other Major or short (
4(

5422 very good ( (one ( honor will run them)
4M

5422 av/av- (
2.5.4 Other Bids
1♣

1M

3N


to play based on good (, good hand, suggests shortness in responding suit
Double Jump Shift = splinter eg
1♣

1♠
3(

singleton (
4(

void (
1♣

1♥
3♠

singleton S

1♣

1M

4(


18-21 raise 5(422

2.6 1C 1N
1♣

1N

2(


artif GF relay (later 4m raise is always minorwood)





Now

2(/( = 3M-2oM-4-4







Now

2N = asks for concentration








3m = sets suit, demands cues








NS non-jump = concentration





2N = 4m-333






Now
3( = asks for 4-cardser (( = ( [opener's later New Suit = cue for m])








NS = shortness





3m = 5m-332 (relay asks bid doubleton – low/mid/high)





3(/( = 5(/(-4om-2-2

Continuations after the relay are based on suit setting, end signal and asking bids

1♣

1N

2N


invit with 5+( (3( to play)

1♣
1N

3(/(/(

17-21 auto splinter, 6+(




Now 4♣ is weakest bid and is nf
2.7 1C- 2( 

2( Game forcing, natural. May have a 4 card Major
1C

2(
2(


16-23 with ( fit




Now





2M = 12-14, 4-cards





2N = 15+, no shortness






Now







3( = demands cues








3(/(/( = splinter

3(/(/( =splinter, 12+





3( = 12-14, no 4M or splinter
1C

2(
2M


12-15 4-cards – NOT a reverse




Now





3( = natural






Now







3( = fit for (, stopper in 4th suit








3( = denies stopper in 4th suit
1C

2(
2N


natural waiting, could have a 4-cards major
1C

2(
3(


12-15 with ( fit
1C

2(
3(/(/(

12-15 splinter, 5+(
1C

2(
3N


min, balanced with no features.

2.8 1C- 2(
As above, except

3( = normal raise (3M = values or advance cue, 4( = splinter, 4( = minorwood)

2.9 1C- 2( and 2(
Shows a good 6+ card suit and enough for game.

Openers continuations

Single raise


Better than average support – xxx with 5 controls or Hxx with 4 controls

Game raise


3 card support and an outside xx, poor slam prospects

2NT
Sure stoppers in 2 outside suits, better than min, or a poor hand intending to bid game in opener’s suit on next round

3NT



14 Good points and stoppers

Cheapest Black suit

length and concentration of strength AK, QJ+
2.10  1C- 2NT 

2NT shows 11-12 HCP without a 4 card major.

With a strong hand and a 5 card Major, opener bids it

3♣ is natural and forcing

3♦ is a relay

1♣

2NT

3♦

3♥

5♣




3♠

5♦



3NT

No 5 card suit



4♣

6♣





Now step = KC ask in ♣



4♦

5♦





Now step = KC ask in ♦

If opener bids 4 Major after a 3 level response to 3♦ relay, he shows his short suit in a 3 suited hand or sometimes 5-4 in minors

The 3♦ relay also applies in the following sequence 1♣  1♦  1♥/♠  2N  3♦

2.11 1C- 3(/ 3(
Are limit with a 6+ card suit. Shows about 10-11 with a very good 6 carder

Responder should be sound for the 3( as opener could be weak with a stiff diamond, as against knowing a weak hand has at least 2 clubs.

2.12 1C- 3(/ 3(
Show 7 carders headed by 2 of the top 3 hons. Next step excluding 3N, asks for a shortage. Bid the M without shortage

2.13  1C- 3NT 

3NT shows 13-15 HCP without a 4 card major.

The bidding is very high. Opener can have a 4M if in the 18-22 range, so 4M is forcing
4C shows excellent C and is slam try, (now 4D/H/S = cue and 4N = sign off)

4D by opener asks for a 5 card m. Now 4H = C and 4S = D)

2.14 1C - 4(/ (
Show a solid 7 card (/ (.

Step asks for shortage. 4( / N is RKCB
2.14.1 Passed Hand Bidding

Strength is limited, so 1C-1N = (9)10-11, and 1C-1( is used with 0-9

Fit-showing jumps.  1C-2M is fit-showing
Now 3( = NF, 3( = nat reverse, 3M = invit, 2N = GF waiting,
JS = splinter 5+(, 
Now 4( = double-fit slammish).  As is 1(-2M/3( (3( NF, others F).
1(-2( = F1 (2(/3( = NF, 2M = semi natural, 2N/3( = F).

3  1( Opening Bid

11-22 5+(, or any 4441 with 4(
3.1 Responses

1(/(* = 6+, 4+ suit, or controlled psyche with ( fit (* alert!)

1N/2N/3N = 7-10, 11, 12-15 balanced no M

2( = GF 5+ (, or GF balanced ( raise

2( = inverted, 10+ 4+D
3( = nat invit (3( = F1 6+ (, 4( = sets suit demands cues)

3( = pre emptive
3M = splinter

3.2 Developments

1(

1(/(
1(


natural



Now




2( = relay





Now






2( = 12-14 no fit (now 2( NF, other GF)







2( = 11-14 4351 exactly (now 3( NF, others GF)







2( = 14-17, 4252 no ( stop







2N/3N = 13-14/15-17 no fit, ( stop







3( = 15-17, 3-4(, but no ( stop







3( = 6+ decent (, some extras







3( = 15-17 4351 exactly

1♦

1M
1N


12-14 5+( no shortness




Now 





2( = relay 
1♦

1S
1N

2H
non forcing

1♦

1♠
2(


natural



Now




2( = 4th suit forcing or 5-5 invit (re bid 3()





3( = 5-5 GF





4( = splinter for (
1♦

1♠
2(


natural




Now
2(

= semi natural, F1 (3( = 4( no ( stop, 3N = 4( with ( stop)



2N = GF
1♦

1♠

2(

2(



3(



= 4( no ( stop, 
3N



= 4( with ( stop)

