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CHAPTER
ONE

Copyright, 2010-20, Paul F. Dubois

This series of books is non-commercial and meant
for free redistribution to other bridge players.
They are licensed under the Creative Commons
Attribution-NonCommercial-NoDerivs 3.0  Un-
ported License.

To view a copy of this license, visit:

http://creativecommons.org/licenses/
by-nc-nd/3.0/

or send a letter to Creative Commons, 444 Castro
Street, Suite 900, Mountain View, California, 94041,
USA.

The books in this series are:

Bidding Notes The basics of Standard American
and Two Over One, including the core conven-
tions known by all players.

Advanced Bidding Conventions and gadgets used
for advanced offensive bidding.

Defensive Bidding Conventions and gadgets used
for advanced defensive bidding

Imprecise Precision A strong-club system de-
signed for sub-experts.

ABOUT THESE BOOKS



http://creativecommons.org/licenses/by-nc-nd/3.0/
http://creativecommons.org/licenses/by-nc-nd/3.0/

CHAPTER
TWO

This book is written for the intermediate bridge
player. It covers Standard American Yellow Card
(SAYC) and the more advanced Two Over One (2/1).
Most intermediate players know the basics of SAYC,
and have learned some other conventions. SAYC is
the lingua franca for Internet bridge.

2/1 is a change to SAYC in a very limited area in-
volving six opening sequences and the “1N Forcing”
convention. However, most players of 2/1 also bring
in a set of advanced (optional) conventions, and that
combination makes it seem much more complicated.
A modern school of thought is that one should learn
the basic part of 2/1 from the very beginning.

The American Contract Bridge League (ACBL) is-
sues a convention card called “Standard American
Yellow Card” and instructions for using it. Go to
http://acbl.org and look for it in the convention card
section. However, few people play the system as
written and it does not cover many aspects of bid-
ding. In cases where the standard is sometimes or
often ignored, I'll try to point that out. Otherwise,
the choices presented here are my choices. I will not
mention all the possible choices.

The Resources (page 77) chapter lists other sources
of information. See pfdubois.com/publish for a com-
plete list of the other books in this series.

2.1 How to Use This Book

Bridge has three big topics: bidding, declarer play,
and defense. An expert friend who has read these
bidding notes commented that the defensive part of
your notes ought to be as big as the bidding section.
Indeed, your side is on defense half of the time. Few
of us measure up — for some reason, learning another
convention that comes up twice a year is more com-

PRELIMINARIES

pelling than the basics of carding that happens on ev-
ery hand.

While I want to present the major conventions so you
will know what your opponents are up to, do not take
this as advice to master them, rather than spending
equal time on the other two-thirds of bridge.

Here’s a guide to what follows:

* By using the chapters on Notrump Open-
ings, Major Openings, Minor Openings, Other
Openings, Slam Bidding, Doubles, and Com-
petitive Bidding, you have my version of Stan-
dard American bidding. The chapter on Con-
ventions should be next.

* As you get more advanced, you may wish to
learn the “Two Over One Game Force” (2/1)
system. This system really has two parts: the
two-over-one and 1N-forcing bids and their
followups; and a set of conventions almost all
Two Over One players play:

— Inverted Minors (page 33),

— New Minor Forcing (page 70),

— Fourth Suit Forcing (page 71) , and

— Roman Keycard Blackwood (page 63).

There is no real connection between 2/1 and
this set of conventions except that most players
of 2/1 also play those conventions.

There is lately, more and more, a feeling that
new players should learn Two Over One from
the beginning, adding in the conventions just
mentioned later. This has considerable merit.
You have to learn the standard meanings as
well, since they apply when opener is a passed
hand or there is interference.
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* Finally, the chapter Resources (page 77)
should be consulted for further reading.

Every book should have an index, and this one does.
It frustrates me no end that most bridge books do not.
There is also a glossary of bridge terms. In electronic
manifestations of this book, there are many operable
links in the text.

This book is available as a PDF, as a book for elec-
tronic readers, and can be rendered into web pages.

2.2 Casual Partners

Even a person with the most dedicated partner plays
with someone else once in a while; this is especially
true online. Therefore, you have to learn two things:
your system, and the system you can count on a
stranger to know. For casual face-to-face play, an
intermediate pair who agrees on Standard American
or 2/1 still needs to fill in some details as they fill out
the card.

I like to be in a position to just say, “Let’s play your
card”; armed with this book, you’ll know what most
of their stuff means already. My philosophy is that
this way, at most one person is confused: me.

Many online sites have a definition somewhere of
one or more systems that you can expect people to
use there — but frankly not many people bother to
read them.

If you are learning to play using the robots at Bridge
Base Online, be sure to check what the robot thinks
bids mean, by mousing over them. The BBO robots
decidedly do NOT play SAYC; it is 2/1 with Soloway
Jump Shifts and more.

2.3 Contributing

I encourage others to help me build a community re-
source by furnishing corrections and additions. The
source for the book is written in “reStructuredText”
and uses a system called “Sphinx” to render the book
into web pages, e-books and PDF files.

Sphinx is the standard system used to document
computer programs written in the popular Python
computer language, so it is heavily used, is free,
and has the advantage that the source is a simple,
readable text file with a very natural markup system.
When viewing the documents in a web browser, there
is a link that will show you the original markup text
for that page. (Tell your browser to use the UTF-8
encoding to see the suit symbols.)

