he 2/1 Game Force bidding system is an improvement over the Standard American
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possible with only a single bid. In this book, I have tried to present the fundamental aspects
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INTRODUCTION

The 2/1 Game Force bidding system is an improvement over the Standard American System that
has been in effect and played by bridge players for many years. The advantage of the 2/1 system
is that it allows the partnership to know that game is possible with only a single bid. In this book,
I have tried to present the fundamental aspects of the bidding structure for playing a “pure”
Two-Over-One Game Force system of bidding.

While many players “claim” they play 2/1, this is not the case. They have allowed the bidding
structure of Standard American to prevail, like bidding suits up-the-line or ignoring the Walsh
club.

In this book, I have tried to change behavior by presenting a series of bids geared toward the 2/1
bidding structure that includes Bergen, Reverse Bergen, and Combined Bergen Raises, inverted
minor suit raises with crisscross and flip-flop, cuebidding, modified scroll bids, and many more
methods not used in Standard American or Precision.

This is not a book on conventions, it is a book about bridge that incorporates conventions that
allow the partnership to reach game or slam. In this regard, I have incorporated modern methods
for hand evaluation developed by Marty Bergen. New bidding conventions like SARS (Shape
Asking Relays after Stayman), Quest transfers, and an overview of “Bridge Rules and Laws” that
I hope will improve your approach to the bidding structure you may use today.

My goal in writing this book is to provide a careful organization of topics so that one may easily
follow the concepts unique to the 2/1 game force bidding system.

The material is divided into chapters that illustrate bids by the opener, responder, and rebids by
both. In addition, numerous bidding schedules are provided that summarizes standard responses
and rebids with or without interference.

While many conventions are presented, those selected were chosen because they are designed to
form a basic bidding structure that enhances the 2/1 Game Force Bidding System.

Bridge is a complicated game. I hope the approach I have taken is useful in the improvement
of your game whether you play Standard American, Precision, or the 2/1 Game Force bidding
system. To further promote your understanding of bridge, Chapters on Precison have been
added.
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by readers. Corrections are in the files called Errata and may be accessed by clicking on Bridge
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CHAPTER 1

HAND EvALUATION, OPENING BIDS, AND REBIDS

Hand Evaluation—Starter Points

The standard deck of cards for the game of bridge contains fifty-two cards. The cards are
organized into suits - spades (), hearts (¥), diamonds (#), and clubs (#). The sequence spades,
hearts, diamonds, and clubs represent the rank order of the suits within the deck. Thus, spades
is higher ranking than hearts; hearts is higher ranking than diamonds, etc. The major suits are
spades and hearts and the minor suits are diamonds and clubs.

Each suit contains thirteen cards as follows:

AKQJ1098765432

The Ace (A), King (K), Queen (Q), Jack (J), and 10 are called honor cards.

A bridge hand is created by dealing the fifty-two cards to four players, one at a time, so that each
player has a total of thirteen cards. Partnerships at the game are the two persons sitting North-
South and those sitting East-West. To evaluate the value of your hand, independent of rank, the

standard/traditional method promoted by Charles Goren in the late 1940s is to assign values to
the honor cards:

Honor Value
Ace 4
King 3
Queen 2
Jack 1
Ten 0

10

The evaluation method is referred to as 4-3-2-1-0 point count system. Using this method, one
observes that a bridge deck contains a total of 40 High Card Points (HCP). Hence, an “average”
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hand consists of 10 HCP. While the method of assignment is accurate, a computer analysis of
bridge hands shows that the point count system (4-3-2-1-0) tends to undervalue aces and tens and
to overvalue queens and jacks. Only kings are correctly valued. Using only HCP, a hand with at
least 12 HCP is usually opened. More later!

To compensate for the over and under valuation using the “standard/traditional” method, Marty
Bergen, ten-time national champion, developed the ADJUST-3 Method. His 2008 book, “Slam
Bidding Made Easier” published by Bergen Books, devotes the first 100 pages to his proposed
method. Why adjust three? Because the accuracy of the HCP in a hand depends on the difference
of overvalued and undervalued honors by the value of three.

Let’s see how the process works. With a dealt hand, one goes through six simple steps to employ
the Adjust-3 Method:

Step 1: Add up your HCP using the table presented earlier
Step 2: Count the number of aces and 10s (undervalued honors).
Step 3: Count the number of queens and jacks (overvalued honors).
Step 4: Subtract the smaller number from the larger number.
Step 5: Evaluate the difference:

If between 0-2, make no adjustment

If within the range 3-5, adjust by 1 point

If 6+ (rare), adjust by 2 points
Step 6: If the number of aces and 10s is more, add;

If the number of queens and jacks is more, subtract

We next apply the method to a few examples.

Hand 1 Hand 2 Hand 3 Hand 4 Hand 5
#AKQI105 &AK9 aA67 &A104 aK78
¥10982 vK1J3 YKQ54 ¥10543 YAQ9852
+6 4J105 *Q7 *KJ67 *A109
*J67 *5678 4J678 &K 10 A

Hand 1: 10 HCP
3 (undervalued) 10A10; 2 (overvalued) honors QJ
3-2=1; no adjustment
The adjusted total for the hand is 10

Hand 2: 12 HCP
3 aces and 10s (undervalued); 2 Js (overvalued)
3-2=1 no adjustment, but skewed in undervalued honors
The adjusted total for the hand is 12
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Hand 3: 12 HCP
3 queens and jacks (overvalued); 1 ace (undervalued)
3-1=2 no adjustment, but skewed in overvalued honors
The adjusted total for the hand is 12

Hand 4: 11 HCP
4 undervalued honors; 1 overvalued honor
4-1=3; add 1 HCP; more overvalued honors
The adjusted total for the hand is 12

Hand 5: 17 HCP
4 undervalued honors; 1 overvalued honor
4-1=3; add 1 HCP; more undervalued honors
The adjusted total for the hand is 18

Using the Adjust-3 method of hand evaluation, one would consider opening hands two- five.
However, is there more to the story? Yes. Clearly, if a suit includes AKxxx and another suit
contains Axxx, one may take two tricks with the first and only one with the second. Thus, in
addition to HCP, one must consider suit length.

After the Adjust-3 process, you must apply the following rule to modify your points for suit
length:

ADD FOR SUIT LENGTH

1 additional point for a 5-card suit

2 additional points for a 6-card suit

3 additional points for a 7-card suit, etc.

In summary, add one additional point for each card in a suit over four.

However, in addition to suit length, one has to consider dubious honors since they are OVER
VALUED.

Subtract ONE point for hands with the following doubletons or singleton honors

DOUBLETONS: AJ, KQ, KJ, QJ, Qx, Jx
SINGLETONS: K, Q, J

Lastly, you must adjust for QUALITY SUITS - a suit with 3+ of the top five honor cards.
ADD ONE ADDITIONAL POINT FOR EACH QUALITY SUIT.
In summary, one proceeds through the following steps to obtain the total value of a hand.
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Step 1: HCP

Step 2: Adjust-3 (add or subtract)
Step 3: Suit Length (add for length)
Step 4: Dubious Honors (subtract)
Step 5: Suit Quality (add)

Step 6: Total Starting Points

Completing steps 1-4, one has what Mr. Bergen calls “starting points.” To open the bidding in
the game of bridge (one of a suit), a hand is opened if it has at least twelve starting points in

the first seat. There is more to a hand than simply high card points (HCP).

One final comment, in a suit contract, if your shape is 4-3-3-3, 5-3-3-2, or 6-3-2-2, or 7-2-2-
2, you should downgrade your hand one point for “flatness.”

Returning to Hands 1-5, we apply the process outlined above.

Hand 1 Hand 2 Hand 3 Hand 4 Hand 5
#AKQI105 &AKI10 aA67 aA104 &K78
¥10982 vK1J3 YKQ54 ¥10543 YAQ9852
46 4J105 +*Q7 *KJ67 +A109
&J67 »567 4J68 »K10 SA
Hand 1: HCP 10

Adjust -3 0

Suit Length add 1

Dubious Honors none

Suit Quality add 1

Starting points 12
Hand 2: HCP 12

Adjust -3 0

Suit Length none

Dubious Honors none

Suit Quality none

Starting points 12
Hand 3: HCP 12

Adjust -3 0

Suit Length none

Dubious Honors subtract 1

Suit Quality none

Starting points 11
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Hand 4: HCP 11
Adjust -3 1
Suit Length none
Dubious Honors none
Suit Quality none
Starting points 12

Hand 5: HCP 17
Adjust -3 1
Suit Length add 2
Dubious Honors none
Suit Quality none
Starting points 20

9~ ¢

Counting only HCP, one would have opened hands 2, 3, and 5; however, using Bergen’s “starting
points” method, open hands 1, 2, 4, and 5. Also observe that these hands have at least TWO
QUICK TRICKS.

BASIC RULE: Open a bridge hand one of a suit with at least 12-21 starting points and two
quick tricks (in the first or second seat).

The first step at the bridge table is that all players evaluate their hands; the process begins by
the person designated DEALER. The person with twelve starting points opens the auction by
bidding (there are exceptions called pre-emptive bids and strong two-level bids to be discussed
later). As the auction progresses, the value of your hand may increase or decrease depending
upon what you learn from your partner and your opponents. To keep the process simple at this
juncture, suppose one person has a sufficient number of “starter points” to open a hand one of a
suit with no interference.

Another facet of the game one must consider when bidding is vulnerability. In general, there
are four situations. The two pairs are non-vulnerable, two pairs are vulnerable, one pair is
vulnerable, and the other pair is non-vulnerable. The value of tricks (won or lost) depends upon
the vulnerability of your pair. More on this later!

Opening Notrump Bids

Having sufficient starting points to open, the first goal is to describe your hand to your partner.
When you open, you may have a balanced hand, an unbalanced hand, or a semi-balanced hand.
A hand with a singleton or a void is by definition unbalanced (35.7%). The patterns that do not
contain a singleton or a void are 4-4-3-2, 5-3-3-2, and 4-3-3-3 (47.6%) and are called balanced
hands; semi-balanced hands are hands with the following patterns: 5-4-2-2, 6-3-2-2, and 7-2-2-2
(16.7%). A frequency table of hand patterns follows.



Common Hand Patterns Arranged
in Order of Frequency*

Pattern Percentage
4-4-3-2 21.55
5-3-3-2 15.52
5-4-3-1 12.93
5-4-2-2 10.58
4-3-3-3 10.54
6-3-2-2 5.64
6-4-2-1 4.70
6-3-3-1 345
5-5-2-1 3.17
4-4-4-1 2.99
7-3-2-1 1.88
6-4-3-0 1.33
5-4-4-0 1.24
5-5-3-0 0.90
6-5-1-1 0.71
6-5-2-0 0.65
7-2-2-2 0.51
7-4-1-1 0.39
7-4-2-0 0.36
7-3-3-0 0.27
All Others 0.69

* Observe that over 33% of the hand patterns contain a singleton or a void so do not be surprised.

When you open the bidding, you first want to communicate to you partner whether you have a
balanced or non-balanced (unbalanced or semi-balanced) hand. However, if the semi-balanced
hand has honor cards (AKQJ) in two of its doubletons, it may be considered balanced. When
hands are balanced, one usually opens the hand with an opening notrump (NT) bid. Because
roughly 50 percent of the hands dealt are balanced, many hands are opened using the notrump
bidding scheme. In addition, it is used to describe rebids by an opener when bidding one of a
suit. When bidding notrump you are saying to your partner, I have a balanced hand; suit bids
convey non-balanced hands.

Playing bridge the 2/1 way, the notrump ranges for NT bids and rebids follow.

Opening Notrump Bids Opener Notrump Rebids
INT = 14/15-17 starter points INT = 12-14 starter points
2NT = 20-21 starter points 2NT = 18-19 starter points
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Opener may make an artificial and forcing opening bid of two clubs and then rebid notrump
with 22+ starting points; more on this in Chapter 4. Interference is common over INT openings;
bidding strategies are discussed in Chapter 9.

While some will open 3NT with 25-27 starting points, this will not be the case in this book. We
will use the Gambling 3NT bid. Playing 2/1 the Gambling 3NT bid shows a solid seven-card
suit and denies holding an ace or a king (in the third or fourth seat it may include an outside ace
honor); more on opening 2 and 3NT in Chapter 4.

An opening bid of INT usually shows stoppers in at least three suits where a minimum stopper
is defined as Qxx.

Opening 2NT, you should have all suits stopped; however, some may open it with an honor
doubleton hoping his partner has the suit stopped. To reach game in a notrump contract, the bid
is 3NT (for example, the bidding sequence may be simply INT-2NT-3NT), both hands combined
usually require twenty-six starting points; however, with long suits and points balanced between
the two hands, only twenty-four starting points may be needed. To make a game in notrump, you
must take a minimum of NINE TRICKS out of thirteen totals.

If you take twelve tricks (the bid is 6NT), you have made what is known as a slam. To make a
(small) slam usually requires thirty-three starting points in the two hands. And, if you take all
thirteen tricks (the bid is 7NT), you have taken all of the tricks, a grand slam; to make a grand
slam normally requires approximately thirty-seven starting points. The goal of a partnership
when bidding is to determine whether or not one has enough points for a partial notrump
contract, a game notrump contract, a small, or grand slam contract.

Let’s apply our methodology (yes, it applies when opening a major or notrump).

Step 1: HCP

Step 2: Adjust-3

Step 3: Add for suit length

Step 4: Subtract for dubious honor doubletons/singletons
Step 5: Add for suit quality

Step 6: Total starting points

A few more examples:

Example N1 Example N2 Example N3 Example N4
oKJ &KJ6 K9 498

YAQ4 YA104 YAQS5 YAKIJ2
+A108 +AQ8 K8 +102
#Q10854 #AQ96 +K109874 SAKJ42



Example N1

Step 1: 16HCP

Step 2: [Undervalued Honors = 4—Overvalued Honors = 3] = 1; no adjustment
Step 3: Add 1 for suit length

Step 4: Subtract 1 for dubious doubleton

Step 5: Add 0 for suit quality

Step 6: Total: 16 starting points

Open the bidding INT (balanced 5-3-3-2)

Example N2

Step 1: 20 HCP

Step 2: [Undervalued Honors = 4—Overvalued Honors = 3] = 1; no adjustment
Step 3: Add 0 for suit length

Step 4: No dubious doubletons

Step 5: Add 0 for suit quality

Step 6: Total: 20 starting points

Open the bidding 2NT (balanced 4-3-3-3)

Example N3

Step 1: 15 HCP

Step 2: [Undervalued Honors = 2—Overvalued Honors = 1] = 1; no adjustment
Step 3: Add 2 for suit length

Step 4: No dubious doubletons

Step 5: Add 0 for suit quality

Step 6: Total: 17 starting points

Open the bidding INT (semi-balanced 6-3-2-2)

Example N4

Step 1: 16 HCP

Step 2: [Undervalued Honors = 3—Overvalued Honors = 2] = 1; no adjustment
Step 3: Add 1 for suit length

Step 4: Subtract 0 for dubious doubletons

Step 5: Add 2 for suit quality (hearts and clubs)

Step 6: Total: 19 starting points

With nineteen starting points, you should not open the bidding INT (if partner is a passed
hand; some may open INT with eighteen starting point in the fourth seat). With twenty points,
you would not open the hand 2NT when holding two worthless doubletons and good suits.
You must open the bidding one of a suit.

Before discussing suit bids, one needs to understand what it means to “take tricks” in notrump.
To set our ideas, suppose you open INT and all other players at the table pass.
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You have won the contract (INT), and to succeed, you must take seven tricks. The first six tricks
are called your book; hence to make a INT contract you must take book plus one trick. Similarly,
for a contract of 3NT, you must take book plus three tricks or nine tricks.

To capture tricks in notrump, each card in a suit is of decreasing value from the ace down to
the 2(AKQJ 109876543 2). However, the values are only meaningful for the suit led. If
you lead, for example a club, only clubs are played and four cards constitute a trick. The highest
valued card in the suit is the #A. When you are unable to follow suit, you may discard any card
in your hand; however, if you get in the lead later, you must be careful when discarding. One
generally discards cards in other suits with low value.

Because there are no trumps in “notrump contracts,” they are the most difficult contracts to
make. Tricks are only won with a suit led. To establish tricks in notrump, you want to take
advantage of long suits since these are the source of tricks.

Let’s look at an example. You have the following hand: 4KQ YA10 ¢AKQ10753 #KQ and your
contract is 3NT. In this hand, you have one spade trick, one heart trick, seven diamond tricks,
and one club trick or ten tricks (ten potential tricks without a heart lead); hence you can make
4NT. Bidding only 3NT you can make your contract plus an overtrick. In duplicate bridge, 3NT
is worth 400 points if your side is non-vulnerable and 600 points if your side is vulnerable.
Each overtrick is worth a score of thirty so that you have made either 430 or 630 points for the
contract.

If you fail to make your contract, the value of a trick lost depends on vulnerability. Fifty points
if you lose a trick non-vulnerable and 100 points if you lose a trick vulnerable. And, if the
opponents do not think you can make a contract, it may be doubled. This doubles the values of
tricks lost. Hence, when bidding a partial (INT = score of 90 or 2NT = score of 120) game or
slam contract, one must consider the “risk” of not making the contract. Conversely, if you make
a doubled contract, it also has a higher value when doubled and made. And, a contract may be
re-doubled; even more points if made. When bidding, you must consider vulnerability.

Opening One of a Suit (Major or Minor)

When opening one of a suit (one club, diamond, heart, or spade), one needs a minimum of twelve
starting points. Even though notrump bidding was discussed first, the first priority in bidding is
to find a fit in a major suit. A fit is defined as at least eight cards for the partnership; the best fit
between two hands is 5-3, or 4-4; however, a 6-2 fit also works. In general, it is usually better to
play in a 4-4 fit than a 5-3 fit. Contracts may be played in a major suit, notrumps, and a minor
suit. Because of its simplicity, we considered notrumps bidding first. A game in notrump only
requires taking nine tricks. A major suit game (four spades or four hearts) requires making ten
tricks. A minor suit game (five clubs and five diamonds) requires making eleven tricks, book plus
five; almost, the same as a small slam.



The number of total points required for a major suit game is the same as that for 3NT, from 24-
26 points; while the points required for a minor suit game is twenty-nine points. The value of
each game vulnerable is respectively 600 points for notrump, 620 points for a major suit game,
and 600 points for a minor suit game. With this knowledge, the first priority is to reach a game
contract in a major, notrump, and lastly a minor.

What about tricks in suit contracts? Again, four cards played constitute a trick; however, the
values of the cards change with suit contracts. Now, the boss suit is the trump suit, spades,
hearts, diamonds, or clubs. If spades is the trump suit, and let’s say one leads the ace in another
suit (say the #A), it may not win a trick since it may be trumped with 42, if a person is void in
clubs. Thus when playing in a trump contract losers, low valued cards in a non trump suit, may
be trumped to win tricks. In trump contracts, 4-4 fits in the major suit allow one to trump
in either hand, it is superior to 5-3 fits. You have less ruffing value with only three trumps.

Playing the 2/1 game force method, with a five-card or longer five-card major suit and 12-21
starting points, one should bid one of a major (with a non-balanced hand). If one has two five-
card majors, the higher ranking major (spades) is opened, not hearts. Ideal hand patterns for
major suit opening are hands with the patterns 5-5-x-x, 5-4-x-x, and 5-3-3-2.

A problem hand frequently encountered is the balanced hand with a 5-3-3-2 pattern when one
has sufficient values for opening INT and you are 5-3 in the majors. Do you open it with one
of a major or with sufficient values INT? While there are special circumstances when opening,
INT is better; in general, one would always prefer to open the hand one of a major. However, you
may not always get a top score. Making four notrump is better than making four of a major since
430/630 is better than 420/620. In team games using IMPS there is no difference. Generally, you
will score better by playing a 4-3-3-3 hand pattern opposite a 4-3-3-3 in notrump than in a 4-4
major suit fit. A 3-3-3-4 pattern opposite a 5-3-3-2 pattern is better in notrump and not the 5-3
major suit fit! To find these hand patterns require advanced bidding methods. For now, my advice
is to always open the hand one of a major given the choice.

A similar problem occurs when you are 5-4-2-2. Do you communicate values or shape? For
example, suppose the distribution was as follows: 4AK92 YAKJ42 4102 #98. Do you open the
hand INT or 19? Again, there is no clear cut answer. Some would open the hand 14 and others
may open the hand INT. The risk when your partner is weak is that if you open it INT you may
miss your major suit fit.

Alternatively, one may use the Flannery Convention or the Extra Shape Flannery Convention.
And if you are 4-4-4-1, you might consider the Mini Roman Convention. These distributional

hands are reviewed in Chapter 2.

Not having a five-card major, one must bid a minor suit (clubs and diamonds) with 12- 21
starting points.

10



2/1 GAME FORCE A MODERN APPROACH

(I) With two minors of unequal length, open the bidding with the longer minor, regardless of
strength. Here, one must be careful if one is 5-4 in clubs and diamonds. Depending on the
strength of your hand, less than seventeen starter points, one may open one diamond to avoid
a reverse rebid. This will be discussed more fully shortly (briefly, bidding one club, followed
by a rebid say two diamonds, partner cannot return to your first bid suit at the two-level
called a reverse; this is not the case if you bid one diamond followed by two clubs).

(2) With two three-card minors, open the bidding with the stronger minor. If approximately
equal, open the bidding with 1. For example, if you hold ¢AKQ and #564, open the hand 14.

(3) With two four-card minors, one opens one diamond. However, if clubs are significantly
stronger, some will open one club.

(4) When one is 5-5 in the minors or 6-5 (clubs-diamonds), a difficult decision presents itself.
Open the higher ranking minor if 5-5 or 6-5 (diamonds-clubs). When you are 6-5 (club-
diamonds), open the bidding 14 unless you have seventeen starting points.

With hand patterns [4-3-3-3, 4-4-3-2, and 3-2-3-5 (#-¥-¢-#)] one three-card minor or a five-
card minor, always open the hand one of a minor, unless of course the hand evaluation process
suggests notrump. A few examples:

M1 #4AK43 vI876 *A1082 &K

M2 #A1054 YA897 *AS *Q75
M3 #A98 YK 54 *A103 Q754
M4 4A98 vK5 +QJ103 2QJ43
MS5 48 v987 +AQ105 *AQ987
M6 4K J98 vAQ976 o2 *Q2

For hand M1, you have fourteen starting points (15 HCP + no adjustment-1 dubious king) and no
five-card major, open 14.

For hand M2, you have fifteen starting points [14 HCP+ 1 adjustments (4 aces and 10s -1
queen=3 so add 1)]. Open INT.

For hand M3, you have thirteen starting points, open the hand 1.

For hand M4, you have two four-card minors; open the higher ranking minor (1#) with thirteen
starting points (13HCP+1 for quality suit).

For hand M5, clubs are longer than diamonds and you have only fourteen starting points (12
HCP+1 long suit+1 quality suit). Hence, open the hand 14. You have not told the truth about your
shape, but you will not mislead your partner regarding hand strength by reversing—do not open
1.

For hand M6, you are 5-4 in the majors with twelve starting points; open the hand 1.
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Playing Extra shape Flannery if partner bids 2NT*, respond 3%* to show a heart minimum
opening. Partner will pass or bid game. Playing Flannery, you would also open 24* again
bidding 3¥* to show shape and values (see Chapter 2).

Hand Evaluation - Dummy Points

When partner opens one of a major and you have three-card support, you have found a fit in the
major. If you win the major suit contract, you will become Dummy and partner will play the
hand. When you have a short-suit or two, you must reevaluate your hand.

The dummy hand reevaluation process is used when partner opens a major; it does not
apply to minor suit or notrump openings. Conversely, if opener opens a minor and partner
(responder) bids a major, opener must reevaluate his starting points with a major suit fit. Thus,
the reevaluation process may be done by responder when opener opens a major and a fit is found
or by opener when opening a minor and partner bids a major (with 4+ cards) and opener has a
four-card major, a fit has also been found. The “dummy” reevaluation process may be employed
by opener or responder.

The short-suit Dummy Points are evaluated as follows:

Doubleton 1 point each, always
Singleton 2 points each, but 3 each with 4+ trump
Void equal to the value of the number of trumps in hand

When considering starting points, short-suit points are not counted (except for dubious honor
doubletons/singletons). Remember, shortness is not helpful in notrump contracts, and you do
not know if your partnership will find a major suit fit. Thus, never count for shortness when you
open the bidding. Except for dubious doubletons or singletons, you must ignore suit shortness
when calculating starting points. However, with a fit in a major suit, this is not the case.
Dummy Points = Starter Points + Short-suit Points

Let’s look at a few examples, when your partner opens 14 and you hold the following hands.
Hand A: 4 AJ62 ¥ 6542 ¢ void # AK987

Hand B: # AQ67 ¥ 678 ¢ AK10432 & void

Hand C: # KQJ32 ¥ 1098 #7 & J987

Hand D: 4 9876 ¥ AK ¢ 75 #AQ1084

Hand E: & 10986 ¥ K ¢ 753 & Q9432

Hand F: & 102 ¥ J64 ¢ KQJ % KQ1098

12
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First, you must calculate starter points. After calculating starting points, add to the total Dummy
Points. The analysis for the five hands follows.

Hand A: # AJ62 ¥ 6542 ¢ void & AK987

Hand A: 12 HCP + [Undervalued Honors = 2—Overvalued Honors = 1] = 1; no adjustment
+ 1 for suit length, no dubious doubletons, no points for suit quality; hence, the total number
of starter points = 13. To establish Dummy Points, add four points for the void. There are no
singletons or doubletons. Thus in Hand (A) now has seventeen Dummy Points.

Hand B: 4 AQ67 ¥ 678 ¢ AK10432 & void

Hand B: 13 HCP + [Undervalued Honors = 3—Overvalued Honors = 1] =2; no adjustment+ 2
for suit length, no dubious doubleton, 1 point for suit quality; hence, the total number of starter
points = 16. However, you have one doubleton (Imore point) and a void (3 more points). Thus, for
Hand (B) we now have twenty Dummy Points.

Hand C: 4 KQJ32 ¥ 1098 ¢7 & J987

Hand C: 7 HCP + [Undervalued Honors = 1—Overvalued Honors =3] = -2; no adjustment + 1 for
length + 0 for dubious doubleton honors + 1 for quality suits. Hand (C) has nine starter points.
With five trumps, the singleton is worth three points; the hand has twelve Dummy Points.

Hand D: 4 9876 ¥ AK ¢ 75 #AQ1084

Hand D: 13HCP + [Undervalued Honors = 3—Overvalued Honors =1] = 2; no adjustment + 1
length points + 0 for dubious doubletons (note that the AK does not qualify) + 1 for suit quality.
Total starter points = 15. Hand (D) has two doubletons, add 2 points. The total for the hand,
Dummy Points = 16.

Hand E: # 10986 ¥ K ¢ 753 & Q9432

Hand E: 5 HCP + [Undervalued Honors = 1—Overvalued Honors = 1] = 0; no adjustment + 1
length point—1 for the dubious king singleton + no quality; total of five starter points. With the
singleton king and four trumps, add 3. Dummy Points =5 + 3 = 8.

Hand F: & 102 v J64 ¢ KQJ & KQ1098

Hand F: 12 HCP + [Undervalued Honors = 2—Overvalued Honors = 4] =-2; no adjustment + 1
length point -0 dubious honor doubleton + 1 quality suits. Total starting points = 14. Do not add
1 point for the doubleton spade—you do not have a fit. The total number of Dummy Points = 15.
In review:

Hand A = 13 starter points + 4 shortness points = 17 Dummy Points
Hand B = 16 starter points + 4 shortness points =20 Dummy Points

Hand C = 9 starter points + 3 shortness points = 12 Dummy Points
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Hand D = 15 starter points + 1 shortness points = 16 Dummy Points
Hand E = 05 starter points + 3 shortness points = 08 Dummy Points
Hand F = 14 starter points + 1 shortness points = 14 Dummy Points

When responding to your partner, you always must reevaluate your starter points and convert
them to DUMMY POINTS with a fit.

Minor suit Dummy Points

With a minor suit opening (one club or one diamond), the reevaluation process is considerably
different. When partner opens in a minor suit, you do not know if the length of the suit is 5+,
4, or 3. Furthermore, game in a minor is often difficult to make. You do not in general support
a minor suit opening with only four cards. Instead, you should show a four-card major suit.
Remember, your goal is to discover a major suit game which may happen if you and partner are
4-4 in the majors. When partner opens a minor or notrump, dummy points=starting points.

The bidding goals have a hierarchy: (1) Major suit fit, (2) Notrump, and (3) Minor suit. Never
reevaluate your hand with a minor suit opening or notrump. Shortness does not count until
a fit is established in a suit (major or minor).

Responses to one-level major suit bids

Game forcing Responses

When responding to a major suit opening, remember that 24-26 points will produce a major suit
game, your first priority. When partner opens a major, partner has at least twelve starting points.
If you have a fit (often exactly three cards) and upon reevaluation of your hand have at least
thirteen Dummy Points, you have a game in the major. Your goal with 13+ points is to show a
fit with a 2/1 game forcing response. The game force bid forces partner (opener) to bid; it is an
absolute force to game for the partnership.

A game forcing response by responder is accomplished by showing a new suit at the two- level
without jumping or skipping a bidding level. After a major suit opening, and the OPPONENTS
HAVE PASSED and YOU ARE NOT A PASSED HAND, the 2/1 game force bids are:

Opening bid 2/1 Game Forcing Responses
14 24/2¢ (4+cards), 2¥ (S+cards)
1v 24/ 24 (4+cards)

Note that the bid of 24 as a response to an opening bid of a heart is not a 2/1 game forcing
response. This is because the bid of two spades skips a level of bidding (as we will see later,
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it denotes a weak hand). In addition, the response of 14 to 1% is not a 2/1 game force bid.
The response of 14 over the bid of 1% shows a hand with at least four spades and 5+ starting
points. The true value of the responders hand is only known through subsequent rebids by the
responder.

The game forcing bid is always made in a suit that has at least four cards and is forcing for one
round of bidding. The opener may not pass (unless the opponents interfere); the pass made by the
opener is called a forcing pass since your side has established a game force bidding sequence.
These problems will be discussed in Chapter 5.

Let’s look at an example using Hands 5 and F above for opener and responder, respectively.

Opener Hand 5: 4K78 YAQ9852 ¢A109 #A

Responder Hand F: & 102 ¥ J64 ¢ KQJ # KQ1098

Because Hand 5 has a six-card major and twenty starting points, one opens 1.

Hearing the heart bid, responder has a fit and fourteen starting points; however, upon
reevaluation of his hand, has fifteen Dummy Points, enough for a 2/1 game force bid. With five
clubs, the game force bid is 24 (note that we are in the slam range).

In the previous example, responder has three-card support and fifteen Dummy Points, a balanced
hand and the 5-5-3-2 hand pattern. At this point, the opener does not know about the heart fit.
All he knows is that the partnership has a game somewhere. Rebids by opener are needed to
establish where the game will be played, usually in the major suit or in notrump.

With exactly three-card support and a balanced hand, is there an alternative bid that would set
the game contract with one bid? The answer is yes, it is part of the Bergen Raise system of bids.
With a balanced hand and exactly three-card trump support (some may use this bid with only
two-card support; in general this is not a good idea since it makes it difficult for partner to decide
between a suit contract and notrump), bid 3NT*. Partner now knows you have an upper limit for
your bid and three-card support. His rebid depends on the structure of his hand. He will either
pass 3NT* or bid 4¥. Given your (worthless) spade doubleton, the safer contract is 4%, but it
may not yield the best result. Because of the nature of the bid, 3NT* must be alerted (hence the
asterisk *). If the opponents ask, you must explain the bid “exactly three-card support and 13-15
points.”

In some cases, you may want to play in notrump, even though you have a 5-3 major suit fit.
We look at an example from Ron Klinger (2003), “100 Winning Duplicate Tips”_published by

Orion Press. In this example, south is dealer and with thirteen starting points (HCP + quality +
2 long suits) and opens the bidding 1%.
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North having three-card support and sixteen Dummy points (15 starting points + 1 shortness
point) partner bids 3NT*. The hand patterns for south are 2-5-5-1 and north are 4-3-2-4, clear
patterns for a suit contract, right?

Dealer East N-S vulnerable.

& KQI06

v 1074

* Q4

& AK106
& 987 & AJS2
v 65 v Jo8
+ K986 * A3
& QJ852 & 9742

o 43

v AKQ32

* J10752

*3

Playing hearts, with a diamond lead by west or a spade lead followed by a diamond switch will
beat four hearts if the defense finds the diamond ruff. With any other lead, declarer can succeed
in four hearts, but the winning sequence is not straightforward. Try it! A three notrump contract
is cold and made easily. With better than two stoppers in the black suits by north, 3NT is the
better contract even though you have the 5-3 major suit fit. The notrump contract succeeds due
to the double minor suit fits in the hands.

In general, when one finds a major suit fit, do not play in notrump unless you have fast
tricks and solid suits. Slow tricks favor a trump contract.

Let’s consider another example using Hands 1 and F.

Opener Hand 1: ¢ AKQI105 ¥ 109874 6 % J67
Responder Hand F: & 102 ¥ J64 ¢ KQJ & KQ1098

Hand 1 from our analysis has twelve starting points (10 HCP + 1 length + 1 quality suit) and so
would be opened 14. However, south has only two spades, but fourteen Dummy Points and bids
2&. Again, the opener does not know whether the contract will be in a major or notrumps. Only
that they have a game contract. Where the contract is played depends on the opener’s rebid. With
a singleton, he would prefer a suit contract.

Jacoby 2NT (forcing to game, with perhaps slam interest)
Playing 2/1 game force, we imposed the restriction that one have 13+ Dummy Points and exactly
three trumps and a non-balanced hand. With exactly three trumps and a balanced hand, one bids

3NT*. What happens if you have four-card support and 13+ points?
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In this case, the bid becomes 2NT*, called the (Oswald) Jacoby’s 2NT bid. There are many
versions and modifications of the Jacoby 2NT bid. Thus, one should always explain to the
opponents the meaning of the bid; and it must always be alerted.

The bid of 2NT* in response to partner’s opening bid of one of a major most often shows
four trumps and 13+ Dummy Points.

It is not a bid to suggest notrump; you almost always want to play in the major.

Let’s look at an example using Hands 1 and D.

Opener Hand 1: 4« AKQI105 ¥ 10982¢ 6 % J67
Responder Hand D: # 9876 ¥ AK ¢ 75 #AQ1084

With a five-card major and twelve starting points, opener bids 14. Partner (Hand D) has sixteen
Dummy Points and four cards in the major. He must bid 2NT*. The two hands have twenty-eight
points between them; hence, game in the major is certain. However, is it close to slam!

We will continue the analysis later after introducing the reevaluation of opener’s hand called
“Bergen Points” and then explain rebids by responder.

In this book, we have said that 2/1 game forcing bids to a major suit opening require
exactly three-card support. Some relax this requirement by partnership agreement to
include 3/4+ cards support.

Why make this adjustment? Because we already know that a 2/1 bid is a game force bid, and it
ensures a major suit game. Why waste the Jacoby 2NT bid to restate that you have game? Use
the bid to investigate slam. Hence, you may increase the point requirements for the Jacoby 2NT*
bid and use it for slam investigation. The bid would still require four-card support for the
major, but with 15/16+ Dummy Points. As you develop your game, you may want to consider
this change in strategy. You should discuss this change with your partner, since most players (the
masses) still use the original version with 13+ Dummy Points, even when using the 2/1 game
force system (some even use only 12 HCP). It is advisable to discuss Jacoby 2NT with your
partner.

Splinter Bids

The 2/1 game force bids and the Jacoby 2NT bid are two bidding tools used to reach a game
contract in a major and to investigate slam. Another type of bid used to investigate game and
perhaps slams are splinter bids. Splinter bids show two important things, a fit in the major (four
trumps) and shortness (a singleton or void) in a non-trump, side suit. To employ a splinter bid,
you again must have 13+ Dummy Points. With shortness, a game in a major suit may be realized
with as few as twenty-two points and a slam with as few as twenty-eight points. Thus, they are
powerful tools in reaching a game or slam.
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There are two kinds of splinter bids (1) direct splinters that are used by the masses and the newer
version called (2) concealed/ambiguous splinters that are yet another aspect of Bergen Raises and
the 2/1 system supported in this book. Both will be discussed.

Direct Splinters are shown by a DOUBLE JUMP in the shortness suit other than partner’s
major. It is a game forcing raise in the major suit and shows shortness (singleton/void). The
Direct Splinter bids are defined as follows:

1¥ - double jump to 34/ 4% / 4¢ shows SHORTNESS in spades, clubs, and diamonds.
The corresponding jump bids for the opening of one spade are:
14 - double jump to 4¥/ 44 / 46 shows SHORTNESS in hearts, clubs, and diamonds.

While shortness is important, it only has value when the information conveyed to the opener
allows the opener to evaluate how well the two hands fit, knowing exactly where the shortness
resides. An example will help to clarify this point. Consider the two hands:

Opener & AKJS83 ¥ KQ104 + 567 &7

Responder & Q762 v7 ¢+ AJ42 ® A567

With spades as trump, opener must lose one heart and one or two diamonds, depending on the
lie of the cards. But, suppose we switch the red suits in responder’s hand (dummy) and observe
the difference

Switched Dummy Q762 v AJ42 ¢*7 & AS567

In the first case, opener’s heart honors are duplicated by responder’s singleton; both parties
prevent two heart losers. In the second case, the defenders hold the diamond honors AKQ
of diamonds, but only the ace is useful to the opponents. What can one conclude from this
example?

(1) If asingleton or void is opposite high card concentrations, it has less value.
(2) If a singleton or void is opposite partner’s low, losing cards, with high values more usefully
placed, it has effective value.

Rule: An effective holding is an asset while duplicated holdings are a liability. Or, more
importantly, you want your losers opposite shortness to allow losers to be trumped.

While shortness knowledge may help you to reach game (when of value), it also tells your
opponents exactly where your weakness resides. Sophisticated defenders love splinters! They
will lead the suit and try to off-set your tempo for making the hand. However, many times it is
not shortness, but the degree of fit, that is most important.
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Let’s look at two examples where opener again opens 14.

Opener (1) » Q9874 v KJ2 + K107 & A6
Opener (2) «KQ1062 YAKS2 *AK72  void

With either hand, opener has no weakness, and if partner splinters, it has little value; a direct
splinter bid by his partner will only help the opponents. Is there a better approach to the direct
splinter? Yes, and it is called the concealed/ambiguous splinter bids, part of the System of Bergen
Raises, and they work as follows:

14 - pass - 3¥* is a single jump and 1% - pass - 34* a double jump in the other major!

The bid must be alerted; it indicates a singleton or void “somewhere” with 13+ Dummy Points
and four-card trumps support.

The advantage of the bid is clear; the opponents only know that shortness exists, but not where.
Depending on the nature of opener’s hand, opener may not need the shortness information to
proceed to game or slam.

When the opener has a need to know about shortness, he uses the relay asking bids: 3NT*, after
the bid of 3#* and the relay bid of 3#* after 3%*, the next sequential bid. The sequential asking
bids are called scroll asking bids. They are asking: where is your singleton or void?

The scroll asking bid and responses follow. If the bidding goes: 1% - 34* 3NT* is the scroll
ask or 14 - 3¥* 3a&* is the scroll ask. The responses after the ANT* scroll asks are: 4%, 4%
4¥* which shows singletons in clubs, diamonds, or spades, respectively; and the corresponding
responses after bidding 34* are: INT*=&, 4&*=¢ and 44*=9¥, the suit below the singleton
(submarine-like bids).

If you do not like the “submarine” bids, one may instead use the bids: 3NT=4, 4&=&, and
44=¢; this makes the two options more consistent where clubs and diamonds are directly
bid and the remaining bids show the other major singleton!

All the asking bids and responses must be alerted (*). We will subsequently have more examples
when we discuss what I have called modified scroll bids, used by responders after opener
responds to Jacoby 2NT to investigate slam.