1♦

1♥
2♦

2N
Game Force





Now

3(/(/(
 = stiff (/(/(


3(

 = 3-cards, balanced



3N

 = bal no fit
1♦

1♠
2♦

2N

3(


stiff ( 6+(, or 5-4 with any stiff (3( = 5(-4( F)

3(
 = relay
Now

3(


5(-4( stiff (
3(


5(-4( stiff (
3N


6+( stiff (
3(


6+(, stiff ( (3( = 5(-4( F)
3(


6+(, stiff (
3(


3-cards, balanced
3N


bal no fit

1♦

1♠
2♦

2N

3(


S/ton (, 6(
3(


S/ton ( 6( (Can’t be 2452 as you would re bid 1N)

3(


3 card ♠ support

3N


Best descriptive bid

1♦

1♠
2(



natural reverse



2(/3(

NF (3( re bid = NF)


3(

encouraging


2N/3(

Forcing
1♦

1♠
2♥

2N/3♣
3(


3-cards (4( = sets (, 4(/( = (/( cue for ()

1♦

1M

2M


normal raise (now 3( = to play running from 1M psyche)

1♦

1♠
2N


GF, no side suit (if long (, not necessarily balanced)



3(
relay
3(


6+(, does not deny 3M

3M


3-cards, 5332
3oM


singleton
3N


533-2M
1♦

1M

2N

3(
encouraging, ( fit (3M = cue, 4( = minorwood)



3M
 6+ suit



4M
6+ 1-loser suit, nothing special on the side



JS
splinter for (
1♦

1M

3(


15/16, good (


3( 
(over 1() = values or natural



3M
5+ cards, F

1♦

1M

3M


medium raise (now 4( = to play running from 1M psyche)

1♦

1M
3N


good ( suit, side stoppers, suggests shortness in partner's suit

1♦

1M
3(/4( (over 1()
sing/void splinter

DJS


splinters

4(


18-21 4-cards raise 5422

1(

1N

2N


6+( GF

1(

2(
2(


16-21 any dist





Now

2M = natural

1♦

2♣
2(


12-15, natural or any 5332

2(


4-cards (see above)
2N/3N


12-14/15-17 444-1C (3( = 5+( 3+ () – singleton C
3(


12-15 4(
3(


12-15 6+(
3M


12-14 splinter for ( (4-cards supp)
4(


weak 5-5

1(

2N (invit)

3m


to play

3M


shortness, worry about NT, or slammish (re bid 4m)

3.2.1 1♦-1♥-2♠ Gadget

1♦

1♥

2♠
Only forcing for 1 round. May be artificial, nota bene. Could show excellent D, but no S stopper.

1♦

1♥
2♠


2N

Shows a stopper, forcing. 

3N




Short S

3♣ 




fragment showing short H

3♦




6 card suit, 4♠
3♥




shows 3 card support 4361 shape
3♠




all values in pointed suits

1♦

1♥
2♠

3♣


Forcing, semi natural, suggests stopper



3♦


Weak nf



3♥


Good 5+ suit, forcing



3♠


Slam ambitions for Ds







Now
3N confirms S and shows no extras








4♦ shows good D hand, no S stopper








Others are natural or slammish cue bids

1♦

1♥
2♠

3N


Sign off

4 1 Major Opening Bid

Shows 11-22 HCP with 5+ cards in the suit. It is limited by the opening of 1C, used for strong balanced hands.
4.1 Responses 
1(

1( 

natural

1N 

forcing, could contain a bal invit/GF raise

2(
11+ natural, or 2+ cards if contains strong raise for M, or lighter if fit-based

2(

11+ natural, or lighter if fit-based 

3m 

6+ suit, invite, 9-11


2( 

any 6-9 splinter, 4-cards supp



2N

GF with 6+(


3(

any 10-12 splinter



3N/4m 
13+ splinter in (/m

1(

2( 

GF



2N 

any 6-9 splinter, 4-cards supp



3(

6+ suit, invit



3N 

any 10-12 splinter (4( asks for Low/Mid/High)


4 lower
13+ splinter

4.2 Developments

1(

1(
1N

2C

Forces 2D
2D

Pass

To play with long D



2H

Invit with 3H



2S

Inv with 5S



2N

Inv with 4S

1(

1(
1N

3C/D

Inv

1(

1(
1N

2N

Forces 3C

3C

Pass

To play with long C



3D/H

Inv with 6S and a singleton in bid suit



3S/N

Inv with 6S headed by 2 of top 3 / GF with AKQ to 6

1(

1(
2m



natural (Now 3( = invit)

2(



natural



2(

NF



2N

Relay for s/ton
1♥

1♠
2?

2N

Relay
3m



shortness (3( = invit, NS = cue for ()

3(


short (
3(


3(-6(-2-2

3N


Bal no fit

1♥

1♠
2N


Artificial GF with no side suit, maybe not balanced, maybe 4(-5(-2-2



3(
Relay
3(


short (, 6+(, maybe 3(
3(


6+(, maybe 3(
3(


5(-3(-3-2

3N


2533 exactly

4m


20-21 4(-5(-2-2 cue-bid

4(


17-20 7+ very good (
4(


18-19 4(-5(-2-2

1♥

1♠
2N

3(
5+ suit



3(
encouraging, mild+ slammish



3(
6+ suit



4m
splinter for (


4(
6+ 1-loser suit, nothing special on the side
1♥

1♠
3m


GF (use this structure over any 1(-1y-3m)



Now

3( either doubleton ( weak hand, OR slammish 3+cards ( raise (in the second case, follow with cue)
1♥

1♠
3N


To play based on long solid (
4.3 1(-1NT 

1M 1N can have the following meanings

4-6 with fit

re bid 2M

6-9 no fit

usual re bids

10-11(12) no fit
re bid 2N

10-11(12) fit

re bid 3M

12-15 with fit

re bid 4M or 4C/D to show good 4 cards in that suit

12-15 no fit

re bid 3N

1(

1N

2(



2+ cards, denies 4(, 2-cards if 3532/4522 exactly



2(

5-6 raise, or 5-9 2( (2N = 16-17 nat)