Send corrections by indicating section and nearby
content, rather than by page number, as the latter de-
pends on the rendering device.

You can contribute additions such as examples and
quizzes for chapters by sending a plain text file. Ex-
tra points for using reStructuredText markup. Use
Bridge Books in the subject and mail to me at
pfdubois@gmail.com.

2.4 Acknowledgments

Thank you to my long-time teacher, Mike Moss,
who taught me almost everything I know. I have
also received help from teachers and expert players
including Howard Schutzman, Oliver Clarke, Alex
Martelli, and Jim and Pat Leary; and encourage-
ment from my fellow learners and partners, espe-
cially David Silberman, Julia Beatty, Ally White-
neck, and Ben Franz.

Some of the sources of my own learning include the
web pages at OKBridge, Bridge Base Online, and
other online sources, and the dozens of bridge books
I own. I list some of my favorites in Resources

(page 77).

2.5 Notation and Nomenclature

LHO means “left hand opponent”, that is, the per-
son bidding and playing after the one we’re talking
about, usually you. LHO‘s partner is RHO, the “right
hand opponent”. The partner of the opening bid-
der (the “opener”) is called the “responder”. If the
opener’s bid is overcalled, that bidder is the “over-

2.2. Casual Partners
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caller” or “intervenor”, and his partner is the “ad-
vancer”.

In writing bids, we write a level number from 1 to 7,
followed by either a suit symbol or:

* M meaning a major, either hearts or spades
* m meaning a minor, either diamonds or clubs

* W meaning the “other” major after one has
been mentioned

* w meaning the “other” minor after one has
been mentioned

It might help to remember the W and w if you think
of these letters upside down.

Bids by a partnership without interference are sepa-
rated by dash, as in 1N - 20 - 2 or just 1N 20 2.
If a bid is alerted, it is followed by an exclamation
point and a suggested explanation, as in

IN - 3Q!(both majors, game force)

where the suggested alert is either in parentheses,
or immediately follows, or has just been explained.
When opponents intervene, their bids are shown in
parentheses, as in

15 (20) 24 - 44

which shows a 2 overcall of an opening 1<, fol-
lowed by a bid of 2# by the responder, and the
opener going to game with 4.

LR T3

The adjectives “weak”, “competitive”, “invitational”
(abbreviated inv), and “game-forcing” (abbreviated
gf), are descriptions of hand strength. We use these
descriptions often rather than point counts so that
they make sense in varied contexts. We say “Respon-
der is competitive” as a shorthand for, “Responder’s
hand has competitive strength”, i.e., good enough to
cause trouble but not good enough to invite game.

In showing hand shapes, hyphens (or mere conjunc-
tion) show shapes without assuming precise suit or-
der, as in 4-3-3-3 or 4333 meaning a flat hand, the
four cards being in an arbitrary suit. Equal signs
show an exact spades = hearts = diamonds = clubs
count, as in 4=4=4=1, showing a singleton club.
Parenthesis show an exact order outside them and

an arbitrary order within, such as (45)22 meaning
4=5=2=2 or 5=4=2=2.

A good suit is a 5+ card suit with 2 of the top 3 hon-
ors or 3 of the top 5 (but some say not QJT).

Since it is boring to repeatedly have to say “shows
four or more spades” and the like, we will say “four
spades” to mean this, and “exactly four spades” when
we mean that. When we say someone is 5-4 in two
suits, we mean either five of the first and four or
five of the other, or vice-versa, unless we are explicit
about which one is the longer. Note that it is rare to
treat a 6-4 hand the same way you would treat a 5-
4 hand, so when we say 5-4 we do not mean longer
than 5; but when we just say “5 cards” in some suit,
it could be longer.

When we speak of a control bid we refer to a bid of
a side suit to show features in that suit that prevent
fast losers. These bids used to be called “cue bids”
but the term is easily confused with bids in the op-
ponent’s suit, which are called “cue bids”, so we use
the modern term. Control bids are explained in the
chapter on Slam Bidding (page 63).

“Controls” as a noun usually refers to Aces and
Kings. When a number of controls is referred to,
we are counting Aces as two and Kings as one, so
that “a hand with four controls” would include hands
with two Aces, or an Ace and two Kings.

2.6 The Captain Concept

The Captain of a hand means the partner who be-
comes in charge of guiding the partnership to a good
spot to play. When one player has shown the strength
and nature of his hand (generally called limiting his
hand, because it refers to having shown limits on
the hand’s strength), the other partner becomes Cap-
tain. For example, after a no-trump opener, opener’s
strength is known to within three points, and the re-
sponder is the Captain.

When partner is Captain, go to your cabin, look out
the porthole, and enjoy the view. Your partner may
go to game or tell you to stop; obey the Captain. Oth-
erwise, just answer his questions or show something
new about your hand if his bid was forcing, if you

2.6. The Captain Concept
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can. The Captain may put control back into your
hands by making an invitational bid.

2.7 Is This Forcing?

The key to bidding is understanding passing! The
most two common mistakes are:

* Bidding when you should have passed, and
* Passing when you were required to bid.

So, pay great attention in studying to know which
bids are forcing to game, forcing for one round, or
not forcing. If your partner makes a bid you don’t
understand, don’t just pass. Rethink the sequence so
far to see if you’ve misinterpreted something — not
an easy task, as the brain tends to take us down little
rat-holes. If still confused do something, something
as obvious as possible. Professional Bob Hamman
said: when in doubt bid three no-trump.