We have shown how one may use 2/1 game force bids, Jacoby 2NT, and Splinters to move

toward game in a major. All these techniques are tools to force one to reach the goal of a game or
slam in a major suit. The next concept is called Swiss Bids.
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Swiss Bids

When opening one of a major, forcing 2/1 bids, Jacoby 2NT, concealed/ ambiguous splinters, and
3NT* are used. Playing concealed/ambiguous splinters, the bids 4% and 4¢ may now be used to
describe responder’s hand when other bids fall short.

It often happens that responder has support for the major with four trumps and a balanced hand
(4-3-3-3) or a hand with five trumps and invitational values. To describe these types of hands,
one may now employ the bids 4% and 44, called Swiss Bids. The “Swiss Convention” comes in
many flavors. There is Trump Swiss, Fruit Machine Swiss, Keycard Swiss, Singleton Swiss, and
Super Swiss, among others, with all types of extensions and modifications.

In the duplicate bridge, many prefer some form of Swiss bids to Jacoby 2NT, others prefer
Jacoby, and still others combine the two. So which approach should you use? The Swiss
Convention is a jump to 4¢ or 44 over partner’s 19/14 opening to show different types of sound
raises with 3-5 card support. Last century, the most popular form of Swiss was “Fruit Machine
Swiss” whereby a bid of 44/44 over partner’s 19/14 opening showed 12+ points with the 4# bid
promising two aces and a feature; the feature being either a third ace, the king of trumps, or a
singleton. The 44 shows the same strength hand without two aces and a feature. This works fine
and some have updated it to incorporate the concepts of slam bidding. While this may work for
some, we recommend a simpler approach and use a Modified Swiss Convention recommended
by Max Hardy.

Now, 4&* shows three-card support for the major and 16+ HCP with a balanced hand (4-3-3-3)
since one may not bid 3NT*. And, 4¢* shows only an invitational hand with five- card support

and 13-15 Dummy Points, balanced or semi-balanced. We recommend using the Max Hardy
Swiss bids with Jacoby:

16+ starter points ~ 4#* with a balanced hand and three exactly card support for the
major

12/13-15  starter points  44* with and balanced or semi-balanced hand and at least five card
support.

Both bids must be alerted (*).
The bid of four clubs fills a gap. 3NT* =13-15 balanced with three, and 4#* shows a 16+
hand with three-card support and balanced. The bid of 44*shows a fit with length, balanced or

semi-balanced.

Let’s look at some examples after one opens 14.

Hand SA: oKQ9 v A752¢ A104 & K96
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Hand SB: 2AQ932 v KQS ¢ 74 & AQ7

Hand SC: & AK93¥ Q52 ¢ 74 # AQ74

With hand SA, you have three-card support, you cannot bid 3NT* so you bid 4&* showing
16+ Dummy Points and a fit. With hand SB, you have five-card support and a doubleton so you
cannot use the concealed/ambiguous bid. You have five trumps so you should not bid Jacoby;
instead, you must bid 4¢*. With hand SC, one would use the Jacoby 2NT bid.

We conclude this section with one more example that is not geared toward game but only a
partial score (a contract less than game).

Opener & AKQIOS ¥ 109824 6 & J67
Responder 4 0864 YA ¢ 753 & K9432

With a five-card major and twelve starting points, opener bids 14 (the 10 HCP have been
upgraded to 12 because of suit length and quality).

Responder has four-card support but only eleven Dummy Points. He cannot make a 2/1 game
force bid. He has to make a one-round forcing bid. These bids are discussed next.

Semi - Forcing Responses

INT (semi-forcing)

The 2/1 bid by responder is forcing to a game contract. However, suppose you have less than
thirteen starting points, you hold 5-12 starting points. To address this situation playing the 2/1
game force system, responder makes the bid of INT which IS ANNOUNCED as semi-forcing
for one round (it is blue on your convention card). The bid of INT does not promise a rebid by
responder. To use the bid, responder is either a passed or an unpassed hand, and there is no
interference by the opponents. The bid usually says the following:

Denies a hand strong enough to force to game.

May have a balanced or non-balanced distribution.

Denies four-card support for opener’s major (may have three-card support, a singleton, two-card
support, or a void).

In response to 19, it denies four spades.

An example follows.
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Opener & AQ987 ¥ K874 KJ2 % 56
Responder & K2 % Q65 4964 #J10753

Opener and responder first calculate their starting points. Opener = 14 (13 HCP + 1 length point)
and Responder = 6 HCP +1 length point = 7 starting points. Opener would bid 14. Because
responder only has shortness in spades, no short-suit adjustments are made, so responder has
only seven starting points and must therefore bid INT (most often announced as forcing when
playing the 2/1 game force system). In this example, responder has only two-card support for the
major.

Let’s modify the above hand slightly.

Opener # Q9876 ¥ KJ2¢ 789 & AK
Responder & K23 vQ65 ¢ 96 % J10753

Again, one would open the hand 14 and after hearing 1NT, dealer would like to pass. In this
example, responder has only three-card support for the major. Opener is unable to differentiate
between the two (two- or three-card support). Furthermore, in this example, opener has no nice
rebid. You are stuck, especially if the opponents interfere. If, instead of announcing INT as
forcing, even if you play 2/1, you can have your cake and eat it, too.

We recommend that the bid of INT be announced not as forcing but as semi-forcing. In 90
percent of the cases, opener will bid again.

With 0-2 (sometimes 3) trumps and 5-12 starting points, the bid of INT is announced as semi-
forcing (also in blue on the convention card).

Why semi-forcing and not forcing? When you announce the bid as forcing, the opponents tend
to take a “free” bid. In a semi-forcing auction, they are not sure if the opponents will bid again
so they may not risk a call.

Constructive Raises (non-forcing fit bid - invitational)

With 8-10 HCP and three-card trump support, one has a “constructive” hand and would support
the major suit bid at the two-level (19-2% or 14-24). This is called a constructive raise over a one-
level bid of the major and while it used to require an alert by the ACBL this is no longer the case;
it guarantees exactly three-card support when playing the Bergen System of raises. For example,
suppose partner opens 1¥ and you hold the following hand.

Hand F*: & J2 ¥ 1076 ¢ KJ34 & KQ76

This hand has ten Dummy Points (9 starting + 1 short-suit point). You would bid 2%
(constructive). Suppose, however, your partner did not open 1%, but 14. Now, you would bid INT.
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If hand F* was more balanced say (4-3-3-3) with 10-12 starting points with three-card
support, one would instead prefer to bid 1NT followed by the bid of 34, a limit raise in
spades, playing Bergen Raises.

If you do not play Bergen Raises, a constructive raise may have four-card support. Persons who
play constructive raises and allow for 4+ card support for the major should not alert their two-
level bid.

Let’s consider an example.

Opener & AKQ95 ¥ 109824 6 & J67
Responder 4 10986 ¥ A ¢ 753 & Q9432

After the bid of 14, one cannot make a constructive bid of 24 because one has a weak hand and
four-card support. The Bergen Raise of 3&* is made showing 7-9 Dummy Points, considered
next.

Non-forcing responses (with a fit)

There are only two major suit opening bids: 1%/14. When responder has four spades, and the
opener bids one heart, he must show the spades. Opener may have five hearts and four spades,
and as advised before, a 4-4 fit is better than a 5-3 fit. The bid of 14 over 1¥ only requires 5+
starting points and is non-forcing. Rebids by opener and responder will clarify the situation.

When one opens 14 and responder has 0-3 card support in spades, and four hearts, and only
5-7 starting points, one must bid INT (with 8-10 HCP and 3 card support, one would make a
constructive raise). You cannot show your four-card heart suit. In general, the bid of INT usually
signifies LACK OF FIT!

If one opens a major and responder has four-card support with between 5-12 Dummy Points, use
Bergen Raises to show the nature of the support.
Bergen Raises and Combined Bergen Raises

Suppose partner opens with 19/14 and you have four-card support for the major, then the bids of:

kL 3 shows 7-9 Dummy Points with four-card support
3e* shows 10-12 Dummy Points with four-card support (called a limit raise)

If one reverses these two bids, the two bids are called Reverse Bergen Raises. The primary
advantage of Reverse Bergen over Bergen is that one may now employ the bid of three
diamonds as an invitational ask since 3%= 10-12 Dummy Points. The bid of 3¢ is used to ask,
do you have 12 points; if so, bid game. Otherwise, sign off at the three level of the agreed upon
major.
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Because Bergen bids are made at the three-level, they may be played when the opponents
interfere with a double. They are free bids; however, many pairs play that Bergen Raises are off.
Others use the system called BROMAD (Bergen Raise over Major Suit Double) recommened by
Mr. Marty Bergen.

In general, the concept is to indicate the length of the support by the responder as well as the
limited number of points. The general guidelines to show this difference is as follows:

A redouble denies in prinicple a 3-card support.

A first response of 2# is a constructive raise with 8-9 points and at least a 3-card support.
The bid of 24 shows a limit raise with a 3-card support.

A one level raise is preemptive in nature.

VoW N =

Jump raises are normal Bergen/Combined/Reverse Bergen raises withat least 4-card
support.

6. A first response of 2 No Trump can be employed to show a preempt in either Minor suit.

However, consistent with Bergen/Combined raises, one may employ the following club and
dimond bids over a double of a major to show a limit raise:

2&*  shows 10-12 Dummy Points with three-card support
2¢*  shows 10-12 Dummy Points with four-card support

Again the bids are to be alerted.
Another modification is:

2% 7-9 points and at least 3-card support

24% 10-12 and at least 3-card support

2M  0-6 and at least 3-card support

2NT a weak hand with a long minor, Opener is forced to bid 3
3&*  10-12 with 4-card support

3¢*  10-12 with 4-card support

While many play that Bergen is always off over any interference, I believe this is too extreme.
Why do you allow the opponents to interfere with your bidding sequences?

I also recommend they be played on over two-level bids when both sides are non-vulnerable or
when the opponents are vulnerable and you are not. For example, if the bidding goes 14 - 2% -
there is room for the three-level bids, make it. If the overcall is a minor suit bid of say 24, then
3% (a cuebid) only ensures 3+ card support for the major suit bid of 14. Finally, they are always
on over a double!

Another system that has become popular is called “Combined Bergen” Raises, developed by Pat
Peterson from Hernando, Florida. I like the convention. It works like this.
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3&* shows 7-12 Dummy Points (note that we have combined the Bergen point range for this bid;
hence the name Combined Bergen) with four-card support. If opener wants to know whether
or not you are at the lower end (7-9) points or higher end (10-12) points, opener bids 34*The
response 3¥* shows the lower range and the response 34* shows the upper range.

34* shows 10-12 Dummy Points with three-card support (a limit raise).

Thus, you do not have to bid INT (semi-forcing) and make a jump rebid in the major with 10-12
Dummy Points. One normally has 0-2 card trump support for the bid major.

Let’s consider our prior example.

Opener & AKQO95 ¥ 109824 6 & J67
Responder & 10986 ¥ A ¢ 753 % Q9432

With a five-card major and twelve starting points, opener bids 14 (10 HCP have been upgraded
to twelve starting points because of suit length and quality).

Using the Bergen Raises, responder would bid 34* showing a limit raise in support of the spade
opening bid.

Using Combined Bergen Raises, one bids 3#* and opener would ask the range by bidding 3¢*,
now you would respond 34* (10-12 Dummy Points).

A minor problem occurs when playing Combined Bergen and partner opens 1¥ and partner
responds 3#*. If you now ask using the bid of 3¢* and partner responds 34* you are committed
to game in hearts. Instead, one merely invites game by bidding 3¥. Alternatively, some use
Bergen Raises for hearts and Combined Bergen for spades.

Combined Bergen with a Spade Gadget

When opening the bidding one heart and responding INT, what do you do after hearing the bid
of two hearts with two card support with a top honor, A/K/Q-x?

Let’s look at two bidding sequences.

(I)Partner You (2) Partner You
v INT v INT
2y 2? 3v 7?

Because you have not bid one spade, in the two examples you may make the impossible 24 and
34 spade bids, respectively.
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Each of the bids tells partner that you have at least a top high honor doubleton in hearts. In
example (2) partner can decide between passing, bid a major suit game, or 3NT.

However, in (1) the opening bidder has more flexibility. You may make a help suit game try in
the major by bidding a suit at the three level (Help Suit Game Try, usually alerted) asking partner
to bid game with help or you may make the bid of 2NT (tell me about your hand, alert). The
2NT bid may be used to ask for shortness, allowing partner to bid 3NT or 4¥. However, it may
also be used to show your worst side suit fragment with 3 or 4 losers by bidding the suit or 3%
to show neither. The approach you use after the bid of 2NT is by partnership agreement. I prefer
shortness.

When opening 14, what do you do with the bidding sequence 14-INT-24 - ? As opener you
might have the following hand:

aK76542 v Q53 ¢ KJ & AK

Now the bid of 2NT by partner shows a doubleton honor in spades and 10-12 dummy points with
stoppers in other suits, invitational to game in notrump.

A rebid of 34 is invitational to game, with two card support, all other suits not stopped.
With opener’s rebid is 34, showing 16-17 points, partner may either pass, bid 3NT or 44.

When opening one spade, it is often difficult to find a 5-3 fit in hearts. To find the fit in hearts,
many advanced players use the Bart or Lisa Conventions. I prefer Lisa which is discussed
shortly.

Preemptive Bids

With only 0-6 Dummy Points and four-card support, for hearts or spades, one makes a
preemptive three-level bid of three hearts (3¥*) or three spades (34*), and if you have five
trumps, bid GAME. Why? This has become known as the adjunct to the LAW OF TOTAL
TRICKS that states “bid to the level equal to the combined number of trumps held by your side”.
For example, with eight trumps bid to the two-level, with nine trumps, bid to the three-level,
with ten trumps, bid to the four-level. Again, both bids must be alerted, and if asked, described
as weak. We will discuss the LAW of TOTAL tricks later in the book (Chapter 10), following
Larry Cohen (1972), “To Bid or Not to Bid” by Natco Press. Do not apply the law blindly; it does
not work with unbalanced hands.

With only 0-6 starting points and five trumps, one should bid game (4¥/44), you have ten trumps.
Before discussing responses to minor suit openings, the following chart summarizes Bergen
(responses) and the Combined Bergen (responses) with no interference when opening a major
suit (14/1%). Also included are the Swiss bids and Concealed or Ambiguous splinter bids. It is

important to realize that not all persons will play the structure below that I have suggested. You
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can pick and choose. The “Bergen” system you play must be discussed. Some bridge players do
not play Bergen, but instead they prefer fit bids where, for example, one of a major followed by
a three-level jump in the major shows a fit with 10-12 Dummy Points (an invitational bid and
non-forcing). This approach is more consistent with Standard American and not the 2/1 System.

OVERVIEW COMBINED BERGEN AND BERGEN RAISES
Max Hardy Swiss Bids and Concealed/Ambiguous Splinters

Combined Bergen Raises Bergen Raises
Dummy Points Responder Bid Dummy Points Responder Bids

2 Trumps
5-9 Pts *INT then 2 Major 5-9 Pts *INT then 2 Major

3 Trumps
5-9 Pts *INT then 2 Major 5-9 Pts *INT then 2 Major
8-10(bad) Pts 2Major (Constructive)  8-10(bad) Pts 2Major Constructive)
10-12 Pts **3 ¢ 10-12 Pts *INT then 3 of Major
13-15 Pts *INT 13-15 *3NT
13+ 2 Over 1 Bids 13+ 2 Over 1 Bids
16+ Pts Balanced @A4% (Swiss) 16+ Pts Bal @A (Swiss)

4 Trumps
0-6 Pts @3 Major (Weak) 0-6 Pts @3 Major (Weak)
7-12 Pts @3 % 7-9 Pts 34 (Weak)

Bid 3 Diamonds to
Ask 39=7-9, 34=10-12

10-12 **34 (Invitational)
13+ Singleton @3 Other Major 13+ Singleton @3 Other Major
(Concealed Splinter) then Step Bids (Concealed) then Step Bids
13+ No Singleton 2/1 Bid 13+ No Singleton 2/1 bid
15/16+ Pts @Jacoby 2NT 15/15 Pts @Jacoby 2NT
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5 Trumps
0-11 Pts Bid Game 0-11 Pts Bid Game
12-15 Pts @4 ¢ (Swiss) 12-15 Pts @A4e (Swiss)

Note: With 5 HCP and three-card trump support, pass, unless holding either a singleton or
at least one trump honor with all other HCP in one side suit. *=Semi-Forcing, **Forcing, and
@=Alert

If you play Reverse Bergen Raises, you merely switch the meaning of the 3#* and 34* bids. The
advantage of this approach is that a preemptive bid forces the opponents to a higher level and the
after the bid of 3#*, one may use the bid of 3¢* to ask if you have 12 Dummy Points.

Walsh Bidding System

Some final remarks follow on the Walsh Bidding System developed by Richard Walsh, John
Swanson, and Paul Soloway in the 1960’s and is commonly ignored today because of Bergen
Raises and Swiss bids.

From the previous table using Bergen Raises, one shows a limit raise with 10-12 Dummy Points
and four-card support is signified by bidding 34*, a good limit raise. With 10-12 Dummy Points
and three-card support, one bids one notrump and then bids three of the major, a bad limit raise
usually with no singleton or void. Using Combined Bergen Raises, one bids 3&* with four-card
support (7-12 Dummy Points) and after the asking bid of 3¢*, a good limit raise by bidding 34%*,
10-12 Dummy Points. Or, one bids 34* directly to show three-card support and 10-12 Dummy
Points, a bad limit raise.

However, suppose the bid is 1¥ and the responder has three hearts and four spades and only
10-12 Dummy Points but ruffing values (a singleton or void). Since the responder has less than
thirteen starting points and only three-card support, he cannot use the Concealed/Ambiguous
Splinter major bid of three spades. A jump bid of three hearts shows 0-6 starting points and
four-card support. And, one notrump followed by three hearts does not show ruffing values.
One uses the Walsh Bid; the Walsh bid is one spade followed by a bid of three hearts, a good
limit raise with three-card support, and ruffing values. Consider the hand after a one heart
opening bid.

& 9854 vQ107 +9 SAK1062

One has three-card support for hearts, but only twelve Dummy Points and cannot bid two hearts
constructive. While one may bid one notrump followed by three hearts, this does not show the
ruffing values in diamonds. Thus, one makes the Walsh bid of 14 followed by 3%, a good limit
raise in hearts.
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2/1 GAME FORCE A MODERN APPROACH

What do you do if one opens the bidding with one spade and you want to distinguish between a
good limit raise with three-card support and ruffing values from a bad limit raise with no ruffing
value? Consider responder’s hand after one opens one spade.

& J85 vJ1074 +9 #AK1062

Here, one bids one notrump (semi-forcing). After the rebid of two clubs or two diamonds,
responder would jump to four spades. Do not bid three spades, a bad limit raise since you have
ruffing values in diamonds.

Review of some of 2/1 bids and Bergen Responses when opening 1¥/14

14 (over 1¥)
INT

2%
2¢
29/24 (over 14/19)

29*/24%* (over 19¥/14)

2NT*

J*
3e*

3v*/34* (over 19/14)
34%/39* (over 19/14)
3NT*

4%

44%

49*/44* (over 19/14)
*Alert bids

4+ spades and 5+ Dummy Points
(0-2) card support 5-12 Dummy Points

4+ clubs and 13+ Dummy Points (2/1 game force)
4+ diamonds and 13+ Dummy Points (2/1 game force)
5+ cards in major and 13+ Dummy Points (2/1 game force)

3-card support with 8-10 Dummy Points (constructive)

13+ starting points with 4-card support

Bergen Raise 4+ card support of major
Bergen Raise 4+ card support of major

4-card support 0-6 starting points
13+ starting points ambiguous/concealed splinter
13-15 starting points and 3-card support (balanced)

16+ with 3-card support and a balanced hand
12-15 starting points and 5-card support
0-11 starting points and 5+ trumps

Responses to one-level minor suit bids
Opening one of a minor, there is no 2/1 game forcing suit bid when one opens 14; however, if

one opens 14, the bid of 2 is forcing to game. This is also the recommendation of Max Hardy.
However, if one rebids the club suit, the game force is off (mark this on your convention card).
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The bid of two clubs over one diamond is not considered forcing to game by all who play the
2/1game force system; some experts like Mike Lawrence, Audrey Grant, and Eric Rodwell
suggest that the bid should only be forcing for one round, not to game. We do not support this
approach since we recommend using crisscross for an invitational game in diamonds. More later
On Crisscross.

Opening bid 2/1 Bids

1% Walsh Responses (may or may not be forcing to game)
1e 2% (4/5+ cards) (forcing to game)

Non-Forcing Responses

Walsh Responses to the one club (1%) opening

Recall that the opening bid of one club shows hands with 3-5+ clubs and denies a five-card
major.

Even when you open a minor, the goal is to find a major suit fit. Using the Walsh approach
(which is quite different from the “Standard American” convention), your goal is to show
strength and shape as soon as possible. You bypass a four, five, or even a six-card diamond suit
to bid a four-card major with minimum to invitational values (5-12 starting points) and bid your
four-card major (usually with non-balanced hands).

With two five-card major suits, bid the higher ranking suit (spades). With a five-card suit and a
four-card suit, bid the longer suit first. With two four-card majors, you bid them up-the-line, first
hearts and then spades.

Examples:
#AK432 ¥ 109876 ¢ 78 & 7 bid 14 the higher ranking (5-5)
4109876 ¥ AK43 ¢ 789 & 7 bid 14 (5-4)
410987 ¥ AK43 ¢ 789 & 76 bid 1v (4-4)

On your convention card you must mark “Frequently bypass 4+diamonds.” If you have
invitational starting values (10-12), you may rebid your major suit. For example, the bidding
may go l& - 1¥ - 2& - 2% Or, if instead you bid 24, this has a special meaning called fourth suit
forcing and will be discussed later.

With a five-card major and 13+ starting points, one may use the New Minor Forcing Convention
as a forcing bid to explore game (to be discussed later).With a balanced hand and 8-10 starting
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2/1 GAME FORCE A MODERN APPROACH

points, you bid INT; 2NT =11-12, and 3NT=13-15; these bids are used to show balanced hands
and values and deny a four-card major.

The response bid of 14 is used as a waiting bid showing no four-card major and 4+ diamonds
(responder has 6-12 starting points); opener may respond two clubs (6+ card suit with 12-
16 starting points or with a singleton may bid a major, again with 12-16 starting points. The
opener’s bid of INT (and 12-14 starting points) shows a balanced hand since you have denied a
major suit bid; more on responses by opener later.

The bid of 1# is also used with a stronger hand; after the bid of INT, you may now bid your
major suit (up-the-line) a reverse by responder to show your four-cards major. The reverse bid

shows 13+ starting points and a four-card major (forcing to game).

Let’s look at a few examples.

1. 4KQ65 vQ874 +Q1042 23

2. 4QI84 v53 *KJ954 292
3. 4Qlo4 vKJ5 416543 2Q6
4. & AK54 YA6 *K8743 293
5. 4Qlo4 YK 105 #KJ654 2Q9

(I) Bid 1%, bypassing the bid of one diamond to bid four-card majors up-the-line with a minimal
hand.

(2) Bid 14, bypassing diamonds with minimum hand, bid the major.

(3) Bid 1e, too weak to bid INT; you want the strong hand to play contract.

(4) Bid 1e, strong enough to reverse, diamonds then spades.

(5) Bid 2NT, you have 12 starting points.

In summary, 2/1 “Walsh” bidders show a four-card major immediately with a weak hand and use
one diamond as a waiting bid. With a strong (13+ starting points) hand, the bid of 14 is followed
by a bid of a four-card major, a reverse bid. For Walsh bidders, the bid of INT is semi-forcing
showing 8-10 starting points and denying a four-card major.

With no four-card major and 13+ starting points, one bids 2#* (called the inverted minor bid) or
24* (called crisscross), a limit raise in clubs (10-12 starting points) in clubs with 5+ clubs and is
the non-forcing bid. More on these two bids later.

Note: The bidding sequence 14 -14 - 1% (opener) - 14 is forcing to game playing Walsh style bids

since with a weak hand responder would have bid spades and not diamonds (a fourth suit forcing
auction playing Walsh and shows a suit with 4 spades); more on fourth suit forcing soon.
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Weak Jump Shifts (Preemptive Bid)

The bid of 2%/24 over a one club or one diamond opening is a weak Jump Shift in the major
showing 6/7+ cards and a very weak hand, 2-5 starting points. With six starting points (6+), you
bid one of the majors.

To show a preemptive raise in clubs, one jumps to the four-level (4¢).
Forcing Responses

The bid of 2& over 1¢ (game force)
Recall that the opening bid of 14, denies a five-card major by opener and shows 3-5+ diamonds.

With an opening bid of one diamond, as when one opened one club, the first objective of the
responder is to show a major suit. With 5+ starting points and a four or five-card major, bid the
major.

With at least five clubs and 13+ starting points, one bids 2. This bid is forcing to game.
However, some partnerships use the bid to show a weak hand with clubs!

With a balanced hand and 6-10 starting points, bid INT; 2NT =11-12, and 3NT=13-15; these bids
are used to show balanced hands and values and deny a four-card major. Note that over a one
diamond opening, the INT range is not the same as for a one club opening. You do not have a
relay bid to allow the stronger hand to play 1NT; either hand may play the notrump contract.

After the opener bids, a new suit at the two-level, the rebid of 3% by responder shows the
opener that the force to game is off and will allow one to be in a contract short of game.

For example, the bidding may go: 14 - 2& -2¥ - 3& showing less than 5-12 starting points and
long clubs. If instead the bidding goes 14 - 2& -2% - 24, you are showing all the suits and you are
at the two-level. This is a fourth suit forcing sequence; however, the fourth suit may or may not
be real (and can be played forcing for one round only or to game).

To appreciate why we recommend that the bidding sequence 14 - 2% as a game force sequence,
consider the following:

Opener 4876 ¥ AQ ¢ A652 & K875
Responder AAKJ ¥ KJ4 ¢ 743 & QJ92

Clearly, one would open 14 and responder would bid 2# (forcing to game). Not playing two clubs
forcing to game you may respond 1% and opener may bid INT. What next?
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Perhaps 24 by responder and the contract may stop in 2NT. You missed not only your club game,
but a club slam!

If responder instead had the hand: 47 ¥ A103 ¢ 678 # AQJ952.

One would again respond 2&; however, after the bid of 2%, one would bid 34 (game force of¥).
Let’s look at another example. Suppose partner opens 14 and you hold the hand:

4K32 ¥ 56 ¢ AQS % KJ742

You would clearly make a forcing raise of 2&. However, suppose opener bids 1%. You have no
four-card major and may temporize with a bid of 14; hoping opener would perhaps bid hearts. Is
there a better approach? Yes, one may use the forcing inverted minor bid discussed next.

Inverted Minors and Crisscross (game forcing and invitational bids)

Using inverted minors, one bids 14 followed by 2#* or 14 followed by 24* when bidding one
club or one diamond, respectively. The bid denies a four-card major and shows a hand with
13+ points and at least four-card support for the bid minor. The bids are forcing to game (and
alerted); there is no upper limit for the inverted minor raise. Again, we assume no interference.
Over a double and playing flip-flop inverted minor raises are on; for those who do not play flip-
flop, inverted minor bids are off over a double. More on this later!

Using crisscross, responder bids are 24* over the bid of 1%, and 3#* over the bid of 14, when
opening one club and one diamond, respectively. These bids are a Jump Shifts (J/S) in the other
minor (and alerted); the bids show a limit raise (10-12 starting points) and at least four-card
support for the bid minor and deny a four-card major. These bids are invitational to game. On the
convention card you must mark “J/S in other minor” in red.

To show a weak hand (between 5-9 starting points), one employs double jump bids in the minor
bid suits: 1# - 3&* and 14 and 3¢*. These bids require 5+ card support and may be used with or
without interference.

Returning to our example, suppose opener bids 14 and you again hold the hand:

4K32 ¥ 56 ¢ AQS % KJ742

You would respond 2#*, 13+ starting points and 5+ clubs.

Note: Not all partnerships play inverted minors and crisscross as explained previously. Instead,
some REVERSE the bids. This is called reverse inverted with crisscross.

The reason for the reverse is that many feel the jump to the three-level is too extreme with only
10-12 starting points. Be careful when sitting down with a new partner.
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Playing inverted minors with crisscross, one gives up the Weak Jump shift bid in the other minor
or the mini-splinter bid which may be played with the 10+ inverted minor raise approach, played
by the masses (better ask your partners what they play). With either approach (inverted minors or
inverted minor raises with crisscross), a weak hand (nine or less points) is shown by a preemptive
double raise in the minor (alerted), again denying a four-card major.

Rebids by Opener [(following a single raise (13+) or a J/S response].

A rebid of 2NT by opener shows a hand in the 12-14 point range with both majors stopped. This
bid may not be used after the 3% bid, instead one must bid 3NT!

A jump rebid of 3NT by opener shows 18-19 HCP with stoppers in both majors, only after a
2-level bid. This is not used with crisscross after the 3% bid, it is given up.

Opener’s rebid of a new suit (after a single raise) at the 3-level (a mini-splinter over a single raise)
shows more than a minimum, at least 16 HCP, usually distributional and forcing.

After an inverted minor raise, opener’s rebids show “stoppers up the line”. Opener must not by
pass any suit containing a stopper, for single raises this is identical to the 10+ inverted minor
raise bids.

Note: With criss cross (a J/S response), a 3-level minor suit bid (34 after 24) shows a minor two
suiter (5-4+) and a minimum hand (12-13hcps). The bids 2% and 34 (after 1 -24) show stoppers.
A clear disadvantage of criss cross J/S limit raises is that they take up bidding room, especially
when one bids 3 after 14. Now it is more difficult to show stoppers since one must use 3-level
bids. For this reason, some play criss cross only after a 14 bid, and do not use it over the 1D
bid. This is sometimes referred to as partial Criss Cross bids.

Rebids by responder

With game forcing values, the responder may also bid stoppers to try to get to NT after a single
forcing raise. With a J/S limit raise, no call should again be made that takes the auction beyond
the three level.

Minor Suit Splinter Bids

When opening one club (diamond), a double jump in hearts, or spades, is a splinter bid. The bid
shows 5+ cards for the minor bid and 13+ starting points with a singleton or void in the suit bid.
It is forcing to game in the minor.

In our discussion when opening one of a major or one of a minor, there have been several times
we have found a fit in a major or in a minor. After finding a fit in a major, the responder added
starting points to short-suit points to create Dummy Points. With a fit in a minor using inverted
minors or crisscross, one again finds a fit. Now, the original value of opener’s starting point’s
increases in value. So opener must again reevaluate his hand.
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This reevaluation process is again due to Marty Bergen to create “Bergen Points.”

Review of responses to minor suit opening of (1%)

le 4+ diamonds and no 4-card major 5+starting points
1v/14 4+card major 5+ starting points

INT 8-10 starting points and no 4-card major

2% 13+ starting points and 4+clubs (inverted)

24% 10-12 starting points (crisscross) with 4+ clubs
29/24 Weak Jump Shift in hearts/spades

2NT 10-12 starting points balanced

KL o 5-9 starting points (weak) and 4+ clubs
3e%/39*/34% 13+ starting points, splinter bids in support of clubs
3NT 13-15 starting points and a balanced hand

44 Preemptive, 7+ clubs

49/44 to play in hearts/spades

Review of responses to minor suit opening of (1¢)

1v/1s 4+card major 5+ starting points

INT 6-10 starting points and no 4-card major

2% weak hand with 6+ clubs 5-12 starting points

24% 13+ starting points (inverted) with 4+ clubs

2924 Weak Jump shifts in hearts/spades

2NT 10-12 starting points balanced

J* 10-12 starting points (crisscross) with 4+ diamonds
R RT3 13+ starting points, splinter bids in support of diamonds
3NT 13-15 starting points and a balanced hand

4e Preemptive, 7+ diamonds

49/44 to play in hearts/spades

Meckwell 2NT Response to Minors Suit Openings
As an alternative to inverted minors, Jeff MECKstroth and Eric RodWELL (MECKWELL) use

the bid of 2NT as a response to a minor suit opening to show game forcing values and a hand
that may contain one or both four card majors. Opener rebids are:

35



Over 1, 3# asks partner for a four card major. If opened 1%, showing 5+ clubs, and an
unbalanced hand, with mild slam interest, responder may choose to try for a club game/slam, bid
3NT, or rebid a four card major with additional values.

Over 1%, 3¢ asks partner for a four card major. If opened 14, showing 5+ diamonds and an
unbalanced hand, with mild slam interest, responder may choose to try for a diamond game/
slam, bid 3NT, or rebid a four card major with additional values.

3¥ = showing a heart control and asking partner to bid 3NT with a spade control.

34 = showing a spade control and asking partner to bid 3NT with a heart control.

3NT = sign off in game

4% = Either a 6+ clubs suit with slam interest if opened 1, 5+ clubs if opened 14, or Gerber,
depending upon partnership agreement.

44 = 6+ diamond suit if opened 14, 5+ diamonds if opened 14

4% = 6/5 minor/hearts.

44 = 6/5 minor/spades

Hand Evaluation—Bergen Points

When you have a fit, a major, minor, or notrump, the value of your hand will often increase.
Recall that as opener, you only considered your starting points that EXCLUDED short-suit
points. And, while you did account for suit length, you may have additional value for the extra
trump length. And finally, while you accounted for quality suits, the value of these may also
increase when finding a fit.

These observations suggest that your Starting Points must be modified with a fit. It works as follows.
Bergen Points (the final hand evaluation)

Step 1: Extra Trump Length (with 6+ trumps, add 1 for each trump after 5)

Add 1 Point 6 card suit
2 Points 7 card suit, etc.

Step 2: Side Suits (for a 4-card or 5-card suit)

Add 1 point for each

Step 3: Short-Suit Points (Used with suit contracts only NOT notrump)

Add 1 extra point for 2 or 3 doubletons, not each (Note this is not the same as Dummy
short-suit point procedure)
2 extra points for a singleton

4 extra points for a void
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Adding the above aspects of your hand to your starting points, your total points are called
Bergen Points. This total is now used to determine if you have twenty-six points (Bergen Points
+ Dummy Points) for game in a major, twenty-six points for notrump [Bergen Points (steps 1 and
2) + Partner’s Starting Points), twenty-nine points for game in a minor (Bergen Points + Partner’s
Starting Points), or thirty-three points for a slam (notrump or suit).

In notrump, you cannot count shortness; hence, only steps 1 and 2 above are used to count
Bergen Points.

Let’s apply the process to Hands 1, 2, and 5 with 12, 12, and 19 starting points, respectively.

Hand 1 Hand 2 Hand 5

#AKQI05 »AK10 #K78

¥10982 vKJ3 YAQ9852
+6 4J105 +A109
&J67 »567 SA

And, suppose we have found a fit in spades, for hands 1 and 2 and hearts for hand 3.

To calculate Bergen Points for hand 1, you add 2 points for the singleton. Thus, hand 1 has 12
starting + 2 short-suit points = 14.

Because hand 2 is balanced, there is no adjustment Starting Point= Bergen Points.

For hand 5, you add 1 more point for 6 trumps and 1 more point for the ace singleton. Hence,
Bergen Points = 19 + 2 = 21.

Suppose you hold the following hand and partner responds 3#* and you know he has 7-12
Dummy Points playing Combined Bergen Raises or only 7-9 Dummy Points playing Bergen
Raises.

#AK42 v KQ632 ¢ AK109 & void

19 HCP

Adjust-3 no adjustment (3 overvalues; 1 under value)
Length points: Add 1

Quality Suit: Add 1

Starting Points: 21

However, finding a fit in hearts, you must reevaluate
Short-suit: Add 4 points for void

Side Suits: Add 1 point (4-card diamond suit)
Bergen Points Total= 26 points
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Because your partner bids three clubs, you now know, upon reevaluation, that you may have a
slam in hearts. Without the reevaluation, you may have only bid game!

Suppose you have the following hand: 4A598 ¥ KJ87 ¢ AQ % 1085.

With two four-card majors and thirteen starting points (14 HCP-1 dubious doubleton), you open
1 &. Partner with the following hand #K32 ¥ 56 ¢ KJ5 & AJ742 with thirteen starting points,
bids 2#*. With the diamond doubleton, notrump is of no interest. You have a club fit. You now
reevaluate your hand, using the Bergen Method. You add two points for the doubleton and two
points for the two four-card suits. You have seventeen Bergen points. Adding this to partner’s
minimum 13 starting points = 30 points and you confidently bid 5%, a minor suit game.

Overview of Forcing and Semi-Forcing Rebids by Opener

We have discussed opening one-level bids for majors and minors and corresponding responses
by your partner to both bids. Before discussing rebids by the opening bidder, after a one-level
bid of a suit, recall that the point range when opening at the one-level may be starting points,
Dummy Points, or Bergen points, depending upon the bidding sequence.

Playing the 2/1 Game Force System, one divides the strength of the opener’s hand into three
categories:

Minimum Strength ~ 12-15 points
Medium Strength 16-18 points
Maximum Strength 19+ points

The minimum (most frequent) range for a one-level bid is between 12-15 points, above this
range, the opener is said to have a strong or forcing hand. Thus, special bids by the opener have
been created to show invitational hands, game forcing hands, and hands with slam interest. To
show a strong hand, opener must make a “jump” bid.

Strong Jump Shift

A strong jump shift is a skip bid into a new suit (one level higher than necessary) showing 19+
points (or a hand with no more than 5 losers by LTC). The suit of the opener’s jump bid is a
single rank higher than either opener’s original bid suit or responder’s bid suit. While it is
usually made into a suit of length four, at times you may have to jump into a three-card suit.
Example sequences of Jump Shift bids follow.

I - 1o -2v two hearts is single rank higher than clubs or diamonds
I - 1v - 24 two spades is a single rank higher rank than clubs or hearts
lo-1v - 24 two spades is a single rank higher than diamonds or hearts
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1¢ - 1¥/14 - 38 three clubs is a single rank higher than hearts or spades
1v - 14 - 34/3¢ three-level bids are required to be a rank higher than spades
1¥ - INT - 3&/3¢ over notrumps must make three-levels bid

14 - INT - 3%/34/3%  over notrumps must make three-levels bid

When opener makes a strong jump shift bid, it is forcing to game.

Reverses

The opener’s second bid is called a reverse bid when responder cannot return to opener’s first
bid suit at the same level (opener’s second suit is higher ranking than his first bid suit) and shows
17+ points. Responder is unable to return to opener’s first suit at the two- level. Reverse auctions
show distributions in the first and second suits that are at least 5-4 where the first bid suit is
longer than the second and higher ranking. In addition, your partner should have bypassed
your second suit with his bid. Examples of reverse sequences follow.

& -1 -2¢ 5+ clubs and 4+ diamonds

1% - 1a - 24/2% 5+ clubs and 4+ diamonds/hearts

16 - 1a-2v 5+ diamonds and 4+ hearts

1v - INT 24 5+ hearts and 4+ spades

1V - 28/2¢ - 24 Playing 2/1, this is not a reverse but shows 5+% and 4+

An important note one must remember when playing the 2/1game force system is that a jump
three-level bid for example (14 - 2% - 34) is not a reverse but natural. The suit is of lower rank
than your first bid suit and usually shows 5-5 distribution.

Any time opener makes a reverse bid, responder is forced to bid. Partner cannot pass.
Reverses do not apply after a 2/1 game force bid.

A reverse is forcing for one round of bidding. Responder may (1) support partner’s first suit with
four-card support, (2) raise partner’s first suit bid with 3+ card support, (3) jump in partner’s first
bid suit showing slam interest, (4) rebid his own long suit with 6+ cards and no fit in partner’s
bid suits, (5) bid notrump, or (6) bid a fourth suit (called fourth suit forcing) or (7) use new minor
forcing bids; more on each of these options later when we review rebids by responder.
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Jump Reverses (Mini Splinters)

Jump reverses, also called Mini splinters, are used when opener bids a minor and responder bids
a major at the one-level (e.g., 14/1¢ - 1¥/14). Opener makes a jump bid one level higher than a
reverse (a jump) to show a singleton or void in the suit bid and four-card supports for the major.
The jump reverse shows 16+ points. Examples of jump reverse sequences follow.