2(

invit 5+(


3(

bal invit raise


3N

12-15 flat hand



4(

12-14 , 4 good (, 4 card ( support
4(

12-14, 4 card support, 2nd suit (( here), not great
1♥

1N
2(



4+(, or 4531 exactly (see cont's above)

2(



6+ cards
2♠
relay = asks for singleton (2N = sing (, 3m = sing m, 3(/N = bal min/max, 4( = wtf)



2N

invit



3m

values, invit to 4(
1♥

1N

2(



Artificial game force with an outside 4 card suit



2N

Relay

3(/(/♥



Shows (/(/♠ respectively

1♥

1N
2N



Artificial GF with no side suit (nat cont's)

3m



nat GF – shows 5-5
1(

1N 

as above, but

2m

2(

5+ suit (opener runs with singleton to 2()

1M

2♣
2M



Waiting, but forcing
1♥

2♣
2♦

2♥

10-11, 3M 5♣ NF

1♥

2♣
2♦

2N

Forcing

1♥

2♣
2♦

3♣

Nf

1♥

2♣
2♦

3♥

Good hand, slammish, (Now serious 3N applies)

1♠

2♣
2♦

3♠
3N



Serious slam try

4♣



Cue bid, A K or Q of C

4♦



A or K of D, but not a good hand

4♥



Last Train to Clarksville – see notes

4♠



No 1♠t 2nd round control in C or D

1M

2m
2N



16-21 1-suiter, maybe unbalanced


3(

relay

3(/N



5332 with 3/2-cards m support

3M



6+ suit

3other M


6+ suit, stiff other M
1♥

2m

2N


3(

good 6+m – even if 2m was 2♣


NS above 3M
 splinter for M



3N

12-13 HCP, no fit

1M

2m

3m


15+ 4+cards
4m


min 5-5

4.4 1(-2( 
1(
2(
2(

= artificial relay [see below]
2NT

= help suit game try in spades
3(

= help suit
3(

= help suit
3(

= preempt
4.5 1(-2(  2(-

The 2( re bid is a relay forcing 2N so opener can make a short suit game try.

1(
2(
2( 


asking relay, forcing 2N to make a short suit game try

2NT 

forced
3(
short
3(
short
3(
short spade

4.6 Weak Splinters - 1(-2( 1( - 2N
Shows a 6 to 9 HCP hand with 4 card support and some splinter
Opener can invite with a bid below 3 of his suit
bid 3 or 4 of the suit to play
or bid a suit between 3 an 4 of the suit as a slam try splinter

1(

2(
2N



Asks for s/ton 



3(/(/( 
Singleton (( = s/t ()





Now new suit = cue

1(

2(
3(/(
Shows s/t. May only be game try, but if followed up by another bid this shows a strong hand and asks responder to evaluate

Similar sequences over 1( - 2N
3( asks for singleton
4.7 Medium Splinters
1(

3(
3N



Asks

4m



Shows

1(

3N
4(



Asks 

4.8 Showing a Strong Splinter

If responder bid 2NT with a strong splinter, he shows it over a 3m bid

as follows:
1(

3N/4♣/4♦

13+ splinter
New suit



Cue
4.9 1(-2NT

GF with 6 good S, single suited
Responses:

1(

2N

3♣/♦



5/5 hands
3(



Very good ( suit, no ( support
3(



Better than minimum, 3 card support
3NT



To play
4m 



3 card ( support, s/ton in bid suit
Serious 3NT applies to all hands where ( support has been shown.

4.10 1(-3(/(
6 card minor, invitational
3 of opened M shows a 6 carder, GF

4m sets that suit and demands cues

4.11 1(- 2( 
1(

2(
2(



waiting no ( fit, OR good 6+( and ( fit (re bid 4()
1(

2(
2N



16-21 1-suiter, or 5(-4(-2-2

Now  3( = relay
1(

2(
2N

3(
3(/N



5332 with 3/2 (
3(



6+( with 3(
3(



6+( without 3(
4m



(19)20-21 5422 cue for (
4(



17-19 5422 raise
1(

2(
2N

3(

5-5



3(

6+ (


3(

encouraging



3N

descriptive



4m

splinter for (


4(

6+(, 1-loser, min



4(

discouraging
1(

2(
3(



Forcing, better than 4H
3N



any 11-13 splinter for ( (4( asks: ( = (, ( = ()

4m



14+ splinter for H
4.12 1(- 2( 

1(-

2(
2NT


relay, forcing 3( to make a short suited game try 

3( 

forced, or singleton club or heart in minimum hand

3(

= short diamond

3(

= short heart

3(

= short clubs

3(/3(/3( 

= help suit game tries

3(


= 1-2-3 STOP, preemptive
4.13 General Rules
Notes:

1.  2/1 is GF unless opener shows a potentially weak hand, and responder bids opener's suit cheaply. Eg 1S 2C 2D 2S
2.  A 2-level JS shows 6+ cards to at least 2 of the top 3.
3.  After an invitational JS to 3-lower, opener's same-suit re bid is forcing, and 4m demands cues.
4.  After a 2/1 in a minor, the raise shows 15+ and a good fit.
5.  Opener jump-re bidding his suit is not forcing over a 1 over 1 and shows, over a 1-over-1, 14-16 with a decent suit, and over a 2-over-1, 13-15 with a very good suit (min KQJxxx, AQJxxx, AKJTxx).
6.  With very strong 1-suiters we go through the 2N re bid by opener.
7.  Opener's 3N re bid after a 1(/(/( opener and 1-level response shows a great suit, with side stoppers, up to 16 HCP.
8.  Fourth-suit forcing or 2N relay guarantees game except for some defined sequences.  Fourth-suit at the 3-level asks for a stopper in that suit.