2.7. Is This Forcing?



CHAPTER
THREE

3.1 Basic System

We can’t have a system of bidding in bridge if we
don’t have some way of measuring what a hand
is worth. Alas, learning how to judge the playing
strength of a hand (that is, how many tricks it will
take in different circumstances) is the work of a life-
time. Further, this judgement must change with ev-
ery step of the auction; our KJ75 of spades becomes
decidedly less valuable when the opponent to our left
bids spades, regardless of the way we calculated the
value we gave to it before. The same holding decid-
edly more valuable when partner shows four spades.

Since we have to have some estimate of strength to
even begin to play, we must adopt simple methods
that beginners can learn and then refine our methods
as we progress.

Most of the methods begin with the point method
originally proposed by Work. Each Ace is 4, Kings
are 3, Queens are 2, and Jacks are 1. This means a
deck has 40 points, and an average hand is 10 points.

If this is all you do, it isn’t that bad. We will now
describe a number of adjustments that you should
make, but on a lot of hands they cancel each other
out and the basic count is a pretty good evaluation of
the hand. Use the ‘“Rule of 20” that we will describe
below and the basic count; if you bid correctly you’ll
do fine.

The number of points in a hand owing to just to its
high cards is called its high-card points, or HCP. The
number of points in a hand with adjustments for suit
lengths or other factors is called simply its points.
Thus if we say a hand has 10 points, that total may
include some adjustments such as adding points for
length or deductions for doubleton honors; but if we
say a hand has 10 HCP then we mean that many
points attributable to honor cards.

HAND EVALUATION

Generally Aces are important cards. If you have a
hand with an AK in one suit and another Ace some-
where, consider it an opening hand.

We need to correct for badly placed honors. One can
subtract one point from stiff Kings or “bad double-
tons” (a doubleton which has a Queen or Jack but not
the Ace) such as Qx, KJ, and KQ. If partner bids the
suit, remove this correction. Subtract one for each
singleton K, Q, or J.

Alas, if the Work count is all we do, then we are
claiming that these hands all have the same value, 13
HCP:

* AAQ7 OK54 $K32 HJ432

* AAQT OKT9 $GKT9 &JTO8
* #AKQITI87 - HKTI87 -
* AA32 OK54 $KQJ #5432

* &QJ VQJ $QJ2 SKIT7654

Clearly we need to account for distribution, interme-
diate cards such as 10’s and 9’s, and the way our hon-
ors are grouped together or scattered. The third hand
will take eight tricks in spades for sure; the last one
might well take very few tricks.

The two most popular ways to do this are to add
points for length, or to add count for shortness. These
days, length is much more popular. There is some
logic to this — a long suit is often a plus, but a short
suit is only a plus as a ruffing value if our side has
found a fit. Thus, to count shortness from the begin-
ning is rather optimistic.

To account for length, add one point for every card
in a suit in excess of four. Subtract one point for a
flat (4-3-3-3) hand.

A “good” hand for a given point count is one with
the honors concentrated and / or touching, and with

6
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more than its expected share of 9’s and 10’s, with
Aces and Kings more than Queens and Jacks.

Open all hands with 13 or more points, or a good 12.
(A flat hand with 13 HCP is “good” too.) Generally,
25-26 points between the two partners are sufficient
for a game at 3 notrump or 4 of a major suit, and
around 29 points for five of a minor.

Another guideline is the “Rule of 20”: Add your
HCP and the lengths of your longest two suits. If
the total is 20 or more, consider opening the hand
if you have at least 10 HCP. There are always other
considerations to ponder as well, such as seat and
vulnerability.

If you get a very distributional hand, such as a 6-5-1-
1, be very aggressive — such hands will take a lot of
tricks. “Six-five, come alive” is wise advice.

3.1.1 Adjusting to the Auction

As the auction continues, revalue your hand. Dis-
count the values in suits bid on your left, and dis-
count bad holdings such as QJ doubleton in suits bid
by the opponents. But don’t discount such things in
suits your partner bids.

“When you and your partner find a fit of at least 8
cards, stop and smell the roses”, says my teacher,
Mike Moss. It is crucial to take a moment to re-
evaluate your hand. There are two parts to this pro-
cess.

First, add points for shortness. Count 1 for a dou-
bleton, 3 for a singleton, and 5 for a void. (If you are
the original opener and have supported partner’s suit,
you might want to only count a void as one point for
each trump you have).

3.1.2 Losing Trick Count

Secondly, when a fit has been found, and only then,
make a Losing Trick Count, or LTC. A full exposi-
tion of LTC is in “The Modern Losing Trick Count”,
by Ron Klinger. Here is a simplified (albeit less ac-
curate) version.

Warning: LTC is used only when you have
found an 8-card or longer fit.

In each suit count a loser for each Ace, King, or
Queen you do not have, up to the number of cards
you hold in that suit. A stiff King is one loser and a
doubleton Queen is two losers. The maximum num-
ber of losers per suit is the smaller of three and the
suit’s length.

Add a loser if the hand has no aces. A Queen without
another honor is 2.5 losers.

Example: #AQ8 Q8 (KJ32 &AQJ3 has 1 +2+2
+ 1 or six losers.