I%-1v -3¢ shows 4 hearts and a singleton/void in diamonds (2¢ would be a reverse)
I - & -3¢ shows 4 spades and a singleton/void in diamonds (2¢ would be a reverse)
I% - 1a - 3% shows 4 spades and a singleton/void in hearts (2¥ would be a reverse)
1¢ - 14 -39 shows 4 spades and a singleton/void in hearts (2% would be a reverse)

All bids by the opener are one level above the reverse bid (a jump reverse). The bids allow
responder to sign off at the three levels (3% or 34) or with enough points to bid game.
Jump Rebids into opening suit bid

To show a hand of with 6+ cards and only 16-17 points and a hand of medium strength, opener
may make a jump bid in his opening bid suit. For example:

1% to 3% 16 to 3¢ 1% to 3v 16 to 34

A jump bid by opener may be passed, it is not forcing.

Full Splinters or reverse jump shifts

A Full Splinter is a jump bid in a suit in which a non-jump bid would have been either a strong
jump shift, reverse, or a jump reverse (mini splinter). The Full Splinter is always a rank above
responder’s bid and shows 4+ card support for responder’s suit and a singleton or void in the suit
bid; the bid shows 18/19+ points and a fit in responder’s suit.

1% - 14 - 3%/34 4+ diamonds and a singleton/void in hearts/spades
(Note that 2%/24 would have been a Strong Jump Shift)
1%/14 - 1¥- 34 4+ hearts and a singleton/void in spades

(Note 24 would have been a Strong Jump Shift)

18/14 - 14- 4% 4+ spades and a singleton/void in hearts
(Note 2% would be a reverse and 3% a jump reverse)

la - INT - 4%/44/4% 5+ spades singleton/void in clubs/diamonds/hearts
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A Full Splinter bid is usually forcing to game in responder’s bid suit: diamonds, hearts, or
spades.

Fit Bids (Jump Minor Suit Support Splinters)

When opening a minor suit, responder will frequently bid a major. To show four-card supports
for the major bid (hearts or spades), one may jump to the four-level in the bid minor (4&/44)
which also shows a strong club/diamond suit. These are support splinters or Fit Bids showing a
good 5+ cards in the bid minor and support for the major bid. The bids show 17-19 points and are
invitational to at least game with slam interest. These bids are used if you do not play Swiss bids.
In addition, if you are a passed hand they may be used to show 10-12 points with a fit in a major
and a solid side suit.

Jumps into Notrump

A jump into 2NT by opener shows 18-19 points and a balanced hand with stoppers in all suits
except perhaps the one bid by responder. A jump into 3NT shows 20-21 points, a balanced hand,
and stoppers in all suits.

Rebids by Opener after Major opening bids

The responder may bid INT semi-forcing, make a 2/1 game force bid, and use a series of Bergen

bids either invitational or forcing. For each of these responses, we shall consider bids available to
the opening bidder, again without interference.

After INT (semi-forcing)
Recall that the bid of INT by responder shows 5-12 starting points and no fit. The only forcing
bid that opener may make as a game force is a jump shift bid into a suit. The jump shift bid

shows 19+ starting points.

Suppose one opens 14 and partner bids INT, an overview of bids by the opener follows.

Rebids by Opener Suit Length Starting Points
28/24 3+ cards 12-15
2v 4+ cards 12-15
24 6+ cards 12-15

41



2NT (non-forcing) (5-3-3-2)

38/34/39 4+ cards

3a 6+ cards

3NT 5-3-32

44 7+ spades/8+spades

16/17-18

19+ (strong jump shift)

16-17 (jump rebid in bid suit)
19+

14+/12+

After the major suit bid of 1%, the schedule is similar. However, the jump in hearts shows 16-
17 points, and the jump shift may be made into a minor or spades. There is one additional bid
available to the opener when opening the bidding with the bid of 1¥. It is the reverse bid. Recall
that the definition of a reverse is that responder must go to the next higher level to return to
the opening bidder’s first suit, in this case 1¥. The reverse bid is:

24 4 cards

17+

Using the above schedule as a guideline, consider your rebid on each of the following hands. In

each example, we indicate the bidding sequence.
(1) 14 - INT  #AK876 YKQ432 ¢J10 &7

Clearly, your rebid is 2% showing 4+ cards.

(2) 19 - INT #AKS87 YAKJ32 ¢7 #K54

You have enough to reverse, bid 24.

(3) 1v - INT &KQJ5 YAKS832 4J92 &7

You cannot reverse; hence your only rebid is 24.

(4) 14 - INT #AKS8765 YKQ43 ¢J10 &7

Show your six spades, but make a jump bid, bid 34.

(5) 19 - INT 4A6 vQ10432 ¢AJ2 #AQ9

Your rebid is clearly 2NT, an invitational bid, partner may pass.

(6) 19 - INT  #A6 YA109432 7 #AQ109
Your heart suit is weak, your rebid is 2.

(7) 19 - INT  4AQ6 YA109432 ¢AJ10 &7
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Your hearts are not good enough to bid 3%, and the hand is too good for 2%, hence you must bid
2¢. Partner may have four diamonds and pass or bid hearts.

(8) 14 - INT  #AK456 ¥89 ¢KQJ #AJ7

You only have three diamonds, not four, do not jump-shift into 34; instead, bid 3NT.
(9) 1& - INT «KQJ98762 ¥89 ¢ void #AQ7

With long spades, partner has 0-2 card support and 5+ points, bid 44.

When opening one spade, it is normally not difficult to find a heart fit after partner bids INT
when you have four hearts; however, if responder has only three hearts and a weak hand, the fit
may be more difficult to find after opener bids of 24/24. Partner with five hearts and a weak hand
may pass.

For example, suppose partner has the hand: 47 YKJ752 ¢ 5672 #AJ7. Partner may pass the bid
of a minor! You may have missed a 3-5 heart fit. Partner cannot bid 2% since it shows a six-card
suit.

When responder has a stronger hand, for example: #J YKJ752 ¢ 567 #AK75, he will certainly bid
his hearts after a minor suit bid.

When opener bids 24, there is no way to force your partner to bid when opening one heart.
However, if you bid 2#, showing 3+ clubs, there is hope of finding a heart fit playing either the
Bart Convention, developed by the bridge expert Les Bart, or the Lisa Convention, developed by
Jamie Radcliffe and Pete Whipple, in the October 2007 issue of “The Bridge World.”

Using the Bart Convention, after the bidding sequence: 14 - pass INT—pass - 2& - pass - ?, the
responder bids 24* as an artificial forcing bid (alert). This sequence is used to show opener one
of the following hands:

1. Five hearts and two spades. Responder plans to pass opener’s rebid (hopefully two hearts).
2. A doubleton spade honor with 9-11 HCP. Responder plans to correct two hearts to two
spades, pass a rebid of two spades, or raise two notrump to three notrump.

A weak/invitational hand with a good diamond suit. Responder plans to bid three diamonds.
A favorable hand with a club raise. Responder plans to bid three clubs over partner’s rebid.
5. A raise of two notrump with four clubs. Responder plans to bid two notrump.

bl

Aside from giving up the “natural” two diamond bid, Bart has two serious drawbacks. When
opener has extra values but fewer than two hearts, the partnership might miss a game when
responder is unable to show a strong simple preference; and when opener has good heart support,
he cannot safely bid past two hearts, because responder might not have heart length. WHAT DO
YOU DO?

You may replace the Bart Convention with the LISA CONVENTION, Bart’s smarter little sister.
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Basic Lisa

Bidding sequence 14 - pass -INT—pass - 2 - pass - ?

2¢% artificial (alert); usually six-plus hearts or weak spade preference
2y exactly two spades and five hearts

24 exactly two spades; strong simple preference

2NT invitational; fewer than four clubs

3% invitational; five-plus clubs

3¢ invitational; six-plus-card suit

3v invitational; six-plus-card suit

Bidding sequence 14 - pass - INT—pass - 2& - pass -24* - pass - Opener bids 2%

Pass weak; six-plus-card suit

24 weak simple preference

2NT invitational; exactly four clubs
3 moderate values; five-plus clubs
3¢ weak; six-plus-card suit

Bidding sequence 14 - pass - INT—pass - 2& - pass -24* - pass - Opener bids 24

Pass weak suit preference

2NT invitational; exactly four clubs
RL moderate values; five-plus clubs
3¢ weak; six-plus-card suit

3y signoff

44 transfer to hearts

The Basic Lisa Convention does not have Bart’s shortcomings, and compared to other methods,
the only significant disadvantage is the loss of the natural two-level diamond rebid. In addition,
the basic Lisa bids are easily extended to non-Bart situations using, for example, Extended Lisa
and Fourth-suit Lisa as discussed in the “The Bridge World” article.

Responder’s Rebids without Basic Lisa

When the bidding goes IM—INT- 2m/2M - ?

(1) Responder may pass opener’s bid with 5-8 starting points.

(2) With two-card support for opener’s bid suit and less than eleven starting points, return to the

major (M) at the two-level.
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(3) With less than two-card support and 10-12 starting points, bid 2NT.

(4) Raise partner’s minor (m) with 5+ card support and 10+ starting points.

(5) With 10-12 starting points, playing Bergen Raises, jump to the three levels in opener’s major.
Playing Combined Bergen, you would not bid INT, but 34*.

(6) Bid your own suit with 5-9 starting points and a 6+ card suit.

(7) Bid your own suit at the three-level, without jumping, with 6+ cards in the suit and 5-12
starting points.

(8) Bid your own suit at the four-level, by jumping, with 6+ card and 10-12 starting values.

Let’s consider a few examples.

(@) The bidding goes: 14 -INT - 2¢ and you hold 42 YA106543 ¢J756 Q104
You cannot support diamonds since opener may have only three, bid 2¥.
With the hand #J7 YKQ2 Q987 #K 1042, you would bid 2NT.

(b) The bidding goes 1¥ - INT-2¢ and you hold  #K987 ¥Q6 K43 #K965

Even though you have only two hearts, you should support hearts by bidding 24. Do not
bid 2NT.

(c) The bidding goes 14 -INT - 2# and you hold #J98 YA86 ¢AK43 %965
Playing Bergen Raises, bid 34 to show limit raise in spades. Playing Combined Bergen,
you would not bid INT, but bid 34 to show a limit raise with three trump.

(d) The bidding goes 14 -INT - 2¢ and you hold 42 YA1065 #K10543 #A43
You would support diamonds by bidding 3+.

(e) The bidding goes 14 -INT- 2NT and you hold 42 YAK98765 ¢105 Q87
Your partner is showing 16-18 starting points with five spades, bid 4¥.
(f) The bidding goes 1¥ -INT-24 and you hold 4987 YKO 10875 #AQ92
Your partner has reversed showing 17+ points, bid 3¥. You cannot pass.
If the opener raises your INT bid to 2NT, it is non-forcing; you may pass with 5-8 starting

points. This is also the case if opener makes a jump rebid in his bid major. However, all jump
shift bids are forcing to game.

If opener bids 1% and partner bids INT, it always denies four spades. If opener bids 24/24/2%
and now you bid 2#* (it is called the impossible two spades bid), it requests opener to bid 2NT*
(a relay bid) so responder can sign off in a minor at the three-level. If opener makes a jump bid
in hearts, after you have bid INT, you may use the impossible 34* bid. Opener will bid 3NT or
pursue game in the minor, knowing you probably have neither hearts nor spades and less than

45



twelve starting points. The impossible two spade bid show 10+ HCP and support for the bid suit.
A rebid by responder at the three level shows a distributional hand with five card support for the
bid suit.

Gazilli Convention

For those who do not use Lisa, another option is to employ the Gazilli (sometimes spelled
Gazzilli) convention; it is a conventional method of rebidding by opener employing a low level
forcing rebid of 2&. The base auction for this convention is 14-INT-2&. The 24 rebid shows
either clubs or various strong hands. With a weak hand responder rebids either 24 (preference) or
2% (natural, 5+ suit). With a better hand (8+ HCP) responder usually relays with 24, over which
opener rebids 2% (minimum 5532 hand) or 24 (unbalanced, 4+ clubs). Opener’s higher rebids
(2NT thru 3NT) show hands in the 16-18 HCP and are game forcing over the 24 rebid.

Using Gazilli opener has two ways to rebid beyond 24, either directly over INT, or indirectly via
2#. This allows opener to show 54, 55, 64 and 63 hand patterns of 16 or more points. There are
many versions of Gazilli, and they vary mostly in the meaning of these high direct and indirect
rebids.

Gazilli may be used after 19-INT, 1¥-14 and 1e- 1M also; where the 14 response uses the Kaplan
Interchange (Inversion), Chapter 15.

The convention is rather involved, but has been explained in great detail by Mr. Sudhir
Aggarwal in the Delhi Bridge Association Newsletter (Vol 3—Issue 7, 2005, Vol. 3—Issue
8, 2006 and Vol 3—Issue 9, 2006). The origin of the convention is unknown, but appears to
have been developed in Italy. A copy of the entire convention is available on bridgeguys.com. A
portion of the System as explained by Mr. Aggarwal follows.

Gazzilli

Playing a so-called standard bidding system, the player opens one of a Major suit and, without
competition, the partner responds 1 No Trump. Now if you have a Major single suiter game-
forcing hand, there is no convenient bid in several of the standard bidding systems. The player
might jump to three of a Minor suit to force the bidding, but that will mean that the responder
will not know whether the new suit contains 3 or 4 or 5 cards. Also when the player jumps to
the three level with a game-forcing holding with 5-4-3-1 distribution, it becomes difficult to
find the fit in your 3-card suit if the responder has that suit in a weak holding. The jump rebid
has consumed much of the bidding space, which is of paramount importance for exploring and
finding the correct and maximum contract.

Similarly another problem area for standard bidders is balanced holdings of 15-17 high card
points containing a 5-card Major suit. If the player opens one of a Major suit, there is a rebid
problem with these holdings. Many of the players today open 1 No Trump with a 5-card Major
suit to solve this problem. However this creates an additional problem as the partnership might
miss out on a 5-4 or a 5-3 Major suit fit on borderline holdings.
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To solve all these difficulties and also to allow non-forcing jumps to the three level with fewer
high card points (14-16), the Gazzilli conventional method has been developed. The exact origin
is somewhat clouded, but the agreement is that this method was devised in Italy.

Gazzilli is an artificial bid of 2& by the opener generally after an opening bid of 1¥ or 14 and a
response of 14 or INT. The 24 response is forcing, but the partnership will normally not play in
a Minor suit unless no other option is available. The 24 bid is employed for the following kinds
of holdings:

5-3-3-2 hands of 12-14, 15-17 and 18-20 high card points.
5 of a Major suit and 4 plus Clubs with 11-16 high card points.
Generally all other hands of 17 plus high card points (single suiter, two-suiter etc.)

The one feature about the Gazzilli conventional method is that the significance of the individual
bids and responses may also be decided, altered, modified, or varied by the partnership. This
feature also pertains to the meanings of the continuances.

Note: The Gazzilli conventional method may also be played over Minor suit openings, and the
Minor suit bidding sequences are shown following the Major suit openings and continuances.

Opener’s Rebids after a 1 ¥ Opening (an example of the bidding using Gaxxilli)

Since Gazzilli covers most of the holdings containing 17 plus high card points, it allows the
partnership a great deal of fexibiity with Precision-like jumps. The jumps are no longer forcing
and simple bids at the two level (except 2) are narrower in high card points. This certainly has an
advantage as the responder no longer needs to keep the bidding open. The following are opener’s
rebids after a 1% opening and a 14 or 1 No Trump response.

Opener  Responder Meaning

v 1o

INT This shows a balanced holding with 12-14 high card points.

2% The Gazzilli convention.

2¢ Natural; promises 5 Hearts and 4 plus Diamonds, and 11-16 high card
points

2y Natural; promises 6 Hearts and shows 11-14 high card points.

24 Shows 3 or 4 card support and 11-14 high card points. (The Limit
Raise is part of the bidding system, but does not distinguish between
a 3-card and a 4-card support. The individual partnership may add
such a feature.)

2NT This rebid may be played as a Splinter; as showing 4-card support for

partner’s suit; as showing a 6-card Heart suit and a 3-card Spade suit
as support for partner’s suit; but only showsl4-16 high card points
bywhichever agreement.

3% Natural; promises a 5-card Heart suit and a 5-card Club suit; shows
14-16 high card points.
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3¢ Natural; promises a 5-card Heart suit and a 5-card Diamond suit:
shows 14-16 high card points.

3v Natural; promises 6 Hearts and denies 3-card Spade supportfor
partner; shows 14-16 high card points.

3e Promises 4-card Spade support and a close distribution of 4-5-2-2;
shows 14-16 high card points.

44 Promises 6 Hearts and 4 Spades in support of partner’s suit. Shows a
singleton in Clubs (or possible void?).

4¢ Promises 6 Hearts and 4 Spades in support of partner’s suit. Shows a
singleton in Diamonds (or possible void?).

The rebids of the opener after the bidding sequence, without competition, of 1¥ - INT
are as follows. The 1 No Trump response can have a definite range according to the
partnershipagreement. One option is to play standard 6-9 high card points and a second option is
to play thel No Trump Forcing conventional method used in the Two Over One bidding system
with a range between 6-12 HCP.

A feature of the Gazzilli conventional method is that a first response of 1 No Trump is generally

considered to be forcing for one round. If the partner has previously passed, then the opener
maypass this 1 No Trump first response if the contract cannot be improved.

Opener  Responder Meaning

v INT

24 The Gazzilli convention.

2¢ Natural; promises 4 plus Diamonds; shows 11-16 high card points

2y Natural; promises 6 Hearts; shows 11-14 high card points.

24 Promises a 5-card plus Heart suit and a 4-card plus Spade
suit;shows 17 plus high card points.

2NT Not assigned. This rebid may be played as showing a 6-card plus
Heart suit and any 4-card side suit, with values of 17 plus high card
points, to which 3% by the responder would be a game-forcing relay.

3 Natural; promises a 5-card Heart suit and a 5-card Club suit;shows
14-16 high card points.

3¢ Natural; promises a 5-card Heart suit and a 5-card Diamond suit;
shows 14-16 high card points.

3v Natural; promises a 6-card plus Heart suit; shows 14-16 high card
points.

3e Promises a 6-card Heart suit and a 5-card Spade suit.

44 Promises a 6 Hearts - 5 Clubs distribution; shows 14-16 high card
points.

44 Promises a 6 Hearts—5 Diamonds distribution; shows 14-16high

card points.
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As soon as the Gazzilli conventional method has been initiated, then generally the forcing bid
is 24, which the responder rebids as a relay to request additional information and shows, at the
same time, around 7/8 high card points.

As soon as the opener has clarified his holding promisingl7 plus high card points, then a game
force has been established.

After 2/1 game force bids

Recall that after opening one of a major, playing the 2/1 game force system; the following bids
are absolute forcing to game.

1+ 2&/2¢ (d+cards), 2¥ (S+cards)
1v 2%/ 24 (4+cards)

The goal of the partnership is to find a game or a slam in a major suit. Although sometimes one
may play in notrumps. The last priority is to play in a minor suit game. When responding to your
partner’s 2/1 bid, opener has several avenues to pursue: (1) he can support partner’s suit to allow
partner to bid notrump, (2) he can show his own second suit, (3) he can rebid his major, and (4)
he can bid notrump.

(lIa) Opener may support the 2/1 suit bid by responder (% or ¢) at the three-level showing 4+
card support and 12-15 Bergen Points. With 16+ points and support for the 2/1 bid suit, and
a singleton not in the 2/1 bid suit, opener may jump (splinter) to the four-level in a suit that
neither he nor partner bid. Note: The bid of 1¥ - 2&/24 - 24 shows 5-4 distribution and is
not a reverse (alternatively playing the Flannery Convention, one would open an artificial
24* that shows 5¥-44 and 11 -15 starting points; more on this soon).

(Ib) After the bid of 14 - 2%, with 3/4+ hearts and 12-15 points bid 4% (the principle of fast
arrival); however, with 3+ hearts and 16+ bid 3¥ shows slam interest.

(2a) Opener may bid his own higher ranking suit at the two-level, usually showing 4+ cards
with 5-4 distribution.

(2b) Opener may bid a lower ranking suit at the three-level showing 15+ points, usually
showing 5-5 distribution.

(3) Opener may rebid his major suit typically showing 6+ cards in the major. On occasion, it
may also be his only rebid, having only five cards.

(4) With a balanced hand, pattern (5-3-3-2), and at least three-card support in the 2/1 suit bid,
and stoppers in the unbid suits, he will bid 2NT (12-15 Bergen Points) or 3NT (16+ Bergen
Points).

Let’s look at a few examples of the prior guidelines.

The bidding goes 14 - 29¥. What would you respond as opener?

#AKS843 vK62 +J4 SAQ3
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You have a strong hand, eighteen Dummy Points (17 starting + 1 Shortness); bid 3% (slam
interest)

#AK843 vK62 54 #Q32

You have a weak hand, fourteen Dummy Points (13 starting + 1 shortness); bid 4% (fast arrival
to game)

#AKS843 vK1062 +7 #AQ3

You have four-card supports for hearts twenty Dummy Points (17 starting + 3 shortness); bid 44
(splinter)

~AKJ84 v75 *A97 &J32

You have only two hearts and weak clubs, rebid spades with only 5 (bid 24), you should not bid
notrump; even with fifteen Dummy Points.

oAK984 975 *AJ8 &K J6

You have a balanced hand with stoppers in all suits and eighteen Dummy Points, bid 3NT;
changing the A¢ to a Q, bid 2NT.

2AQ984 v7 A8 #K 10862

You have a nice club suit and 5-5 distribution, bid 3%. You have eighteen Dummy Points (14
starting + 4 shortness points).

Next, we consider examples where the bidding is 1¥/14 - 24/24; because the responses are
similar, we assume one opens 1% -2&. What would you respond as opener?

4984 YKQ875  +AQNR &7

You have four diamonds, bid 2¢. Shows 4-4 distribution and you have twelve Dummy Points.

2Q107 YKQS875 A2 *)7

You have a balanced hand, bid 2NT with thirteen starting points.

&7 YAKS75 +A92 S»KQJ7

You have a very strong hand, splinter by bidding 34 in support of clubs. You have twenty Bergen
points (assume a club fit).

&AJ3 YKQ875 41092 &K6
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Even with only five hearts, you must rebid them. You have no other bid due to your diamond
holdings.

These examples should help to clarify opener’s rebids when opening a major and partner makes
a 2/1 bids. Remember, we want to get to game. Rebids by responder and subsequent bids by the
opener will be covered later in the book.

When responding with a 2/1 bid to a major, we have said that the partnership may not stop short
of game. This is also the case with the forcing Bergen Raise of 2NT* and Concealed/Ambiguous
Splinter bids. These are game force bids with serious interest in slam.

After Jacoby 2NT*
Rebids by Opener Suit Length Bergen Points
3 (new suit)* Singleton/Void 12+
3 (major suit opened)*  5/6+ in major 18+
3NT* (5-3-3-2) balanced 15-17
4 (new suit)* 4+ card suit 12+to 16
4 (major suit opened) 5+ major 12+ to 14

A jump to the four levels after 2NT* is clearly invitational to slam. When showing a singleton
after 2NT*, the trump suit should contain at least two of the top three honors. Do not show a
singleton with a weak trump suit or if the singleton is an ACE.

Furthermore, a new suit at the four-level should contain two of the top three honors in the suit
bid. All rebids by opener must be alerted and explained in detail if asked.

Examples Responses to Jacoby 2NT

The bidding goes 14- 2NT*. What do you bid?

(1) 4AKJ84 v7 +K10987  #A2
Show your singleton, bid 3¥. You have nineteen Bergen points.

(2) aAKJ84 v107 54 #AQI108
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You have a nice four-card suit, bid 4% with seventeen Bergen points. You are too unbalanced to
bid notrump.

(3) aAKJ84 YK107 +*KJ4 &76

You have a balanced hand, bid 3NT with sixteen Bergen points.
(4) 4AKJ84 vJ107 +QJ4 *76

You have a weak hand, using Fast Arrival, bid 44.
(5) 4AKQ842 ¥ void *AQ42 &J76

You have a great hand, bid 3% to show shortness. Count your Bergen Points. Are you interested
in slam?

Following is a summary of descriptive bids following 2NT*.

After 19 - 2NT* After 14 - 2NT*

3# = & shortage 3# = & shortage
3¢ = shortage 3¢ = eshortage
3¥ = good hand with no shortage 3 = W¥shortage
34 = shortage 34 = good hand with no shortage
3NT = better hand with no shortage 3NT = better hand with no shortage
4% = a4d+card % suit 4% = a4+card  suit
4¢ = ad+card ¢ suit 4¢ = ad+tcard ¢ suit
4v = poor hand with no shortage 4 = ad4+tcard ¥ suit

(Fast arrival) 44 = poor hand with no shortage

(Fast arrival)

After Concealed/Ambiguous Splinters

Recall that a double jump in the major not bid (34%/39*), after the bid of 1¥ and 14, respectively,
shows shortness somewhere. The decision the opener must make is whether or not he needs to
ask about the singleton/void since it provides information to the opponents. If one needs to locate
the singleton/void, one employs the scroll bids 3NT* and 34* respectively, after 34* and 3¥*.
As a general guideline, one should not employ the scroll asking bids if not interested in slam.
In general, you need about 18+ Bergen points after hearing the jump major bid by your partner.
Let’s look at an example.

Opener Responder
2AQJ762 4K 984

v3 YAQ92
49872 #void

*KQ SA7632
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Let’s evaluate starting points for the two hands. Opener has (12 HCP-1 dubious honor doubleton
+ 2 length points + 0 for adjust-3) thirteen starting points. Responder has fourteen starting
points; however, upon hearing the bid of 14, reevaluates his hand for the void (four points) and
has eighteen Dummy Points. And, opener upon hearing the bid of 3¥* calculates Bergen points.
Thus, he adds for extra trump length (one point), the void (two points), and for the side suit (one
point) eighteen Bergen Points. Thus, he makes the asking bid 34* and with a diamond void,
responder bids 4&*,

We have provided the entire bidding sequence below but will wait to explain the modified scroll
bids and their responses in Chapter 3 on Slam Bidding.

Opener Responder
14 3¥* (shortness somewhere)
3&* (shortage asking bid) 4#* (submarine bid - singleton/void in diamonds)
4¢* (modified scroll ask) 4NT (void in diamonds with 0 or 3 keycards)
64 (if you have 3 bid 7) Ta
After Swiss bid of 4%

49/44 says weak hand 12-15 Dummy Points with strong and long trump suit.

44/ (4 of other Major) show a singleton or void with slam interest.

4NT shows slam interest with 16+ points (Roman Keycard Blackwood; more on this later).
5% shows (5-5) hand with major and clubs, with slam interest with double fit.

After Swiss bid of 4¢

49/44 says weak hand, 12-15 Dummy Points with strong and long trump suit.

44/ (4 of other Major) show a singleton or void with slam interest.

4NT shows slam interest with 16+ points (Roman Keycard Blackwood; more on this later).
54 shows (5-5) hand with major and clubs, with slam interest with double fit.

After Constructive Raises (support at the two-level)

Recall that a constructive raise shows three-card support and only 8-10 Dummy Points.

Hence, to reach game, opener may need help in either a side suit or trumps to reach a game contract.

Help Suit Game Try Bids

There are many game try conventions available to investigate game or to settle on a part score.
The Long Suit Game Try (LSGT) is probably the oldest method employed. This is an attempt
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by opener to tell responder more about his hand. He shows a second suit with the understanding
that as responder revalues his hand, he should give extra weight to honors in this suit. However,
over the years the LSGT has given way to the Help Suit Game Try (HSGT). The major difference
is that the opening bidder may hold fewer than four cards in that suit and usually a good 15 HCP
or perhaps less if he is 5-5 in two suits, the major and another suit. Let’s look at an example when
used by opener, with no interference:

1v-2v

3&/34/34 needs help in the suit bid with help (ace or king) bid game

14-24

34/34/2NT needs help in clubs, diamonds, or hearts (ace or king) bid game

The method may also be used by responder in the auction 1%-1¥; 2¥ - (Help suit bid).For
responder to use the bid, he should have 10 Dummy Points.

Some prefer the Short Suit Game Try. Using the Short Suit Try (SSGT) approach, a new bid by
the opener shows a singleton. For responder this means that the ace is probably the only honor
in the short suit that will help opener. Of course, this means that honors in the OTHER suits will
be what opener needs. Alternatively, one may combine the HSGT and the SSGT bids by using
the 2-Way Game Try method. How does this work?

Two-Way Game Try Bids
Instead of using the HSGT method, opener bids the next suit up to tell responder that we are
going into “Short Suit Mode”. Opener initiates the short suit try with the bids of 24 and 2NT,
respectively, after hearts and spades. Responder acknowledges the short suit try with relay bids
of 2NT and 3, respectively.
1¥-2%-24 (going into shortness mode)—responder next bids 2NT (as a relay)

» 3& =shows shortness in clubs

* 34 =shows shortness in diamonds

* 3% =shows shortness in spades
14-24-2NT (going into shortness mode)—responder next bids 3 (as a relay)

* 34 =shows shortness in diamonds

* 3% =shows shortness in hearts

* 3& =shows shortness in clubs

Shortness is always 1 or 0 cards in the suit.

54



2/1 GAME FORCE A MODERN APPROACH

Reponder again has few values, but not in the short suit. If they are, he stops at the three level;
otherwise he bids game at four level of the agreed upon major suit.

To inquire about help, one may employ with an asking bid or a telling bid called respectively
“help asking” or “telling.”

Short Suit Game Try Bids

An alternative to the two-way try is to use the Short Suit Game Try (SSGT). Opener again
initiates the short suit try with the bids of 24 and 2NT, respectively, after hearts and spades.
However now responder acknowledges the short suit try by bidding short suits:

1v-29-24

* 3& =shows shortness in clubs

* 34 =shows shortness in diamonds

* 2NT = shows shortness in spades

* 3% =4333 Minimum (8/9 dummy points)

*  3NT =4333 Maximum (10 Dummy points)

* 34 =4333 Maximum with four spades

*  4m = 5+ to KQ in minor bid with Maximum
*  4v = Stiff other major with Maximum

14-24-2NT

* 3& =shows shortness in clubs

* 34 =shows shortness in diamonds

* 3% =shows shortness in hearts

* 34 =4333 Minimum (8/9 dummy points)

¢ 3NT =4333 Maximum (10 Dummy points)

*  4m = 5+ to KQ in minor bid with Maximum
* 4 = Stiff other major with Maximum

Shortness is always 1 or 0 cards in the suit.

After SSGT, responder re-evaluates his hand with A=3 and K=1
With 9 or 10 responder bids game or cue bids minor with 4 of other majors
With 7 or 8 make last train bid if possible
With 6 or less sign-off

If opener bids at the three level, he is showing shortness in the bid suit by not using the relay bids.
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Help “Asking” vs. Game Try “Telling” Bids

When using the asking bids, opener is asking for help in the suit bid, traditionally first or
second round control due to losers in the suit. Except for the Long Suit Game Try bid which is
a natural bid, the other asking bids must be alerted by agreement, a red flag to the opponents.
Another problem with the asking bids is that it is often difficult to figure out the “help suit.”
Instead of using the help suit type asks, one may instead make an Artificial bid of 2NT* which
is played either as a relay bid or asks the responder to tell him something more about his hand;
in particular, shortness. While this also communicates information to the opponents, it is less
damaging. Thus, the sequence one of a major, followed by a simple raise, and the bid of 2NT
becomes a relay bid or an artificial game try bid! If used as a relay bid, partner bids three
clubs and the opener tells the responder about shortness. Then the Responder is captain of the
sequence. Alternatively, when opener bids the Artificial 2NT* not as a relay, but as “telling” bid,
it asks responder to tell the opener where he has shortness. I prefer the responder to tell, not the
opener; hence, we shall illustrate the “telling” sequence.

Let’s compare the two approaches (Help Suit Game Try and Artificial 2NT “telling”), and you
decide which is best for your partnership agreement. If you play help suit asks, how do you know
where to ask for help with the following hands when your partner supports you by bidding 24,
constructive?

Hand (1) & AKJ54 v 36 +97 * AQJ7
Hand (2) a AKJ972 v Q4 * QI3 29
Hand (3) 2 KQJT6 v AQ7 + K965 *38
Hand (4) 4 KQT87 v 86 ¢ AKT5 * K6
Hand (5) & AKJ74 v AKQ *942 *63
Hand (6) & AKJ742 v AJ 53 *92

When opener prefers to make a short-suit game try, as in (2) and (3), or a long-suit try, as in (1)
and (4), he is in trouble. On (5) and (6), he’d like to make a general game try of 34, but this is
commonly played as a game try asking for extra help in trumps.

Opener could bid 34 on the last two hands and hope for the best. The fact is there are lots of
players who might bid 34 on all six hands! Partner must figure out what is the right diamond
holding for the game try. A small doubleton would be helpful opposite K-9-6-5, A-K-10-5, or
9-4-2, but would be wasted opposite 9-7 or Q-J-3. Even the worth of K-8-6 would be unclear. It
would be a good holding opposite Q-J-3 but doubtful opposite 9-4-2 or J-5-3.

So, using the help suit approach, one frequently does not know in which suit to ask for help, and
often partner does not know when to accept. Instead, one may use the artificial 2NT* Game Try
“telling” (not the relay) approaches. In each of the above examples, one employs the bidding
sequence: one simple bids 14-24-2NT*,

Responder’s first obligation is to bid his lowest ranking doubleton, even if he has a singleton.
This tells partner he may have to cover two losers. However, with the “right” doubleton (say
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Ax), he may bid four of the major. But, if “turned off”” by a doubleton, he might just bid three of
the major. With a balanced hand (4-3-3-3), bid three of a major with a minimum (8-10 Dummy
Points) and 3NT (11-13 Dummy Points), a maximum. Or, you may choose to bid a new suit to
preserve all options.

Let’s consider a few examples.

Opener | Responder
&KQJ74 | 4A63
YAKS v974

+J73 48654
#K9 SAJS

In this example, the bidding would go: 14-24-2NT-3NT-pass. Three notrump is easier than
four of a major as long as responder has at least three diamonds. Using the help suit bid of 34,
responder may bid three of a major and opener might pass, missing game!

Next, consider the hand:

Opener | Responder
&KQT87 | 4A63
v86 vJ754
*AKTS |93
#K9 *QJ75
Now, the bidding goes:
Opener | Responder
e 24
2NT 3¢
44 Pass

Using the Help Suit bid, opener may bid 2%, and responder may bid 34 (no help), again missing
a game contract.

If in the above hand you held three hearts and three diamonds (3-3-3-4 distribution), you would
bid 34 to show a minimum hand. With a stronger club suit, you may bid 3% called a counter try/
trial rebid showing good holdings in clubs and maximum points.

Questions:
(I) How do you respond to 2NT holding a singleton or a void? A jump to four of the trump
promises 0 or 1 in the other major. With fewer than two cards in a minor, bid the minor at the

three-level just as you would a doubleton. Don’t sit for 3NT if partner bids it—a rebid of your
minor suit shows fewer than two cards.
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(2) Is 2NT still on in competition? Yes, as long as your partner has raised the major, you must
ignore the competition from either side.

(3) If opener does not bid 2NT, he may make a short-suit game try with a minimum bid showing
shortness in the suit (0 or 1) and interest in game!

For more information on the Game Try Bids, consult Marty Bergen’s (1985) “Better Bidding
with Bergen, Volume One, Uncontested Auctions” by Devyn Press, page 148. This discussion is
based upon his book.

After 3%* and 34* (Bergen Raises)

Playing Bergen Raises recall that the jump bids of 3&* and 3* show a trump fit but only 7-9
Dummy Points and 10-12 Dummy Points, respectively. To reach game with the bid of three
clubs, opener needs at least 17-19 Bergen Points. Hence, he will bid game or invite game.
Similarly, after the limit raise bid of 34, opener may either invite with between 14-16 Bergen
Points or use the 2NT* Game Try bid as mentioned above.

After 3%* and 34* (Combined Bergen Raises)

Recall that 3#* shows four-card support and 5-12 Dummy Points, the bid of 34* shows
only three-card support and a limit raise (10-12 Dummy Points). When opening a major and
responding 3&* recall that 3¢* asks whether you are at the lower end of the range (39* shows
the lower end and 34* indicates the upper end). After the bid of 3%, you can bid 34/44 and after
34 you can pass or bid 44.This is not the case if/when you open 1¥, now an ask bid may commit
you to game in hearts when you hear the response 34. Thus, it is best not to ask by bidding 3¢;
now one invites by bidding 3%, do not ask by bidding 3.

Rebids by Opener after Minor opening bids (14/1¢)

If the opening bid is the Walsh club bid, the first priority of the responder is to bid a four-card
major, not notrump. This is also the case if one opens one diamond.

Opener’s first priority is to support the major suit bid with 3/4 cards (YOU HAVE FOUND A
MAJOR SUIT FIT). Now what? Do you have game or slam? As responder, all you know is that
opener has between 12-21 Dummy Points.

After 1%-1v

Opener rebids

& 4 spades, denies 4 hearts
INT  12-14 starter points, balanced hand, denies a 4-card major
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2% 12 -17 starting points, 5+ clubs, denies a 4-card major

2¢ Reverse bid showing 17+ starting points (5-4)

29 3+ card support, 12-16+ Dummy Points

24 Jump Shift 19+, game force bid

2NT  18-19 starting points, balanced hand, may have a 4-card major
3% 16-17 starting points jump rebid with good suit and 6+ clubs

3¢ Jump Reverse 4+clubs, singleton/void in diamonds 16+ points
3y 17-19 starter points, four hearts, invitational to game
3e Full Splinter 4 hearts, singleton/void in spades 18+ slam interest

3NT  Solid club suit, with stopper in side suits, to play

44 Fit bid showing strong clubs and spades 17- 19 points
4v 20+ Dummy Points

ANT Roman Keycard Blackwood (Chapter 3)

After 14 - 14

Opener rebids

INT  12-14 starter points, balanced hand, denies a 4-card major

2% 12-17 starting points, 5+ clubs, denies a 4-card major

2¢ Reverse bid showing 17+ starting points (5-4)

24 3+ card support, 12-16+ Dummy Points

2NT  18-19 starting points, may have a 4-card major

KL 16-17 starting points jump rebid with good suit and 6+ clubs
3¢ Jump Reverse 4 spades, singleton/void in diamonds 16+ points
3y Jump Reverse 4 spades, singleton/void in hearts 16+ points

3a 17-19 starter points, four hearts, invitational to game

3NT  Solid club suit, with stopper in side suit, to play

4% Fit bid showing strong clubs and hearts 17-19 points
4o 20+ Dummy Points

ANT  Roman Keycard Blackwood (Chapter 3)

After 1¢ -1v

Opener rebids

& 4 spades, denies 4 hearts
INT  12-14 starter points, balanced hand, denies a 4-card major
2% 12 -17 starting points, 5+ clubs, denies a 4-card major
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2¢ 12 -17 starting points, 5+ diamonds, denies a 4-card major

2y 3+ card support, 12-16+ Dummy Points

26 Jump Shift 19+, game force bid

2NT  18-19 starting points, balanced hand, may have a 4-card major
KL Jump Shift 19+, game force bid

3¢ 16-17 starting points jump rebid with good suit and 6+ clubs
3v 17-19 starter points, four hearts, invitational to game

3a Full Splinter 4+diamonds, singleton/void in spades18+ slam interest
3NT  Solid club suit, with stopper in side suits, to play

4e Fit bid showing strong diamonds and spades 17- 19 points

4v 20+ Dummy Points

4NT  Roman Keycard Blackwood (Chapter 3)
After 1¢ - 14
Opener rebids

INT  12-14 starter points, balanced hand, denies a 4-card major

24 12-17 starting points, 5-4 diamonds and clubs, no 4-card major
2¢ 12-17 starting points, 5+ diamonds, denies spades

26 3+ card support, 12-16+ Dummy Points

2NT  18-19 starting points, may have a 4-card major

KL Jump Shift 19+, game force bid

3¢ 16-17 starting points jump rebid with good suit and 6+ clubs
3v Jump Reverse 4 spades, singleton/void in hearts 16+ points
3e 17-19 starter points, 4 hearts, invitational to game

3NT  Solid club suit, with stopper in side suit, to play

4¢ Fit bid showing strong diamonds and hearts 17-19 points

44 20+ Dummy Points

ANT  Roman Keycard Blackwood (Chapter 3)

3344 Convention

When opening a minor and partner responds a major, Eric Rodwell developed a sophisticated
game try convention called the Rodwell Game Try Convention. I will not try to go into the
complexities here (it is for experts), but I will use a subset of the Rodwell Convention called the
3344 Convention; the name was suggested by Joe Sacco of The Villages Duplicate Bridge Club.