4.14 2( Gadget

1♥ 2♣ can be bid on hands that wish to force to game, but do not have a suit good enough to bid at the 2 level eg 

Axx 

xx 

JTxxx 

AKJ

This hand would bid 2♣ despite holding a 5 card ( suit

Further bidding is as over natural 2c, but no Splinter bids by opener involved for example 
1S

2C

2D/H


natural
2S 


minimum, 
2nt


game forcing, can be unbalaced, no side suit except clubs, 
3C


15+PC, 5+S, 4+C, 
3D/H


5-5, 15+.
1♠

2♣

2♥

2NT

Gadget asking for clarification

3♣



5413

3♦



5431

3♥



5/5 max
3♠



5422 Max
3NT


5422 min
3♣



5404
3♦



5440
4♥



5/5 min
4♠



6 good S and 4H
1♠

2♣

2♠

2N

3♣



Delayed raise, (inference = min)

3♦/H


Good 3 card fragments

3♠



Good 6 S
4.15 Other sequences

2/1 Auctions
1♠

2♦
2♠

2N*

Relay

3♣



6♠ some s/ton






Now 3♦ asks , ♥ = low, ♠ = mid. 3N = high

3♦



3 or 4 card ♦ support, 12-15

3♥



Secondary ♣ suit. Can’t be natural, else would have bid 2♥
3♠



6 good ♠, not 3♦, 2/2 (NO singleton)
3N



5332 Min
4.15.1 Picture jumps

1♠

2♣

2?

4♠

Classic picture jump. Values for game, all points in S and C, no controls in other 2 suits

Eg

KJx

xx

xx

AKJxx


Opener can evaluate his hand

4.16 Serious 3NT

1♠

2♦

2♥

3♠

Strong hand, slammish

3NT



Serious slam try

4♣/D



First or second round cue bid, minimum. (courtesy cue bid only)

This is called serious 3NT. When we have agreed a major, a bid of 3NT ALWAYS shows extra values for slam purposes.
4.16.1 Passed-hand Bidding

Reverse Drury over 1M:  
1M-2(
2(


normal opening

2M


bad opening

2N


16-21l

3m


17+ nat

3M


6+ invit

DJS


17+ splinter

3N


choice of game

1M-2(M+1

minisplinter as before

1(-2N


FSJ in (.
5 1NT Opening

The 1NT opening is a good 15 to a 17. Look at the shape – in general 4333♠ are devalued hands with a 5 card suit are upvalued.

In order to make responses easier, we place no restrictions on the possession of a 5 card Major.

5332 hands which fall into the range are opened with 1NT unless all the honors are concentrated in 2 suits eg AKQxx AQJ xxx xx

5.1 Responses

2( = Stayman

2(/( = transfers

2( = (, or invite to 3N (2N = min, 3( = max)

2N = ( (3( = max with fit or min with 2 top honors, 3( = nope)

3( = GF short (, 5+(, 4M

3( = GF short (, 5+(, 4M

3(/( = GF short (/( 5+ 4+ m's

4( = Gerber

4(/( = Texas

4N = quant

5.2 Developments

1N
2(
2( = no major


2( = weak 4+ 4+ majors

2( = relay



2N = no 5-cardser (relay for 3343/2344/3244/3334)



3( = 5( (relay for doubleton [NT = (])



3(/(/( = 5( doub in bid suit (( = ()



3N = 6(

2N = invite

3m = 5+ cards canape invite

3( = splinter, 4(


3( = relay for 4144/4135/4153/40(54) and 5m = 6m-3om no slam

3( = splinter, 4(


4( = interesting hand, seeks pd's 5-cards suit



4( = nothing wasted in (


4N = pick-a-minor no slam



5m = to play, own suit

2( = ( not 4(

2( = relay



2N = 4333


3( = 4( (relay for 2434/3424)


3( = 4( (relay for 3442/2443)


3( = 5(- shows doubleton ( Now 3( = RKCB in (


3( = 5(-doubleton (.. Now 4(= RKCB


3N = 5(-doubleton (.. Now 4(= RKCB

2N = invit with 4(

3m = invit with 5m-4(
2( = ( not (

2N = invit with 4(

3( = relay



3( = 4( (relay for hi/lo doub)



3(/( = 4( 4324/4234



3N = 4(-333


3( = 5(-4( invit

2N = Both Majors, minimum


3( = relay for low/high doubleton

3( = Both Majors maximum


3(( = relay for low/high doubleton

After relays, the end-signal 4( is us
3( = relay for low/high doubleton ed to signoff, and the cheapest bid in any suit sets that suit (RKC?), followed by OSW Doroszewicza asking bids in suits:  responses -0/AKQ, Q/AK, K/AQ, A/KQ in steps.

5.3 Transfers

1N
2(/(
2(/( = normal


NS = 4+cards, GF



3M/4M = good/bad hand with fit



raise NS = double-fit suit-values



NS = nat, no fit, OR preparatory with a good hand and fit


2N = invit


JS = autosplinter, good 6+ suit, mild+ slammish


4M = 6+cards bal slamtry


4N = quant 5332

2N = HHx support (retransfers on)

NS = 4-cards support, xx/Ax in bid suit


3N = bal slamtry


JS = slammish splinter


3NS = nat/seminat (except retransfer)

3(/( = 4-cards support


NS = splinter


3N = bal slamtry

1N
2N

any


NS = shortness (op bids 4M to suggest moysian)


3N = slamtry NF

5.4 Splinters

1N
3(
3( = ( fit in case pd has slam interest, does not deny 4M or ( stopper


3( = natural



3( = proposes ( Moysian



3N = ( stopped, slam interest



4( = good ( raise



4( = sets (, no possible M game

3(= natural


3( = 4(medium?