Take your number of losers, add those of your part-
ner’s hand, and subtract from 24 to get an estimate
of the number of tricks you should take with your
agreed-upon trump suit.

Unfortunately you can’t say, “Partner, how many
losers?”, so you have to infer this from the bidding:
an opening hand is about 7, a limit raise is 8, a simple
raise is 9. A two-club opener is about 4. The hands
in-between are 5 or 6.

Thus if you open one spade, and partner raises you
to two spades, you want to be in game if you have
five losers: 5 + 9 is 14, and 24-14 = 10. If you have
six losers, you might want to seek more information
with something like a help-suit game try, because
you should be safe at the three level.

Use your adjusted point count together with your
LTC to decide on game and slam tries. Often the
LTC reveals that a hand is better or worse than it first
appeared, such as an opening hand with an LTC of
six or eight. When in doubt, go on with a known
nine-card fit, but hold back with only eight.

Conversely, when you have a misfit, you usually
want to stop as soon as you can. However, it is often
true that 3N is the right place if you have the points
for game. Most of the time you want to be in game
if you have the points for it.

One final note: two hands of approximately equal
value play better than two hands with much different
strengths. In other words, 12 opposite 13 will usually

3.1. Basic System
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play better than 20 opposite 5, because you will have
less entry problems.

3.2 Bergen Method

Marty Bergen has invented a more elaborate method
in his book, “Better Slam Bidding”. His recent audio
lessons have simplified and elaborated the method.
While I attempt to summarize the method here, I
urge you to consult his lessons as there are many fine
points to cover.

The initial “starting points” for Bergen are deter-
mined by a five-step process:

1. Calculate the Work Count, or “Formal HCP”.
The Work Count underestimates Aces and 10s,
and overvalues Queens and Jacks (“quacks”).

2. Add 1 for every card over 4 in a suit

3. Add 1 for each “good” suit, a 4-card suit con-
taining three of the five honors.

4. Adjust for the following features:

* -1 for a questionable honor in a short suit, such
as a stiff King, or a doubleton honor lacking
the Ace. Thus, subtract one for KQ, Qx, Jx,
etc.

* -1 if you have 3 “quacks”; subtract 2 if you
have six.

e -1 if the hand has no Ace.
e +1] if the hand has three Aces.
e +]1 if 5-5 or better

* +3 if you have a void — the theory being that
you are going to have a fit.

1. Classify the hand as upgradable if it has:

¢ 10s, 9s, or 8s — these intermediate cards make
a big difference. A normal expectation is one
of each.

* A good shape, such as 5422 or 6331, rather
than 5332 or 6322.

* The honors are in your long suits, or together,
rather than in separate suits, or in short suits.

For example, an AK doubleton will not help to
set up other tricks compared to AKx, AKxx,
or AKxxx.

1. Classify your hand as downgradable if it has a
poor shape such as 4333, 5332.

2. When you have a close decision, use the
upgradable or downgradable factors to help
make the decision.

As the auction proceeds, and a fit is found, adjust
your hand as follows.

If you are going to be the dummy, add 1 for each
doubleton, 2 for a singleton (but 3 if you have four
or more trumps), and add up to five points for a void,
but no more than you have trumps).

If you are going to be the declarer,

* Add 2 for a singleton, 4 for a void, and exactly
1 point if you have two or more doubletons.
Do not add anything for a single doubleton.

* Add one point for each trump after five.
* Add one point for a side suit with 4+ cards.

If you believe from your own count and that
promised by partner that the partnership has 33 or
more points, you should explore for slam; below 33,
forget it.

Finally, when it becomes clear the hand is a misfit,
count formal HCP only.

3.3 Examples

Let’s look at a comparison of the basic and Bergen
models.

* AAQ7 OK54 $K32 &J432

This hand has 13HCP - 1 for a flat hand = 12
HCP in either system. The hand has the honors
in different suits, which is not a plus.

* AAT942 QKI832 < void &AKQ

This hand has 19 points, 17 HCP plus 2 for
length in the basic system.

3.2. Bergen Method
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In the Bergen system we add 2 for length and
3 for the void and 1 for the 5-5 shape, for a
total of 23 points. Clubs has three honors, but
it doesn’t get the “good suit” bonus because it
doesn’t have four cards.

* AAT942 OKQJ4 < void &AKT7

This hand has 17 HCP, plus one for length in
the basic system. In the Bergen system we add
2 for the 2 “good suits”, hearts and clubs, and
3 for the void, for a total of 23 points.

* &QJ VQJ $QJ2 SKIT654

This hand has 13 HCP, minus two for bad dou-
bletons, plus two for the six card suit, or 13
points. In the Bergen system we have seven
Queens and Jacks, and no Aces or tens, so our
adjustment is -2. The Bergen method would
not open this hand 1é

One cannot emphasize enough the need to revalue
continuously as the auction proceeds.

Assuming a fit has been found, the losing trick counts
here are 8, 3, 2, and 8, respectively.

For another system, sort of between stan-
dard and Bergen in complexity, try Pavlicek
Points (http://www.rpbridge.net/3t00.htm).
And to raise your consciousness, as-
sume the lotus position and try Zar Points
(http://www.bridgeguys.com/pdf/ZarPoints.pdf).

3.4 What Bid To Open

Assuming you have a good 12 point hand or more,
what do you open?