After hearing support for the major at the two-level (2¥/24), responder needs to know whether
major support is three or four cards and whether the opening points are a minimum (12-15) or
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a maximum (16-21). To investigate, responder bids 2NT*. The responses by the opening bidder
are:

3&* shows three-card (3) support and a minimum opening hand
34* shows three-card (3) support and a maximum opening hand
3¥* shows four-card (4) support and a minimum opening hand
34* shows four-card (4) support and a maximum opening hand

Val Covalciuc recommends in her September 2007 issues of the ACBL “Bridge Bulletin” (page
39) article that there are two requirements for the opener when raising partner’s major: opener
should have some decent values in his three-card major suit and he should have ruffing values
in his hand.

Let’s consider an example.

Opener 4KI109vQJ844¢QJ654A1098
Responder Aa87YAK32¢AK4328K 54

With no five-card major, opener opens the bidding with 1# (Walsh) and responder would bid
1¥, bypassing his five-card diamond suit. A MAJOR fit is found. Observe that responder has
eighteen Starter Points. Next, responder bids 2NT*. How good is your hand and what is its
shape?

Opener has fourteen Dummy Points and bids 3¥. With a minimum and four hearts, responder
has no interest in slam and signs off in the heart game by bidding 4¥.

Without a four-card major, opener has several rebids options depending on the structure of his
hand:

(@) With 12-17 starting points, opener’s rebid is INT showing a weak hand.

(b) With a balanced (5-3-3-2) and 18+ starting points, his bid is 2NT.

Point Count Game Try Convention (PCGT)

Some may not need the 3344 convention since they may always support a major with four cards.
However, to evaluate whether or not your have game going values, you may next employ the

Point Count Game try Converntion.

The convention is used after the sequences 1&/1¢ - 1¥/14 followed by a two level rebid in the
major; 2% and 24 respectively.

Next the responder bids either 24/2NT over 2% and 24, respectively. Then the next three level
bids show dummy points:
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For Spades ask = 2NT For Hearts ask = 24

3&* = 16+ Dummy Points 15 Dummy Points

3* =15 Dummy Points 14 Dummy Points

3¥* =14 Dummy Points 12/13 Dummy Points

34* = 12/13 Dummy Points 2NT= 16+ Dummy Points

The more values, the lower the bid; this allows one to investigate slam or to reach game in the
major. The minimum bid is a simple raise of the major suit, 34 or 3¥. Over the maximum bid of
44 one asks for points in the trump suit. Then steps show 0, 1, 2, or 3.

After INT

When opening a minor and responder does not bid a major but bids INT, the opener sees little
hope in a major suit game. Responder does not have a four-card major. Recall that partner has
either 8-10 starting points after the bid of 14 or 6-9 starting points after opening bid of 14 and no
four-card major. Opener’s rebids are:

Rebids by Opener Suit Length Starting Points

28/2¢ 5+ cards 12-15

2NT 5-3-3-2 16-18

3&/3¢ 5+ cards 16-17 (jump in bid suit)
3v/3a 4 cards 19+ (jump shift)

3NT 53322 19+

Another option is to employ the “Puppet Checkback™ over a INT rebid as described by Ron
Kinger. Max Hardy calls the bid Modified Two-Way Stayman (however, the two are not the
same). Here is how Klinger’s version works.

A puppet bid simply asks partner to make the cheapest bid, whatever his holding. It is a like
a transfer, except that a transfer promises a holding in the suit being transferred to, whereas a
puppet does not promise a holding in the requested suit.

The purpose of a puppet bid is to create an alternate pathway to some higher bid, so that a
later bid can be assigned a different meaning if made via the puppet to the meaning it has
if bid without travelling via the puppet. For example, in Puppet Checkback, we use 1, 1%;
INT, 2% as a sign-off, but (with a puppet 24, 24 inserted) 1, 1¥; INT, 2&; 24, 2% becomes a
game-invitation.
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A puppet bid can also be used as an escape to the puppet suit, like a transfer. But, unlike a
transfer, if the puppet bidder then continues the auction he does not promise any holding in the
puppet suit.

The Puppet Checkback system over a INT rebid is:

» 2&: Forces opener to bid 24, which responder can pass to play, if that is his wish. If
responder bids again, his bid is natural and game-invitational.
* 2¢: An artificial game force, asking for help in uncovering the best fit.

Opener is asked to bid an unbid 4-card suit or to give 3-card support to responder, and failing
that to bid NT or perhaps a good minor suit.

* 2%: Natural and weak. To play, if a repeat of the suit. Offering opener a choice between
responder’s 5-card spade suit and 4-card heart suit if spades was bid first.

* 2e: Natural and weak if a repeat of the suit. Natural and game-forcing if a reverse.

* 2NT: Forces opener to bid 3%, which responder can pass to play, if that is his wish. If
responder bids again, he shows a strong 6-card suit in his original major, including two
of the top three honours. If he repeats his major suit he shows no singleton or void. If he
bids a suit (even if it is opener’s suit) it is a splinter. If he bids 3NT or 4 it is a splinter
in clubs. Opener can bid or pass 3NT if he expects that to be the best contract (if, for
example, he has K Q x x or similar in responder’s splinter suit).

Three level suit bids are natural, strong and distributional: 5-5 or better if a second suit is bid by
responder, a 6-card suit or longer if a repeat of responder’s suit.

In Max Hardy’s “Modified Two-Way Stayman” is very similar to Puppet Checkback but with one
significant difference. He plays responder’s 2NT as a natural invitational raise but denying 4-card
support for opener’s suit. The bid of 2NT via the 24, 24 puppet sequence promises 4-card support
for opener’s suit, allowing opener to convert to three of his suit if he doesn’t wish to accept the
invitation. That is useful variation, but may be forgotten. And it has the serious disadvantge that
responder’s 3% must now be a natural weak takeout, rather than strong and forcing.

After weak minor suit responses

Playing inverted minor suit raises, recall that responder shows five-card support with a jump to
the three-level bid of 3&*/3* after an opening bid of 1&/14, respectively. These are both weak
bids showing 5-9 points. The primary goal of the bid is to require the opponents to enter the
bidding at the three-level. If the opener has a balanced hand and 19+ points, he may bid 3NT.
And, with a strong minor suit unbalanced hand, he may invite game in the bid minor.

After the opening of one club, responder would bid 3% with the hand:

4a879A2¢K434Q10654
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However, suppose opener had the hand: 4AJ62 ¥654 ¢ void & AK987, a minor suit game is
possible. With a more balanced hand, opener may bid notrump.

After inverted minor and crisscross

Inverted minor (1a/16 - 28%/24%)

Recall that the sequence 1 - 2&* or 14 - 26* shows 13+ starting points and is forcing to game.

After an inverted minor suit raise, opener rebids show “stoppers up-the-line.” Opener should not
bypass any suit containing a stopper. Responder next bids a stopper where the goal is to reach a
notrump contract. The search for stoppers is geared toward major suit stoppers; this is because
the responder has already denied a four-card major and there is an increased likelihood that the
opponents will initially attack the major suits in a notrump contract.

The bidding sequences follow when opening 14 (diamonds follow similarly).

1 - 2% - 29 promises a full stopper in hearts but denies a full stopper in spades
Responder must now continue cuebidding in search of notrump:

24 shows a spade stopper

2NT spades stopped and 15+ starting points

3% no spade stopper

3¢ no spade stopper A or K of diamonds

3v cuebid showing A or K

3e spade singleton/void and 15+ starting points

3NT spades and diamonds stopped

I - 2% - Do promises a full stopper in spades but denies a full stopper in hearts
Responder must now continue cuebidding in search of notrump:

2NT hearts stopped and 15+ starting points

3% no spade stopper

3¢ no heart stopper A or K of diamonds

3y heart singleton/void and 15+ starting points
3e no heart stopper A or K of spades

3NT spades and diamonds stopped

I - 2&* - 2NT  promises a full stopper in both majors
Responder now usually bids 3NT
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If three of a new suit is bid by responder at the 3-level, it is a game force in
clubs with shortness in the bid suit and 4# is minorwood (Chapter3). While
4NT is quantitative (chapter 3) over 2NT.

I - 287 - D@ promises a full stopper in diamonds
Cuebidding usually continues to find notrump

I - 2% - 3 suggests a minimal hand with 5+ clubs and little interest in playing NT

1% - 2&* - 3NT  promises a full stopper in both majors and a hand with slam possibilities
with a balanced hand and 16-19/20 starting points.

Opener’s rebid of a new suit at the three-level, a jump reverse (mini splinter), shows 16+ points
and a very distributional hand with a singleton or void in the bid suit. The goal is to play in a

minor suit game and little slam interest.

For example, after one bids I1& - 2&* with the hand: # AK 97976 Q438 AKIJ9S5, one
would bid 3% to show 16+ points and shortness in hearts.
Slam investigation after inverted minor bid

Opener may also investigate slam with a Jump Raise in the minor bid suit. The bids for slam
investigation are:

1% - 2&%* - 4 (O1)
1o -2¢% - 4¢

When opening one club and one diamond, respectively, the four-level bid shows 19+ points with
no interest in notrump. The bid is Minorwood Roman Keycard Blackwood and will be discussed
later (Chapter 3).

Crisscross (1% - 2¢* or 1¢ - 3&%)

Recall that the bidding has gone 1% - 2¢* or 14 - 3&* and indicates that responder has only 10-12
starting points and 5+ cards in the minor suit.

With the crisscross bid, one continues with the bidding procedure outlined for the inverted
response; however, game in a minor or notrump is less likely.
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What is Flip-Flop?

Playing inverted minor raises at the 13+ level, inverted minor raises are off in competition.
However, there is an exception. The exception is over a double when playing Flip-Flop.

Over a double and playing flip-flop inverted minor raises are on. Then, a bid of 2NT* (an alert)
shows a preemptive raise of the opener’s minor suit bid and the 3#*/3¢* bids are reversed (Flip-
flopped) showing a minor suit limit (10-12 starting points) raise (an alert). To show a hand with
13+, one uses a redouble.

What about slam bidding when playing Inverted Minor Raises (13+) in 2/1, with Crisscross
and Flip-Flop?

These bids are identical to those summarized using inverted minor raises.

After 2/1 game force bid (14 - 2#)

Hearing the response of two clubs to a one diamond opening, the first priority of the opener is to
show the length of the diamond suit. Recall that is/may be 3-5+. A rebid of diamonds indicates a
5+ card suit.

A rebid of 2NT over 2& shows a balanced hand and does not deny a four-card major. It shows
stopper in all suits and tenaces and a desire to play in notrump. Opener may have two types of
hands: minimal strength (12-15 starting points) or maximum strength (19- 21 points). With 15-17
points and a balanced hand, one would have opened INT. A jump to 3NT is stronger, showing
19-21 starting points and a balanced hand with all suits stopped.

A raise in clubs (3%) shows 12-15 starting point, a minimum hand, and at least four clubs.

A jump to a new suit (diamond, hearts, or spades) is a splinter in support of clubs.

A summary of opener’s bid follows.

Rebids by Opener Suit Length Starting Points
2¢ 5+ cards 12-15

2y 4 cards with 4 diamonds 12-15

24 4 cards with 4 diamonds 12-15

2NT (5-3-3-2) 12-15 or 19-21
3 4+ clubs 12-15

3¢ 6+ diamonds 16-18
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3v/34 singleton/void 16+

3NT 5-3-3-2 18/19-21

After the bid of 2NT, responder can next bid 3NT with no interest in slam, show a four-card
major, or rebid clubs to show 6+ clubs with perhaps interest in a club slam. Recall that slam
requires thirty-three points. However, if responder rebids clubs, the game force is off.

Returning to our previous example, the bidding would go 14 - 2&, invitational to game in
diamonds or notrump.

Opener 4876 ¥ AQ ¢ A652 % K875

Responder aAKJ4 v KJ43 ¢ 7 & QJ92

Clearly, one would open 1¢ and responder would bid 24 (game force). Next, opener would bid
2NT showing a balanced minimal hand. Even with a singleton, responder may next bid 3NT
knowing partner has a balanced hand. (It is better to use Stayman Convention to ask whether
opener has a four-card major by bidding 3%. The convention will be discussed shortly.) Let’s look
at another example.

Opener 40876 ¥ AQ ¢ A652 % K87

Responder ¥ Q3 ¥KJ102 ¢ 7 # AQ10765

Here, responder would again bid 2& (game force); however, after the bid of 24 by opener, not
having four spades, responder would bid 34 to remove the game force auction.

Golady Convention
Many pairs playing 2/1, play that 14 - 2% is a 2/1 game force except if clubs is rebid. However,

one may use a modification of the Golady Convention to establish a major fit at the two-level.
Playing the Golady Convention 2#* is alerted (may not have clubs). The convention follows.

2¢% four-card heart suit (as if you bid 2%)
2w* four-card spade suit (as if you bid 24)
24% long diamonds

2NT balanced hand

3% long clubs game force off

*These bids must be alerted since they are transfers and not natural.

67



The major advantage of the convention is to allow the partnership to reach a major suit (GF)
fit at the two-level. And then one can begin using cuebids to investigate slam discussed later
in this book and also by Ken Rexford (2006) in “Cuebidding at Bridge: A Modern Approach,”
published by Master Point Press, Toronto.

Responses to 1INT opening bid

When opening INT, opener has 14/15-17 starting points. Recall that a game in a major or
notrump requires between 24-26 starting points. Thus, we can conclude that partner should think
about the following as soon as partner bids INT.

Responder Starting Points* Goal

Min 14 / Minl15

)] 0-8 0-7 Pass or play in two of a suit holding 5+ cards.
(#) 9-10 8-9 Invite game in notrump or a suit with a fit.
3) 11-16 10-15 Bid a game in notrump or a suit with a fit.

) 17-18 16-17 Invitational to slam in suit or notrump.

®) 19-22 18-21 Bid a slam in notrump or a suit with a fit.

(6) 23+ 22+ Bid a grand slam.

*Both ranges are noted depending upon the notrump range you prefer, 14-17 or 15-17. More and
more players are lowering the range for the strong notrump.

Over 80 percent of games reached in duplicate bridge involve a major and the most used bid is
the strong (14/15-17) INT opening. It conveys points and shape to your partner with one bid.
Most players will not open a hand INT with a five-card major. However, a common practice is to

open a hand INT when you are 5-3 in the majors. Some will even open a hand using the strong
INT bid with two doubletons.

To decide, one may use the following rule: given a strong N'T 14/15-17 range, if the five-card
suit is higher ranking than the four-card suit, open the five-card suit and rebid the four
card suit. If the four card suit is higher ranking with 14-16 points, less than the maximum,
then open the hand INT.

Even when you open the bidding INT, the first goal is to find a 4-4 major suit fit. A convention
designed for this purpose is the Stayman Convention first published by Samuel M. Stayman in
“The Bridge World” (1945) but actually invented by J.C.H. Marx, a British bridge player in 1939.
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Stayman Convention

After the bid of INT, the Stayman Convention uses the asking bid of 2& as an artificial bid to
inquire whether or not partner has a four-card major. The convention is so engrained in bridge
that it need not be alerted. Opener’s responses are:

2¢ 1o 4-card major
2¥  denotes a 4-card heart suit, but may have 4 spades
2¢  denotes a 4-card spade suit

The original Stayman Convention incorporated a 2NT response to show a maximum hand with
both majors. Higher bids like 2NT should not be used. To quote Marty Bergen, “Never, never,
never, respond 2NT to Stayman.” This approach is unsound because it precludes the use of
“Garbage Stayman,” a convention that allows one to find a major suit fit with only 0-8 points
(see below). If you insist on showing a maximum, one may employ the Stayman Super-accept
convention.

Stayman with Super-accepts

After thebid of 2# by responder, opener responses are:
2NT 5 diamonds and a 4-card major
3% 5 clubs and a 4-card major
3¢*  both majors and exactly 17 starting points (a maximum)
3v 5 hearts and a maximum
3e 5 spades and a maximum

Playing Stayman with super-accepts, after 34, responder’s next bids are:

3y to play
3e to play
3NT to play

4%  Gerber (later in this chapter) or Roman Keycard Gerber (Chapter 3)
4e transfer to hearts with 5

4v transfer to spades with 5

Stayman with Super-accepts requires that the opener has 17 starting points and is 4-4 in the
majors. Another approach is to use 3-level bids to show shape or doubletons with 17 starting
points. Then the bids are:

3&*  minor two suiter, at least 4-4
3e* doubleton in clubs or diamonds
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3v*  doubleton in hearts
3#*  doubleton in spades

After the 3¢* response showing a soubleton in either minor, opener now bids 3¥* to ask which
minor. Responder’s bid of 34* shows clubs and 3NT* shows diamonds.

Garbage Stayman Convention

Garbage Stayman is used when responder has the exact distributions: 4=4=4=1 or 4=4=5=0 and
you have 0-6 starting points. Responder will pass whatever opener bids; some refer to this as
“Drop Dead Stayman.”

But, suppose you are 4-4 or even 5-4 in the majors with no points, then what? Now, opener
may bid 2¢; playing Garbage Stayman, the bid of 2¥ becomes a relay bid, partner must pass
with three or bid 24 with three; you want to find the best 4-3 fit. As you can see, the optimal
distribution for Garbage Stayman is when you are 5-5 in the majors and very weak )zero points)
since you will end up in a 5-3 major fit. Garbage Stayman is sometimes called Crawling or
Creeping Stayman.

Puppet Stayman
Many partnerships use the bid of 2# for puppet Stayman instead of Stayman. It is needed when
one bids INT with a five card major. As with Stayman responder should have at least eight

starter points. A summary of the bids are as follows.

Opener  Responder  Meaning

I NT 2% Asking for a 5-card Major suit. Promises at least 8 points in
valuation.
24 This first response by the opener denies a 5-card Major suit and is
a Relay bid.
2y Shows a 4-card Spade suit, fewer than 4 Hearts.
2e Shows a 4-card Heart suit, fewer than 4 Spades.
2NT Shows a 4-card Spade suit and a 4-card Heart suit. This bid is
invitational. Opener may pass with minimum.
3v Shows a 4-card Heart suit, a 4- or 5-card Spade suit.
Game-forcing.
3 Shows a 4-card Spade suit, a 4- or 5-card Hearts suit.
Game-forcing.
3NT Shows no 4-card Major suit and game values.
4NT This response is slam invitational and is accepted by the opener

only if holding maximum values.
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In the following auction, the responder shows a 4-card Heart suit, and the opener can show either
minimum or maximum values:

Opener  Responder  Meaning

I NT 2% Asking for a 5-card Major suit. Promises at least 8 points in
valuation.

2¢ This first response by the opener denies a 5-card Major suit and is
a Relay bid.

24 Shows a 4-card Heart suit, fewer than 4 Spades.

2NT Shows no fit for the Heart suit and minimum values.

3y Shows a 4-card Heart suit and minimum values.

3NT Shows no fit for the Heart suit and maximum values.

4v Shows a 4-card Heart suit and maximum values.

The puppet Stayman convention is used most often when partnerships bids INT with a 5-card
major. Alternatively, some use 3% for puppet so that the bid of 2& may be used for Garbage or
Crawling Stayman.

Raising INT, 2NT, 3NT, and beyond

The Stayman convention is used when responder has at least one four-card major and should
always be used even when your distribution is 4=3-3-3 or 3=4-3-3, very balanced hands.

However, suppose your hand is semi-balanced and you have only 9-10 (8-9 playing 15-17 range),
you may raise to 2NT which is invitational to game. Note, as we will see later, we recommend
playing four-way transfers and so we will use 2NT as a transfer to diamonds. Hence, we will
have to bid 2#* via Stayman and the bid 2NT. Stayman must now be alerted immediately with
four-way transfers and if asked, one responds that partner may not have a four-card major. With
more points and balanced hand, what do you do?

With 11-16 points, bid 3NT. With 17-18, bid 4NT this is a quantitative bid. It asks partner to
bid 6NT with a maximum. Finally, with 19-21, bid 5NT, a grand slam force, with a maximum
partner will bid 7NT and with less sign off in 6NT; more on quantitative bids in Chapter 3.

Jacoby Transfers four-way

Jacoby Transfers may be employed with a variety of hands. Responder may have a one- suited,
two-suited, or even a three-suited hand. The transfer can involve the minors or the majors.
They are used with weak, invitational, or strong hands. There is no point counts required to use
transfers. Responders will clarify the nature of his hand with subsequent bidding.

After the bid of INT, responder makes the following bids, promising at least 5+ cards in the

transfer suit.
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2¢ transfer to hearts (¥)
2y transfer to spades (4)
26 transfer to clubs ()
2NT transfer to diamonds ()

The bids are announced as a transfer. While some may prefer to use the bid 24 as minor suit
Stayman and 2NT as an ambiguous transfer to a minor with slam interest, we recommend
instead Shape Asking Relays after Stayman (SARS) to be discussed later.

For each of the requested transfers, the INT bidder must respond by bidding the requested suit,
for the majors; however, for the minors, this is not the case. With at least Qxx in a minor transfer
suit, he may substitute super acceptance bids by bidding 2NT (the bid below) instead to 3%, and
3# (the bid below) instead of 34 to encourage 3NT. Without at least three-card supports with
an A, K, or Q, opener will again merely accept the transfer by bidding 34 and 34 as requested.
Playing four-way transfers, most players use the “super accept bid.” However, you should review
this with your partner.

With a very weak hand (0-8 points), it is better to transfer to a five-card suit, since partner will
have at least two-card support. Playing in a suit will usually be better than notrump.

However, suppose you are weak and 5-4 in the majors.

Help Suit Game Try after a Jacoby Transfer

When using the Jacoby Transfer, one may not be sure of game in a major. In this case, responder
may use the bid of 2NT as a Help Suit Game Try 2NT. After a Jacoby Transfer, responder bids
2NT, opener’s responses follow.

Transfer to hearts Transfer to spades

After INT - 2¢ - 2% - 2NT* (ASK) After INT - 2% - 24 - 2NT* (ASK)
Pass—minimum and normally denies 3%¥s Pass—minimum and normally denies 34s
34 =is a # help suit game try 3& = is a & help suit game try

3¢ =is a ¢ help suit game try 3¢ =1is a ¢ help suit game try

3% = sign off 3% =is looking for 5-3 ¥ fit (else 3NT)

34 =is looking for a 5-3 4 fit (else 3NT) 34 = sign off

3NT normally denies 5 # or 3 ¥s 3NT normally denies 5% or 3 #s

Let’s consider an example.

Opener Responder Opener Responder Comments
& AJ9 & KQ876 INT 2% (1) (1) transfer
¥ AQI104 vi3 24 (2) 2NT* (3) (2) normal accept
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4385 + Q104 386 (4) 34 (5) (3) invitational with 54
& KJ72 & 964 pass (4) can you help in clubs
(%) No

Jacoby Transfers two-way

Instead of using 4-way transfers, some use only the two-way variety. For this convention, the
bids after INT are:

2¢ transfer to hearts (¥)

2y transfer to spades (4)

24 transfer to the minors (%/4)

2NT Invitational 9+ high card points if balanced or 8-9 with a 5-card suit

With 10+ HCP, one bids 3NT.

Using this convention, the bid of 2NT by opener after 24 says that he prefers diamonds and the
bid of 3# says he prefers clubs.

Depending on the hand of the responder, he may over 2NT bid either 34 or 3% and over the bid
of 34, he may pass or bid 3.

Jacoby Transfers with Super - accept

After opening INT with 15-17 HCP and partner transfers to a major, guaranteeing a 5-card
suit, partner usually accepts by bidding at the two level. However, depending on your high card
points—opener may respond as follows over 24 for hearts and 2% for spades.

2M with 2 cards in the major

3M with 4 cards and a bad 15-16 HCP

Bid 2x your doubleton with and 16-17 HCP

3M* with 3 cards in the major and 17 HCP (also called super-accept)

2NT* with 3 cards in the major and 17 HCP and all suits stopped (sometimes called the Bell
convention, suggested by Allan Bell, an bridge professional from Los Angeles, Calif—see the
September 1994 Issue of Bridge World, p 28)

4M with 16-17 HCP

With 5 cards in the major and bid 4M
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* alert

If partner does not bid 2M to your transfer, and you want to signoff in 3M, then a 3 level bid by
you is a retransfer to 3M. This time partner will accept the transfer.

Smolen Transfers

If one has a five-card major and is weak, one will use a Jacoby Transfer bid to transfer into the
major and if 5-4 and weak, one can use Garbage Stayman; however, when 5-4 in the majors and
with 11+ points (10+ playing 15-17 NT), one may play Smolen. Playing Smolen, one again bids
2&; as Stayman (alerted if you are playing four-way transfers). If partner bids a major, you have
found a fit, raise to game. What if the bid is 24? Not playing Smolen, you would bid three of
your five-card suit (game forcing) and allow partner to choose between four of the major or 3NT.
However, playing Smolen you bid:

3v*  shows 5 spades and 4 hearts and is forcing to game
3#*  shows 5 hearts and 4 spades and is forcing to game

You bid three of the shorter four-card suit (partner knows you are 5-4). Opener may pass or
complete the Smolen Transfer to game in a major, although 3NT is allowed. By bidding the game
in the 4-4 or 5-3 major fit, opener denies interest in slam.

If the sequence goes:

INT - 2& - 2¢ - 3¥* (5-4) What would the bids 34, 4&/44/4% mean?

Or
INT - 2& - 2¢ - 34* (5-4) What would the bid 4&/4¢ mean?

These are called Smolen Super-accept cuebids and have the following meaning:

After INT - 2 - 24 - 39* and after INT - 2 - 24 - 34%*

3a#* 3 spades and YA 44* 3 hearts and #A
4% 3 spades and #A 4¢* 3 hearts and ¢A  (#)
4¢* 3 spades and ¢A 49*  Smolen Transfer

4¥*  slam interest, but no ace to cue (#)
44  Smolen Transfer
(#)With no further interest in slam, responder may bid game in the five-card major.
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Quest Transfers

Jacoby Transfers are usually used with weak hands. Smolen Transfers are game forcing transfers.
What do you do with invitational values 9-10 points (8-9 points playing 15-17 NT)? An option
is to use Quest Transfers which are again initiated by bidding 2. But, after the response of 24,
responder now bids 34* as a transfer to hearts and 3¥* as a transfer to spades. Thus, we have a
simple invitational sequence. The Quest bids may be invitational or better. To review,

After INT - 2& - 2¢,

3% transfer to hearts (5-4 in hearts and spades)
3v*  transfer to spades (5-4 in spades and hearts)

Using Quest Transfers, the normal accept bids show a minimal hand with two-card support or
perhaps three. As with Smolen, these bids must be alerted.

We also have Quest Super-accept cuebids:

After INT - 2& - 24 - 3% and after INT - 2 - 24 - 39*

3v Quest Transfer 3a Quest Transfer

3NT* natural, non-minimum 3NT* natural, non-minimum
normally 3-2 in the majors normally 2-3 in the majors

44* 3 hearts and &A 4% 3 spades and #A

4¢* 3 hearts and ¢A 49* 3 spades and YA

4e* 3 hearts, but no ace to cue 4a* 3 spades, but no ace to cue

Many players may not be familiar with Quest Transfers; if you do not currently play Smolen, you
should consider them.

Texas Transfers (4¢ and ¥)

After opener bids INT, suppose you have a six-card major with game going values and no
interest in slam. Using the principle of fast arrival, one employs the four-level bids of:

4e* transfer to hearts
4v* transfer to spades
* Alert

Instead of using Texas Transfers, some use South African Transfers. Then 4#* is a transfer to
hearts and 44* is a transfer to spades. A disadvantage of these bids is that one now may not use
Gerber (four clubs to ask for aces).
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Two-suited Hands (Mini-Maxi Convention)

When partner opens INT, you often find that you are either 5-5 in the minors or 5-5 in the
majors. A simple and straightforward convention to address this distribution is the Mini-Maxi.
After the bid of INT, one bids:

3 5-5 in the minors and less than 11 starting points
3o 5-5 in the minors and 11+ starting points
k) & 5-5 in the majors and less than 11 starting points
3a* 5-5 in the majors and 11+ starting points

If you prefer the 15-17 notrump range, eleven may be replaced with ten.

Because playing in a minor is not usually a goal, some may prefer to replace the minor suit
three-level bids with Broken Suit Slam Try bids (since the goal is to play in a major). If you
prefer this approach, then one would replace the three-level minor suit bids with the following.

INT - 3#* transfer to hearts 5/6+, indicates a broken heart suit with slam interest and
shortage somewhere

INT - 3¢* transfer to spades 5/6+, indicates a broken spade suit with slam interest and
shortage somewhere

Of course, there are many more options; readers may define their own preferences.

Extended Texas Transfers when 6-4 in the Majors

We can combine the Stayman Convention with Texas Transfers when one is 6-4 in the majors.
After INT -2 -24/29/24, one next bids

4% transfer to hearts with 6 and 4 spades
49* transfer to spades with 6 and 4 hearts

If you are 6-5 in the majors, since we are using Mini-Maxi Convention when 5-5 in the majors,
we can use Jacoby Transfers to show the long six-card suit and next bid the other major to show
the five-card suit. After INT

2¢  transfer to hearts (¥)
2¥  transfer to spades (#)

After opener’s bid of 2% responder bids 44* to show 6 hearts and 5 spades
2#  responder bids 4¥* to show 6 spades and 5 hearts
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Thus, you simply transfer to the six-card suit and bid the other major at the four levels (the
shorter following Smolen) to show 6-5. Other bridge authors have devised more complicated
systems using Quest/Smolen Transfers with super-accepts, but they are more complex. I have
tried to keep it simple.

Minor Suit Stayman

This convention, devised by Oswald Jacoby, is used by the responder when partner has opened
the bidding with INT. It is used when partner has a long minor suit and, generally, very little
values or very strong values indicating a strong interest in a possible slam contract in a minor
suit.

The Minor Suit Stayman convention is applied as follows. Even with an overcall by the
immediate opponent on the two level will have no bearing on the functionality of this concept
since any overcall on the two level will not affect the concept. If the overcall is 2 Spades, then
the partner of the No Trump bidder simply doubles to initiate this conventional method.

Opener Responder  Meaning

I NT 2 e Responder wishes to inquire about the holding in the Minor suits.
3 Opener has a 4-card Club suit.
3¢ Opener has a 4-card Diamond suit.
3v Opener has both 4-card Minor suits and shows a control in Hearts.
3 Opener has both 4-card Minor suits and shows a control in Spades.
2NT Opener indicates interest in a possible Minor suit slam.
3NT Opener indicates no interest in a Minor suit slam.

3vor4y Responder shows a singleton in Hearts; the level is dependent.
3aorde Responder shows a singleton in Spades; the level is dependent.

The Minor Suit Stayman convention was devised for specifically three types of holdings held by
the responder, and which will be determined during the ensuing auction:

1. A holding with a 6-card plus Diamond suit and weak values.
2. A 5-5 distribution in both Minor suits and weak values.
3. A 5-4 distribution in both Minor suits and possible slam values.

Note: Some parnership understandings have the agreement that, after the auction shows
slam interest, any rebid by the responder at the lowest possible level of No Trump promises a
distribution containing doubletons in both Major suits.

When playing Minor Suit Stayman, the bid of 2NT is also often also revised. Instead of being
used with 8-9 dummy points as an invitational bid to 3NT, it is used as a puppet relay to 3
which responder can pass with a club bust. Or it is used to show a game forcing three suited
hand, either 4-4-4-1 or 4-4-5-0 with a 5-card minor. With a strong hand, responder bids his
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singleton/void. And with short clubs, either bids 3NT, non-forcing or bids 4% with slam interest
to force opener to bid.

Examples: after INT-2NT-34-?

1. Pass (x xxx Kxx QT9xxxx)
2. 3% ( Alxx x AKxx Qxxx)
3. 3NT (AJxx AKxx QXXX X)
4. 4% (AJxx AKxx AQxx x)

After the strong shortness showing bids, opener picks a suit or rebids in NT with the short suit
well-stopped (and hence wasted values for a suit slam). Over a suit agreement, 4NT is RKC
(Chapter 3). Over 3NT, 4NT by responder is natural and invitational.

When playing a direct 2NT to INT as artificial, one must start with 2& Stayman to invite game
in NT.

1. Opener with both hearts and spades bids 2%

2. The sequence INT-2%-2%-24 shows exactly 4 spades and is invitational to game. Opener
may pass, bid 2NT, 3NT, or 44

3. The sequence INT-2&-29-2NT is invitational to game and denies 4 spades

4. Other sequences that start INT-2#-2any-2NT do not promise or deny a 4 card major.
This should be explained at the time of the 2NT rebid (an alert).

Shape Asking Relay after Stayman (SARS)

We have spent most of our discussion around the major suits. After using all of our conventions
and hearing 24, we know that the opener does not have a four-card major. And when responder
is 4-3 in the majors, he needs to know something about opener’s shape in the minors to
consider notrump or game/slam in a minor. This is accomplished using the bid of 3&* after the
opener’s bid of 24, called the Shape Asking Relay after Stayman (SARS). SARS provides more
information than Minor Suit Stayman and is an alternative to Minor Suit Stayman. The bidding
sequence follows.

After INT - 2& - 24, 38* second ask
Opener’s responses about shape in the minors

3o 5 card minor (either clubs or diamonds), no 4 card major
3w 4 clubs (3=3=3=4)

Ja* 4 diamonds (3=3=4=3)

3ANT* 4 clubs and 4 diamonds (2=3=4=4) or (3=2=4=4)

4% 5 clubs and 4 diamonds (2=2=4=5)

44%* 5 diamonds and 4 clubs (2=2=5=4)
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Next, after the response of 34*, the bid 3¥* asks which minor has five cards.
3a%* 5 clubs
3ANT* 5 diamonds

After minor suit shapes ask, the bid of four of the minor always sets the minor trump suit.

The Gerber Convention

After the bid of notrump INT, 2NT, or 3NT, the bid of 4% is known as the Gerber Convention. It
was devised by John Gerber of Houston, Texas in 1938. It asks partner about the number of aces
and subsequently about the number of kings. When using Gerber, remember that you should not
use the convention if (1) you have a void, (2) you have worthless doubletons (e.g., Qx, Jx, Xx) in

an unbid suit, and (3) you need to know if partner has controls in a specific suit, discussed in
Chapter 3.

The responses to the 4% Gerber ask are:

4e shows 0 aces or 4 aces
49 shows 1 ace
4a shows 2 aces

ANT shows 3 aces

Having all the aces, you may next ask for the number of kings by bidding SNT. The responses
are:

5¢ shows 0 kings or 4 kings
Sv shows 1 king
Se shows 2 king

SNT shows 3 king

If you have a void, it is not an ace. Ignore the void when responding to Gerber. As we will see in
Chapter 3, to handle voids you must use Roman Keycard Gerber.

Splinters after Stayman (with fit and slam interest)

When opening a major, recall that concealed/ambiguous splinter bids of 34* after 1¥, and 3¥*
after 14 showed a heart and spade fit, respectively, and a singleton or void somewhere. The same
scheme may be used after Stayman when opening INT. The bidding sequences would be as

follows.

After INT - 2 - 29 - 34* and after INT - 2 - 24 - 39*
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The jump bids of three spades and three hearts are a concealed/ambiguous splinter showing a
heart fit and a spade fit, respectively. One again uses scroll bids to ask about shortness, if needed:

3NT* asks 3a* asks

4% club singleton/void 3NT* ambiguous void

44%* diamond singleton/void 4 club singleton

49* spades singleton/void 4% diamond singleton
49* heart singleton

With a heart fit, one cannot ask about voids without passing game or bidding too high. This is
not the case with a spade fit, one merely bids 4&*. The entire bidding sequence becomes:

INT - 2& - 24 - 39* 3INT* - 4&* (ask) where 4¢* shows a diamond void
49¥* shows a heart void
44* shows a club void

Because 4% in the above sequence denotes a splinter, it is not Gerber. Hence, if after 3NT you
want to ask about aces, you must use the bid of 5 called Super Gerber (or you may use Roman
Keycard Blackwood with the bid of 4NT, discussed in Chapter 3).

The responses to the S& (Super Gerber) ace ask is:

S5¢ shows 0 aces or 4 aces
) 4 shows 1 ace
54 shows 2 aces

SNT shows 3 aces

Overview of Responses to INT (14-17) and Examples

Starting Points  Bids Meaning

0-8 2% Stayman

(Weak) 24/2% Jacoby Major Suit Transfer
34/2NT Jacoby Minor Suit Transfer
Pass

9-11 2& then 2NT Invite game

(Invitational) 2% then 24/3% Quest Transfer (if played)
24/2% Jacoby Major Suit Transfer
34/2NT Jacoby Minor Suit Transfer
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12-16 2% Quest or Smolen

(Game) 24 next 3&* SARS
24/2% Jacoby Major Suit Transfer
34/2NT Jacoby Minor Suit Transfer
3NT semi-balanced no 4-card major
44%/49% Texas Transfer

17-18 2% Stayman

(Slam 24/2% Jacoby Major Suit Transfer

Invitational) 34/2NT Jacoby Minor Suit Transfer
3e%/39* Mini-Maxi
4ANT Quantitative Bid

19+ 4 Gerber

(Slam) SNT Quantitative (Slam/Grand Slam)

We have covered a lot of material, basic, intermediate, and advanced, when responding to the bid
of INT. To review the concepts discussed, we next consider several examples.

Your partner opens 1NT, what is your bid with the following hands?
(1) 4QJ84 ¥10786 48543 #A
You have only six starting points, bid 2% and pass any two-level bid made by partner (Drop

Dead Stayman). What if partner bids 34 (17 starting points and both majors—Super accept
Stayman)? He has the majors, bid 4%, your weakest major since he should have strength in hearts.

(2) aAKJ8  ¥10764 54  #98 or  (3) 4J10987 109876 #54 &7
Hands are weak, one is 4-4 in the majors and the other is 5-5, again bid 2.

If partner bids a major, pass; otherwise, with both hands bid 2%, asking partner to pass or bid 24
(Garbage Stayman).

(4) 4AKJS8 vJ764 54  &J8  or (5) 4K1098 YA95 ¢Q2 K987

Hands (4) and (5) are invitational. With both, one again bids Stayman. If in hand (4) partner bids
2% or 24, we would raise either to game in the major. Without the support of either major, the bid
of 24, you would bid 3NT. However, hand (5) is different; after the bid of 2%, you would bid 3NT;
he will pass or correct to four spades if he has four.

(6) #4KJ8S  ¥K764 ¢AQ #AJ8 or (7) 4AQ4  ¥KQ76 ¢Q4 #KQ67
Hand (6) is very strong. Bid 4NT as quantitative. With hand (7), bid 2. If partner bids either 24

or 24, one would bid Gerber to investigate a club slam.
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(3) 4Q10987 w76 #7810 #432 or  (9)4AQ6542 YKQ7 ¢Q4 #67

With the hand (8), bid 2% (Jacoby) and pass partner’s bid. This is also the case with hand (9);
however, next bid 3NT. Do not invite, partner may pass.