3N/4N = 4(, no slam/slammish


4( = sets (, slammish


4( = sets (, slammish, good (

4( = to play

3( = natural (see above)

3N = ( well-stopped

4( = ( fit, max, nothing wasted in (
4( = ( fit, max, Ace of (
5( = ( fit, no slam interest

1N
3(
3M = natural


3( = natural



3N = no fit




4( = good (, 4216 exactly




4( = 4207 or 4306




4N = quant

3N = ( well-stopped

4( = sets (, no M, suggests Ace of (
4( = sets (, no M, nothing wasted in (
5( = no slam

1N
3(
3( = relay for 2155/3145/3154/3055/1156/1165/3046/3064

1N

3(
2155
3(*

3N
3145


4(C
3154


4(
3055


4(
1156


4(
1165


4N
3046


5(
3064
3N = ( well-stopped

4m/5m = sets suit, slammish/not slammish

4( = nothing wasted in (
4N = pick-a-minor no slam

1N
3(
3N = ( well-stopped

4m/5m = sets suit, slammish/not slammish

4( = proposes Moysian

4( = nothing wasted in (
4N = pick-a-minor no slam

1N
2♣

2(
3(

S/ton H with 4S, + either 5C/D or 4144

3(
3N

4144


4♣

4135


4(

4153


4(

4045/4054


5♣

0346


5(

0364

1N
2♣

2(
3(

S/ton S

4♣

4(


No wasted values

5♣/(
4N

Over Interference

1N  (bid to 2♠)  X = takeout

1N  (bid)  P  (P)

X



takeout, typically doubleton in overcalled suit

1N  (bid)  2N+

Rubensohl





2N = t/f to 3♣




3♣ = t/f to 3♦




3♦ = t/f to 3♥




3♥ = t/f to 3♠




3♠ = no stopper in overcalled suit, no Major





3N = stopper in overcalled suit, but no Major

6 2( Opening Bid

6.1 Responses

2D game forcing waiting bid, semi-positive

(3 or fewer controls if balanced or any 3-suited hand)

2C

2D
2H


Roman-modified Kokish, 2H is a relay to 2S, then
2N


good 24+, bal, system on
3C


= 5+ hearts and 4+ C, may be 5/5 if C are not great




Now
4C = slam interest
3D = good 5 card suit





3H = likes H’s, slam interest,





3S = good 5+ card S suit






4H =signoff
3D


= 5+ hearts and 4+D




Now

Continuations as above
3H 


= 6+ good H




Now

3S good 5 card sui





3N = to play






4C,4D = good 6+ cd suits






4H = to play

3S


 = 5+ hearts and 4S, good hand




Now






4m = good 5 card suit






4N = likes spades, at least qxxx in spades, slam try






5S = likes spades, jtxx or worse in spades
3N


 = 6+ hearts, solid suit
4C


 = 5+ H and 5+ C, good hand

4D


 =5+H and 5+D, good hand
2C

2D

2S



 = spades
2C

2D

2S

2N

 = no 5 card suit


3C, 3D, 3H
=natural, 5 card suits


3S 

= likes spades, starts asking bids


3nt

 = unspecified splinter, 4 cd supp


4C,4D,4H = fit showing jumps, 4 cd supp or Hxx
2C

2D

3C



clubs






Now

3D=asking for 4cM, denying 5 card suit, 







3H, 3S=natural, 5 card suits







3N =5+ diamonds







4C = likes clubs, starts cues






4D/4H/4S=splinters







5C = signoff, no outside aces   

2C

2D

3D



 = diamonds, no 4 card major





Now






3H, 3S, 4C = 5+ card suits







3N = no 5 card suits







4D = likes diamonds, starts cues






4H, 4S, 5C = splinters







5D = signoff, no outside aces


2C

2D
3H/S



= diamonds and 4 of bid major





Now






3nt = to play







4c = natural, good suit







4d = likes diamonds, starts asking bids







4M = sign-off







4 other M = splinter for D's







4N = likes major, at least qxxx of that suit.







5C = splinter for D's







5D = signoff, no outside aces

2C

2D
3N
= 4-4-(4-1), game forcing hand with a minor suit singleton, 4C asks for shortness, L/H, then 4M is slam try, 4M directly is to play, 4D = asks for better major, 4N = asks for m

2C

2D
4any



=rkc for bid suit

4N



 = both minors

Positive raises of opener's suits must be as good as qxx axxx xxx xxx, where qxx is trump suit. 

In general, cheaper of 4th suit or 4nt shows slam interest for opener's 2nd suit 

when that suit cannot be bid below game (must be as good as axx qxxx qxx xxx).

e.g., 2c-2d-2s-3d-3h, then 4nt = likes hearts, slam interest 

2C

2H

2H = bad hand (worse than two q's or 1 k)
2S

Forcing
2N

Non forcing

2C

2S,3C,3D
= natural, good suit (2 of top 3 honors), 3+ controls
2N

= hearts, good suit (2 of top 3 honors)

3H,3S
= natural, 6+ cards, anywhere from kxxxxx to kjtxxx to qxxxxxx and no voids

3N

= solid suit, akqxxxx or akqjxx or better

4C,4D,4H,4S 
= broken 8 card suits, natural

6.2 Interference

(X) - 


Pass = negative


XX = positive balanced


2N = ( well-stopped


others = as if no double

(suit) -


Pass = weak or nothing to say


X = optional, values in their suit


bids = natural, does not need 3+ ctrls

4th seat:

(2-level)


Pass = forcing, may be 2/3 suited


X = optional, values in their suit


2N = natural, Baron and transfers on

(3-level)


Pass = forcing, may be 2/3 suited

7 Opening 2(
2( =    +5/+5 with at least 1Major, 6-10 (vul. 8-10)
Responses:

2♥,2♠
pass or correct

3♣    = +6♣, natural,NF

3♦    = at least invitational with supp. for both majors

3♥    = pre-emptive with supp. for both majors

3♠    = model hand 4-1-4-4, invit(or pre-empt?) to 4♠ or to play 4/5♣(D)


4♦   = pre empt in the Major

2NT   = strong enquiry, after which:

3♣ = C + Major (3♦ asks for a Major)

3♦ = D + H

3♥ = H + S

3♠ = S + D

7.1.1 Further auction:

2♦ - 2♥
2♠ = S+m

2♦ - 2♠
pass... obvious

2NT  5♦/4♥ (?)  * ?