First see if you qualify for a no-trump opening. You
need 15 to 17 points and a balanced or semi-balanced
hand. As we’ll see in the chapter on no-trump open-
ings, with 18-19 you bid a suit and then 2N on the
second round; with 20-21 you open 2N; with 22 or
more, you bid 2& and then 2N on the second round.

If you do not qualify for a no-trump opening, you use
this order of preference:

1. Your longest suit five cards or longer, or the
higher-ranking of two five-card suits.

2. A four-card minor.
3. If exactly 4=3=3=3 or 4=4=2=3, open 1.
4. If exactly 4=4=3=2, open 1.

If you have two three-card minors you can also open
the best one if one is really the suit you want lead, if
you agree on this with your partner. If a partner tries
to talk you into the ‘may be short’ club if 4=4=3=2,
resist.

Sometimes one strays outside the rules: certain
hands cry out to be opened 1N with 14 HCP, or 1
with four wonderful spades. Just remember, each
such bid erodes your partner’s confidence in you and
makes him pull in a little the next time. Use your
freedom sparsely, a few times a year.

Sometimes there are strategic considerations to con-
sider when choosing an opening bid. See Reverses

(page 10).

3.4. What Bid To Open
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CHAPTER
FOUR

4.1 Reverses by Opener

Sometimes beginners will say they “don’t play re-
verses”. That is not an option.

A reverse by opener is a rebid that meets two tests:

1. Opener’s rebid is in a suit higher than his orig-
inal suit, AND

2. Opener’s rebid is a level higher than respon-
der’s bid.

A reverse shows about 16/17+ points (including dis-
tribution) and an unbalanced hand with more cards
in the first suit than in the second. A reverse is abso-
lutely forcing for one round unless opponents inter-
fere, but not forcing to game.

Example: 1<) - 1 - 20. Hearts is higher than di-
amonds, and the 2© bid is up a level. Opener has
more at least as many diamonds as hearts (typically
5-4).

How do we know that?

If opener’s shape were balanced, say 2=4=4=3, they
would have opened IN with 15-17 HCP; they would
rebid 2N with 18-19 HCP. So while it is possible
that opener has this shape when they open 1<), when
they bid 29 it rules out a 12-14 point balanced hand;
hence my suggestion that they usually have five dia-
monds. A 1=4=4=4 is still a possibility.

Why does a reverse show a strong hand? Consider
opening a 12 point hand that has five hearts and four
clubs. We open it 1Q and our partner replies 1. Our
next bid is 2é&. Then,

* Suppose partner has @#J8642 O3 Q86
&KT73. He can pass.

* Suppose partner has #J8642 QKT <{QT86
&86. He can bid 2C. That shows a minimum

REVERSES

with a preference for hearts over clubs.

But, if we had five clubs and four hearts, and bid 1é&
- 1 - 20, with the first hand partner would have to
bid 3 to show that he preferred clubs to hearts. That
would put us at the 3-level with a total of only 18
points between the two hands. We’d like around 23
points to be comfortable at that level. Subtracting six
from 23, we see that we need opener to have around
17 to be safe.

In the auction 1 - 2& - 2, partner has shown at
least 10 points, so if responder has to preference to
30, there is no problem — we’re already known to
have around 23 points. Therefore, you need not con-
sider this a reverse.

Note: There is no question about this if playing 2/1
game forcing, but this is a matter of agreement in
SAYC. I follow Larry Cohen here in feeling this bid
need not show extras, for the reason I gave.

Typically a hand that will reverse will have a five-
card suit and a higher four-card suit. When you bid
such a hand, you have to open the five-card suit, but
on your rebid you cannot show your four-card suit
unless you have the values.

For example, with five diamonds and four hearts, if
the auction goes 1<) - 1 - 20, opener has reversed.
Lacking that many points, opener may have to bid an
imperfect 1N or repeat diamonds.

With 4 diamonds and 5 clubs, such as &92 Q9
$AQJ5 &KQT43, we have a similar dilemma but
without the risk of hiding a major. If we open
this hand 1, and partner answers with a major or
notrump, we have a problem. So some people will
open this 1<} instead. Others will bite the bullet, open
1&, and rebid 2é& if they have to, even though that

10
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suggests you might have a six card suit. Expert fash-
ion seems to go up and down with hemlines on this
one.

Obviously the quality of the two suits will influence
the decision, unless you just always open 1éb.

Note: When you make your opening bid, you’ll
need to think about what you’ll do next depending
on what your partner does.

When you open a suit and partner makes a negative
double, can your response be a reverse? For exam-
ple, 1& - (1) - X - 2. Cohen suggests no. Tech-
nically, your partner promised hearts and diamonds
and you’re just choosing. Partner shouldn’t be want-
ing to preference back to clubs.

Note also that a jump rebid in a new suit like 1< -
1 - 3Q is a jump shift, showing a huge (a good 18
to 21) hand.

4.1.1 Responding To Opener’s Reverse

If opener has reversed, as responder you must bid un-
less your RHO takes you off the hook by interfering.
If you have already shown 10+ points of course the
auction is now game forcing and you can just bid nat-
urally. If you have a good 8 or more, you’ll want to
get to game.

So the problem is what to do with a minimal hand.
If you bid opener’s first suit, it is a simple preference
with a minimal hand. If you repeat your own major
suit, you’re showing five cards and a minimum.