(10) 4542 Q7 ¢KQ9876 #67 (11) 4542 997 ¢J109876 %67

With hand (10), bid 2NT and after partner’s response of 34, pass. What if he responds 3, the
super-accept bid? Next bid 3NT. For hand (11), again use the transfer bid of 2NT; however, with
a super-accept, bid 34. If partner bids 34, then pass.

As to the next hand, let’s look at a complete example. North is the dealer and opens INT.
South bids 24 and north announces the bid as a transfer. After bidding 2%, south next shows his
diamond suit and bids 34. North has a tough choice, notrump or hearts.

He bids 4.

& KQl106

v 1074

¢ Q4

& AK106
& 987 & AJ52
¥ 65 ¥ J98
¢+ K986 ¢ A3
& QJ852 & 9742

& 43

¥ AKQ32

¢+ J10752

& 3

With a diamond lead, the contract is down one due to the diamond ruff. However, with a club
lead, the contract is bid and made.

Partner bids INT. What are your responses with each of the following hands?

(12) 4KQ97  *¥Q10876 ¢AQ #Q9 (13) 4KQ976  ¥KI10975 ¢ 7 #A6
With hand (12), you would bid Stayman. Upon hearing the bid of 24, playing Smolen you would
bid 34* to show your 4-5 distribution. Partner must now bid 4¥ with three. However, playing
Quest transfers, you would bid 34* as a transfer to hearts, an invitational bid. Now, partner can

either pass or bid 4¥.

With hand (13), after INT, you would bid 34* 5-5 in the majors (Mini-Maxi). After the bid,
partner is the captain to bid a major game, notrump, or investigate slam.

(14) 4KQI972  $Q106 56 #Q2 (15) 4KQI972  YAQ72 ¢ J7 #A
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Hand (14) has a six-card spade suit, bid 4¥* (Texas transfer), and pass 44. Partner knows you
have six spades and game values. If he likes spades, he will go on.

With hand (15) would bid 2#. If partner now bids 24, you would bid 44 (Extended Texas
Transfer) to show that you are 6-4 in the majors (hearts and spades).

For our last example, we consider two hands:

Opener aKQ2 YA106 #A756 #K 104

Responder &AJ107 Q72 ¢KQJ2 #Q2

Again, one would open INT. And, responder would bid 2¢ (deny a four-card major). Now,
responder would bid 3#* (SARS). Opener would bid 34* (showing four diamonds). East next
bids 64.

We again consider two hands where opener bids INT.

Opener aAJ56  ¥]98 ¢AK4 #KJ4

Responder #KQ975 ¥ void ¢Q65 #AQ762

In this hand, you have several options: transfer to the minor and then bid spades or bid 2#
Stayman to find a major suit fit. Playing Broken Suit Slam tries, bid 3#* to show shortage
somewhere and good spades. We will bid 2& Stayman. Opener would next bid 24. Playing
concealed/ambiguous splinters over Stayman, we would next jump and bid 3%* (singleton or
void somewhere). Opener next uses the relay bid of 34* (to ask). Responding 3NT* (it is a void).
Now, 4&* is bid to ask where. And partner bids 4% (heart void). Opener would next bid 4NT as
Roman Keycard Blackwood (responding SNT—two keycards with a void, see Chapter 3). The
grand slam of 74 may be reached.

Five-card Major Suit Stayman

Some partnerships that play the 2/1 force system open the bidding INT with a five-card major
with at least three cards in the other major where the pattern is 5-3-x-x or 3-5-x-x. On the
convention card the box “five-card Major common” is marked. The INT bid has the advantage
of showing points immediately, and if one transfers into the other major, it guarantees a 3-5 fit.
However, playing Stayman, if partner bids 2¢, one usually jumps to the three-level in the major
to show five. This takes up valuable bidding space. If you do open INT when 5-3 in the majors,
there are at least two bidding conventions you may use to find a major fit: Puppet Stayman and
Five-Card Stayman. The Puppet Stayman bid is often initiated with the bid of 3#* (a better
approach is to use Modified Puppet Stayman to be explained in some detail later). This would
replace the Mini-Maxi bid of three clubs showing 5-5 in the minors with a weak hand, if you
play Puppet. It is a popular bid when you open 2NT. Another option is to play five-card Major

83



Suit Stayman as a replacement for Stayman. Playing the Five-Card Stayman one again bids: INT
pass 2&?

However, opener’s responses are: 2%/24  minimum hand (14-16) with a 5-card major
3¥/34 maximum hand (17) with a 5-card major

To deny a five-card major, opener’s responses are:

2¢ minimum hand with no 5-card major
3¢ maximum hand no 5-card major

With enough for game interest, to find a 4-4 major suit fit, responder merely repeats the inquiry
by bidding 3. Note that responder may also bid either 3¥*/34* which are Smolen bids showing
four cards in the bid major suit and five cards in the other suit (alert). Smolen does not interfere
with the five-card Major Suit Stayman bids. This is also the case if you are playing Quest
Transfers.

After the 3% bid by responder, opener can show a four-card major by bidding 3%, the cheapest
major suit, identical to the 2 response using Stayman.

Without game interest and hearing opener’s two diamond minimum response, responder does
not bid three clubs, but 2% = four hearts, 24 = four spades, or 2NT= no 4-card major.

Notes: Using non-forcing Puppet Stayman, you bid 2& for Puppet Stayman and respond by
bidding 24 (no five-card major), then responder bids the major suit at the two-level that he DOES
NOT HAVE. This allows the opener to become declarer if there is a 4-4 fit. If the responder is
4-4 in the majors, he bids 2NT (in five-card Major Stayman this signifies no four-card major). If
the responder has shown one four-card major, the opener bids 2NT to deny holding four cards in
the responder’s major. Both methods allow you to find 5-3 and 4-4 fits in the major suits. If the
responder bids at the three- level and not the two-level, this is again Smolen or Quest Transfers.

For forcing Puppet Stayman with INT, one uses the same structure for Puppet Stayman after
opening 2NT. The bid is 3 (effective January 2013 no longer needs an alert, but responses do
need to be alerted), forcing Puppet Stayman. With this approach, 3NT* by opener denies a four-
card or five-card major and 34* denies a five-card major, but, promises one or two four-card
majors. Responder then bids at the three-level the major he does not have (this is not Smolen). If
instead, responder bids four clubs after a three diamond bid by opener, this shows both majors.
A bid of four diamonds by responder is a transfer to hearts and a bid of four hearts is a transfer
to spades.

Overview of Several Responder Rebids

We have reviewed major, minor, and notrump opening bids, responses by partner, and rebids by
the opening bidder. In this section, we review several significant rebids by the responder.
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New Minor Forcing (NMF)

In this chapter, we have stressed the importance of finding a major suit fit. With a three- or four-
card major, playing 2/1 game force, one opens a minor suit. After the bid of a minor, partner will
often bid a four-card major. With a minimum hand (12-15 starting points), opener may support
the major with only three-card support and a semi-balanced hand. Using the 3344 Convention,
responder would bid 2NT* to investigate opener’s shape and strength. However, suppose opener
bids INT instead with a balanced hand. Because any new suit bid by partner or a rebid of the
major is non-forcing, a forcing bid at a low level is needed to facilitate the investigation of a
major suit fit.

After responder has bid a major suit and has heard opener’s rebid of one notrump, responder
with 10+ starting points makes the auction forcing and seeks additional information by bidding
a minor suit that is new to the auction. Introduction of the second minor is called New Minor
Forcing (NMF). Because this is not a natural bid, it must be alerted; the bid is forcing and is
asking the opener if he has three-card support for the bid major. When playing NMF, the bid
after one notrump cannot be passed; it is artificial and forcing.

Alternatively, one may open a diamond, responder bids one heart and opener bids one spade.
Again, two clubs is NMF by responder and starts an invitational auction. Or, suppose you open
one club, and partner responds one spade and you bid one notrump. A bid of two hearts by
responder shows 5-4 in the majors and a weak hand asking partner to pass or bid two spades if
he prefers the suit. To show invitational values or better, bid three diamonds, NMF, to force (even
with a singleton). This will allow you to find an eight-card fit in either major. If partner has three
spades, he will bid two spades and you may bid three spades to invite. If he has two spades and
three hearts, he will bid two hearts and you can invite a heart game by bidding three hearts.

Several NMF sequences follow.
(1) 16 - 14, INT - 2&* (2) 1% - 1w, INT - 2¢*

(3) 1¥ - 1&, INT - 2&* (4) 1 - 14, INT - 2¢*

The New Minor Forcing bid asks opener to show major suit support and strength. With four in
the opposite major, responder first bids the other major. He may show three-card support for
support for the major later. Without four cards in the other major, he supports responder’s major
at the two-level (10-12 starting points, minimum values) or three-level (13-15 starting points,
maximum values) with three-card support. Without support, the bids of 2NT and 3NT are
available. Opener’s responses must also be alerted.

In summary, Responder’s bids are:
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Responder Starting Points Bids
59 Pass
10-12 2 level of the other major with 4 cards in the suit

2 level of responder’s major with 3-card support
2 notrump without support maximum hand

13-15 3 level of the other major with 4 cards in the suit
3 level of responder’s major with 3-card support
3 notrump without support maximum hand

More specifically, we consider a few bidding sequences:

Opener Responder Opener Responder
1% v 1% &
INT 20 INT 20

24 four spades no support hearts 2% four hearts, but may have spades
2NT—no support, good hand 2 three spade support, invitational
2NT no support, invitational
3% four hearts, game force
34 three spades, game force
34/3%/3NT no support, game force

The convention may also be played with a major suit opening; one heart by opener followed by
a bid of one spade by responder. If opener bids one notrump, the bid of a minor by responder is
again NMF. It may also be used in the sequence: opener bids one diamond, you bid one heart,
and opener rebids one spade. To begin an invitational auction and check on partner’s heart
length, bid two clubs, NMF. In most situations, NMF is used by the responder. However, it can
be used by the opener in the sequence: 1%-1¥, 14-INT, 2¢* (NMF). In this case, the bid is asking
responder if he has three-card support for hearts. We next consider a few examples.

Opener aK2 vK432 ¢K7  #K10789
Responder 2Q107653 I3 4Q065 SA7

The bidding would be:

1 1o

INT 2%

2y 2e

Pass
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The bid of two diamonds is NMF. Opener bids hearts to show four, and responder signs off in a
partial, two spades.

Opener aK?2 YAS542  #K7 #KQ789

Responder #QJ97 7 ¢AQ6  #J10654
The bidding would be:
1% 14
INT  2¢*
2y 3%

The bid of 3# is forcing. With a weaker hand, one would bypass NMF and jump to three clubs
after the bid of INT.

Opener aK89  ¥K52 7 SAKQ789
Responder aA2 YAQI987 45643 #106

The bidding would be:

1% v

INT  2¢*

R 3v

4%

Using the NMF Convention, you easily reach your heart game.

Two-Way New Minor Forcing (game force NMF)

A disadvantage of NMF is that the opener cannot tell whether or not the responder has
invitational or game going values until the responder’s rebid. To overcome this problem, one
may use the Two-way NMF convention. This tool is based upon a relay and using both minors
effectively. The club suit signals all invitational hands (10-11 starting points) and the diamond
suit a game going hand (12-13+ starting points).

Bidding sequences follows:

1) 16/1 - 19/14, INT -2&* Invitational Values
(
(2) 16/14 - 19/14, INT -2¢* Game Forcing Values

Now, two clubs is used by an invitational hand (whether one opens one club or one diamond) to
seek three-card support for the major bid or an unbid four-card major. Lacking these, opener bids
two diamonds. Now, any bid by responder may be passed.
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Thus, with the hand 47 YK7432 Q65 #AQ32, a bid of three clubs may be passed by opener.
Or, suppose opener bids one diamond and you have an invitational hand: 4AJT32 YKQT4 4654
&7 and bid one spade. After the bid of INT, you bid two clubs, suppose you hear the bid of two
diamonds. You now bid two hearts to describe a 5-4 card hand with invitational values. With
game forcing values and 5-4 or 5-5, you would bid two diamonds. At this time, a 2NT bid by
opener is not needed. Instead, the bid of 2NT* (called the Wolff sign-off relay bid) is used as a
relay. Partner wants you to bid three clubs which he will pass with a long weak club hand, or if
he bids another suit, it is forcing to game.

As another example, suppose you hold #4AJ432 YAJT43 465 #7 and partner opens one diamond.
You respond one spade and partner bids INT. With only invitational values, you bid two
clubs, partner bids two diamonds, and you bid three hearts. Holding the hand: 4AKJ432 ¥7 46
#AQTS56, if partner opens one diamond, you again bid one spade. Now, with game forcing values
after a bid of INT, you bid 24, having a game forcing bid early keeps the bidding low and permits
one to investigate slam.

What follows are some examples from www.freewebs.com/bobbybridge/conventions.

After a minor suit opening, major suit response and a INT rebid by opener, the normal method
of rebidding by responder is to use the rebid of two of the other minor as a forcing bid asking
opener for three card support in responders major. This is called new minor forcing. A slightly
more sophisticated version is to use rebids of both 2& and 24 as artificial rebids. In that method,
known as two way new minor, 2 is the starting point for invitationa sequences and the 24 rebid
establishes a game force.

le 1&
INT ?

2# - forces opener to rebid 24, then responder continues:

Pass - signoff in diamonds

2%- Invitational with 5 spades and 4 hearts

2#- Mildly invitational with 5+ spades

2NT - Invitational with 5 spades and balanced hand
3&- Invitational with 4 spades and 5 clubs

3¢- Invitational with 5 spades and 4 diamonds

3¥- Invitational with 55 in majors

34- Invitational with 6 spades

2¢- Game force, no specific shape promised. Opener shows length in hearts, three card spade
support, and five card diamond suit or rebids NT, whichever seems the most natural.

Responders third rebid is always natural.

2%-Non invitational with 54+ in majors
24-Non invitational with 6+ spades

88



2/1 GAME FORCE A MODERN APPROACH

2NT- Invitational with only 4 spades. Opener should accept with maximum count, and will not
normally show spade support on the way to game

3&- Signoff with 4 spades and 6 clubs

3¢- Invitational with 4 spades and 4+ diamonds. Opener should not normally show spade
support, rebids are geared to reaching 3NT.

3¥- Game force with 55 in majors. Instead 24 followed by 3% shows 54 shape

3&- Game force, possible slam with 6 good spades. Opener may cue with good controls, with as
little as xx in spades. Instead 24 followed by 34 shows either 5 spades or 6 not so good spades.

1% 1v
INT ?

24- 4 spades and 4 hearts, not forcing
3%- not invitational, with 4+ hearts and normally 5+ clubs.
3¢- Sign off with 4 hearts and 6 diamonds

Others - same or equivalent meaning as after 14-14-INT

Note that the above structure is geared to responding in a major over a 1% (Walsh) in that opener
is permitted to bypass a four card spade suit after a 1¥ response in order to rebid INT.

The only sequence lost (compared to playing new minor forcing) is 1%-1M-INT-2# to play. In
return you gain more ways to invite and more precise shape definition in all the sequences. Two-
way new minor is thus strongly recommended and preferred.

Since 2# and 24 are both check-back bids, you need a method for getting out of a minor suit
partial. Getting out of 24 is easy since your can bid 3% and pass opener’s response or bid 34.
However, getting out of clubs is a bit more involved. Now you proceed:

Im M
INT 2NT is arelay to 3

which you now pass.

A final note when using this convention; the bid of 3NT after finding a major suit fit is always
Seriious 3NT with interest in slam. If either partner bypasses 3NT and cue-bids, slam is usually
not of interest.

Two-Way NMF with Checkback Stayman after INT

The Checkback Stayman Convention is used with the bidding sequence 1m-1M-INT (with 12-
14 minimum and 15-17 maximum points with a non-balanced hand). Again, with invitational

values, one needs a forcing sequence. Playing Two-Way New Minor forcing as a game force bid,
we can redefine the bid of 2 as an invitational game force bid. The bids follow.
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2# as Checkback Stayman (whether on open one diamond or one club)

Im-1M
INT-2# (Checkback)
2¢ No 4-card major or 3-card support for the major

29/24 Min and shows either the other 4-card majors or 3-card support for
3v/34 Max and show either the other 4-card major or 4-card support for respondes Major

After the bid of two diamonds, responder may rebid his six-card major suit to the two- level with
a weak hand. With a six-card major and a weak hand, responder may raise his major suit; if 5-4
in spades and hearts, one may show the other major. However, if responder bids hearts, to show
spades, a reverse by responder, shows 13+ starting points and is game forcing.

New Minor Forcing vs. Checkback Stayman

Having reviewed both which system should you play? The major disadvantage for NMF is that
one cannot show invitational values and the bidding process takes up too much bidding space.
In addition you can not show a weak 5-5 major minor hand. Finally, NMF takes up too much
bidding space when one opens one club since now one diamond becomes new minor forcing.
Recommendation, use Checkback Stayman by bidding 2# (invitational values) and NMF by
bidding 24 (game going values).

X-Y-Z Convention

Much like the Two-Way NMF Convention, after a bid of INT, the X-Y-Z Convention may be
employed to one’s advantage over any one-level rebid by opener.

Playing the 2/1 game force system, it is only used with two auctions: l&-pass-1¥-pass, 14;
le-pass-1¥-pass, 14; since playing Walsh responses after a one club opening and a one diamond
response, one will usually bid one notrump, not a major!

Following the format for Two-Way NMF, we have the following bids.

Two clubs = invitational values (10-11 starting points) and is used as a relay bid to two diamonds

Two diamonds = game forcing values (12-13+ starting points)
Three Clubs = to play

All other 3 level bids = strong suits and suggest slam possibilities (16+ starting points).

The X-Y-Z Convention makes all jump bids strong (except three clubs which is weak). The
convention is always off in competition or by a passed hand. For additional detail for those
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interested, consult Max Hardy’s (2002) “Advanced Bridge Bidding for the 21 Century,” New
York: SQueeZe Books.
Wolff Sign-off with Checkback Stayman

What do you do when you respond to partner’s one-level bid with five or a bad six starting points
HCP and your partner then bids Two Notrump?

For example:

Hand1) #K7642 Hand2) Q1095
vYK9654 v63
+52 +K98743
&6 &6

In both hands, your partner opens one club and you respond one spade and now your
partner bids 2NT (showing a balanced hand with 18-19 starting points). Your hands are very
distributional; pass is not an acceptable bid and any suit continuation is forcing to game. You do
not want to encourage to game. How can you stop the auction at the three levels? To solve this
problem, Bobby Wolff proposed the Wolff sign-off bid.

Responder must bid 3#* (an alert) as an artificial relay to 34. Opener is asked to go no higher.
This permits the opener to get to any suit except clubs and stop at the three-level.

With the first hand, bid three clubs, and after opener’s bid of three diamonds, you bid three
hearts. Opener knows to either pass or correct to three spades.

With the second hand, you pass the three diamond bid by the opener. If responder bids three
notrump after the relay bid of three diamonds, this shows mild interest in slam in the opener’s
minor suit.

What if you have a strong hand with clubs? For example, suppose you have the hand:

Hand3) #AKG63
vQ4
+84
#A9865

After the relay bid of three clubs, you would bid 5& showing no interest in slam (principle of fast
arrival). With a stronger hand (15+ starting points), bid four clubs instead. This suggests strong
interest in a minor suit club slam.

With a balanced hand and 7-10 starting points, bid 3NT after 2NT as a sign-off.
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Major Suit Checkback Stayman (with 9+ starting points)

Because three clubs is always the Wolff Sign-off, 3¢* is used as a Checkback for major suit fits.
Responder is usually seeking three-card support for a five-card major already bid, four cards in
the major not bid, or if holding five spades and four hearts either a 4-4 fit in hearts (preferred) or
a 5-3 fit in spades.

If responder’s first bid was in hearts, opener shows four spades after the Checkback bid.
If responder’s first suit was spades, opener’s first priority is to show four hearts after the
Checkback.

The goal of the Checkback sequence is to first find a 4-4 fit in the majors and if not a 5-3 fit. A
bid of 3NT by the opener, after Checkback, denies a major suit fit.

In the auction 1m-1%, 2NT - 34* opener knows that partner is seeking a 5-3 heart fit. The bid of
34 shows four spades. If responder bids 3NT, opener will correct to four hearts holding three
hearts or will pass with a heart doubleton.

In the auction Im-pass-14 - 2NT, 34* opener knows that partner is seeking a fit in the majors
holding five spades and four hearts. The goal is to reach game in hearts or a heart slam. With
four hearts, partner will bid 3%, finding a heart fit, the partnership will be in a heart game or
investigate slam. With three spades, he would bid 34 and a 5-3 spade fit would be found. With a
spade doubleton or with only three hearts, opener would bid 3NT.

What if responder is 5-3 in the majors? And the bidding goes Im-14, 2NT-34* -?

Checkback is asking for a spade fit. If opener bids 3% to show four, responder would bid 3NT.
Opener now realizes the Checkback bid was to find a 5-3 spade fit. Opener would correct to 44
holding three.

There are many ways to play Checkback Stayman. The version provided here follows that
recommended by Max Hardy.

Fourth Suit Forcing

Fourth Suit Forcing is used to allow responder to create a forcing auction at his second turn
to bid. The convention may be used by responder as a one round force or a game force. If you
play it as a one round force, responder should have 10-12 starting points. If you play it as a game
force bid, responder should have 13+ starting points (both are on the convention card in red
so the bid must be alerted). It usually implies that one has no good bid, but values, and allows
the partnership to search for the best contract. While the fourth suit bid is usually made by the
responder, it may also be made by the opening bidder. The convention was developed by Norman
Squire from England.
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Playing the Walsh club, the sequence 14 - 14 - 1¥ - 14 was a one-round forcing auction; however,
the bid of one spade is usually natural. However, a more typical sequence may be 1d-19-14-24*
or 1e-14-24-2%* among others. After the fourth suit bid, opener may:

1. Raise responder’s first bid suit with three-card support and a minimum hand.

2. Jump in responder’s first bid suit with three-card support and a maximum.

3. Bid 2NT with the fourth suit stopped without three-card supports in the first bid suit of
responder and even a doubleton.

4. Raise the fourth suit with four-card support.

5. A jump in the fourth suit shows 5-5 distribution.

6. Make a more natural rebid by rebidding his first bid suit.

To illustrate, the above steps:

1V-1a6-2&-2¢*- 24 shows 3-card spade support.
2NT shows a diamond stopper.
2y shows 6 hearts (or 5 good ones).
3% shows 5 clubs.
3¢ shows 4-card diamond support.

34, 3NT, 39, 4% extra strength
Let’s look at an example. Suppose as responder you hold the following hand.

Responder aAJ567 ¥987 *Q7 SAKS5

And the bidding goes: 1¢-14-2%- (?) What do you bid? Clearly, you have sufficient points for
game (14 starting points) somewhere.

After the bid of two clubs, responder sees sufficient values for game. A rebid of spades shows a
weak hand and responder is not strong enough to jump to three spades. He cannot support either
minor since the opener is probably 5-4 in the minors. Without a heart stopper, he cannot bid
2NT. The only forcing bid that responder may make is 2%*, fourth suit forcing to show values
(to game or for one round, depending on the agreement). Partner with a heart stopper may bid
notrump or rebid clubs to show 5-5 distribution in the minors. Responder will then bid 5é.

Let’s consider another example when you hold the following hand.
2QI107YAK8744J1048A7

And the bidding goes: 14-19-2%- (?)

Clearly, you would bid 2#* (fourth suit forcing) to see if partner has three hearts. If he does not
and rebids diamonds, you would bid 3NT.

As responder, you hold the following hand 4A963 YA K 6 5 ¢Q 8 4 #A 7
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And the bidding goes: 14 - 1¥ - 2& - (?) What do you bid? Clearly, bid 3NT, do not use fourth
suit forcing.

As opener and responder, you have the following hands.

Opener aAQJ56  YKJ98  eK4 &J4
Responder 475 v AQ 49865 #AQ762

The bidding may go: 14 - 2& (game force) - 2% - 34 (natural)—3NT. The bid of three diamonds
is not fourth suit forcing after a 2/1 bid.

Failure to use the fourth suit as a forcing bid always limits responder’s hand. If, for example, the
bidding were to go:

le -1v
1&- 34 (the 34 bid is non-forcing)

While fourth suit forcing is most often used by responder, it may also be employed by the
opening bidder. For example, with the following hands:

Opener &7 Y987 ¢AK84 #AKQ98
Responder  #AJ9876 ¥ A2 ¢Q7 #762

The bidding sequence may go as follows.

It le
2¢ 24
k) & 3NT (I have a heart stopper)

Opening Bids and Rebids—Some additional examples
(1) Your partner opens 14 and you hold the following hand.

Responder #1095 v A1032 ¢A106 #Q98

You have ten starting points. Playing Combined Bergen, bid 34* (three pieces with three
trumps). If you play Bergen Raises, bid INT and jump to 34 to show a limit raise in spades. If
you do not play Bergen, you would have to bid a minor suit fragment. You cannot bid 2% because
you hold only four cards.
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(2) Your partner opens 14 and you hold the hand.

Responder aK93 v K7 ¢A1094 Q1075

You have eleven starting points (12 HCP-1 for dubious doubleton) and bid 14. Partner bids 2% (a
reverse showing 17+ points). You are near slam so you should show your four- card club suit, bid
3&. Partner is the captain and will bid on.

(3) Your partner opens 14 and you hold:

Responder 2AQJ762 ¥7 ¢AK983 #5
You have great spade support and seventeen starting points, bid Jacoby 2NT.
(4) You hold the following hand.

Opener #AQJ106 YAS ¢QJ7 #K98

You have seventeen starting points. You have five spades and only three hearts, bid 14 and then
jump into notrump to 2NT for your next bid, over a one level suit bid.

(5) You hold 4A2 YAJ984 ¢AKS852 &7

and your partner opens 1%. What do you bid? You have eighteen starting points and two five-
card suits. Bid 1% (new suit forcing). Partner now responds 14. If you bid 2¢* (fourth suit
forcing), your hand is limited to 10-12 points not playing it as a game force. You are too strong;
you should jump to 34 to show your values.

(6) You hold 4AKJ93 YAK96 7 #KJ8. What do you open?

You have twenty-one starting points, with an unbalanced hand. Open 14. Partner bids 2NT*
(Jacoby). You next show your singleton, bid 34*. You have to move toward slam. Tools for your
continued responses are discussed in Chapter 3.

(7) You hold 4AJ7 ¥1075 #KQJ6 #A85

Partner opens 1%; you have a balanced hand with fifteen starting points. To show your values,
bid 3NT.

(8) You hold 476 ¥Q1075 ¢QJ62 #J98
Partner opens 1%; what do you bid? You have four hearts and four diamonds and only six

starting points. Show your major and bid 1%, bypassing diamonds. Partner next bids 24, a reverse
showing 17+ points. To show your stopper in diamonds, bid 2NT.
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(9) You hold #Q9 YAK10752 ¢Q #KJ98

You open 1% and partner responds INT. What is your rebid?

Here you must decide whether or not to show your club suit or rebid your hearts. You have fifteen
starting points; your hand is in the minimum range. Rebid hearts; with 16+ points, you would
show your club suit.

(10)You hold 49843 $A75 478 #AKJ8

You open the hand 1% and partner responds 14. What is your rebid?

Your choices are to show your four-card spade suit or bid INT. Even with those spades, you must
show your four-card major. With a more balanced hand, one less club and one more diamond
card, some may then bid INT.

(11) You hold 4AQJ984 ¥75 ¢QJ1078 #Void

You have 10 HCP and 3 length points or 13 starting points. Open the hand 1.

Jacoby 2NT (Modified by the Experts)

Many established partnerships play a modified version of the Jacoby 2NT bid. It is a game force
bid promising 4-card support for the major suit bid with an opening hand, 13+ dummy points.
However, it better describes hand shape and values and does not require the use of scroll bids.

After the opening bid of a major and a 2NT response by partner, opener’s responses are now (all
bids are alerted):

4 of the major a very bad hand always 5-3-3-2

3% any other minimum hand even 5-3-3-2, but with redeeming value
3¢ non-minimum, with a side singleton/void somewhere

3v non-minimum, any 5-4-2-2 distrbution

3e non-minimum, 6+ trumps (no singleton/void)

3NT non-minimum, 5-3-3-2

4 of a new suit a 5+ card suit with an ace/king

After the above responses, if responder (parnter) jumps to game in the bid major, it is a sign-off
bid with no slam interest.

With slam interest, responder may ask for additional information.

After opener’s 3#:Responde bids 34 to ask for more information which is similar to the original
responses by the opener:
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4 of other major  a bad hand always 5-3-3-2

3y minimum, with a side singleton/void

3a minimum, any 5-4-2-2 distribution

3NT minimum with 6+ trumps and no singleton/void
4 of a new suit minimum, 5+ card suit with ace/king

(After opener’s 3¥ or 34 answer to 34, the next steps use the same schedule of responses as
below)

After opener’s 34:
Responder bid 3% to ask for more information, then

Step1  avoid somewhere

Step 2 singleton in the lowest side suit (clubs)

Step 3 singleton in next side suit (diamonds)

Step4  singleton in highest side suit (other major)

After Step 1 (void), the next bids asks where, and the first step is clubs, second step is
diamonds and the third step is the other major.

After opener’s 3¥; responder bids 34 to ask for more information, then
Step 1 singleton in the lowest side suit (clubs)

Step 2 singleton in next side suit (diamonds)

Step 3 singleton in highest side suit (other major)

Playing the Modified (expert) 2NT convention, it is never on if the opponent’s interfere.

However, to cope with interference over the bid of 2NT, the following set of bids is employed.

Double by opener shortness in opponets bid suit

New suit natural or a control

3NT balanced maximum (ace/king in their suit)

Pass flat hand 5-3-3-2 - if partner next double it for penalty Jump to 4 other

M minimum hand with 6+ in original major
If the opponents double as asking bid, redouble= business, pass= Step 1, etc. If the opponents
bid after and asking bid, double= penalty, pass=Step 1, etc. (except when the double -
shortness, as above).

Another version of Jacoby 2NT has been suggested by Marty Bergen. His version summarized
by Don Varvel (varvel@cs.utexas.edu) follows.
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Bergen’s Jacoby 2NT

The convention is explained using the bid 1%-2NT. The bids for 19-2NT are similar.
Opener’s rebids (all bids are alerted):

3& = Non-minimums with singletons OR big balanced or semi- balanced hands.

3¢ = Non-minimum two-suiters OR *any* good hand that is anxious to learn more about
responder’s distribution.

3v = All hands with voids.

34= All minimums with singletons.

3NT = Good hands with a 6-card suit.

4m = Decent minimums, identifying cheaper ace or king.

4¥ = Decent minimums with no control in a minor suit.

44 = Signoff.

“Decent” tends to center around 13 HCP. 5-4 qualifies as a 2-suiter when there are 13 HCP. Big
balanced is 17+, big semibalanced is 15+

Over 3% or 3% opener will usually relay; over 3S, sometimes. The relay suit is the next higher.
Opener shows his shortness in steps, in the order %, ¢, OM. Over 3%-3¢4, with the big balanced or
semi- balanced hand opener bids the cheaper minor-suit control. Non-relay bids are asking bids,
again in steps. That is, over 3, 3% is an asking bid in clubs. Responses are in steps, showing control
of the suit asked: 1% step shows no control, 2™ shows Q or XX, 3" shows K or X, 4" shows ace

Over 34 responder shows shortness: 3¥ = doubleton club, 34 = doubleton diamond, 3NT =
doubleton heart, 4% = non-minimum 4x3, 44 and 4¥ show singleton club and diamond
respectively and a hand too strong to splinter, and 44 shows a minimum 4x3. (Bergen’s splinters
are limited to 12 HCP at most.)After all of this, cuebids and kickback follow.

Two-Over-One without Bergen

When playiing two-over-one, we have recommended some sort of Bergen bids to a major suit
opening bid; however, when the Bergen bids are made it allows the opponents to double the
response for a lead. To avoid this sitution, many partnerhips do not employ Bergen and instead
use natural responses. How does this work?

If you do not use Bergen, then a jump bid to the 3-level in the major shows 4-card support and
10-12 dummy points. Now a jump bid of three in any lower ranking suit denies support for the

bid major and shows a 6+ card suit with 10-11/12 points.

The bids of INT, 2NT and 3NT are defined as if you adopted the Bergen system of bids.
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CHAPTER 2

OreNING Two-, THREE-, AND FOUR-LEVEL BIDS

When opening one of a suit, one has between 12-21 starting points. In this chapter, we review
opening bids with more than nineteen starting points, distributional hands, and weak hands, less
than eleven starting points.

The Flannery Convention

For the Flannery Convention, one uses the bid of 2¢* to show five hearts and four spades and
11-15 starting points. It was devised by William L. Flannery from McKees Rocks, Pennsylvania.

When playing Flannery, a response of one spade ensures five (not four) spades (and must be
alerted) when one opens one heart.

With less than invitational values (0-9 Dummy Points), the responses are:

Pass:

29:

2 &

2NT:

3 &:

3¢

3e:

3 a4

Responder may pass the Flannery Two Diamond bid if Responder has less than 10
points and a 6-card Diamond suit.

This is a sign-off indicating less than 10 support points, but with more support
in Hearts.

This is a sign-off indicating less than 10 support points, but with more support in
Spades

See below.

If the responder bids a Minor in Clubs showing at least a 6-card Club suit and 11-13
points, then his partner should bid 3 No Trump with a fit of Ax or Kx or Qxx in Clubs.
This response is invitational.

If the responder bids a Minor in Diamonds showing at least a 6-card Diamond suit and
11-13 points, then his partner should bid 3 No Trump with a fit of Ax or Kx or Qxx in
Diamonds. This response is invitational.

This is an invitational jump bid, and partner may pass or bid game with maximum
values.

This is an invitational jump bid, and partner may pass or bid game with maximum
values.
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4 &:  This is a transfer bid to 4 Hearts and game (South African Transfer bid).
4 ¢:  This is a transfer bid to 4 Spades and game (South African Transfer bid).

3NT balanced hand with 16-18 Dummy Points; slam invitational.

2NT* is a one-round force with a good hand (10+ Dummy Points), asking opener to describe his
distribution. Responder may have support. Opener’s rebids after 2NT are:

kL % shows 4=5=1=3 distribution

3e* shows 4=5=3=1

Rl & shows 4=5=2=2 and 11-13 starting points

Ja* shows 4=5=2=2 and 14-15 starting points

3NT*  shows 4=5=2=2, 14-15 starting points and concentrated minor strength

4% shows 4=5=0=4

4% shows 4=5=4=0
Responder sets the contract or seeks slam (note that we have used = signs to show hand patterns,

this represents an exact pattern whereas a dash [-] means any pattern). All of the Flannery bids
in response to 2NT* must be alerted.

In the defense against Flannery, a suit overcall at the two-level shows a three-suited hand on
which the overcall suit is the shortest. Suit overcalls at the three levels are natural. A double
indicates a hand with strong notrump values. And a bid of 2NT shows the minors.

Washing Standard Flannery

In the Washington Standard variation of Flannery, one uses the bids of 3&#* and 34* to show 3 or
4 card suits after the bid of 2NT*. The convention shows 5=4, 6=4, or 6=5 in hearts and spades.

k) & shows 4=5=2=2 and 11-13 starting points
3a* shows 4=6=2=2 and 14-15 starting points (note 4 spades and 6 hearts)
3NT*  shows 4=5=2=2, 14-15 starting points

49*  shows 5=6 and 11-15 starting points (note 5 spades and 6 hearts)

A variation of the Washington Standard Convention is called the Flexible Flannery convention.

Flexible Flannery

This convention is designed to show either a 5-4 or 6-4 hearts or spades, thus the name flexible
(but not 5-6). It is similar to the Washington Standard. After the bid of 2NT* one bids:

3&*  shows 4=5=2=2 in the minors; responders relay bid of 34* asks for point count.
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3v* = minimum (11-13 starting points)
3a* = maximum (14-15 starting points)
3NT* =maximum with a concentration of points in the minors

3¢*  shows 4=5=3=I singleton club

3v*  shows 4=5=1=3 singleton diamond

3a* shows 4=6 with no minors suit void

3NT* shows 4=6 with an undisclosed minor suit void

When the opening bidder shows a 5-card heart suit, responder may use a 4#* relay bid to
ask opener which is his longer minor. With longer clubs, opener rebids 44* and with longer
diamonds bids 49*.

Another variation of the Washington Standard Flannery Convention, which is more involved, is
the Extended Flannery Convention.

Extended Flannery

After the forcing bid of 2NT*, one bids as follows.

3&* minimal strength, any distribution except the semi-balanced shape 4=5=2=2; if responder
is still interested in learning more about openers distribution the bid of 3¢* is made.

3v¥ = 4=6

3a* = 4=5 singleton or void in clubs

3NT* = 4=5, singleton or void in diamonds
4% = 5=6 =2=0, void in clubs

4¢* = 5=6=0=2, void in diamonds

4¢* = 5=6=I1=l, singleton club and diamond

3* any strength, the semi-balanced distribution 4=5=2=2 only; responders rebid of three of a
major invites opener to bid game with a maximum

3¥* maximum strength, 4 spades puls 6 hearts; if responder is interested to know  opener’s
minor suit distribuiton he bids 34* and opener then bids:

3NT* = void in clubs

4% = singleton club plus 2 diamonds
4e* = 2 clubs plus singleton diamond
49* = void in diamonds

3¥*  maximum strength, 4 spades plus 5 hearts, shortness in diamonds; to determine if the
shortness is singleton or a void, responder relays with the bid of 4&* and opener bids:
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4¢* = singleton
49*

void

3NT maximum strength, 4 spades plus 5 hearts, shortness in clubs; to determine if the shortness
is singleton or a void, responder relays with the bid of 4&* and opener bids as above.

44* maximum strength, 5 spades plus 6 hearts, void in clubs
4¢*  maximum strength, 5 spades plus 6 hearts, void in diamonds
4¢* 5 spades and 6 hearts with a singleton diamond or club.

This is a complicated convention, but helps to clarify the distribuion of the hand for investigation
of a slam in a major.

Mini Roman Three-suited hands

The origin of the Mini Roman bid is unknown, although it is widely played. When playing
Mini Roman, one gives up the weak two diamonds bid (more on weak bids later). There is no
standard way to play Mini Roman. We review two commonly employed approaches. However,
the first question you may ask is why play it? (1) It is preemptive and allows partnerships to steal
part-score hands, (2) you are aware of the hand distribution quickly, and (3) it allows the opener
to bid three four-card suits with one bid!

Mini Roman with four spades

Mini Roman uses the bid of 2¢* to describe a hand with any 4-4-4-1distribution and 11-15
starting points and four spades (some players who want to play Flannery and Mini Roman
will use the bid of 2¥* for Flannery, giving up the weak two heart bid). With a weak hand
(0-9 Dummy Points) and 3+ spades, partner bids two spades, to play. With invitational values
(10+ Dummy Points), responder bids 2NT* to ask for the singleton suit. After the suit with the
singleton is bid, responder places the contract or asks for the number of aces with slam interest
or perhaps a cuebidding sequence.

Mini Roman with four spades “submarine” singleton bid

Here, the opener again has four spades, but instead of bidding the singleton after the 2NT* bid,
the suit below the singleton is bid: clubs for diamonds, diamonds for hearts, and hearts for clubs.
Now, a cuebid of the singleton suit (diamonds, hearts, or clubs) by the responder asks for more
information. The opener’s responses are the following:

Steps short ¢ short ¥ short &
1 4-4-4-1 min  4-4-4-1 min 4-4-4-1 min
2 4-4-4-1 max 4-4-4-1 max  4-4-4-1 max
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For example, after the response 34, one may bid 3¥. Then, the steps are 34 or 3NT; showing 4-4-
4-1 with min (11-13 starting points) and 4-4-4-1 with a max (14-15 starting points), respectively.
After a response of 3%, one bids 4%. Then the min and max bids are 44 and 49, respectively.