2NT  6H + minor * ?

3♣   H+C 5/+5   * ?

3♦   H+D 5/+5   * ?

2♦ - 3♣
2♦ - 3♦ (invit+ with support in both Ms)

3/4♥ - to play

3/4♠ - to play

3NT

4♣
4♦ - as per system

2♦ - 3♥ (pre-empt with support in both Ms)

pass

3♠ - to play

3NT

4♣
4♦ - as per system

2♦ - 3♠ (4-1-4-4)

pass - obvious

3NT - (?) 18-22 5♦/4♥
4♣  - to play

4♦  - to play

4♥    ?

4♠  - to play

4NT   ?

5♣  - to play

5♦  - to play

?     ?

Wilkosz after intervention.

2♦ - (2♥) - pass = weak or trap

            double= pd, only if you have Hearts

            2♠   = pass or correct

            2NT  = as w/o intervention

            3♣   = pass or correct

                      NB:both 2♠ and 3♣ bids must guarranty 

                         a support in some suit

            3♦   = natural, +6♦, forcing

            3♥   = stopper asking? or take out?

2♦ - (2♠) - pass = as before

            double = as before

            3♣ = pass or correct

            3♦ = pass or correct

            2NT= as w/o interv

            3♥ = natural, 6+, forcing


    3♠ = ???

2♦ - (x) - pass = pass or correct (shows diam fit, weak)

           rdbl = take out (cannot play in diam)

           2♥,2♠,3♣ = 6+, natural NF

           2NT = strong asking

           3♦,H,S = as w/o interv

2♦ - (3♣) - dbl = penalty (at level 3 is penalty)

            3♦,H = pass or correct

            3♠ = natural, forcing (HIGHEST RANKING is NATURAL+FORCING)

            4♣ = take out, GF

            3NT = to play

2♦ - (3♦/H) similar to the above

2♦ - (2NT) - x = penalty

             3♣,D,H= pass or correct

8 Other Openings
8.1 Opening 2♥ / (Weak, 6 card suit

Responses 
2♥

2♠
Asks for singleton



2N
Shows a S suit

2♥

2♠
2N


No s/t

3♣/D/H

Low/Mid/High

2♥

2N

3♣


0-1 S

3♦


2 S

3♥


3 S

8.2 Opening 2NT

Pre empt in a minor
3♦ is the only force. 3♥/♠ = forcing. Opener shows 0/1, 2, Hx/3 cards in steps.
2NT-3(/ pass or correct

2NT

3( 
relay

3♥ 


heart singleton, void

3♠


 spade singleton, void

3N 


no singleton

4( 


Natural, short other minor

4( 


Natural, short other minor

Now 4N ( or 5N ) asks for Aces

8.3 3♣ Opening

5/5 minors, 6-10 points

3M = GF natural, support-asking


step 1 = 0-1 cards support


step 2 = xx support


step 3 = Qx/Kx/Ax support


step 4/5 = xxx/Hxx support



over all these responses, 4m is minorwood if available

4(/( = preemptive

games = to play

4N = Vanilla BW

8.3.1 Interference

(X)-


Pass = to play 2N-X


XX = pick-a-minor


others = unchanged

(3-suit)


X = penalty


4m = to play


4N = pick-a-minor

8.4 3 Major Openings

Standard opening bids.

Changes of suit are forcing. With no support do not by pass 3NT

4( over ♥/♠ is RKCB

8.5 3N Opening

This shows a hand too good for an opening 4 bid in a Major

4( asks Opener to transfer into his Major 


Now
4( = ♥ and 4♥ = ♠

4( is an artifical ask for a singleton. It is assumed that responder “knows” which is opener’s suit


Now
 Opener bids his suit singleton in other Major



Opener bids 4N with no singleton

4♥ is P/C

4♠ is RKCB in opener’s suit

9 Slam methods

Slam methods used include the usual Key Card Blackwood, Grand Slam Force etc.
but depend primarily on cue bidding.

One form of cue bidding is the use of splinter bids in the usual 2/1 ways.

In most sequences cue bidding “mixed” i.e. in general, the cheapest Ace or King or void or singleton is bid, regardless – so that bypassing a suit denies any sort of first or second round control in that suit and partner would need that missing control not to sign-off in the trump suit.

RKC Blackwood uses the trump King as the fifth Ace or “key” card
Note - key card Blackwood is used in cases where there is an agreed or implied fit only and otherwise regular Blackwood is used 
( e.g. 1x–4N is not RKC )

Note further that after a 1N-4(/4( transfer to 4(/4( , 4N is RKC
while 5 of unbid suit is exclusion Blackwood ( i.e.  do not count that Ace )

And there are other sequences where somebody can show a void and then Blackwood – when it is Exclusion – use RKC responses, ignoring the void Ace.

	RKC responses :
	5♣
	1 or 4 keys

	
	5♦
	0 or 3keys

	
	5♥
	2 - no trump Queen

	
	5♠
	2 - with trump Queen

	
	5N
	2 - with useful void

	
	6 of suit
	1 or 3 - with void


In relay auctions after exact shape has been discovered

4♦ is the end signal

Relayer can ask for KC in the following order of suits

Longest, 2nd longest, 3rd longest., shortest

If 2 suits are of equal length, look at ♥ before ♠ and ♣ before ♦.
Eg if opener has a 4432 shape and his last response was 3♥

3♠ is RKCB in, ♥
3NT is to play, 

4♣ is RKCB in ♠, 

4♦ is end signal, 

4♥ is RKCB in ♣
4♠ is RKCB in ♦
4NT invites slam in NT

5♣/♦ are natural and invit

5♥/♠ are natural and invitational focusing on those suits

Later bidding after RKC is quantitative (4N), trump queen-ask (5N), or OSW Doroszewicza control-asking (bid of new suit asks for control of that suit in steps:  -
The order for suit asking bids is 

1 step longest side suit

2 steps 2nd longest side suit

3 steps 3rd longest side suit

4 steps, shortest suit

With 4432 asks occur in H before S and C before D

Responses

1 step 
None of top 3 hons

2 steps 
Q or AK

3 steps 
K or AQ

4 steps 
A or KQ

5 steps 
All 3 hons
9.1.1 Cue-bids

Mixed cue-bids, up the line.  We don't cue-bid shortness in partner's known 5+ card suit, but we can cue-bid a Queen also in such a suit.  We can cue-bid shortness if for some reason it is impossible for us to have an honor.