2N!(relay) is a conventional bid telling your partner
that you may have a minimal hand. It asks opener
to rebid his first suit; then you will pass or correct to
your suit. This convention is called Ingberman 2N or
Lebensohl Over Reverses. Your partner should say
“alert” (which is why I used the exclamation point).

Any bid other than a suit preference or 2N is game
forcing.

Recommended reading: Downey and Pomer’s book
“Standard Bidding With SAYC” has a long section
on reverses with a lot of examples.

4.2 Reverses By Responder

When responder reverses, it is just a game-forcing
natural bid. For example, 1 - 2& - 28 - 3 is a
game-forcing reverse, since diamonds are a higher
suit than clubs. Again, the same principal is at work;
an opener who wanted to prefer clubs is now forced
up a level compared to bidding diamonds first and
clubs second.

Note that 1 - 1> - 1O - 1 does not count as a
reverse; we’re not up a level. To show the bigger
hand responder will have to bid 2, not 1.

Sometimes a responder reverse is the fourth suit bid
and therefore unlikely to find a fit with partner, so
most play it as a conventional bid that is one-round or
game-forcing but not showing that suit, asking part-
ner to bid notrump with a stopper in the fourth suit.
See Fourth Suit Forcing (page 71).

4.2. Reverses By Responder
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CHAPTER
FIVE

When do you open a hand in notrump? The hand
must have:

* A HCP strength in a specific range:
— 15-17 to open 1IN
— 20-21 to open 2N
— 25-27 to open 3N

* A shape that is balanced, 4-3-3-3, 4-4-3-2, or
5-3-3-2. Note that that means no voids, no sin-
gletons, and at most one doubleton.

You notice that you could have a hand with the right
shape but wrong strength. You’ll handle 12-14 point
hands with no five-card major by opening a minor
and bidding notrump on the second round. For 18-
19 point hands with no five-card major, you’ll open a
minor, and jump in notrump on the second round.
And for stronger hands, you’ll start with 2é, the
strong opening.

Conversely, there are hands that have the right num-
ber of points but with the points scattered among all
the suits. As you get more experience, you may find
some hands you want to open in notrump despite
not being really balanced. These so-called semi-
balanced hands have two doubletons.

* A 5-4-2-2 hand, as long as one of the double-
tons is Kx or better.

* A 6-3-2-2 hand if the long suit is a good minor
and both doubletons are Kx or better.

When you open in notrump, you have told your part-
ner your strength within 3 points, and that you have a
balanced shape. This means your partner is actually
best placed to decide where you are going, because
he knows his own hand and a lot about yours, while
you know nothing of his yet. For now at least, he’s
the Captain.

OPENING NOTRUMP

The responder is going to reply using an extremely
well-defined structure, the “system”, which has a
high probability of getting you to a good contract.
This system is so useful that we try to use it when-
ever we can:

1. After we open 1N;

2. After we make a notrump overcall of the op-
ponent’s opening suit bid;

3. After we open a strong 2é& and rebid notrump.
4. When we open 2N or higher in no-trump.

The rest of this chapter is devoted to explaining the
“system”.

5.1 How To Choose A Response
To 1N

There is a lot of “system” to learn, but the rewards are
great. Assume your partner has opened 1N — we’ll
modify things a bit later for those other three cases.

You, as responder, should:

* Classify the strength of your hand (weak, com-
petitive, invitational, game forcing, or slam in-
terest). Opposite a 15-17 1N bid, 8 or 9 HCP
is invitational, while with 10 HCP you must
force to game — you can’t make a bid that
opener can pass short of game.

* See if you have a four-card, five-card, or
longer major(s). These are each treated dif-
ferently. We also have special rules when 5-4
in the majors.

* In hands with no majors, note if the hand has a
six-card minor. Do not try to show a five-card
minor.

12
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Generally, a hand whose principal feature is a long
minor wants to be in 3N if it is strong enough, unless
it is a strong hand that might want to be in a minor
slam. This is especially true playing matchpoints.

5.1.1 Responding With No Major Suit Or
Long Minor

In responding to your partner’s 1N opener, if you de-
termine that there is nothing of interest in your hand,
meaning no major suit or long minor, your actions
are determined by your point count alone:

* With a hand less than 8 HCP, pass.
¢ With an invitational hand (8-9 HCP) bid 2N.
* With a game-going hand (10-15 HCP), bid 3N.

e With a slam invitational hand (16+-17 HCP)
bid 4N.

4N is a quantitative raise. Responder has
enough for 6N if the opener is on the top of
his bid, a good 16 or 17. Subtracting from 33,
we see that this means responder has 16 or 17.
If responder is SURE that the partnership has
33 points, this bid is not appropriate. The only
responses to this bid are pass or 6N.

There are times a bid of 4N is asking your part-
ner about Aces, but not here. A bid of 4N is
also quantitative after 2N or 3N openers, or
after the opener rebids 1N after a suit opening,
or bids 2N after a strong 2é& opening.

* With 18-19 HCP, bid 6N.

» With 20-21 HCP, grand slam force with 5N.
The opener should reply 6N or 7N.

* With 22 or more HCP, give your partner a thrill
with a bid of 7N.

You can ask for Aces with 4é (Gerber (page 65)) in
lieu of the direct slam bids, if you are worried about
having fast losers in a suit.