We now look at an example. Opener has fourteen starting points and is 4-4-4-1 and opens the
bidding 2¢*.

Opener aAK78 9QJ87 4 &A1098
Responder ~ #5432 YK1095  #A1078 #K5

The bidding sequence would be:

24% 2NT*

3&* (singleton diamond)  34* (cue asking bid)
3NT (max) 44

Pass

Some will also use the Mini Roman bid with a void in a minor suit (4=4-5-0/4=4-0-5). Again,
the opener bids the suit below to show shortness; three clubs shows diamonds, three diamonds
shows hearts, three hearts shows spades, 34 shows 4=4=5=0, and 3NT shows exactly 4=4=4=I.
Cuebids of the singleton suit are again used to obtain more information. The Mini Roman
convention may also be played with hand patterns that may or may not include four spades [(e.g.,
(4-4-4-1/4-4-5-0/4-4-0-5)]. If interested in Mini Roman, consult the book by Robert Munger
(1998), “The Roman Two Diamond Opening and Variations,” by Devyn Press, for an advanced
treatment of the bids.

The best defense against Mini Roman is to lead trump in a suit contract since these cut down on
ruffing values.

The Extra-Shape Flannery Convention

Many partnerships do not play the Mini Roman 24* bid to show 4-4-4-1 or the Flannery (24*)
Convention to show four spades and five hearts (4=5-x-x) since they feel too much information is
conveyed to the opponents. Those who like both conventions do not like to substitute the weak
2%* bid for Flannery in order to play both. If you fit into either of these categories, you may like
the Extra-Shape Flannery Convention that uses the 2¢* bid to describe either a two-suiter
with four spades and five hearts (4=5-x-x) or three-suited hands (4=4=4=1), with exactly one
club. Again, the opener has 11-15 starting points.

With this convention, the artificial 2NT* bid is forcing to game or the start of slam investigation
and is used to ask the opener about his distribution. The opener’s bids after a 2NT* ask are:

3&* shows 4=5 in spades and hearts and 3-1 in the minors; a relay 34 bid by responder asks the
opener to identify his singleton.
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Opener uses step responses:

3¥* = singleton diamond and 34* = singleton club

3e* shows 4=4=4=1

R} & shows 4=5-2-2 with minimum 11-12 starting points strength
Ja* shows 4=5-2-2 with maximum 14-15 starting point strength
3ANT*  shows 4=5=4=0, void in clubs (submarine bid)

4% shows 4=5=0=4, void in diamonds (submarine bid)

If the responder is not interested in finding out about the opener’s distribution, the following non-
forcing bids are used.

29/24 signoff

3% non-forcing 3=2=4=4 distribution, opener may pass with a minimum hand and 3/4
clubs or may correct to 3¢

3v/3a game invitational in bid suit either 4 spades or 4 hearts

44/44 establishes hearts/spades, respectively, and is Roman Keycard Blackwood with
kickback; more keycard and slam bidding later in Chapter 3.

49/44 signoff

All response to the 2NT* bid must be alerted.

Opening 2NT

The opening bid of 2NT requires a balanced hand (4-3-3-3, 4-4-3-2, or 5-3-3-2), which may have
a five-card minor suit. The opening point count requirements for a 2NT opening bid are between
20-21 starting points and having all suits stopped. With 20-21 points and a five-card major, one
also tends to open the hand 2NT since if a hand was opened one of a major there is a chance
partner may pass and game may be missed. When opening 2NT, the bid is not forcing; your
partner may pass with a weak hand. Recall that the number of points for game is 24-26 points;
partner will pass with five or less points. With 6+ points, your goals are to bid a game in a major
or notrump. Slam requires about thirty-three points.

After the bid of 2NT with a balanced hand and 6-11 points and no four-card major bid,
one merely bids 3NT (to play) showing no interest in slam. One investigates slam with 12+
points.

Stayman after 2NT Notrump (basic)
After the bid of 2NT, the Stayman Convention uses the asking bid of 3% as an artificial bid to
inquire whether or not partner has a four-card major. The convention is so engrained in bridge

that it need not be alerted. Opener’s responses are:

104



2/1 GAME FORCE A MODERN APPROACH

3¢  no4 card major
3¥  denotes a 4 card heart suit, but may have 4 spades
34  denotes a 4 card spade suit

To initiate the convention requires 6+ starting points and at least one four-card major.

Responder’s rebid, with game going values, will be either 3NT or a raise of opener’s major to
game with a fit. With more than an opening hand, cuebids or jump bids are used to investigate
slam.

What happens if partner bids 3¢ (no four-card major)—then the bid of 3¥/34 shows a hand
that is 5-4 in the majors where the suit bid has five cards. There is not Smolen or Quest
Transfers when opening 2NT. If you are 6-4 in the majors, one again uses, as with the one
notrump opening, extended transfer bids (more on this soon).

Is there a Garbage Stayman Convention over 2NT? Yes, it works as follows. After the bid of 3,
if partner responds 34, your next bid is 4% “pick a major” (careful, some partnerships may use
the bid of four diamonds). Remember, you need at least 6+ points to use this option. I prefer the
four club bid; it is like “extended Stayman.”

With less than 6+ points and the magic 4=4=4=1 distribution, you may still use Drop Dead
Stayman and pass any suit bid by the opener after bidding three clubs.

A major disadvantage of Stayman is it does not allow one to easily find a 5-3 major suit fit when
the 2NT opener has a five-card major (one may use Modified Puppet Stayman).

Jacoby Transfers four-way

Over the bid of 2NT, transfers to the majors when responder has 5+ cards are called Jacoby
Transfers. They are again used with a variety of hands: weak, invitational, and strong. Point
counts are not required with Jacoby Major Suit Transfers. Responder will clarify the nature
of his hand with subsequent bids. We have added to the Jacoby Major Transfer transfers to the
minors. Jacoby Transfers are used when you have a long major or are 5-4 in the majors. With a
weak hand, you can transfer to the major and pass. When you are 5-4 in the majors, you transfer
to the five-card major and bid the four-card major. The minor suit transfers are used with either a
very weak hand with a 6+ cards in minor or very strong minor suited hands (12+ starting points)
with slam interest in a minor. All bids are announced as transfers.

After the bid of 2NT, responder makes the following bids, promising at least 5+ cards in the
transfer suit (the bids are announced, not alerted).

3¢ transfer to hearts

3y transfer to spades
3e transfer to clubs
3NT transfer to diamonds
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Opener’s responses for majors suit transfers

3v shows only 2 hearts

44/44 shows 5 hearts and at least 4 cards in the bid minor with slam interest
4v shows 4 hearts and mild slam interest

44 Roman Keycard Blackwood with kickback for hearts (Chapter 3)

3e shows only 2 spades
4%/4¢ shows 5 spades and at least 4 cards in the bid minor with slam interest
44 shows 4 spades and mild slam interest

ANT Roman Keycard Blackwood for spades (Chapter 3)

When responder is 5-4 in the majors, the other major is bid showing the distribution.
Opener’s responses for minor suit transfers

3NT shows good clubs, 3 pieces with 2 of top 3 honors (e.g., AQx, AKx, KQx, etc. - super
accept)
4% poor clubs or doubleton

Pass  shows good diamonds, 3 pieces with 2 of top 3 honors (e.g., AQx, AKx, KQx, etc. - super
accept)

4% poor diamond support
4e diamonds no honors or doubleton

After a club transfer, responder can next bid, after 3NT, 4 to play with 6+ clubs and a very
weak hand (less than six points). Any other suit bid (44 /4¥/4#) shows slam interest with perhaps
four cards in the bid suit.

After a diamond transfer, you can correct the bid of four clubs to five diamonds with 6+
diamonds and a weak hand (you cannot pass). If you have interest in a diamond slam, bid 5%
as super Gerber over four clubs. After the bid of 44, bid 4¥ as Roman Keycard Blackwood with
kickback.

Texas Transfers (4¢* and 4¥*) and Extended Texas Transfers

After opener bids 2NT, suppose you have a six-card major with game going values and no
interest in slam. Using the principle of fast arrival, one employs the four-level bids of

4¢*  transfer to hearts
4¢*  transfer to spades

* Alert

When you are 6-4 in the majors, you again bid 3& (Stayman), and then bid:
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44*  transfer to hearts (shows 6-4 in the majors)
4¢*  transfer to spades (shows 6-4 in the majors)
*Alert

Modified Puppet Stayman (3%)

When opening 2NT, one often has a five-card major. Puppet Stayman was designed to help
locate a 4-4 major suit fit, a 5-3/5-4 spade fit, or a 5-3 heart fit. However, it does not allow
responder to show a hand with five spades and four hearts. To correct this problem, there is a
convention called the Modified Puppet Stayman Convention (I have also seen it called Muppet
Stayman). It allows one to find all 4-4 major fits and 5-3 heart or spade fits. It is identical to
Puppet Stayman except that the meaning of 3NT and 3% in Puppet Stayman are switched in
meaning (hence the modification).

It works as follows: 2NT - 3& (Modified Puppet Stayman or Muppet Stayman)
3NT*  shows 5 hearts. Responder can either pass if he has spades, or if responder wants to

play it in hearts, bids 44* as a transfer to hearts which allows the strong hand to play
the contract in 4 hearts

3a* shows 5 spades
3e* has 1 or 2 four-card majors or if he has a 3-card spade suit
R} 4 shows no 4-card major or no 5-card major may have 3 spades. Responder will

usually now bid 3NT. But, if responder has 5 spades and 4/3 hearts, he can now bid
34, looking for the 5-3 major fit in spades

When opener bids 34*, responder makes the following rebids.

R) A& Responder bids the major he does not have (like Smolen). This sequence shows 4
spades and denies 4 hearts. Opener either bids spades or 3NT.

3a* Responder bids the major he does not have. This sequence shows 4 hearts and denies
4 spades; opener either bids hearts or 3NT.

4% Responder has both majors, it asks partner to pick the major.
4e* Most partnerships play the bid of 44 to show slam interest, pick a slam.
* Alert

We next consider a few examples. Partner opens 2NT. What do you bid with the following hands?
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& A1054 ¥ 4567 ¢ 67 & J32

You have a weak hand, bid 3&*, and if partner bids a major, support the major; if opener bids
three diamonds, bid 44 to ask partner to pick a major.

& AQ54 ¥ 456 ¢ 67 % J1032

You want to find a 5-4 spade fit or a 5-3 heart fit. If partner responds 3NT* showing five hearts,
you would next bid 44 as a transfer to hearts. If partner bids 34, you simply raise the bid to four.

& AK542 ¥ Q65 ¢ 67 % 1032

You want to find your 5-3 spade fit or perhaps a 5-3 heart fit. If partner bids 3NT* finding the
heart fit is no problem. If partner bid 3%* (showing no four- or five-card major, but may have a
3-card spade suit), responder next bids 34 to show that he is 5-3/4 in spades and hearts. Opener
with only three spades would next bid four spades.

If responder is 5-5 in the majors, over 3NT by opener he may bid 4% to show his 5-5 shape.

Note: Using Puppet Stayman, the 5-3 spade fit could be found and using Jacoby Transfers one
would lose the 5-3 heart fit; Modified Puppet Stayman finds both fits.

What do you do if you are 5-4 in spades and hearts?
For example, you have the hand: # AK542 ¥ K653 ¢ 67 % 103

Using Modified Puppet (Muppet) Stayman, bid 3, if partner bids 3NT, you can pass or bid 44 as
a transfer to hearts; if opener bids 3%, then bid 3NT.

If you have five hearts and four spades, you do not need Muppet, transfer to hearts and bid
spades.

& AKJ2 v KQS53 ¢ K7 #1032

You have fifteen starting points. You are in the slam zone for a major or notrump. But suppose
you hear the response 34*. You have two options: four clubs or four diamonds.

If you bid 44, it allows opener to pick the slam (perhaps notrump). The bid of 4# asks partner to
pick a major. With a marginal hand, say only eleven starting points, you would definitely make
the bid of four clubs since you need to know how the hands fit.

4 1032 v 67 « KQ53 # AK1032

You have nice diamonds and clubs. The bid of 3NT does not describe your hand, partner may

pass. Bid 3#* as a transfer to clubs, if partner bids 3NT, you would jump to 6NT. If partner bids
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44* (pick a major), you would next bid 44 to show your distribution. Partner is now the captain
of the hand.

4 1032 ¥ AK9876 4 53 & 32

You have a weak hand with a six-card heart suit. Bid 4¢* as Texas transfer to your heart; you
have no interest in slam. Fast arrival principle. What if you had one more spade? See the next
example.

& J1032 ¥ AK9876 ¢ 53 & 7

Now use Modified Puppet Stayman and bid 3#; after the bids 34/3¥/34, use the extended transfer
bid of 4¢* to show your 6-4 distribution. What if opener bids 3NT*? You have a great heart fit
(eleven hearts). Bid five hearts which invites six; partner’s values are outside of hearts.

In summary Modified Puppet (Muppet) is superior to Puppet in several ways.

1. It allows the strong hand to declare all major suit contracts.

2. It avoids the often disastrous use of a transfer bid when responder holds 5 cards in one major
and 3 cards in the other major and allows responder to look for a 5/3 fit in either major.
Holding 5-3-3-2 (#-¥-¢-%) responder bids 3 to first look for a 5/3 heart fit. Opener will rebid
3¢ with a 4 card major opener and the auction proceeds as in standard puppet. And opener
will rebid 34 with a 5 spades. Now for the modifications of Puppet: Opener will bid 3% rather
than 3NT to deny a 4 or 5 card major. If Responder holds 5 spades and 3 hearts, responder
will rebid 3NT to show the 5 card spade suit enabling opener to declare in 44 with 3 spades
and the right sort of hand. If responder does not hold 5 spades, responder rebids 34 relaying
opener back to 3NT.

3. When holding 5 hearts and 4 spades, responder can transfer to 3% and to show 4 spades will
rebid 3NT after opener accepts the transfer. This allows the strong hand to declare in 44 with
a 4-4 spade fit. If responder does not have 4 spades, then after opener accepts the transfer,
responder rebids 34 relaying opening to 3NT.

4. Muppet also allows opener to bypass a transfer to 3¥ and rebidding 34 when holding 5
spades and 2 hearts. Using both Jacoby and Texas transfers, if responder holds a 6 card
heart suit and mild slam interest, responder will transfers to 3% at 3-level and, when opener
bypasses the transfer to rebid 34, responder will have to rebid 44 to retransfer opener to 4%
(showing mild slam interest and inviting opener to make a slam try).

If you understand and use Puppet Stayman after any strong 2NT opening or 2&-2¢-2NT
sequence, it is easy to remember Muppet if you just remember that responder must always bid in
such a way that the strong hand will declare the hand in a NT or Major suit contract.

SUMMARY
Muppet Stayman is simple Puppet stayman but with opener’s 3NT and 3% bids reversed 3NT
shows five hearts; 3¥ denies a 4+ majors). This allows Responder, over 3%, to bid 34 to show

54/4%, an otherwise unbiddable shape below 3NT when playing Puppet. So, suppose you have
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5#/4% and partner bids 3¢4. You have both majors, but they are imbalanced 5-4 so bid 3% to show
five spades and fours hearts. Or bid 34 to show five hearts and four spades.

Now, suppose that you have 5-5 in the majors. Muppet still works. If partner has a 4-card major,
nothing can go wrong. If he has a 5-card major, wow. If you hear 3%, bid 34 to show 54 or 3/4¥.
If opener declines (3NT), you can bid 4% to complete the picture.

If either Muppet or Puppet is too complicated for you, another option is to employ the Flip-Flop
Flannery Convention.

Flip-Flop Flannery Convention

The Flip-Flop Flannery Convention was developed by Carolyn King and Dr. David S. Shade and
published in the “Bridge World” magazine, February 1997.

The Flip-Flop Flannery Convention allows one to find a major suit fit regardless of the
partnership distribution. In addition, it also employs the transfer principle allowing the 2NT
bidder to become the declarer as in Muppet Stayman. The bids for the convention follow, after
the bid of 2NT,

R asks about length in the majors; the opener rebids:
3¥/34  5-card major
3¢ 4-card unspecified majors; in his turn responder bids 34 with 4 hearts and 34
with 4 spades; and opener places the final contract in 3NT, 4%, or 44.
3¢ 5-card heart suit, transfer; after the completed transfer by opener, responder bids
3e at most 3 spades 3NT
3NT 4 spades; thus if a fit is found in spades opener become the declarer and places
the contract.
3v transfer to spades, 5 spades but no hearts

3e transfer to 3NT, no 4-card or 5-card major

3NT 5 spades and 4 hearts

Using Flip-Flop Flannery, you are able to find a major fit without going beyond 3NT and it right-
sides the contract.
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Soloff Bids

If you do not like Muppet Stayman and want to continue with Puppet Stayman, you may want to
play the Soloff Convention. This will allow you to continue with Puppet. The bids follow.

*  3& Puppet Stayman

* 3¢ Transfer to Hearts

* 3% Transfer to Spades

* 3aRelay to 3NT

*  3NT shows 54 and 4%

* Bids after 34 relay to 3NT

* Pass with any hand that wants to play 3NT

* 4% shows 4% and 54, 44 agrees diamonds, 4NT denies an 8 card fit

* 44 shows 44 and 5%, 4% agrees clubs, 44 agrees diamonds, 4NT denies an 8§ card fit

* 49 is a one suited slam try with long clubs. 4NT now by opener shows honor doubleton.
5 & shows a low doubleton. Any other bid is a cuebid with at least 3 card club support.

* 4 & is a one suited slam try with long diamonds. 4NT now by opener shows honor
doubleton. 5 ¢ shows a low doubleton. Any other bid is a cuebid with at least 3 card club
support.

* 4NT is a slam try with at least 5-5 minors

34 Transfer

An alternative to the Soloff bids to finding a slam in a minor is to employ the following simple
transfer structure; similar to minor suit stayman.

Opener Responder Meaning

2NT The range of the 2 No Trump opening bid is 20 to 21 high card points.
3e Responder wishes to inquire about the holding in the Minor suits.
3NT Relay bid

If responder is 5-5 in the minors, he bids 4% or 44 to show shortness in the major.

After these bids, 4NT is used to investigate slam. Because you may have a double fit in the
minors some use the bid as DRKCB.

If responder is distributional with one long minor, he bids the minor he does not have 44 to show
clubs and 44 to show diamonds.

After 44, 4% is 1430 to investigate slam and after 44, 44 is 1430 minorwood. Again some use the
bid as DRKCB.
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If the opening bidder has 2344 or 3244 distribution with good minors and weak majors, he bids
ANT which is a non-forcing, slam try.

To employ the 34 relay bidding sequence, responder must have 12 dummy points.
Opening 2&

Playing the 2/1 game force system, the opening bid of 2& shows a hand with 22+ starting points
or 8 4 - 9 playing tricks; it is artificial and forcing. To count playing tricks, you only look at the
first three cards in each suit where an ace, king, or queen is a winner and all other cards among
the first three are losers. With less than three cards, there are these loser honor combinations:
AQ=", Kx= ", KQ=I1, K=1, Q=1, Qx=1.

Independent of points, also open a hand 2&, with a 5+ major and at least 4+ quick tricks (A=,
K=)2, KQ=1) and no more than four losers; the rule of forty-four and then bid the major not
notrump.

Partner may not pass the bid of two clubs, even with zero points. With a balanced hand (4-3-
3-3, 4-4-3-2, 5-3-3-2, 5-5-2-2), opener may jump into notrump. The notrump bidding schedule
follows.

2NT  shows 22-24 starting points
3NT  shows 25-27 starting points
ANT  shows 28-30 starting points
SNT shows 31-33 starting points

When partner opens two clubs, responder’s first responsibility is to communicate something
about the value of his hand. This permits the opener to show the nature of his hand by bidding
notrump or a suit. When responding to partner, partnerships have several options. Based on a
survey conducted by bridge expert and teacher Karen Walker, when asked what general structure
respondents used for responses to a strong 2 in their favorite partnership, they offered the
following answers (with the percentage of “votes” for each):

36% 24 semi-positive, 2¥ immediate negative

25%  Control-showing step responses

21% 2 waiting, cheapest minor second negative

10% 24 negative, 2% balanced positive

4% Point-count step responses

4% Other artificial systems (e.g. ace showing responses)

From Ms. Walker’s survey, we observe that the MOST common approach is to use 2% as a bust

(no ace or king), and 24 as semi-positive (a king or more). Others prefer showing controls or they
use two diamonds as a waiting bid. We will discuss the three most popular approaches.
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Controls

This approach is popular because it allows responder to show his most important cards (aces
and kings) immediately, in one bid. Counting each king as one control and each ace as two,
responder makes one of the following step responses:

20 0 or 1 control (K=1)

2¥* 2 controls (A or KK)

24% 1 ace and 1 king (3 controls - AK in different suits)
2NT* 3 kings (3 controls - KKK or AK in same suit)

3&* 4+ controls

*=Alerts

If the opponents INTERFERE, then a double (or Re-Double) are the weakest bids you can make
(one or fewer controls and less than 5 HCP). Bidding would show 1+ controls and a good 5+ card
suit.

After a 2% opening and any response, if RHO (right hand opponent) bids, a DOUBLE shows
shortness in the RHO suit. If you have a 6+ card suit, then a bid is ambiguous as to the length in
RHO suit but is preferred to an X for shortness. However, with a void with 6-4-3 shape, then X.

While the control bids communicate values, it does not allow the responder to make a natural
bid to show a suit with, for example, two of the top three honors with 5+ cards. It at time uses up
valuable bidding space and may wrong-side the hand. For example, showing two controls, hearts,
may be opener’s suit and responder plays the hand.

A few players define “controls” by steps to show points; this has little value because it makes no
distinction between jacks and aces. The 2 bidder seldom needs to know partner’s total points;
information about aces and kings is more helpful.

Two diamonds waiting

This approach is widely used among longtime players. The bid of 24 is automatic and provides
an opportunity for the opener to describe his hand by bidding notrump or a suit. It is not alerted
but a waiting bid.

With a very weak hand, less than four starting points, responder may pass after a notrump bid.
If a suit is named and responder is weak, there is a second negative bid. The second negative bid
is either the cheapest minor or the cheapest bid, known as the Herbert Convention. The primary
advantage of the two diamond bid is that it does not consume space. The major disadvantage is
that specific suit strength is not immediately communicated and it may take time for responder
to describe his hand.
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Two hearts negative and two diamonds semi-positive

Using this approach, the bid of 24 (effective January, 2014 no longer needs to be alerted) is a
game force bid promising a king or an ace. The bid of two hearts is non-forcing, but it does not
deny points. For example, you may have two queens and a jack or three queens. The bids for this
approach follow.

2¢ promises a king or an ace and is game forcing (some also include 2 Queens)
2¥*  denies a king or an ace but does not deny some values

24 shows at least a 5-card suit with 2 of the top 3 (7+ points)

2NT shows at least a 5-card HEART suit with 2 of the top 3 hearts (7+ points)
3&/3¢ shows 2 of the top 3 but with 6+ cards in the minor suit bid (7+ points)

After the bid of two diamonds, with a balanced hand, opener may bid notrump as described
above; however, the bid of a suit indicates a non-balanced hand.

After the bid of two hearts, the only bid responder may pass is 2NT. Otherwise, he must provide
a second negative bid. This is usually the cheapest minor or using Herbert, the cheapest bid
available.

In the above responses, observe that the bid of two spades and the three level minor suit bids
wrong-side the contract. To avoid this problem, one may consider the following bids for the
convention.

2¢ promises a king or an ace and is game forcing (some also include 2 Queens)
2¥*  denies a king or an ace but does not deny some values

24 shows at least a 5-card heart suit with 2 of the top 3 (7+ points)

2NT  shows at least a 5-card spade suit with 2 of the top 3 hearts (7+ points)

R shows 2 of the top 3 but with 6+ cards in the club suit (7+ points)

3% shows 2 of the top 3 but with 6+ cards in the diamond suit (7+ points)

This option/modification should be discussed with your partner.

Interference note when playing the 2¥* bust

If your partner bids two clubs and your right hand opponent interferes, then a pass (alert) shows
values (ace or king) and a redouble (alert) denies an ace or a king. Both bids must be alerted.
If the opponents interfere with a suit bid at the two- or three-level (or double), again a double
(redouble) shows no values and a pass shows values.

Let’s consider a few example hands.

Opener 2AQ54 v KQI0 ¢ K52 & AKQ
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You have 23 HCP. Open the hand 24 and then bid 2NT; you have stoppers in all suits. If the hand
contained 25 HCP, you would bid 3NT.

Opener #KQ754 ¥KQ10872 ¢ void # AK

This hand contains 17 HCP + 3 length points = 20 starting points. Some may open this 1¥ and
then bid spades. What if partner passes? Let’s look at playing trick for the hand. You have 13-5
losers = 8 playing tricks. You must open the hand 2, forcing partner to bid.

Opener 4AJ98 YAQJ10872 ¢ K # Q

You have 18 HCP + 3 length points-2 dubious honor singletons = 19 starting points. In addition
to looking at playing tricks, the hand has 13 - 3 =10 playing tricks. Open the hand 2& and then
show your great heart suit. Opening 1%, partner may pass.

Opener 4AJ98 YAQJ10872 ¢ K # Q
Responder Q1092 w456 ¢ QJ78 # 97

The bidding sequence for this hand playing the 2% bust option would be:
Opener  Responder

2% 29*

3v 49

With three heart support and a bust hand, partner must support hearts. Provided partner takes a
call after opener bids 1%, one would still reach the game. The bidding may go:

1v - INT;
34 (jump shift) - 4¥.

But, why take a chance; partner with only 5 HCP may pass the bid of 1¥!

Ace—Showing Responses

This is a common convention used in Europe. The responses are:
2¢ negative

29¥/24  ace-showing

2NT 8+ HCP, but no aces

3&/3¢  ace-showing

3NT two aces

The convention is also employed by many over weak two-level bids.
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Kokish Relay

When opening 2# with a 25+ point hand, responding 3NT and above takes up a significant
amount of bidding space; to eliminate this problem some employ the Kokish Relay.

After the bid of 24, the bid of 2% becomes a relay bid asking partner to bid 24. Now with a
balanced big hand, partner next bids 2NT.

The following sequences ate used with unbalanced holdings.

Opener  Responder  Meaning

2% An opening bid showing strong values.
2¢ Normally either a waiting bid or a negative bid.
2y This is the Kokish Relay, a puppet for responder to bid an
automatic 24 in order that the opener clarifies his holding.
24 The puppet bid.
2NT Opener promises 25 plus points and a balanced distribution.
3% Opener promises a two-suited holding with Hearts and Clubs.
3¢ Opener promises a two-suited holding with Hearts and Diamonds.
3y Opener promises a one-suited holding with Hearts.

This allows the bidding to be at a lower level which allows one to more easily find a fit.

With a balanced hand, one employs the folling Kokish sequences.

Example 1
North  South  Meaning
2% An opening bid showing strong values.
2¢ Normally either a waiting bid or a negative bid.
2NT This promises a balanced distribution and a point count between 20-21
points. The partnership remains on the two level, which is the key of this
concept.

In this bidding sequence we did not employ the Kokish Relay bid since the holding does not
require a relay to communicate the information that the holding is balanced with values of 20-21
points.

Example 2
North  South  Meaning
2% An opening bid showing strong values.
2¢ Normally either a waiting bid or a negative bid.
2y This is the Kokish Relay, a puppet for responder to bid an automatic 2

Spades in order that the opener can clarify his holding.
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24 The puppet bid.
2NT North shows a balanced distribution of 23-24 points, a holding too strong
for a normal 2& - 2 NT rebid. The partnership remains on the two level,
which is the key of this concept.

This sequence uses the Kokish relay to show a balanced holding with 23-24 points the opener
opens with a strong, artificial 2& and puppets the responder to 24 in order to clarify the point
range of the balanced holding.

Example 3
North  South  Meaning
2% An opening bid showing strong values.
2¢ Normally a waiting bid or a negative bid.
2y This is the Kokish Relay, a puppet for responder to bid an automatic 24 in
order that the opener can clarify his holding.
26 The puppet bid.
3NT North shows a balanced distribution of 25-27 points, a holding too strong

for a normal 2 - 3NT rebid. This rebid is not part of the original version
of the Kokish Relays, but could be used as an extension of this concept by
partnership agreement if an opening bid of 3NT is Gambling.

By-Passing the Relay

We said that the sequence 24 24, 2% is a relay to 24, allowing opener to describe his hand.
However, once in a while responder may have a sufficiently unusual hand to make it worthwhile
to by-pass the relay to show a long suit. One common approach is to use transfers whenever you
break the relay. So, after 24 24, 2%, a bid of 3% (breaking the relay) would show Diamonds.

When should you not relay! Here is a set of hands responder may have to break the relay.
KJ97643 Very good.
KJ9764 Still OK.
K97643 Starting to get borderline.
Q97643 Not good enough, this will not usually play for one loser opposite Kx

Q987643 Now the extra length makes it OK.
QJ10764 This one’s fine.

Rule: Play for one loser opposite Ax or Kx.

Mexican 2¢* Convention

Developed by Mr. George Rosencrantz, it is a feature of the Romex System; however, it is
becoming more common among partnerships playing the 2/1 game force system.
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The problem arises with hands containing 18-19 starting points (some partnerships only count
HCP) that are balanced or semi-balanced with 4-6 losers and possibly a five-card major suit.
Never use the bid with a singleton or a void.

Consider the following hand: #AQJ102 YKJ7 ¢ KJ5 & Al0

You have 19 HCP + 1 length point-1 dubious honor doubleton = 19 starting points. Clearly, you
want to open, but how can you communicate strength in one bid? You have only a six loser hand.
Playing the Mexican Two Diamond Convention, you would open 24.

The responses for the call are:

I. A Negative Response with 0-4 starting points is to pass with Diamond support (6+
diamonds).

2. A 2¥* bid is artificial and a relay bid to 24 (opener accepts with five) or bids his own five-
card suit (clubs, diamonds, or hearts) or 2NT to show a balanced hand; responder passes all
bids with 5-7 points. With 8+ points, partner may bid 3 as Stayman (basic) with one or two
four-card majors, bid 3NT or with support (three cards) for the suit bid by the opener, he
raises partner’s bid suit to the three levels, an invitational raise to game.

3. A response of 24 (showing 7-9 starting points) and a balanced hand transfers the opener to
two notrump.

4. Any Positive Response on the three-level, 34/3%/34, promises at least 8+ plus high card
points and a broken six-card suit. However 3NT is usually a transfer to clubs and 3 Puppet
Stayman.

5. A Positive Response also includes the use of Texas Transfers (4%/44), the purpose of which
is to have the stronger hand concealed during the play. The transfer bids are used only when
the partner realizes he holds enough values for game or slam, not a part score.

Karosel 2¢* Convention

This conventional method was created by Mr. Charles L. L. Dalmas of Sarnia, Ontario,
Canada, and first published in the ACBL Bridge Bulletin, June, 2002, pages 50-52.

Employing the Karosel Two Diamonds conventional method, one again opens with 2¢* (alerted)
with 18-19 high card points and is limited to holdings with a distribution of from 7-2-2-2 to more
balanced distribution, no singletons and no void. Since an opening of two Diamonds describes
the holding precisely to the partner, then the partner becomes the captain and sets the contract
via the ensuing auction.

The ten possible responses, as described by the author, are as follows:

Opener Responder Meaning

2¢ This opening bid describes a semi-balanced hand with exactly 18-19
high card points.
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Pass Shows a weak hand with 5 plus Diamonds and no other side values.

2y Shows 0-5 points and is a negative response. This response strongly
suggests that the opener rebid 2 NT to play unless opener has a long
suit (6/7 card length), which is rebid instead.

2a This response is Minor Suit Stayman showing at least a 5-4
distribution in both Minor suits and at least 6+ points. This response
is game-forcing and could indicate slam interest.

2NT This response promises a two-suiter in both Major suits. The opener
bids the better Major by rebidding either 3 ¥ or 3 4. The responder
then bids either game or shows slam interest.

3 This first response is Puppet Stayman. The responder promises at
least 3 cards in each Major suit.
Rebids
3e The opener promises at least one 4-card Major suit. The continuing
auction is the same as with the Puppet Stayman convention. After 3
¢, the responder bids the Major suit not held or 4 ¢ with both Major
suits.
3w The opener promises a 5-card Heart suit.
Ja The opener promises a 5-card Spade suit.
3NT The opener holds neither a 4-card nor a 5-card Major suit.
3e This response is a transfer to Hearts showing at least a 5-card plus

Heart suit and at least 6 plus points. In the 2 ¢ opener only accepts
the transfer by rebidding 3 ¥, then the opener is showing a 3- or
4-card Heart suit and no slam interest. If the opener super-accepts
when holding a 4-card Heart suit, then this strongly indicates a mild
slam interest if the responder has additional values. If the responder
is interested in a slam try, then after acceptance or even super-
acceptance the responder may bid 44, which is then Roman Keycard
Blackwood 1430.

In Competition:

In competition, if the opponent doubles the Karosel 2¢ opening bid, then the responder can
redouble holding 9 plus high card points. If the opener holds a 5-card plus Diamond suit, then
the opener may pass the redouble since the result of making 24 redoubled would result in a better
score. If the Karosel 24 opener does not have a 5-card Diamond suit, then the Karosel 2¢ opener
should rebid 3NT.

In competition, if the responder of the Karosel 2¢ opening bid has absolutely no values to
improve the contract, then the responder may pass the double and/or overcall. In this auction, all
other agreements are “system off” and/or not binding. A pass informs the opener of the values
held by partner. In this instance, as strongly suggested by the author, the partnership shifts to
Rescue Mode.
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This action requires the opener to pass if the right hand opponent bids. If, however, the right
hand opponent passes, then the opener rebids his/her 5-card suit at the cheapest level, but with
a 4-3-3-3 distribution the preference is to redouble if the overcall after the Karosel 2¢ opening
bid was a double. If the left hand opponent, who has doubled then passes for penalty, then the
partner of the Karosel 24 bidder bids his/her longest suit. This is the so-called Rescue Mode. In
the case that the left hand opponent bids over the redouble, then the partner may pass knowing
that the distribution is 4-3-3-3 and the preference is to defend.

Opening 3NT* Gambling

Playing Standard American, many were taught to open a balanced hand with 25-27 starting
points 3NT. In the 2/1 force system of bidding, this is accomplished by opening 2 and then
bidding 3NT. Instead the bid is used for Gambling 3NT.

To use the bid of Gambling 3NT*, you must have a solid running minor suit with 7+ cards with
the AKQ and possibly the jack. However, when it comes to strength outside the minor suit, not
all agree on the requirements. The bid must be alerted.

In first seat, most play the bid with no values in any outside suit vulnerable or non-vulnerable.
However, if vulnerable, some require a stopper in the other minor, but no stoppers in the majors.
Why? With no stoppers outside, partner will bid 4#, asking partner to bid his minor. With all
suits stopped, he will leave the bid stand. However, when vulnerable, partner only needs stopper
in the majors, knowing partner has a long minor and the other minor stopped he will leave the
game bid of 3NT to play if vulnerable with stoppers in the majors.

When responding to the Gambling 3NT bid, Marty Bergen makes the following
recommendations for responder bids.

Responses to 3NT (Per Marty Bergen)

4 says let’s play in a part score 4 or 44

44* is asking opener to bid a singleton; responses are:

4v heart singleton

4a spade singleton
ANT minor suit singleton
S& no singleton

Example: Responder has & AKQ7 ¥ 76 ¢ AKQ7 % 432
With a heart singleton, you want to play in six clubs otherwise you would bid five clubs.

4% and 44 are signoffs in responder’s long suit. Opener must pass.
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4NT is invitational to slam, asking opener to bid a minor suit slam with an outside trick.
S5& asks opener to play in a minor suit game

54 is a sign-off by responder, responder knows that the opener has long diamonds and wants to
play game from his side.

SNT is a grand slam try, to play in 7 or 74.

Responder has no losers outside the trump suit but is usually void of the trump suit and is afraid
of a trump loser.

6% is to play slam in 6&/64; opener is to pick the suit.

A bid of 64 by responder is to play slam in diamonds; responder knows that it is the long suit.

ACOL* 4NT Opening

An opening bid of 4NT asks for specific aces. The responses are:

S5& 0 aces
54/59/56/6% shows the ace in the suit bid
5NT shows 2 aces

* A bridge bidding system played primarily in Great Britain.

The ACOL 3NT convention is also used in Great Britain. It shows 19-21 HCP and is to play. All
suits must be stopped. If you use this convention, the responses by partner are:

4% Gerber
44/49/44 Transfers to Hearts, Spades, and Clubs

To bid dimonds, one corrects after 5% to bid 5¢
4NT Quantitative

Opening Two of a major

Because we recommend that the bid of 24* has special meaning (e.g., Flannery, Extra Shape
Flannery, Mini Roman, or Mexican two diamonds), we exclude the bid here. Why tell the
opponents you have a weak hand with diamonds? Two-over-one game force players not should
use the weak two diamond bid; it has no value.

Weak two bids in the majors are used to interfere with the opponents’ bidding structure. The
bids are preemptive showing a good six-card suit with between 5-10 starting points. The bids
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are constructive. Partner with a good hand may put you in game. If vulnerable, we recommend
that the major suit have two of the top three honors. When not vulnerable, you may relax this
requirement.

For example, with the hand & 103 ¥ AK10987 ¢ J3 & Q32, you would open the hand 2%
vulnerable or non-vulnerable. However, replacing the king of hearts with a jack, you should not
open the hand vulnerable.

Rule of 17

When responding to a major two-level opening bid, one may use the RULE OF 17. The rule goes
as follows. If the number of Dummy Points and the number of cards in the major suit bid total
seventeen, bid to the four level in the major.

With 12-15 Dummy Points and two-card support raise the two-level bid to three, a weak
competitive raise that is non-forcing. It is called by some “raise only non-forcing” (RONF).
With 15-16 starting points, responder makes a forcing 2NT bid, which asks the opening bidder
to describe his hand and is invitational to game in the major with at least two-card support or
perhaps notrump, independent of vulnerability.

Bidding 2NT by some players asks partner to bid a feature, an ace or king in an outside suit, bid
the suit. It is used to determine if an entry exists in dummy to allow one to access the long suit.
More importantly, one needs to know about strength in the major and strength of the hand. The
convention one may use is known as OGUST.

The OGUST Convention

After a weak two bid (usually a six-card suit), the convention allows for a detailed description
of the opener’s hand. It is invoked by the artificial 2NT bid made by the responder. The reply to
a weak two bid shows strength and asks whether the opener is weak (5-7/6-8 starting points) or
strong (8-10/9-11 starting points) and how many of the top three honors are held in the major.
The replies are most commonly as follows.

3% minimum, 1 top suit honor (BAD/WEAK Hand and BAD/WEAK Suit)

3¢ minimum, 2 top suit honors (BAD/WEAK Hand and GOOD/STRONG Suit)

3v maximum, 1 top suit honor (GOOD/STRONG Hand and BAD/WEAK Suit)

3e maximum, 2 top suit honors (GOOD/STRONG Hand and GOOD/STRONG Suit)
3NT all 3 honors, A-K-Q-x-x-x and little else

A simple way to remember this is to picture Mamma Mia dancing - 1-2, 1-2, 1-2-3... These refer
to the order of the top honors in the major as shown above. The bids represent HAND and then
SUIT - NOT SUIT and then HAND!
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Note: Some players interchange the bids of three diamonds and three hearts. The 1-1, 2-2, 1-2-3
dance step!

Some players incorrectly use the convention to show first suit and not hand. Discuss this
convention with your partner. The word OGUST may have a different meaning to your partner!
This is why a description of any convention is better than simply using the words “I play Ogust.”
The OGUST Convention is used instead of “asking” for a feature (ace or king).