Returning to the trump suit shows either a lack of control of a suit partner denied, or worry about trumps.

4N after a series of cue-bids is always Blackwood.

9.1.2 Blackwood

4N is Blackwood when


- it is bid immediately in response to an opening or overcall


- it cannot have a natural meaning


- it is preceded by cue-bids (the only exception is cue-bids after having strongly agreed a minor)

9.1.3 Responses to Blackwood (we always use 1430)


5( = 1 or 4 Aces


5( = 0 or 3 Aces


5( = 2 Aces and 0/3 Kings


5( = 2 Aces and 1/4 Kings


5N = 2 Aces and 2 Kings

9.1.4 The same over Gerber after a 1N opening.

After the initial ask, if not already revealed, is the ask for the number of Kings (1430 style as well).

9.1.5 End-signal

This technique is used at the end of a relay sequence (here, after 1N and relays) when opener's hand is completely known.  After the last shape-response,

3N = to play

4( = forces 4( and responder will pass or correct to the final contract

4(+ = agrees on one of opener's suits, starting in steps with the longest (lowest breaks ties) first and then in descending length order.  This ask is RKC for that suit (1430, 5 keycards).  Later bidding after RKC is quantitative (4N), trump queen-ask (5N), or OSW Doroszewicza control-asking (bid of new suit asks for control of that suit in steps:  0/AKQ, Q/AK, K/AQ, A/KQ.)

9.1.6 WKR control-asking

This control-asking is used in some cases where opener is very distributional (Namyats, e.g.).  Responses are:


1-step = no 2nd round control


2-step = 2nd round control


3-step = 1♠t round control

9.1.7 Trump Queen-Ask

After RKC, whether normal 4N, or in the end-signal queue, one can ask for kings, or the trump queen via 5N.  The responses depend on what is agreed as trumps:

(

6( = no trump Queen


6(/(/( = trump Queen + extra values in the bid suit


6N = trump Queen but no side extras

(

6( = no Queen but extra length


6( = no Queen, no extra length


6M = Queen, and extras in bid suit


6N = Queen, no side M extras

(

6( = no Queen, but extra length


6(/( = Queen + extras in bid suit


6( = no Queen, no extra length


6N = Queen, no side extras

(

as above

9.1.8 Over Double of our Splinter

XX = nothing wasted

Pass = encouraging (splinter-bidder XX's with a void)

cue = encouraging, Ace of splinter

return to suit = sign-off

9.1.9 Over Double of our Cue-bid

Pass = worry, no help

Cue = insurance against 2 fast losers in doubled suit (Q, K, or singleton)

XX = Ace

Over Interference of step-based structure:  Blackwood/ControlAsks/et al

DOPI/ROPI

Redouble is only not a step if it is our trump suit they doubled.
10 Competitive bidding

We remember that when there is an overcall 

we use negative doubles up to and including 3( 

negative free bids for non jump 2 level bid = non-forcing

non jump 3 bids are forcing one round

NOTE – if partner has opened a major and there is an overcall
jump bids are “fit showing” = support and trick source in bid suit.

10.1 Intervention
10.1.1 Over 1C Opening

vs. Double

Pass = 0-6 3+(, or 7-9 5+( (opener's 1N is 18-20 sys on with double take-out if they raise)

1( = 0-6 0-2(, or 7-9 5+(
XX = 10+ balanced

1(/( = 7+ HCP, PRO checkback still available

1N = 7-10 no major

2( = F, artif, short (
2(/2(/2(/3( = preemptive

2N = 5+( limit raise
10.1.2 1C-1(
(X)


Pass = (3)4 (

XX = 0-3(, 4-3+ majors, any strength


1M = 4M + 5+(

1N = 18-20 bal (sys on, doubles are take-outish here if they raise)


3( = semi-preemptive

(1()


1( = 4(-5+(

X = 18-23 NT without a ( stopper, or 18+ 4(-5+(

1N = 18-22 with ( stopper, maybe 4(
(1N)


X = penalty


2( = any 1-suiter


2( = majors


2M = 5M-4m

10.1.3 1C-1M

(suit)


X = 3-cards raise, non-minimum


NT = GF


cheap ( = NF


cue = general ask, could be 18-23 bal no stopper, or 6(-3M 16+


reverse = GF


JS = splinter

(3 suit)


X = any GF


4( = NF


4( = reverse

10.1.4 Over 1(/(/(
vs. Double

Pass = weak or 7-9 no fit

XX = 10+, forcing to 2 of opener's suit

NS 1-level = 6-9

JS = fit-showing (all levels)

1N = 6-9 raise

2N = invit raise

3N = Game raise with 2+ defensive tricks

raises = preemptive

10.1.5 vs. 1M-Unusual 2N

X = 9+ misfit

3( = over 1(, invit raise or bal slammish raise  over 1(, GF with (
3( = over 1(, GF with (  over 1(, invit raise or bal slammish raise

3M = competitive raise

3oM = 6+ suit, constructive but NF

3N = game raise, with 2+ defensive tricks

4m = 11+ splinter

4M = game raise with 0-1 defensive tricks

10.1.6 after a 2/1

Fast Arrival, FSJ, splinter only in their suit

10.2 Lebensohl sequences

1(-(2() Wilkosz


Pass, then X = penalty


2N = s/o one minor, or GF stayman


3Y = forcing


X = 9+

1(-(2()