5.1.2 Responding With A Major Suit Or
Long Minor

When your hand does have a major suit or a six-card
minor suit, you’ll begin with one of the techniques
discussed later in this chapter (Stayman (page 13),
transfers to majors (page 15), or Minor Relay
(page 17)). These all force your partner to reply in
a certain way.

After he replies, if you bid 4N when it is your next
turn, that’s quantitative, not Ace-asking. If he bid a
suit because you made him do it, it doesn’t mean you
have agreed on a suit. You may have found a fit but
he doesn’t know about it yet.

Principal: Whenever 4N is quantitative,
4& (Gerber (page 65)) is Ace-asking.

With no other agreement, responses of 4, 40, 44,
5&, 5¢ are natural, to play, with at least a six-card
suit; but see Texas Transfers (page 17) as an option
for getting to 40 or 4.

We’ll now start digging into those special cases
where responder has a four-card or longer major, or
a six-card or longer minor.

5.2 Stayman Convention

After a IN opener, 2 is an artificial bid called Stay-
man, asking the opener to say if he does or does not
have a four (or five) card major. There are two cir-
cumstances in which you can bid 2é:

1. You have a four card major, your hand is not
flat, and it has at least invitational values.

2. You have a weak hand with a stiff or void
in clubs, and intend to pass whatever re-
sponse you get. Ideally you have a shape like
4=4=5=0 or 4=4=4=1.

If you have a four card major and a longer minor, and
you are at least invitational, use Stayman.

The goal of Stayman is to discover if we have a major
fit, and at the same time to decide if we have a game
or not. We first answer the question about the fit, and
then the question about the game.

5.2. Stayman Convention
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Note that there are optional conventions, explained
below, for bidding:

* weak hands 4-4 in the majors that cannot pass
any reply (page 14).

* hands that are 5-4 in the majors (page 16).

Note: 2& is not alerted, because it has become com-
mon practice.

1. Opener Reveals His Major Holdings

After IN - 2é&, opener must choose one of
three bids: 2<$, 20, or 2&.

* 2$ no four-card major.
* 2Q 4+ hearts, and maybe 4 spades.
* 2@ 4+ spades, but denies 4 hearts.

Warning: Opener must bid 2, 20, or 2,
never anything else. Note that if opener has four
hearts and four spades, he bids 2. 2N is not a
choice!

2. Responder Indicates Strength and Fit

* If responder has bid Stayman with that
weak hand short in clubs, he passes. Oth-
erwise he indicates whether a fit has been
found, and whether his hand is invita-
tional only, or actually game forcing, or
has slam interest.

» If a fit has been found, responder tells
opener the good news: he raises the ma-
jor suit to the 3-level to invite game, or
the four level to play. Isn’t this a simple
game?

What if responder has a very powerful
hand, and a fit is found? Bidding game
will rule out slam. We need a “power
raise” bid, showing a hand with slam in-
terest while at the same time confirm-
ing the fit. The solution is a partnership
agreement, namely to use three of the
other major (3W) to show a power raise

(usually 18+ HCP). It is a game force, of
course.

For example: 1N - 2é& - 2 - 30! (power
raise). Now opener should start cue bid-
ding.

* Responder bids no-trump to show no fit; how
many notrump shows responder’s strength:

— 2N no fit, with an invitational hand.
— 3N no fit, but enough points for game.

— Three level bids in a new suit are game
forcing and may show interest in a minor
slam.

— 4N is a quantitative raise (page 13) deny-
ing a fit.

— 4& is plain Gerber.

Note that having checked for a fit, you have not
agreed to a suit yet. So, a sequence like 1N -
2& - 2@ - 4N is still a quantitative raise; and
4& instead is still asking for Aces with Gerber
(page 65) and agreeing to the suit.

3. Opener’s Third Bid

If opener has both majors he first bids 20, If
responder bids 2N in reply, then there is no
heart fit, but there is a spade fit. Opener should
bid spades at the three-level to decline the in-
vitation, and at the four-level to accept it. If re-
sponder has bid 3N, opener can switch to 4.

5.2.1 Garbage Stayman

The term “Garbage Stayman” is often mistakenly
used. A standard part of Stayman is that you can
bid 2é& with a weak hand having a club shortage and
four-card or better support in the other suits. You’re
willing to pass any reply, including 2<>. Your hand
may be garbage, but you’re not bidding Garbage
Stayman.

Garbage Stayman refers to an agreement about bid-
ding weak hands that are 4-4 or better in the majors.
The idea is that you can bid Stayman even if you
are not willing to pass a 2<> reply. Playing Garbage

5.2. Stayman Convention
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Stayman, you now rebid 290!(weak, 4-4 in majors)
and opener passes or corrects to 2.

The sequence that changes is:
IN - 2& - 2 - 2Q!(weak hand 4-4)

I recommend playing Garbage Stayman.

5.3 Major Transfers

So much for hands with four card majors — but what
if you have a five-card major? You may have a fit if
opener has three in your suit.

Rather than bid our major suit in response to 1N, we
bid the suit below it, so that the strong hand then bids
the suit first and becomes the declarer if we have a
fit in that suit. This is called a transfer, also known
as a Jacoby transfer. Opener announces “transfer”.
This is worth about three-fourths of a trick on aver-
age compared to letting the responder be the declarer.
That’s huge!

e IN - 2< is a transfer to hearts.

— 20 Opener completes (“accepts”) the
transfer. Opener might have two, so no
fit has been found yet.