What if responder has his own suit? We have said that a raise in opener’s suit is non-forcing.
When partner bids his own suit, it is most often played as forcing for one round and asks partner
to support the suit bid with three-card support . . . or to pass. If you do not play it as forcing, you
must alert the new bid as non-forcing “it appears in red on your convention card.”

Modified OGUST Convention

Because bidding is becoming more aggressive, many partnerships will open weak twos with a
five-card major one-suiter. If you do, one may use Modified OGUST rebids to describe the hand.
Again, the 2NT bid is used to ask about the hand. Using this convention, the bids are:

3% 5-card suit GOOD/STRONG hand

3¢ 5-card suit BAD/WEAK hand

3v 6-card suit BAD/WEAK hand

3a 6-card suit GOOD/STRONG hand

3NT either a 5- or 6-card suit or a semi-solid 5- or 6-card suit plus ace or king in a side suit

Observe that the 34 bid is used to show a stronger HAND in order to leave more room for
further investigation since all responses describe only the “HAND” and say nothing about the
quality of the suit.

After the response of the 3% bid, if responder wants to find out about the SUIT, he bids
3¢*  The opener now clarifies the suit strength with the following bids.

3v*  BAD/WEAK suit and 1Thonor

34*  GOOD/STRONG suit and 2 honors

3NT* GOOD/STRONG suit and 3 honors

Following OGUST, one describes the HAND and upon request, then the SUIT.

A common practice is to use five-card OGUST Non-Vulnerable and six-card OGUST
Vulnerable!

If you do not make this distinction (five and six cards) in your partnership agreement, there is yet

another convention called the TWO-STEP OGUST Convention developed by Daniel Zenko. It is
discussed in the April 1997 issue of “The Bridge World.”
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While experts use OGUST-type responses for two-suited 6-4 hands in the majors, the responses
become complicated and will not be discussed.

Opening three- and four-level bids

Opening bids at the three-level are preemptive showing a weak hand (5-10 starting points) and
able to take about five tricks in the trump suit bid. To open the bidding, one usually has a seven-
card suit and no ace or king in an outside suit or four cards in a major. Vulnerable, you should
hold two of the top three honors in the suit bid. Once you make a three-level bid, you have
described your entire hand, do not bid again, unless partner makes a forcing bid. The only
ways partner can force are by bidding a new suit, by cuebidding the opponent’s suit, or by asking
for aces.

Opening at the four-level is also preemptive showing a weak hand (5-10 starting points) and now
able to take six tricks in the trump suit. You need an eight-card suit, no outside ace or king, no
four-card major, and three of the top five honors. You only get one bid.

Rule of 2/3

A guide to preemptive opening bids and overcalls is that one cannot afford to be set more than
500 (two or three tricks vulnerable and non-vulnerable when doubled) unless one is saving
against a slam contract. One often assumes that a vulnerable partner can make two tricks, and
a non-vulnerable partner three tricks. Thus, a player who opens 44 should have an eight playing
trick hand if vulnerable and a seven playing trick hand if not vulnerable.

To count playing tricks, only the first three tricks in a suit are counted. Winners are the A,
K, or Q only in the suit. With less than three cards, AQ=", Kx= 2, KQ=1, K=1, Q=1, Qx=1

loser.

What does that mean? The Rule of 2/3 states that with a weak hand and a long, strong suit, you
should count your playing tricks and add three when non-vulnerable, and add two if vulnerable.

To illustrate, we consider two hands:

A) 4AKQI10653 ¥ 8 ¢ 854 # 96

B) # void ¥ 63 ¢ AQJ876432 & 87
In Hand A, we have six losers (0 in spades, 1 in hearts, 3 in diamonds, and 2 in clubs). Thirteen
cards-six losers=seven playing tricks. Non-vulnerable, adding 3 = 7+3=10 so you should open
44, If you open at only the three levels, you would be underbidding your cards. You would open
3 only if vulnerable (7+2=9).

It is obvious that the opponents are able to more easily bid over three spades than four spades.
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In Hand B, we have five losers and therefore eight playing tricks; adding three non-vulnerable
takes us to eleven. Therefore, one would open 5¢. Vulnerable, one would open 4+.

Responder bids to three-level preempts

When partner opens the bidding at the three-level, responder has to place the contract. With a
weak hand and no fit, pass. To set the contract, you must think about playing tricks and consider
the vulnerability.

Opening at the three-level, partner has said he can make five tricks in the trump suit. Thus, for
game in a major you need to add five tricks outside the major to raise to the four-level. When
opening a minor, bid 3NT if you have four more tricks. A simple raise in the minor shows a
minor trump fit without game interest. If you bid another suit, not bid by partner, it generally
shows a preemptive hand in the suit bid at the three-level and is lead directing since it is very
likely that the opponents will get the contract.

If you are unsure what to do, use OGUST, only for major suit reempts. You must have enough
points for game in the major with 19+ starting points or have slam interest. We use the bid of
3NT* and the responses follow the bid of 2NT; however, now the bid must be alerted.

Ogust over three-level preempts (bid 3NT*)

44*  minimum, 1 top honor (BAD/WEAK Hand and BAD/STRONG Suit)

4¢*  minimum, 2 top honors (BAD/WEAK Hand and GOOD/STRONG Suit)
4¥*  maximum, 1 top honor (GOOD/STRONG Hand and BAD/WEAK Suit)

44*  maximum, 2 top honors (GOOD/STRONG Hand and GOOD/STRONG Suit)
ANT* all 3 honors, A-K-Q-x-x-x and little else

We consider a few examples.
47 ¥ KQ10653 ¢ A54 % Q6

You have six losers, or 13-6 = 7 playing tricks. Non-vulnerable, you expect partner to cover three
losers, so open 4¥. You would open it at the three-level vulnerable.

2974 9 7 ¢ AQJ863 # Q62

You have seven losers or 13-7 = 6 playing tricks. Open 3¢ Non-vulnerable and pass if you are
vulnerable. Just because you have a six-card suit does not mean you should open the hand with
a preemptive bid.

#A3 ¥ 10987 ¢ void # KQ108762

You have a five loser hand, strong club suit and four hearts. Pass and wait to see what partner
bids. Do not preempt your partner in the first seat.
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Preempted Openings

Most of the bridge literature has been written about defending against weak three-level bids.
Examples include the optimal double, 3NT for takeout, Fishbein, Lower Minor, Smith, Weiss,
FILM, Reese, and Two-Suiter Takeouts, etc. Many of these approaches involve numerous
artificial bids that most players FORGET. Our goal is to keep it simple because there is no
optimal system. The underlying principle that you must use is to devise a system that enables
you to reach your own BEST contract and do not worry too much about penalizing the
opponents.

Opening Five-level Bids

To play straight penalty doubles at this level does not make sense. Opener will always have a
long and strong single suit and the opponents are trying to steal the contract! DOUBLE should
always be for takeout, not penalty, and the bid of SNT shows the two lowest unbid suits. This can
be played in both the second and fourth positions.

Opening Four-level Bids

When the preemptive bid is made at the four-level, one has more options. We consider each in
turn. (1) Over 4 or 44

Again, a double is for takeout suggesting a good hand with no clear-cut bid and all four-level bids
are natural. A cuebid usually indicates a two-suiter (both majors) or perhaps a three-suited rock
crusher. (2) Over 4%

Here, 4NT is not natural but a takeout bid for the minors. Double is for PENALTY, but I have
tolerance for the other suits, particularly for spades. Partner, please decide. (3) Over 44.

Here, 4NT is generally takeout and again double is primarily for penalty. Partner will again pull
the double on a very shapely hand. Alternatively, a double may be used for takeout; then, 4NT is
used to show the minors. Discuss this with your partner.

For more information, see Brian Senior’s (1984) “Defending against Pre-empts,” by Apsbridge
Services Ltd.

Roth Four Club Convention

Previously, we have suggested how to defend against preempt bids. However, if your partner
preempts, there are also ways to investigate the preempt bid further. For two-level preempts, one
may bid 2NT to ask your partner for a feature or you may use the Ogust Convention. Or, you
can play modified Ogust, Two-step Ogust, Roudinesco rebids, Romex rebids, McCabe Adjunct
Convention, etc.
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What method can you employ if your partner bids at the three-level and you have a very good
hand? A convention that is similar to Ogust 3NT* ask is called the Roth Four Club Convention.
It is usually a slam-try allowing one to assess the partnership’s prospects for slam without going
beyond a safe contract.

After the three-level bid, partner bids 4#* which is artificial and asks partner to describe his
hand further. The responses are similar to Ogust and go like this:

4e bad hand, bad suit.

49 bad hand, good suit (2 of the top 3 honors in the preempt suit).
44 good hand (1 or 2 honors outside the preempt suit), bad suit.
ANT good hand, good suit.

The responses are similar to Ogust but use different steps. What do you think? Other systems
like Thomas’ Four Diamond system use keycard responses that are more difficult to remember.
However, some recommend Asking Bids that are discussed next.

What about the four-level preempt with slam interest? One may simply modify the Roth Four
Club approach!

Asking Bids after a Preempt

How many times have your partner opened at the three-level and you find yourself with a very
good hand? What do you bid? Often neither Blackwood nor cuebids help. To consider a specific
example, suppose you pick up the hand: 4AQ4 YAKQ654 ¢ AT & 84

And, your partner opens three spades. What do you bid? The problem revolves around what your
partner has in the club suit.

Or, consider the following three OPENING hands:

(1) 4KJ109765 932 ¢K76 42,
(2) 4KJ109763 ¥32 ¢K9 #J10, and
(3) 4KJ109543 932 ¢87 #A2.

Opposite hand (1), six spades is a lay down. With hand (2), six cannot be made because of the
two club losers. And, with the third hand, seven is a lay down. The same problem occurs when
your partner opens four spades. With hand (3), Blackwood (Chapter 3) solves the problem, but
what about hands 1 and 2? A solution is to play ASKING BIDS whenever one opens at the three/
four-level.

For a three-level bid, any JUMP response in a suit is an asking bid in that suit.

Thus, after 34 followed by 5# asks, what do you have in clubs?
After 3¢ followed by 4% asks, what do you have in hearts?
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Following a FOUR-level bid, any five-level bid becomes an asking bid.
After 4% the bid of 5¢ asks, what do you have in diamonds?
After 44, the bid of 5% asks about clubs.

These bids do not interfere with normal bidding procedures because a new suit in response to a
preemptive bid is usually forcing so that responder need not jump to game. Thus, the jump bid
may be used more profitably. When opening at the four-level, opener should have a powerful
suit and responder is not likely to have a better suit. Hence, responder is more likely to make an
asking bid.

Responses to Asking Bids

Let’s consider an example with the sequence: 34 followed by 5&. What do you have in clubs?
Responses to asking bids ALWAYS start with the next suit.

First Step—two or more quick losers’” xx, XXX, XXXX
Second Step—singleton

Nearest notrump regardless of step = king

Fourth Step—ace

Fifth Step—A-K or A-Q

Sixth Step - Void

Example 1:
Opener’s Hand: 4K4 965 ¢AJ109432 43,

Responder’s Hand: 487 YAKQJ109 ¢K4 #AKQ.

The bidding goes, 3¢ followed by 44. What do you have in spades? The bid of 4NT shows a
KING, closest NT, and responder bids 6NT to protect the king. Notice that in this case, the
first step is notrump, showing the king. With two or three small spades, opener would have
responded 5 to the 44 asking bid.

Example 2:

Opener’s Hand: 4AKJ98765 ¥32 42 &54.

Responder’s Hand: #QT4 ¥J7¢AKQJ #AKJ10.

The bidding goes, 44 followed by 5¥. What do you have in hearts? Opener bids 54, first step, to
show two or more quick losers in hearts. Responder passes.

Some recommend using only five steps for asking bids against preempts. They combine

singleton and a king (steps 2&3) into step 2. Then step 3 is an ace, step 4 is A-K or A-Q, and
step 5 becomes a void. Always discuss how you play asking bids with your partner.
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Warning: THERE IS NO DISASTER WORSE THAN A MISUNDERSTOOD ASKING BID!
The asking bids discussed here are based upon: Edwin B. Kantar (1974), “Bridge Conventions,”
Wilshire Book Company.

Grand Slam Force after a bid suit

A bid of SNT after a three-level or four-level bid suit is called the Grand Slam Force and is
used most often when the bidding has shown a strong hand and an agreed upon major suit.
The definition of a strong hand is: (1) a preemptive opening bid or overcall when vulnerable, (2)
a jump rebid, (3) a rebid in your original suit after your partner has made a jump shift. Then,
a bid of SNT by partner is the Grand Slam Force bid asking about the strength of the major.
It was originally proposed by Josephine Culbertson in 1936, asking partner if he has two of
the top three trump honors in the agreed upon major. If the answer is yes, one bids seven.
If a trump suit has not been agreed upon, it is usually the last suit bid major. However, this
approach only handles about 40 percent of the hands. Hence, since 1936 there have been several
proposed modifications to the bid. What follows is as a result of Edwin B. Kantar. There are
other variations for the bid so you should discuss it with your partner! Kantar recommends the
following responses.

6% 1 of the top 3 honors, almost always the ace or king.
6 of the agreed suit 2 of the top 3 honors.
7 of the agreed suit 3 of the top 3 honors.

Some also play the bid even if the bidding does not show a strong major suit. For example, a
preemptive bid not vulnerable. Then the responses are:

6% queen or less.

64 ace or king with minimum length.

(4 ace or king with more than minimum length.
64 two of the top three honors.

7% (or 7 of the agreed upon suit)  the top three honors.

Many times the responder must first find out about aces before using the Grand Slam Force.
Then, the bid of 64 becomes the Grand Slam Force bid! An example follows:

Opener Responder | Opener Bid | Responder Bid
aKQJ109876 | 4A 44 ANT

v9 YAKQ765 |5% O

*7 *AK54 Oa INT

#A98 #KQ2

The bid is also often used after INT asking the opener to pick a suitable slam contract. Or,
it can be taken as quantitative looking for 7NT. Again, these bids should be discussed with
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your partner. You may also consult: Magnus Lindkvist (2002), “Bridge Classic and Modern
Conventions,” Arta Grafica S.A., Romania.

Namyats

NAMYATS was created by Sam Stayman who, after creating the Stayman 2& response to
partner’s notrump opener, coined the NAMYATS Convention using his name in reverse order.
The NAMYATS Convention, part of the 2/1 game force system, allows one to differentiate
between a strong distributional hand, which may provide a slam opportunity with less opponent
interference, and a preemptive bid that has no slam opportunity.

The bid requires a 7+ card suit in hearts or spades, and like the strong two club opener, requires
8 2 - 9 playing tricks. The major suit has two of the top three honors non-vulnerable and three
of the top five honors vulnerable, and both require an outside ace or protected king. Thus, you
almost have game in hand; partner has to only cover one loser in a major game contract. The
bids use the minor preemptive four-level bids:

4#*  transfer to hearts
4¢*  transfer to spades

If responder bids the transfer suit, this usually denotes no interest in slam. However, if one bids
the next step, it indicates slam interest in the major.

44* 44 slam interest
4e* 4% slam interest

General

In first and second position, 4% and 44 openings show “good” four-level preempts in hearts and
spades respectively. The requirements for such an opening are:

exactly two key cards (five aces and trump king), and

no more than one uncontrolled suit, and

a losing trick count of at most five, and

at most three of the nine side-suit aces, king and queens, with no side suit containing all
three of these honours, and

5 amain suit at least as good as

1. KQT9xxx or KQJxxxx or a side void, when holding a seven card main suit, or

2. KQxxxxxx when holding at least an eight card main suit, and

o=

6. if holding a void, opener must also hold
1. an uncontrolled suit and a main suit of at least AKQxxxx or AKXxXXxx, or
2. a suit lacking first- or second-round control but holding third-round control
(doubleton or queen) and a weaker main suit.
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A controlled suit is one in which the ace or king is held, or one in which at most one card is held.

Responding to Namyats openings

After a Namyats 4% opening

Responder may inquire with 4¢ when holding at least 2 key cards and some prospects of slam, or
make other descriptive slam tries, or sign off in opener’s suit at the four level. After the inquiry,
in auctions where specific holdings are shown, “strong” holdings (void and honour combinations)
are shown naturally, and uncontrolled suits are shown in the order other-major, clubs, diamonds.

4e

4%
48/ANT/5%

S5¢

b} 4

4v
44

ANT

S&/54/5%

Se

SNT/6%/6¢

6Y

ANT

SNT

S%/56/59

6H/64/69

Inquiry, showing at least two key cards
Minimum requirements

Better than minimum, unspecified void

Inquiry

Club/diamond/spade void

Better than minimum, no void, all suits
controlled

Better than minimum, no void, no control in
spade/club/diamond suit

AKQxxxxx with two singletons and a KQx suit,
or AKQxxxxx with one singleton and two Kx
suits, or KQJxxxxx with two singletons and a
AKX suit

Inquiry

Club/diamond/spade suit with KQx, Kx or AKx
respectively according to the hand type held for
the 5S response

AKQxxxx and a spade/club/diamond suit of
KQIJx with two singletons, or AKQxxxx and a
spade/club/diamond suit of KQx with a singleton
and a Kx suit

AKxxxxxxx, two singletons and a Kx suit

To play

Spade/diamond/club void, slam interest and at
least one key card

Small doubleton trump, three side aces and
possibly nothing else

Small singleton trump, three side aces and
nothing else
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After a Namyats 44 opening

Responder may inquire with 4H when holding at least 2 key cards and some prospects of slam,
or make other descriptive slam tries, or sign off in opener’s suit at the four level. After the
inquiry, in auctions where specific holdings are shown, “strong” holdings (void and honour
combinations) are shown naturally, and uncontrolled suits are shown in the order other-major,
clubs, diamonds.

4v Inquiry, showing at least two key cards
44 Minimum requirements
ANT Better than minimum, unspecified void
S5 Inquiry
54/5%/54 Diamond/heart/club void
5% Better than minimum, no void, all suits controlled
5¢/59/54 Better than minimum, no void, no control in heart/

club/diamond suit

SNT AKQxxxxx with two singletons and a KQx suit, or
AKQxxxxx with one singleton and two Kx suits, or
KQIJxxxxx with two singletons and a AKx suit

6% Inquiry
64/6¥/664 Diamond/heart/club suit with KQx, Kx or AKx

respectively according to the hand type held for the
SNT response

6%/64/6% AKQxxxx and a club/diamond/heart suit of KQJx with
two singletons, or AKQxxxx and a club/diamond/
heart suit of KQx with a singleton and a Kx suit

64 AKxxxxxxx, two singletons and a Kx suit

44 To play

ANT/5%/5¢ Heart/club/diamond void, slam interest and at least one
key card

Sv Small doubleton trump, three side aces and possibly
nothing else

Se Small singleton trump, three side aces and nothing else

Holding the following hand, what do you open? 4AK109653 ¥7 ¢ 9 # KJ73

The hand is too strong to open 44. Playing Namyats, one would open the bidding 4¢*.

Mc Cabe Adjunct
When your partner opens a weak two bid and they double, what are your options?

With a weak hand, the contract usually belongs to the opponents; hence your partners bid should
help you with the lead since it may be the opponent’s contract. A convention developed by Mr. J.
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I. McCabe of Columbia, South Carolina, United States does just that. His article was published
in The Bridge World, issue of January 1994.

The Mc Cabe bids are:

A simple raise of partner’s weak two bids shows an Ace or a King in the bid suit. With this
information the weak two-bidder may lead the suit. A bid in a lower ranking suit is also lead
directing. It also shows an Ace or a King. And it suggests to the weak two- bidder to bid again
without interference.

Without a fit, partner bids 2NT as a relay to three clubs. Responder then corrects or bids a new
suit at the three level. The opening bidder must pass. However, if responer next bids partners
weak two bid suit at the three level, after the relay bid of three clubs, he denies a good lead and it
again shows an Ace or King in the weak two-bidder’s suit and a good hand.

Some partnerships reverse the meaning of Mc Cabe’s Adjunct.

Mec Cabe Adjunct (reversed)

In this method, raising partner bid suit denies an Ace or a King and merely advances the
preempt. A new suit at the two level is to play. A three level bid over a major suit bid

shows an Ace or King in the major bid. 2NT is again a relay to three clubs and is as in the
Mc Cabe Adjunct. A redouble of the bid suit shows a strong hand, it is designed to punish the

opponents.

To be more specific with reverse Mc Cabe, we have the following structure.

2¥ - X then  Redouble shows a strong hand

24 =Spades

2NT =Clubs (partner bids clubs)

3¢ =transfer into suit shows A/K
of Hearts

3y =No A/K of Hearts

2#- X then  Redouble shows a strong hand
2NT =Clubs (partner bids clubs)

3v =transfer into suit show A/K
of Spades

3e =No A/K of Spades

Over 24 all two level bids are natural and 3% shows A/K of diamonds; the bid of 3¢ shows the A/K.
The bids over 24 are of course modified if you play Flip-Flop over the double of a diamond bid.
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CHAPTER 3

SL.AM BIDDING

To reach a slam, the partnership should have roughly thirty-three Bergen points. In addition to a
trump fit and count, slams require controls (aces, kings, voids, and singletons). The more controls
between the partners, the easier the slam. To evaluate whether or not the partnership has the
required controls, one uses cuebids and Blackwood Conventions. Blackwood Conventions reveal
how many aces and kings for example, while cuebidding or control showing bids reveal where
they reside.

The Blackwood Convention

The most used and perhaps abused convention in bridge is the original Blackwood Convention
developed by Easley Blackwood Sr. because many believe it will handle all situations. It does
not. While the convention does not require knowing the trump suit, it does require that one
knows whether or not slam is possible. The convention augments this knowledge by helping one
find the number of aces and kings.

The convention should not be used when:

(1) Holding two or more cards in an unbid suit with no ace or king (e.g., xx, Qx, Jx).
(2) Holding a void.

(3) One has a slam invitational hand (e.g., INT facing INT hands).

To use the convention, the captain bids 4NT which is the asking partner for the number of aces
held.

The responses are:

S% 0 aces or all 4 aces
5¢ 1 ace

5v 2 aces

5o 3 aces
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If two aces are missing, the captain signs off in five of a suit. If one ace is missing, one may bid
6NT or six of a suit. When spades is not trump, the bid of 54 asks partner to bid SNT.

What do you do if you have a void? Do not count it as an ace. With an even number of aces (two
or four) bid SNT and with an odd number (one or three) bid the suit at the six-level. It works. If
you have no aces and a void (ignore the void), bid 5% since the void may be in a suit in which
your partner has an ace.

Knowing you have all the aces, SNT is the king’s ask (without a void response); the responses are:

6% 0 kings or all 4 kings

6¢ 1 king
6v 2 kings
64 3 kings

Having all the aces and kings, one is in the grand slam zone; recall it requires about thirty-seven
Bergen points.

The major problem with the Blackwood Convention is you have no way of knowing about
the ace and king of trump and the specific location of aces are unknown. To solve these
shortcomings, one uses cuebids and the Roman Keycard Blackwood Convention, which has
replaced the Blackwood Convention.

Roman Keycard Blackwood (RKCB) Convention - 1430

The most authoritative book (in my opinion) on this convention is by Eddie Kantar (2008),
“Roman Keycard Blackwood the Final Word” 5" Edition, Master Point Press, Toronto, Ontario,
Canada.

To use the RKCB Convention, one must have agreed upon a trump suit. Knowing the trump
suit, there are two Roman Keycard Conventions known as 1430 and 3014. When the strong hand
asks, Kantar recommends that one play the 1430 version (marked as 1430 on the convention
card); if the weak hand asks, he recommends 3014 (marked as RCK on the convention card).
While Kantar has several criteria to determine which hand is considered strong and which is the
weak hand, because more often than not the strong hand usually asks, we recommend always
using the 1430 Roman Keycard Convention. Let’s not get too complicated.

When using the RKCB Convention, there are now five keycards, the four aces, and the king of
trump. Another keycard is the queen of trump. If you do not use kickback (to be explained later),
the 1430 RKCB ask is again 4NT. The responses are:

5% 1 or 4 keycards (the 14 step)

S5¢ 3 or 0 keycards (the 30 step)

Sv 2 (or 5) keycards without the queen of trump in the agreed upon suit
Se 2 (or 5) keycards with the queen of trump in the agreed upon suit
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When one responds five clubs or five diamonds, the queen ask may be needed. After the

response five clubs, the bid of 54 is the queen ask (when hearts or spades are the agreed upon

trump suit). After the bid of five diamonds, the bid of 5% is the queen asks.

Queen Asks

In review, after five clubs and five diamonds, the queen asks are:

5¢ and 5% queen asks

Responding to the 5¢ ask

(1) If you do not hold the queen, responder returns to the agreed upon suit at the five- level.

(2) SNT shows the queen, but no outside king!

(3) With both (Q of trump and one or two kings), bid at the six-level of the lowest ranking king.

Responding to the 5¥ queen ask (whether or not hearts or spades are the agreed upon suit).

If you do not hold the queen, pass with zero key cards. With three key cards bid:

1. Not holding the queen bid 6% if hearts is the agreed upon suit. If spades is the agreed upon
suiit, then 54 denies the spade queen. All other responses show the queen.

2. If responder has a side-suit king, the king is bid at the 6 level, to show king and queen of
trump.

3. Ifresponder has no side-suit king, but the queen of trump, bid SNT.

4. If responder has 4-3-3-3 distribuion without a side-suit king or queen, bid 6NT.

Another simple option when hearts is the agreed upon suit is to bid 6% if you do not hold the

queen, with three key cards and to bid 7% holding the queen.

King Asks

Knowing you hold all the aces and king-queen of trump (note some players do not require
holding the queen), SNT is the specific king’s ask!

The specific king ask is needed for a grand slam try in the agreed upon suit or notrump.
Responses are:

(1) Return to the agreed upon trump suit at the six-level denies any kings.

(2) With two kings, bid the cheapest at the six-level (below agreed upon trump suit); if the

second king is of higher rank, bid 6NT.
(3) With three kings, bid 7NT.
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To find a second king below the trump suit, bid the suit. Without the second king, responder
bids the trump suit at the six-level. With the king, bid as follows.

(I) Make a first step response, including 6NT with Kxx(x),
(2) Make a second step response with Kxx, and
(3) Raise the ask suit with Kx.

Queen and King Asks Combined

To make the best use of bidding space when one holds the trump queen, one may also show
specific kings as well.

Assuming hearts are trump:

4ANT (RCKB) S# (1 or 4)

54 (next suit = queen ask) 5 = no queen (next suit up)
6¥ = queen but no kings (trumps at lowest level)
5 = queen and king of spades
6% = queen and king of clubs
64 = queen and king of diamonds
SNT = queen and 2 kings

4ANT (RCKB) 5¢ (0 or 3)

5& (next suit = queen ask) SNT = no queen (next suit up)

(5% would be sign off) 6¥ = queen but no kings
64 = queen and king of spades
6% = queen and king of clubs
64 = queen and king of diamonds

6NT = queen and 2 kings

Assuming spades are trump:

4ANT (RCKB) 5# (1 or4)
54 (next suit = queen ask) 5% = no queen (next suit up)
Se = queen but no kings (trumps at lowest level)
6% = queen and king of spades
6% = queen and king of clubs
64 = queen and king of diamonds
SNT = queenand 2 kings
4ANT (RCKB) 5¢ (0 or 3)
5% (next suit = queen ask) 54 = no queen (next suit up)
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(54 would be sign off) () 4 = queen but no kings
6% = queen and king of clubs
64 = queen and king of diamonds
SNT = queen and 2 kings

Playing 1430 RKCB, the standard is to use the specific king ask; however, some still may
play the number of Kings from “Blackwood” excluding the trump suit—YOU BETTER
ASK your partner.

Responding with voids

Using the 1430 convention, and have a void the responses to 4NT are:

SNT =2 or 4 an even number of keycards with a void (with 0, bid 56—ignore the void)

6 of suit below the trump suit = odd number keycards (1 or 3)

6 trump suit = odd number of keycards (lor 3) with a void in higher ranking suit

Specific Suit Asks (SSA)

We have seen that one may ask for keycards, the queen of trump and having both, ask for
specific kings. When searching for a grand slam, one may also need to know about an outside
suit (not the trump suit). For example, do you have a queen in the suit, a doubleton, or a
singleton? To ask and answer this question, one makes a Specific Suit Ask (SSA).

The specific suit asks is usually done when the captain has the queen of trump after the Keycard
responses of S& or 54.

After 5% 6%, 64 is SSA.
After 5¢ 54, 64, 69 is SSA

The responses are:

(1) Make a first step response, including 6NT with third-round control Qx(x), Ax, AQx, xx
(2) Make a second step response with second-round control Kxx(x)

(3) Make a third step response with Kx

(4) Raise the ask bid with KQx and JUMP to the trump suit with a singleton

Over Interference DOPI-ROPI or DEPO

When the opponents interfere, most players play DOPI/ROPI. Another option is to use DEPO. While
some do not use both, I recommend the use of both which depends on the level of interference.
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If the opponents interfere at the five levels with a bid, use DOPI,

Pass One Keycard
Double No keycards

It Step suit above Two keycards
2md Step up Three keycards

If the opponents interfere at the five levels with a double, use ROPI,

Pass One keycard
Double No keycards

1t Step suit above Two keycards
2" Step up Three keycards

However, if the bid used by the opponents is higher ranking than you’re agreed upon suit you
must use DEPO and not DOPI or ROPIL.

DEPO
Double Even Number of keycards (0, 2, 4)
Pass Odd Number of keycards (1, 3)

The bidding goes 1% pass 4NT 54. Since spades is higher ranking than hearts, one must use
DEPO; where double is even and pass is odd. You are still at the 5-level and the double may
be passed for penalty. If instead, the opponents bid 5%, DOPI is used since the bid is of lower
rank. Now double is zero and pass is one. A bid of 5 hearts shows two key cards and 5% would
indicate three key cards. If instead, the opponents doubled, one would use ROPI.

If the opponents interfere over SNT (at the six-levels) use DEPO to show number of kings, not
including the trump king. Now double shows zero or two and pass shows one or three. If you
play specific kings, you may not be able to show the king and hence may also revert to DEPO.

Kickback or Redwood and Minorwood

When the agreed upon suit is a minor, the use of 4NT as a keycard ask will often get the
responses too high. To avoid this problem, one uses Roman Keycard Blackwood with kickback.
It works as follows: if clubs is trump, then 44 is used to ask. If diamonds is trump, the 4% is used
to ask. If hearts is trump, either 44 (in order to avoid problems with the queen ask) or 4NT is
used to ask. When spades is trump, one always uses 4NT to ask.

One responds to the ask using each suit in order. For example, suppose the agreed upon suit is
diamonds so 4¥ is the asking bid, the responses are:

44 1 or 4 keycards (the 14 step) It step
4NT 3 or 0 keycards (the 30 step) 2nd step
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S5% 2 (or 5) keycards w/o queen of trump in agreed suit 3" step
Se 2 (or 5) keycards with queen of trump in agreed suit 4™ step

What is the queen ask? After 44, it is 4NT and after 4NT, it is S%! Note that with no queen, you
again return to the five-level of the agreed upon trump suit. If you have the queen, bid six. It
works! All extensions follow.

Instead of playing Kickback or Redwood, some partnerships play Minorwood. The Minorwood
Convention uses four of the agreed minor for the RKCB ask. For example, in the auction 14 - 24,
the bid of 44 is Minorwood; it is used instead of 4%, kickback, or redwood. It can also be played
in a sequence when kickback may be confusing. For example, if the bid of 44 is confusing, one
may jump into four of a minor instead of using Kickback RKCB. I have heard this called the
“Bothwood” convention.

Minorwood

Over 4

44 1 or 4 keycards (the 14 step) I* step
4v 3 or 0 keycards (the 30 step) 2m step
44 2 (or 5) keycards w/o queen of trump in agreed suit 3" step
4ANT 2 (or 5) keycards with queen of trump in agreed suit 4™ step
Over 44

4v 1 or 4 keycards (the 14 step) I** step
44 3 or 0 keycards (the 30 step) 2" step
4ANT 2 (or 5) keycards w/o queen of trump in agreed suit 3" step
S 2 (or 5) keycards with queen of trump in agreed suit 4t step

Minorwood (Queen Ask)

As before the Queen ask is initiated by bidding the next step up after showing 1/4 or 0/3 key
cards (e.g. 4¥, 44, or 4NT).

If you do not have the queen bid the minor suit at the 5-level. With the Queen bid the agreed
upon minor suit at the six level.

Minorwood (King Ask)

If one has all the Key Cards, one may ask about kings. The King-Ask is one level higher than
the Minor trump suit (for example 54 if clubs is the suit and 5% if diamonds is the suit).

After 5¢ one responds as follows:
5% Promises 0 or 3 Kings. The King of trump is not counted since this card is a Key Card and is

included in the Ace-asking bid.
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5# Promises 1 King. This response cannot signify four Kings since the King of trump has
already been included in the Ace-asking bid.

5 NT Promises 2 Kings.

Note: some partnerships use 4NT as the Specific King ask, discuss your methods with your
partner.

Let us look at an example of kickback. Dealer East N-S vulnerable

& AK1086
v 5
¢ A5432
& K9
& Q3 & 9754
¥ KQJ42 ¥ 10 873
¢ KJ6 ¢ 109
& 763 & Q84
& ]2
¥ A96
¢+ Q87
& AJ1052
Suggested Bidding:
West North East South
14 Pass 2%
Pass 3¢ Pass 4e
Pass 4v Pass S5¢
Pass 6¢ Pass Pass

North opened the bidding by bidding one spade showing five spades and south responded with
the 2/1 bid of two clubs. North’s jumps to three diamonds shows a 5-5 hand in spades and
diamonds. South with three diamonds bids four. Having found a diamond fit, the bid of four
hearts is RKCB for diamonds, using kickback. The bid of five diamonds shows two key cards
with the Queen of trump. North next bids six.

The advantage of the kickback (or minorwood) when investigating a slam in a minor is that it
keeps the bidding at a low level; one may escape at the five level. In this example it does not
make a difference; however, if one responded five spades showing three key cards when bidding
diamonds or clubs, without kickback, it commits the partnership to slam so why ask; this in not
the case with the kickback or minorwood RCKB bids.
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In this example, it was critical that north showed his 5-5 shape. If he did not, the slam may be
missed. Let’s see how an incorrect bidding sequence may progress for the same example.

Suggested poor Bidding sequence:

West North East South

1v Pass 2%
Pass 2¢ Pass 29
Pass 3¢ Pass 3v
Double 4% Pass 44
Pass 5% Pass Pass
Pass Pass

Because North did not show his shape the slam was missed.
When playing 2/1, one usually makes a 2/1 game force bid as soon as possible; however, it is not
always critical. Let’s see another bidding sequence that would also result in the diamond slam

using a forcing notrump sequence.

Suggested Bidding sequence using a forcing notrump bid:

West North East South
& Pass INT
Pass 3¢ Pass 44
Pass 4v Pass S5¢
Pass 64 Pass Pass

Slam Bidding with No Agreed Upon Suit

When playing 1430 RKC, how should one proceed if there is not a prior agreement on the
trump suit? Some recommend that (1) it should always be the last-bid suit, some suggest that
(2) one should not play any form of RKC, but instead just use Blackwood as an ace only ask (no
keycards), others recommend (3) that RKC be used only if the last-bid suit is a minor (opener or
responder) but not a major and some play (4) that it is the last-bid suit of the responder. What is
your agreement?

The approach you use must be discussed with your partner when you make out your convention
card. There is no “best” or standard approach. However, let’s consider a few examples.

Suppose you open one spade and partner responds two hearts (a 2/1 response), and as opener,
you hold the hand: 4AKQJ763 ¥4 ¢KQ53 &7
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If you play the last-bid suit, you cannot bid 4NT. You might try three spades and then 4NT, but if
partner bids four hearts over three spades, you are back to square one. If your agreement allows
you to agree that the last-bid major with a forcing three-level raise or a splinter jump (even a fake
splinter jump!) below game and this is not done, the last-bid suit is not the agreed upon suit. In
the previous example, a strong case could be made to make spades the agreed upon suit if opener
jumps to 4NT over two hearts. The last-bid suit works whenever you have a fit for the last-bid
suit. But if you do not, it usually does not work. We consider an example.

Opener Responder

4KQJ863 aA2

YKT942 vJ7

*Q8 *AKS

#Void SAKQIT4
The bidding goes:

Opener Responder

s 2%

2y 3¢

3y ANT

6 INT

Pass

Responder leaps to 4NT to ask for keycards. Since the last-bid suit was hearts, opener bids 6
which shows an odd number of keycards, the king of hearts and a void in clubs. Thinking that
the one keycard is the ace of hearts, responder bids a grand slam, 7NT. Whose fault? The fault
was that they lacked a mutual agreement as to what 4NT means when there is no agreed upon
suit.

If you play the last-bid suit, you will only survive a 4NT ask when you intend to play in your
own suit as long as you hold the king of the last-bid suit. Partner is forced to answer only aces! In
the above example, responder did not hold the king. Because there was no agreed upon suit, one
would bid 5# (zero keycards). Partner would bid 6NT.

The above example suggests that one use Blackwood if there is no agreed upon suit.

To illustrate, suppose the bidding goes one heart-two clubs-two hearts-4NT. Then, since the last-
bid minor suit of responder was clubs, 4NT agrees clubs. If responder wanted to agree hearts,
and the partnership plays that a raise to three hearts is forcing, it is easy enough to bid three
hearts and then 4NT. If a raise to three hearts is not forcing, then a jump to four diamonds agrees
hearts and if partner bids four hearts, 4NT can be bid. If the responder wants to agree spades, he
bids two spades or three spades, and then bids 4NT.
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Thus, if you do not have an agreed upon suit, you can play Blackwood or agree that one may
play the last-bid minor suit of opener or responder.

With no agreed upon suit, here are my suggestions.

Use Keycard after any four-level bid.

All Kickback auctions are RKCB.

If two suits are agreed upon, the FIRST SUIT BID is trumps for RKCB purposes.
When none of the previous applies, use Blackwood as ace only asks.

Sl el

Overview: Roman Keycard Blackwood 1430*
4NT when hearts or spades are the agreed upon suit (Keycard Ask)

5% =1 or 4 keycards

5¢ =0 or 3 keycards

5% =2 or 5 keycards without the queen of trump

S5#=2 or 5 keycards with the queen of trump or holding a fifth trump

Kickback

Use four diamonds as keycard ask when CLUBS is the agreed upon suit
Use four hearts as keycard ask when DIAMONDS is the agreed upon suit

Voids

SNT =2 or 4 an even number of keycards with a void (5¢=0, ignore the void)
6 of suit below the trump suit = odd number keycards (1/3)
6 trump suit = odd number of keycards (1/3) with a void in higher ranking suit

DOPI/ROPI Interference at the 5 level DBL/RE-DBL: 0 or 3 keycards and PASS: 1 or 4
keycards

DEPO Interference at the 6-level DBL: Even # keycards (0/2/4) or PASS: Odd # (1/3)
QUEEN ASK: After 5%, 5¢ is Queen Ask

Responses:
Denial: Return to the five-level of the agreed upon suit
6 Level of agreed Suit: With queen and no side-suit king or extra trump
6 Level of Lower King Suit: With queen and king
SNT: With queen without a side-suit king, but trump extra

After 5, 5% is the Queen Ask—with zero key cards, PASS
Denial: If spades are trump, bid 54, with hearts bid 6¥.
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6 Level of Lower King Suit: With queen and side king
SNT: With queen without a side-suit king, but trump extra
6NT: With queen without a side-suint king and 4-3-3-3 distribution

SNT is a Specific King ASK (NOT NUMBER OF KINGS)

YES: Bid Lowest King Suit BELOW the agreed upon trump suit
NO: Return to the agreed upon trump suit (or king is above agreed trump suit)
To ask for a SECOND king, the asker bids the suit. Without, return to the agreed suit.
Holding a SECOND king: Make a first step response, including 6NT with Kxx(x)
Make a second step response with Kxx
Raise the ask suit with Kx

SPECIFIC SUIT ASK (SSA) After S&: 5%, 6%, 64 is SSA. After 5¢: 54, 64, 6% is SSA.
Make a first step response, including 6NT with third-round control Qx(x), Ax, AQx, xx
Make a second step response with second-round control Kxx(x)

Make a third step response with Kx

Raise the ask bid with KQx and JUMP to the trump suit with a singleton

*NO AGREED upon SUIT; some use standard BLACKWOOD CONVENTION for Ace
Asking and SNT for NUMBER of Kings Ask

Let’s consider some examples on the use of RKCB.