X = 9-11 blob, or GF Stayman without a stopper (op NF re bids are 2(/2N/3( only)


2N = s/o one minor, or forcing with 5( and ( stopper (3( = bad stopper, 3( = good), or 



4( and a ( stopper (re bid 3N)


3( = 5+( GF, no ( stopper'

1(-(2()


X = 5( invit, or 4( GF no ( stopper, or 9-11 blob


2N = s/o in (/(/(, or GF Stayman with ( stopper (re bid 3N)

1(-(2()


X = 4( (if GF, then no ( stopper)

2N = s/o ( or (, or GF 4( with ( stopper (re bid 3N), or GF with 5( and ( stopper (3( = weak stopper, 3( = good one)


3( = invit


3( = 5+( GF, no stopper

1(-(2()


X = s/o in (/(/(, or GF with 4( and stopper (re bid 3N)


3( = invit

1(-(2()


X = neg


2N = s/o in (/(/(, or GF with weak fit and ( stop (re bid 3N)


3( = invit


3( = GF with fit (3N suggests contract)

10.2.1 Over opener's reopening double:  1(-(2()-P-(P)X-(P)-?


2( = 0-6 to play


2N = s/o ( or (, or 7-9 with 4(

3( = 7-9


3( = 5-7


3( = 6-8 5(
1Y-1N-(2 higher suit)


NS simple = GF


3Y = invit


2N = weak s/o in same or with side lower suit, OR GF 1-suiter (re bid higher suit or cue)

10.2.2 vs. Michaels of 1M

In the case of 1(-(2()-


X = 9+ no fit


2( = fit, asks distr.


2N = constructive minor (p/c), or weak ( raise(3(), or balanced slam raise (cue)


3m = nat, F


3( = invit


3( = splinter 11+


3N = game raise with 2+ tricks


4m = FSJ


4( = game raise with 0-1 tricks

10.2.3 1M-(2lower)


2N = GF with fit or s/o lower suit


cue = invit raise


3M = preempt

10.2.4 1(/(/(-1Y-(2 higher)


2N = s/o in 1/2 suiter, or GF 1-suiter


reverse/3lower = GF


3 own suit = invit

10.2.5 Defense to Multi 2(
tba

10.2.6 Defense to 1NT opener

a) SOAP

10.3 Passed hand bidding

P

1C
1N



10-11, denies a 4 card M. With 9 points and no 4M, bid 1D

2D



Fit showing

P

1C
2D

2H/S

14+, values in suit, forcing



2N

Forcing, natural



3C

Sign off



3D

Invit



3H/S

Splinter with 5 cards in C



4C

5+C, D fit, looking for slam



4D

D fit, looking for slam

P

1H

2C



Drury

P

1H

2C

2D

Normal opening



2H

Less than 11



2N

about 15, 5332 maybe 6223



3C/D

17-21 natural 4+



3N

Proposition for contract



3H

Very good H



4C/D

Splinter, also 3S over 1H and 4H over 1S

10.4 Leads and Signals

4th highest from 4 to an honor

MDU from 3 small or 3 to an honor

Low from xx

Second highest from xxxx – follow with higher card
10.4.1 After we X

Herbert negatives

10.5 Defense to 1C Openings

Over 1♣ Natural
1N  Polish – 4 card M and long D

1♦  Warsaw – 5/4 or 4/4 Majors or a D suit
Over 1♣ Strong

X  wonder bid in C

1♦  Warsaw

1♥/S  Wonder bids

1N  Pre empt in either m

2♣  5/4 minors either way

2♦  Wilkosz

2M  Weak

2N  Pre empt in either m

3♣  Both minors

3♦  Good pre empt in a M

10.6  Meaning of doubles:

We play TRAPPERS 
Double is for penalty in the following situations
T = Third double after two doubles by one or either of us 

R = Raise by us, overcall by them

A = Artificial bid

P = Previous penalty pass

P = Preempt by partner

E = Expose a psyche. Applies if they open, we double and third player bids  

      1H or 1S.  X of that is penalty

R = After a redouble

S = Subsequent X after previous pass of same suit, other than balancing

In addition:

(a) If we make any overcall, including 2NT, over a multi 2D bid and opposition bid a “pass or correct” major at any level, X by partner is for penalty 

(b) If we make a T/O double and third player redoubles, pass by 4th player is penalty

(c) Negative doubles to 4S.  Lower level negative doubles are limited to below the strength required to make a natural bid at the level

(d) If we open with a 2 level bid, double by responder is for penalty

(e) If partner doubles in last seat after opposition have bid two suits naturally, then double is for penalty if opener bids again - irrespective of what he bids eg: (1X)   : pass   : 1(Y)   : X

      (Any) : X = penalty

(f) If partner doubles in last seat where the opposition has only bid 1 suit naturally (e.g. 1H : 2H or an omnibus 1D : 1H) then double is for T/O except if opener bids NTs, when it is for penalty

(g) If partner doubles in second seat, (when only one suit has been bid) then double is for T/O should responder bid 1D or any suit at the 2-level or higher, and is for penalty if responder bids 1H/S or 1NT

(h) DOPI

Support doubles (unlimited) if responder bids a major and opposition bid a suit below 2 of that major 

(j)  If responder bids a suit and opposition double, XX by opener denies a fit for responder’s suit and is looking for penalties

(k) Competitive and Responsive doubles

(l) Double of 3NT asks for dummy’s first suit if we have not bid. If one of us has bid, it asks for partner’s natural lead. If both of us have bid, it asks for the suit of the person on lead 

(m) Double of 3NT if no suit bid asks for spade

(n) Lightner double asks for dummy’s first suit

(o) Double of their natural splinter asks for lead of highest ranking non-trump and non-splinter suit - e.g. 1H : 4C dble asks for S and 1S : 4C dble asks for H 

(p) Double of artificial bid asks for lead of the suit doubled
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