Slam 1

Opener 4A7 YAQO6S5 484 #AKQ98
Responder &KQ5 ¥ K843 ¢KQJ6 &7
Opener Responder

1 v

49 ANT

5¢ 5v

6% 84

The opener has 19 HCP + 1 length-1 dubious doubleton = 19 starting points. Responder has
fourteen starting points. Opener bids 1, responder bids 1¥. Finding a fit, opener reevaluates his
hand. He has 19 starting + 2 doubletons = 21 Dummy Points and bids 4¥; we have game. Finding
the heart fit, responder bids 4NT (alternatively, he could use kickback and ask by bidding 4).
The response of 5¢ shows 0 or 3 keycards. The bid of 5% is the queen asks. The bid of 64 shows
the queen of hearts and the club king. Opener bids the slam 6.

In this example, we did not use kickback. We should have because it may be difficult to

determine if the bid of 5% is sign-off or queen ask. Instead of bidding 4NT, suppose one bids 44;
we would then have:
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Opener Responder
% v
4v 4a
5% 5
(L) 6v

Now, 5& shows 0 or 3 keycards and 5¢ becomes the queen ask. Denying the queen, the bid
would be 5%, which is short of game. However, 6& shows the queen plus the king of clubs.
Responder again bids 6.

Slam 2

Opener aAJ7 YAQIT753 ¢AQ4 &7
Responder oKS5 v K1084 #8765 #AK9
Opener Responder

v 2NT*

ANT Sv

SNT 6%

6¢ 6w

Opener has 18 HCP + 2 length points + 1 quality suit = 21 points. Responder has thirteen
starting points.

After the bid of 1%, responder bids 2NT* (Jacoby). Instead of showing his singleton, he bids
4ANT. With two keycards, the bid is 5¥. Opener has the queen of trump, bids SNT, which is the
specific king ask. With the king of clubs, responder bids 6. The bid of 64 is the second king’s
ask. Without the king, responder again signs off in the heart slam.

Slam 3
Opener &AJ7 YAQJ753 ¢AQ98 # void
Responder aK5 v K1084 #8765 #AK9

You have the same hand, but now you have a void. You cannot bid 4NT with a void. However,
you have two options, Cuebidding or using another convention called Exclusion Keycard
Blackwood (EKCB). We will consider both; however, because Cubidding a void can be risky, we
first consider EKCB.

Exclusion Roman Keycard Blackwood (EKCB) Convention

The convention is only played when a known major suit agreement is a major and you know
you are in the region of slam. For example, after a Jacoby 2NT bid, a concealed splinter bid, or
perhaps a Swiss bid. The convention may also be played whenever the last-bid suit is a major
(with or without an agreement). The convention is initiated by an unusual jump to the five levels
above game in your void suit. You are asking for keycards for the agreed upon major or the last-
bid major excluding the void suit. Partner does not count the ace in the void suit bid; now there

146



2/1 GAME FORCE A MODERN APPROACH

are only four keycards, three aces and a king. There is no such thing as 1430 or 3014 EKCB.
The responses are steps above the bid suit.

Responses to EKCB

First Step 0 keycards

Second Step 1 keycard

Third Step 2 keycards without the queen
Fourth Step 2 keycards with the queen
Fifth Step 3 keycards (very unusual)

The only exception to a five-level bid is that one may use 44 if you agree that hearts is trump at
the two-level. However, you cannot do this if you play kickback. Thus, I would only recommend
that it be used with bids at the five-level.

As with 1430 RKCB, the bid of SNT is again the specific king ask. The next step after a 0 or 1,
including the void suit (but excluding SNT), is the queen ask. Finally, the bid of any suit that is
not the queen ask is the SSA.

What do you do after an EKCB ask with a void? You must always ignore it.

Returning to our Slam 3 example, opener bids 5# (EKCB). Excluding the club suit, responder
has one keycard (king of hearts) and bids 5¢. Partner with all the aces and a void in clubs knows
it is the king of hearts. Having the queen, what next? He bids SNT which is again the specific
king ask, without the king of diamonds, partner again signs off in six hearts.

While I have stated that there is no such thing as Exclusion Roman Keycard Blackwood,

some do not believe this and will respond to the jump exclusion bid as they may with 1430.
So, ask your partner to review the bids to EKCB.

Double Agreement Roman Keycard Blackwood (DRKCB)
With a double agreement, there are now six keycards (four aces and two kings), NOT FIVE, so
we have what are called Double agreement 1430 Roman Keycard Blackwood (DRKCB). We

consider DRKCB responses for some double agreements.

1. Major-Major Agreements

a) Opener Responder b) Opener Responder
1l 2y 1v 24
3% 3 3e 4v
4v ANT ANT
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Then 4NT is a DRKCB ask.

When responding to DRKCB asks, there are now six keycards. And, there are no void-showing
responses. The first two responses (5% and 54) of DRKCB are the same as 1430 RKCB;
however, there are now three queens showing responses:

S5y 2 with neither queen
Se 2 with one queen
SNT 2 with both queens

Note that in the second step (54), you do not know which queen. However, if partner makes
a first or second step response to a DRKCB ask (5% and 54), unless the asker has both of the
agreed-upon suit queens, the queen situation is unknown. To now ask about queens, the asker
uses the next available “free bid” step, excluding the trump suits, but including 4NT for a queen
ask. The four-response steps now become:

I*'step 2 with no queen

2" step 2 with lower-ranking queen only
3" step 2 higher-ranking queen only

4™ step 2 both queens

When investigating a small slam in double-agreement sequences, you are looking to have at

least five of the six missing keycards plus at least one queen of the agreed upon suits.

We now consider two major-major examples.

(A) Opener Responder Comments

#A10732 #KJ5

YA982 YKQJ63

*K2 +*A9%4

*Q7 SAS

& 2 (1) Double Agreement
3v 34 (1) (2) DRKCB

4v ANT (2) (3) 2 with neither queen
5¢ (3 6% (4) (4) Q# is missing

(B) Opener Responder Comments

#A8732 #KJ5

YAQ95 vKJ632

*A2 +K9%4

#AS5 *Q7

14 2v (1) Double Agreement
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3v 34 (1) (2) DRKCB

4v 4NT (2) (3) 1 or 4 keycards

5% (3) 5¢ @) (4) Queen ask with double agreement

SNT (5) 6% (6) (5) Q¥ (2™ step, lower-ranking queen)
(6) Q4 is missing

Note that if the response in example (B) was 5¢ (0 or 3) instead of S5, one could not ask for the
missing queen! No “free-bid” step is available for a queen asks since one must bypass all five-
level bids. The five-level bids are sign-offs and SNT is the king ask.

Queen asks are more easily used with kickback DRKCB sequences.

Quantitative Bids
When one opens INT or 2NT, a jump bid to 4NT is usually quantitative; it is asking partner if he
is at the top of his bid. If he is, he should bid 6NT, otherwise, pass. While it is most often played

when opening notrump, it may also be used with strong suit bid responses.

Examples of some common Quantitative bidding sequences follow.

INT - 4NT Partner passes with a minimum or bids 6NT

INT - 2¢/2% Jacoby Transfer to hearts/spades
29/24 - 4ANT Quantitative, partner passes or bids on with extras values/length

28 -2¢ Semi-positive

3NT -4NT Quantitative, partner passes with a minimum or 6NT with good values
1% - 14

2¢ -2 Reverse by opener showing 17+ points, fourth suit forcing

3NT -4NT Quantitative, partner passes with a minimum or 6NT with good values
INT - 24 Stayman

29 -4NT Quantitative, partner passes or bids 6NT

Ix-1y

INT -4NT Quantitative, partner passes or bids 6NT

1M -2m

2NT -4NT Quantitative, partner passes or bids 6NT
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INT - 2&

2¢ -4NT Quantitative partner passes or bids 6NT

2NT - 3% Stayman

34 -4NT Quantitative partner passes or bids 6NT
Baron Bids after 4NT

After an invitational quantitative 4NT bid, opener need not bid 6NT since finding 12 tricks
may be difficult. It is ofter better to play slam in a suit which allows you to ruff losers. If you
have four losers you may not want to play in notrump, but a suit. Since the bid of 4NT invites a
slam, any bid by the opener says “I accept” the invitation to slam, and is forcing; one may also
stop in SNT. Instead of bidding 6NT, one usually bids 4-card suits up-the-line which allows the
partnership two chances to find a suit fit.

Let’s look at an example:

West East

a54 #AK7
YK67 ¥QJ9
+KQJ2 *A 10985
SAKS54 &J2

In this example, West has 4 losers and the bidding goes INT—4NT; since East has 15SHCP and
a 5-card suit, he invites slam. With four losers, East accepts by bidding 5¢, the cheapest 4-card
suit. East does not like clubs, but is happy to bid 4. West likes his quality diamond suit and his
two small spades are only an asset in a suit contract. Hence, he bids 64. In six diamonds, west
can ruff a spade for the 12' trick; if the contract was in 6NT, only 11 tricks can be made.

Let’s consider a second example.

West East
aAK]J &Q72
YAQ67 ¥K9
*A102 *K752
SKJ106 (842

In this case, the bidding goes:

2% 24 (ace or king)
2NT 4ANT
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5# (Baron bid) 6%

Finally suppose we have the following hand.

West East

aAJ2 #KQ43
vKQ87 v52

+KQ6 +AJ103
#AKS8 #J102

Here the bidding goes:

2NT 3& (Stayman)
3w ANT

ONT

You have bid your suits so that the bid is quantitative for a slam in notrump.

Grand Slam Force after INT
Is the bid of SNT. It may be used after a notrump opening or after one has agreed upon a suit.

To use the bid after a one notrump opening requires 20+ HCP. If opener is at the top of his bid,
17 HCP, he bids 7NT; otherwise he bids 6NT.

After a suit bid, for example 14 - SNT or 4% - SNT, with two or more controls in the bid suit,
partner bids:

* 6 of the agreed trump suit if holding one of the top three trump honors (e.g., the ace)
* 7 of the agreed trump suit if holding two of the top three trump honors (e.g., the king
and queen)

Pick a Slam

Without a known fit or when the opponents interfere, a jump to SNT is used to ask partner to
pick slam. For example, he may go: 14 - 1¥; 2¢ - SNT or the bidding may go 2 - 34; 4& - SNT.

Baby Blackwood in Serious 3NT

The bid of 3NT may be used in a variety of artificial ways in possible slam auctions when
playing 2/1. Consider auctions of the following type:
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West East West East
14 2y 14 2%
3v 3NT 2y 34
3NT

What does the bid of 3NT mean?

Clearly, not to play! The problem is that neither player has limited his hand. At this point,
both east and west could have near maximum hands with reasonable controls or could have
substantial extra values. In both bidding sequences, we have agreed upon a major, hearts and
spades, respectively, at the three levels.

At this point, some play the bid of 3NT as Baby Blackwood. It begins the keycard sequence at a
low level and allows one to bail out at the five-level of the major.

This can also be a part of the “Serious” 3NT convention proposed by Eric Rodwell. If one does
not bid 3NT, one begins a cuebidding sequence! With less than 15+ HCP or the equivalent, one
uses a cuebid to show a minimum hand. It is a courtesy cuebid in case partner has substantial
extra values. The cubidder usually has a near minimum. If he has substantial extras, he bids
3NT, saying that he is “serious”—“baby” Blackwood with slam interest. Hence with a minimum,
the bidding might be:

West East West East
14 2v 14 2%
3y 3a/4%/46 29 3e
4/44

This sometimes is referred to as non-serious notrump or frivolous notrump.

With no interest in slam, one would sign off in four of the major and not bid 3NT or cuebid. If
you cuebid, there are some important rules:

(1.) A cuebid in partner’s 2/1 suit shows one of the top three honors (A/K/Q). (2.) A cuebid in
your own 2/1 suit shows two of the top three honors. (3.) A cuebid in an unbid suit shows any
first or second round control (A/K/singleton/ void). Cuebidding is always done up-the-line. By
skipping a step, you deny an appropriate “control” in the step you skipped. 4NT is always RKCB
(usually 1430).

Ace-asking bids at the level of 3NT or below and usages on the first round (other than
Blackwood and Gerber) require an immediate Alert. Unusual ace-asking bids above the level
of 3NT starting with opener’s second turn to call require a delayed alert. Delayed Alerts for the
declaring side’s auction are made before the opening lead and for the defending side’s auction
after the opening lead.
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Slam bidding is the most rewarding and possibly one of the toughest aspects of the game. You
have to make one-trick decisions, and if you’re wrong (either way), the penalties are severe.
Serious 3NT is a tool that may help you improve your decision-making.

When using this convention or others, it’s important to remember the three aspects that make
slams:

Power. For a slam purely on HCP, you need thirty-three for the six-level, thirty-seven for seven.
Playing tricks can make up for some of the power, of course, provided the other criteria are met.

Controls. If the opponents can take the first (in seven) or first two (in six) tricks in any suit, you
will go down. So you need to assure you have the necessary first and second round controls.

Trumps. Obviously, not important for NT slams, but in a suit, the trump suit must be both long
enough to generate tricks and solid enough to not lose two.

Examples of using serious 3NT and the cuebidding style in some 2/1 auctions follow.

Cue 1:
aKJ567 #AQ2
YA89  v7
+Q2 *AKJ1098
Q56  SA45
14 2¢
24 RYY
4¢ 4NT
5y INT

Opener’s 44 denies serious slam interest (else 3NT) and denies first or second round club control
(else 4#) but shows one of the top three honors in diamonds. Responder can count thirteen tricks.

Cue 2:
AAQJ98 #K234
YAX ¥YKQ
*K987  ¢AQJ43
Q7 &J9
14 2¢
3¢ 3e
3NT 4v
44 PASS

Opener’s 3NT shows serious slam interest. Responder’s 4% bid shows two keycards. Opener’s 44
bid is an absolute sign-off. Responder, despite holding extra values, must pass. Note: If you did
not use “Baby 3NT,” you may have over bid!
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Cue 3:

aAJ1087 &KQ2
YKJ9 ¥654

7 *AKQJ98
Q087  #A

1s 2¢

24 3a

4v 4NT

S5¢ 64

4% denies serious slam interest but shows a heart control. A heart control is all responder needs
to know about. What would happen if you exchange opener’s honors in hearts?

Cue 4:
&AJT34 &KQ7
vQI108  ¥543
7 *AKQJ98
SKJ87  SA
14 2¢
24 3e
4% 44
44 PASS

When responder bids 44, he is announcing serious slam interest. This is due to the fact that
opener has denied serious slam interest by not bidding 3NT. Responder would sign off over 44 if
he did not have serious slam interest of his own. Opener is now obligated to show a heart control
if he has one. When opener bids 44, responder knows that the defense can take at least the first
two heart tricks.

Cue 5:
&K 98 Q7
YAJ10765 W¥K32
79 +AQ10654
&K7 &AQ
lv 2¢
2y 3v
3e 3NT
49 Pass

When hearts is agreed at the three-level, opener must bid 34 if he has a control in spades. Any
other bid would deny spade control (3NT would be Baby Blackwood - Serious 3NT). Responder
has extra values and shows this by bidding 3NT. 4¥ shows two keycards, and responder passes.

154



2/1 GAME FORCE A MODERN APPROACH

If there is one lesson to be learned from this discussion, it is that there is significantly more
too effective bidding than merely writing down the name of a convention or a system on your
convention card. Good partnership agreements are considerably more important than the system
you play. If you and your partner decide to play a complex non-standard system, put in the time
and do it right. Discuss your auctions and make sure you understand why you make bids and
what they mean! When you truly understand your system, you will start to see the benefits in
your results.

This section is based upon material in the book by Brian Senior (2001), “Conventions Today,”
Chess & Bridge LTD and an article by Fred Gitelman, “Improving 2/1 Game Force” published
in Canadian Masterpoints, a magazine for expert players. This article with extensions (including
the Last Train Convention) may be found on the Web: www.imp-bridge.nl/artiles/2overl.htm.

Cuebidding for Slam

Cuebidding sequences are critical to reaching a slam in 2/1 game force auctions. In addition, we
have been warned: (1) don’t use Blackwood with a worthless doubleton; (2) if you use Keycard
Blackwood (without kickback) and want to investigate slam in a minor, the use of 4NT can be
disastrous. So, how do you investigate slam? The answer is by using cuebidding. The material
in this section follows the basic principles set forth by Ken Rexford (2006) in “Cuebidding at
Bridge—A Modern Approach,” published by Master Point Press, Toronto.

To stimulate how you might use cuebidding, we look at two examples from the 2005 Bermuda
Bowl round-robin event (Rexford, page 180). How would you bid the following hands?

Hand 1

West East (dealer)
& Q10832 & K754
v K2 v A4

¢ AK1085 ¢+ Q74
&5 & A92
Hand 2

West (dealer) East

& AKJ974 * QI10
YA v Q53

¢ AK1097 + Q82
&6 & J10432

Before we analyze the two hands, we put forth Ken’s simple principles.
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TEN BASIC PRINCIPLES OF CUEBIDDING

P1. Cuebids of a side suit belonging to the cuebidder show two of the top three honors.

West East

1v 2% (GF)
2¢ 29

3¢

P2. Cuebids of a side suit belonging to partner show one of the top three honors.

West East

1v 2% (GF)
2¢ 29

3%

P3. 2NT as a cuebid denies good trumps (denies two of the top three honors).

West East

1w 2% (GF)
2¢ 2y

2NT

P4. Bypassing 2NT as a cuebid promises good trumps.

West East

1v 2% (GF)
2¢ 2v

3%

P5. A cuebid of trumps shows two of the top three honors, or the MISSING top honor if partner
has already shown the other two top honors.

West East

lv 2% (GF)
2¢ WA 4

3& 3v

P6. Cuebids of unbid suits show first or second round control, in the form of honors (ace/king) or
shortness (singleton/void).

West East

1v 2% (GF)
2¢ 29

3% RY
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P7. Bypassing a cuebid denies the ability to make that cuebid.

West East

1v 2% (GF)
2¢ 2y

3¢

P8. Bidding 3NT shows serious slam interest.

West East

1v 2¢ (GF)
2 3v

3NT

P9. Bypassing serious 3NT denies slam interest.

West East

1v 2¢ (GF)
29 3y

4%

P10. The last train cuebid below you’re agreed upon suit is an artificial bid, a “Last Train to
Clarksville” cuebid, used to show slam interest with insufficient information to commit to slam
or to use 1430 RKCB.

Finally, you must be able to infer the meaning of the skipped cuebid step. Let’s look at two
examples:

(I) The bidding goes:
West  East

1v 24 (GF)

2¢ PA 4

2NT

Having established hearts as the trump suit and bypassing the cuebid of 24, west denies a spade
control and shows poor trumps (P3). Alternative, consider the example:

(2) The bidding goes:
West  East

v 24 (GF)

2¢ 2y

3%
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Now, opener holds one of the top three honors in clubs (P2) and again lacks a spade control since
the control bid was skipped. Furthermore, since the bid of 2NT was bypassed, opener must have
two of the top three honors in hearts!

Continuing, suppose responder now bids 34; we now know that responder holds a diamond card
(P2). But, do we know more? The purpose of cuebidding is to get to slam and from the bidding
we know that opener lacks a spade control, and responder did not sign-off in 4%, but cuebid 3+.
We now know by logical inference that responder must have a spade control.

If opener now bids 34 after 34, he bypassed 3% so he lacks a third heart control but shows third
round control in spades.

CORRECT INFERENCES IN CUEBIDDING ARE CRITICAL TO SUCCESS

With the above basic principles and the ability to infer meaning to gaps in cuebidding, one may
begin to develop the “art” of cuebidding in his partnerships. For more complex principles like
picture jump cuebids, cuebidding after splinters, complicated auctions (e.g., two-way Checkback
Stayman, Wolff Signoff, Flag Bids, the Golady Convention), and how to handle interference, see
Rexford (2006). We now return to our two examples.

Hand (1)

West East (dealer)
& Q10832 & K754

v K2 v A84

¢ AK1085 ¢+ Q74

&5 ® A92

Before we begin, let’s examine the starter points in both hands.
East has 13 HCP with no adjustments.

West has 12 HCP +2 length points (diamonds and spades)—1 worthless doubleton point (K2) +
1 quality suit point (three of the top 5 honors) = 15 starter points and since the number of as and
10s (2) - 1 (Q’s +J’s) = 1 there was no adjustment for the hand.

East should open 1¢ with 13 HCP; west bids 14. East now bids 24 to establish the suit. Having
determined a fit in spades, west must reevaluate his hand by adding 2 points for a singleton, 1
point for the doubleton, and 1 more point for the quality side suit, hence west has 15+ 2 +1 = 18
Dummy Points. With the possibility of a slam near the thirty-three point level, west must begin a
cuebidding sequence. He should not bid 4NT since he has a doubleton heart suit!

However, you must plan your bids. With eighteen Dummy Points, he wants to show slam interest
and so bids 3#; the bid of 2NT is bypassed since it would convey a weak spade suit. Now, east
knows there is game in spades, but is there more since he is not sure that the bid of three clubs is
help suit or a cuebid? With a balanced hand, east does not believe his hand is worth a slam try,
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even with the ace of clubs (he has thirteen Starter Points and thirteen Bergen points since he can
add no extra values for short-suits, extra length in trumps, or side suit quality—a four- or five-
card suit), so he bids 34. Next, west bids “serious 3NT” (not Baby Blackwood). East cuebids 4.
What does east now know? (1) west is serious about slam and (2) west’s 3% call was a cuebid.
Now, west cuebids 44 and east should next cuebid 4%. Thus, west must think slam and not sign-
off. He must bid 54 to show a second control in diamonds. East now bids 54 to show a spade
control and east bids 64. In summary, the bidding follows:

Hand (1)

East West
le 14
24 kL J
34 3NT
4% 44
49 5¢
54 64

Did you reach the spade slam? If you did not, do not feel bad, the contract by both teams in the
Bermuda Bowl was four spades making six.

Let’s look at our second example:
Hand (2)

West (dealer) East
& AKJ974 +«QI10

vA v Q53
+ AK1097 ¢ Q82
*6 & J10432

At the Bermuda bowl, the bidding went:

West East

1a INT (semi-forcing)
3¢ 3a

4% 44

Sv Se

What a shame! What would you do?

First, let’s evaluate the hands. West has 19 HCP + 3 length points (spades and diamonds) +
2 points for the quality suits—1 point for the ace singleton = 24 Starter Points. And, east
has 7 HCP + 1 for club length equal 8; since As +10 minus Qs + Js =2 - 4 there is no further
adjustment.

159



We would agree with the bidding through the bid of 4. Instead of bidding 44, west must bid 4
to show one of the top three diamonds. With this information, west would launch into RKCB,
bidding 4NT. Upon hearing 54 (0/3 keycards), opener next bids 5% (queen ask). With the queen
and no extras, east bids 64. In this example, we have combined cuebidding with 1430 RKCB.

One final comment on cuebidding, while a cue bid at the 4-level may show an Ace or a
King, first or second round control in a suit. Any control bid at the 5 level must show an
Ace.

Scroll Bids (Modified)

With Bergen Raises

When playing Bergen Raises, some use concealed or ambiguous splinter bids. Recall that when
opening a major, a jump into the other major indicates a singleton somewhere and four-card
support with 13+HCP. For example, if one opens one heart, then three spades indicates 13+HCP
with four hearts and a singleton somewhere; if one opens one spade, then a response of three
hearts shows four spades, 13+HCP and a singleton somewhere.

To locate the singleton, the opener uses scroll asking bids. Thus, the bidding goes: 1% - 34, 3NT
or 14 - 39, 34 The responses after the 3NT scroll asks are: 4, 44, 44* which shows singletons in
clubs, diamonds, or spades, respectively; and the corresponding responses after bidding 34 are:
3NT=«, 4%=4¢, and 44=9, the suit below the singleton. However, club members have asked me:
How do you indicate not a singleton, but a VOID when using the concealed/ambiguous splinter
bids?

*Note: For the bidding sequence 1¥ - 34, the scroll ask is 3NT; however, with a spade void
it is often better to use 4¥ to show the spade void with a minimum hand. This allows the
opening bidder to pass the heart game with no slam interest. Furthermore, for consistency
for the two options, one may also after the bid of 34, use the following option: 3INT=",
4%=clubs and 4¢=diamonds.

To show either a singleton or a void, one continues with a scroll bid. Then up-the-line bids are
used to show a singleton or VOID and simultaneously provides one with information about
keycards for the agreed upon suit. After hearing the response to the asking scroll bids (3NT or
34), one uses the next sequential up-the-line bid to determine the nature of the shortage. The
responses are: Step 1 (the next cheapest bid) says it is a singleton, and Steps 2-5, the next four
bids, indicate one has a void and simultaneously shows keycards.

To illustrate, suppose we are playing 1430 RKCB. And the bidding goes: 1¥ - 34, 3NT and one
hears the response 4#%. To ask about the nature of the shortage (singleton or void), one uses the
next sequential up-the-line bid to ask, bids 44. The responses for showing a singleton and/or
associated keycards for the major suit (hearts) with a void are:
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49 club singleton (next cheapest step)

4e club void with 1 or 4 keycards (step 2)

ANT  club void with 0 or 3 keycards (step 3)

S5 club void with 2 keycards w/o the queen (step 4)
S5¢ club void with 2 keycards with the queen (step 5)

If you play 0314 RKC, you merely interchange steps 2 and 3 above.

In a similar situation, after hearing 44, one would use the up-the-line bid of 4% to ask about
the nature of the shortage. Now, 44 shows a singleton diamond and the keycard steps 2-5 are:
4NT, 5%, 5¢, and 59. After hearing the response 44, the up-the-line asking bid is 4NT. Then,
S&=singleton in spades and the keycard steps (2-5) are: 54, 5%, 54, SNT.

Opening one spade, to show a singleton somewhere with 13+HCP and four-card support is 3.
After hearing the bid of 34, one indicates a singleton with the bids INT=&, 4&=4, and 4¥=4. To
ask about the nature of the shortage, one again uses the up-the-line bids: 4+, 44, and 44. Again,
the next cheapest up-the-line bid indicates a singleton and steps 2-5 are used to show a void and
simultaneously keycards for the major suit spades. To illustrate, following the bid of 4, the
shortage bid is 44. The responses follow.

49 diamond singleton (next cheapest step)

4o diamond void with 1 or 4 keycards (step 2)

4NT  diamond void with 0 or 3 keycards (step 3)

S diamond void with 2 keycards w/o the queen (step 4)
5 diamond void with 2 keycards with the queen (step 5)

The responses to the shortage bids of 4¥ and 44 follow similarly.

To illustrate how the bid may be used, we consider an example.

Opener Responder

2AQJ762 #K984

v3 YAQ92

49872 #void

#KQ #A7632

Opener Responder

14 3¥ (shortness somewhere)

34 (shortage asking bid) 4 (singleton/void in diamonds)

44 (modified scroll ask) 4NT (void in diamonds with 0 or 3 keycards)
64 (if you have 3, bid 7) 74

Using the sequential scroll bids and up-the-line shortage bids, adapted from bids suggested by
the Australian champion George Smolanko for splinter bids, allows one to further investigate the
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nature of the shortage, a singleton, or a void with information about the keycards in the agreed
upon major suit.

Observe that the scroll bids and up-the-line shortage bids may also be used with the Jacoby 2NT
response to a major. If you play that, a three-level bid denotes a singleton or a void and a four-

level bid shows a strong (not a void) five-card suit; however, now one uses “modified” scroll-like
bids to ask about shortage with Keycard responses.

After Jacoby 2NT

When playing Jacoby 2NT after a major suit opening, the three-level bid by responder is
alerted and says that one has a singleton or void in the suit bid. The bid of 2NT in response to
partner’s opening bid of one of a major shows at least four trump and 13+ points in support
of the major suit. And, in response to the bid of 2NT, opener’s bid at the three levels shows
a singleton or a void.

What does responder do next?

With a minimum and no interest based on opener’s response, responder usually jumps to game
in the agreed suit. All other bids show at least some slam interest. Responder’s new suit bids are
often cuebids looking for slam.

Are there other options?

Yes, one can use modified Scroll bids!

Let’s look at two bidding sequences:

(A) 14 - 2NT - 34/34/3% which shows a singleton or a void in the suit bid.
(B) 1¥ - 2NT - 3&/34/34 which shows a singleton or a void in the suit bid.

To determine whether or not partner has a singleton or a void, one bids as follows.

For sequence (A), one bids: 44/44/4%, and for sequence (B), one bids: 44/44/44. A scroll-up bid at
the four levels. Do you have a singleton or a void?

Responses become:

Next cheapest bid shows a singleton

(Step 2) shows 1 or 4 keycards with a void
(Step 3) shows 0 or 3 keycards with a void

(Step 4) shows 2 keycards without and a void
(Step 5) shows 2 keycards with the queen and a void
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Thus, one is easily able to determine singleton and void with Keycard Blackwood. Let’s look at
an example:

Opening one # and responding 2NT, suppose partner hears the bid 3¥ that shows a singleton or
void in hearts. After hearing the bid of 3%, one next bids 4% to ask whether it is a singleton heart
or a void (note, the bid of 4 is a sign-off).

The responses follow.

44 heart singleton (next cheapest step)

ANT  heart void with 1 or 4 keycards (step 2)

S heart void with 0 or 3 keycards (step 3)

S5¢ heart void with 2 keycards without the queen (step 4)
Sv heart void with 2 keycards with the queen (step 5)

Similarly, opening one ¥, the responses after hearing for example 34 (a spade singleton or void),
and one would bid 4.

The responses follow.

S spade singleton (next cheapest step)

S5¢ spade void with 1 or 4 keycards (step 2)

SNT spade void with 0 or 3 keycards (step 3)

Sv spade void with 2 keycards without the queen (step 4)
Se spade void with 2 keycards with the queen (step 5)

Note that the asking bids and responses provide all the information required to bid slam or to
sign off at the five-level, below slam.

After Jacoby 2NT- Examples

Previously, I discussed how one may use Scroll Bids with Bergen Raises (when using concealed
or ambiguous splinter bids) and after Jacoby 2NT. We now consider two examples of the method
when responder bids Jacoby 2NT after a bid of a major.

We consider the Jacoby example found in the July 2009 issue of “Bridge News” that is
available at www.pitt.edu/~timm by clicking on item 4, BRIDGE NEWS under Current
Projects. “Bridge News” is published monthly by the author.

Dealer East N-S vulnerable
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& J9
¥ A984
¢ J109
& Q1087
& K10642 & AQ875
¥ 10762 v 3
¢ AQ ¢ K765
& A3 & K42
a3
¥ KQJ5
¢ 6432
& J965
Suggested Bidding:
West North East South
14 Pass
2NT* Pass 3e* Pass
4% Pass 4a* Pass
ANT Pass S& Pass
64 Pass Pass Pass
*Alerts

West’s 2NT is Jacoby 2NT, showing a game-forcing raise with at least four spades.

The bid of 3¥ shows a singleton or void. Hearing shortness, and with four hearts, east bids 4%
to ask whether or not west has a singleton or a void. The first level bid of 44 shows a singleton.
Now, west bids 4NT (Keycard Blackwood) to ask about keycards. The response (5%) shows one

or four; with an ace missing, west signs off in 64.

We next consider an example with a minor suit void:

Dealer North N-S Vulnerable

& KJ&32

v A92

¢ Void

& AJ1084
& Q9 a5
¥ 10764 v J83
+ A965 + KQJ103
& 97 & Q653

& Al10764

v KQ5

¢ 872

& K2
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For this example, the bidding goes:

North East South West

1o Pass 2NT* Pass
3e* Pass 44% Pass
4NT* Pass SNT Pass

6% Pass 74 All pass
*Alerts

Counting high card values and length, north has thirteen HCP and two length points or fifteen
starter points and opens 14. South has only twelve starter points, however, hearing a major suit
bid, reevaluates to thirteen Dummy Points, counting the doubleton, and uses the Jacoby 2NT
bid that opener alerts. Opener now bids 3¢ to show the diamond singleton/void. Hearing the
shortness bid and with three diamonds, south has slam interest and bids 44 to see if north has
a singleton or a void, knowing game is ensured. North’s response of 4NT (step 3) shows 0 or 3
keycards. South now asks about kings by bidding SNT, 6& shows the king of clubs. North bids
74, a grand slam (with only twenty-five HCP).

Can you reach the slam without the Modified Scroll Bids? Perhaps; the bidding may go:

North East South West
14 Pass 2NT* Pass
3e* Pass 4NT Pass
64 Pass 64 Pass
Pass Pass

*Alerts

The bid of 4NT is Keycard Blackwood and 64 shows an odd number of keycards with a void in
diamonds. Yes, one can now bid 64, but note that getting to the grand slam is difficult.

If you do not play Keycard Blackwood, just Blackwood, Eddie Kantar recommends bidding SNT
with a void and two aces. Again, getting to seven spades is difficult.

If south does not bid 4NT, but instead bids four spades, in neither case would one reach the slam.
The use of “Scroll Bids” should enhance the convention card for those who use Bergen
Raises (Reverse Bergen Raises or Combined Bergen Raises) playing 2/1, Standard
American, or Precision.

After a Bergen Raise—Example

You hold the following hand # KQ762 ¥ Q742 ¢KQ4 #A
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You open the bidding 14 and playing combined Bergen raises partner bids 3% showing 7 - 10
dummy points. Not knowing the exact values, you bid 3¢ to ask, and partner next bids 3%
showing four spades and 10-12 dummy points. Are you interested in slam?

In May 2008, Marty Bergen asked 60 experienced bridge players this question and found that
five would bid 44 at matchpoints, but investigate slam in IMPS or a team game, 26 would sign-
off in fours spades, and 29 would investigate slam. What would you do?

You know partner has 10 -12 dummy points. What about your hand?

You have 16 HCP plus one point for length, subtracting a point for the dubious ace; you have
only 16 starting points. However, with a fit you may add two points for the singleton and one
more for the good side suit. You have 19 Bergen points. Adding 19 to 12 yields only 31 total
points; short of the required 33 points required for slam.

Hence do not investigate slam!

The complete deal follows

Dealer South N-S Vulnerable

& 9543
v A3
* A1065
& K75
& A0S a]
v 186 v K1095
* 83 s 1972
& Q1032 & 9864
& KQ762
v Q742
* KQ4
& A

If you would have reached slam, using perhaps the following bidding sequence

North South

leo
3% 3¢
3v 3a
ANT  5e (two key cards with the Queen)

(T3
West would lead the #Q and 64 is down two. Declares loses two spades and one heart.
Think before investigaing slam, an overbid usually leads to a bad result.
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Roman Keycard Gerber (RKCG)

When is 44 asking for aces (Gerber)? When is 4NT asking for aces (1430 RKCB)? When is 4% a
cuebid or a splinter? When is 4NT quantitative? What is 4 after a transfer? And after Stayman?

These are all questions partnerships must discuss. In general, most partners tend to play Gerber
over first and last notrump bids. That means if one opens INT or 2NT or if in the bidding
sequence one bids 2NT or 3NT, the bid of 4# is Gerber.

However, after one agrees on a major, the bid of 4# is often played as 1430 Keycard Gerber when
not playing Baby Blackwood. Partnerships that do not play kickback also use 1430 Keycard
Blackwood to keep the bidding at a low level, in place of 4NT. Still others may not play Gerber
over the first and last notrump and instead always use 4# as keycard Gerber. The responses to
the bid follow 1430 RKCB.

Responses to 4& RKCG

4¢ 1 or 4 keycards

4v 0 or 3 keycards

4e 2 keycards without the queen

ANT 2 keycards with the queen

To show a void with two or four keycards, bid SNT; with and odd number of keycards, bid the
void at the six-level.

King Ask in RKCG

After a response to the number of keycards, the next step in Keycard Gerber is the king ask
(Progressive Gerber bid). It requests the number of kings, excluding the trump suit.

The steps are respectively 0, 1, 2, 3 etc.

After a suit response to an opening bid followed by the opener rebidding INT or 2NT, a
follow-up bid of 44 by responder is RKCB with responder’s suit agreed.

Responding to 2NT with both Minors
Option 1—After the bid of 34
1. Opener can agree to a minor by bidding 4#&/4+.

2. 4v/44 is RKCB for clubs/ diamonds, respectively.
3. 3NT s to play
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Option 2—After the bid of 34 (opener must bid 3NT)

1. Responder bids 4#/4¢ to show diamonds and clubs in order to right-side the contract. Over
4%, 44 (by opener) is Minorwood for diamonds and over 44, 4% is RKCB for diamonds.

2. Responder bids 4¥/4% to show singleton heart/spade.

3. Responder bids 4NT (non-forcing) to show 5-5 or 5-4 in the minors

The advantage of Option 1 over Option 2 is that one may sign-off in 3NT; however, with Option
2 you must plan in 4NT.

Roman Keycard Blackwood over Preempts

When your partner preempts, there are ways to investigate the hand further. For two-level
preempts, one may bid 2NT to ask your partner for a feature or you may use the Ogust
Convention. Or, you may play Modified Ogust, Two-step Ogust, Roudinesco rebids, Romex
rebids, the McCabe Adjunct Convention, etc.

What method do you employ if your partner bids at the three-level and you have a very good
hand? A convention that is similar to the 2NT asks is the Ogust 3NT ask. The responses are

44*  minimum, 1 top honor (BAD/WEAK Hand and BAD/STRONG Suit)

4¢*  minimum, 2 top honors (BAD/WEAK Hand and GOOD/STRONG Suit)
4¢*  maximum, 1 top honor (GOOD/STRONG Hand and BAD/WEAK Suit)

44*  maximum, 2 top honors (GOOD/STRONG Hand and GOOD/STRONG Suit)
ANT* all 3 honors, A-K-Q-x-x-x and little else

However, a diadvantage of this approach is that 3NT is no longer to play!

Alternatively, you may also employ the Roth Four Club Convention. It is usually a slam-try
allowing one to assess the partnership’s prospects for slam without going beyond a safe contract.

After the three-level bid, partner bids 4% which is artificial and asks partner to describe his hand
further. Recall that the responses go like this:

4e bad hand, bad suit.

4v bad hand, good suit (2 of the top 3 honors in the preempt suit).
44 good hand (1 or 2 honors outside the preempt suit), bad suit.
ANT good hand, good suit.

The responses are similar to Ogust but use different steps.

Need better information regarding the trump suit. Then, another option is to use 4% as RKCB
[used with weak two bids (24/2%/24) and three level (34/3%34) bids]. The bid of 4NT should not
be used since it may get the auction too high. This is sometimes called the Kantar Four Club

Convention.
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The responses are:

4¢ first step 0 keycards in the agreed suit

4v second step, 1 keycard without the Queen
4e third step, 1 keycard with the Queen

ANT fourth step, 2 keycards without the Queen
S5 fifth step, 2 keycards with the Queen

The only step in which the queen is not known is the first-step. The next bid of 4% is the Queen
ask—4# =no and 4NT = yes. A jump over the four hearts bid (5%/5¢/5¥/54) is the Specific Suit
Ask (SSA).

After the premptive bid of 3%, the bid of 4 is natural and advances the preempt; a jump to 44
is RKCB for clubs.

Let’s look at an example.

Opener Responder

aA7 aK?2

vYK1098765 YAQ2

*7 ¢AQ6542

345 &»AT

3y 4% (1430 RKCB for hearts)
4NT (2 w/o) 54 (SSA for