— 30 Opener has 4+ hearts and a maximum
IN bid (super-accept)

* IN -2Q is a transfer to spades.
— 2 completes the transfer.

— 3# Opener has 4+ spades and a maxi-
mum 1N bid (super-accept).

Unlike Stayman, your strength is not an issue. A
poor hand containing one five-card or longer major,
even if it has zero points, must transfer to that suit,
since responder’s hand will be worth something with
that suit as trumps and little or nothing otherwise.

Note that the weaker your hand is, the more impor-
tant it is to transfer — to make something out of noth-
ing. Transfer to spades even if your spade holding is
#65432. Or, not to put too fine a point on it, espe-
cially if your spade holding is #65432.

Warning: Opener must remember that respon-
der has not promised anything yet except five
cards in the target suit — not even ONE high-card
point.

If you ever find yourself arguing to yourself that your
partner probably has some points because he trans-
ferred, you’ve fallen in love with your hand again,
and you know these affairs end badly.

After a transfer to 2M is accepted, responder bids:
» Pass with less than invitational values.
* 2N invitational

Opener can pass, bid 3N, or bid 3M or 4M with
3-card support.

* 3m a second suit, absolutely game forcing,
usually with at least mild slam interest.

* 3M invitational, 6+ cards in the major. Now
we have an 8-card fit for sure. Opener must
revalue his hand, but he may then choose to
pass.

* 3N to play, opener can correct to 4M with 3
trumps.

* 4M to play, 6+ cards in the major.
* 4& Gerber

* 4N quantitative.

Note: Bidding 4N after a major transfer is per-
ilous with unknown partners. The standard says 4N
is quantitative. Less experienced players sometimes
think it is Ace-asking by mistake. It isn’t’; no agree-
ment on a suit has occurred.

After a super accept, the responder decides on
whether to pass or bid game or try for slam. He
knows a great deal about opener’s hand.

What about transferring to one major and then bid-
ding the other? That has to be 5-5 or better in
the majors since with 5-4 we start with Stayman.
We discuss those sequences in the three-level replies
(page 18) section later in this chapter.

5.3. Major Transfers
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5.3.1 When the transfer is doubled or
overcalled

A double of an artificial bid is lead-directing. So,
opener’s RHO may double to show that he wants a
lead of the (artificial) suit that responder just bid.
Opener must take advantage to tell responder if he
has three or more of responder’s suit.

In my experience a decided minority of intermediates
know the correct bids here.

Let T be the suit of the transfer bid, and let M be
the target suit of the transfer. For example, in 1N -
2<{(transfer), T is diamonds, M is hearts.

After IN - 2T (X):

* Pass: Opener has 2 cards in M. M is not agreed
trump. 4N next is quantitative. Subsequently,
if the next player passes, a XX by responder
transfers again to M.

e 2M: Agrees M as trump, shows 3+ cards in M.
4N next is Ace-asking.

* 3M: Agrees M as trump, shows 4+ cards in
M, and a maximum opener. 4N next is Ace-
asking.

* XX: Opener has the transfer suit, willing to
play in 2T redoubled. Opener should have a
positively scary holding in T.

An overcall of the transfer leaves the opener in a bit
of a bind because the act of transferring in itself only
shows a five card suit; responder could have zero
points. So, opener only bids with a great holding
in the overcalled suit, or holding a maximum.

Thus after 1IN - 2T (27):

* Pass: waiting to hear from pd. Partner can
double to show points.

* X: penalty oriented, a great Z suit.

* Completing the transfer shows a maximum
with four-card support.

The responder is still Captain, and we’re waiting to
hear his opinion.

5.3.2 Interference before transfers

We’ll talk about auctions like 1N (2&) later. But one
thing to know right now is that you don’t just transfer
on the three level, as in 1N (2#) 3> — not a transfer
to hearts. I know, you have a friend that plays it that
way. Get a new friend.

5.4 When Responder Is 5-4 In The
Majors

If you have five in one major and exactly four in the
other, some special bids are available. You should
not add these to your repertoire until you are very
comfortable with both transfers and Stayman.

Alas, this subject is affected by a great many other
possible choices. Do we play Garbage Stayman
(page 14)? Do we play an alternative to the standard
Minor Relay (page 17) called “4-way transfers”?. Do
we play an advanced convention called Smolen?

Since I recommend Garbage Stayman, let’s assume
we’re playing that, and the standard Minor Relay.
Here is one scheme to try to find either a 4-4 or 5-
3 fit:

* If your hand is weak a simple approach is to
always transfer to the five-card suit and pass.
This gives your partner no chance to go wrong.
But use judgement: with a terrible five-card
suit you might try Garbage Stayman.

* If your hand has five spades and four hearts, in-
vitational or better, bid 2& Stayman, and then:

— If opener shows a major, just raise it. Ex-
ample: IN - 2é& - 20 - 3Q invitational;
IN - 2& - 20 - 40 with a game-forcing
hand.

— If opener answered 2{>, you may still
have a 5-3 fit. Bid 26 to invite; 3 to
force to game. See note below.

* If your hand has four spades and five hearts, in-
vitational or better, a similar scheme does not
work.

5.4. When Responder Is 5-4 In The Majors
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The problem arises after IN - 2& - 2<>, be-
cause to bid 20 is Garbage Stayman; opener
might pass. And you can’t bid 3Q if you do not
have a game-forcing hand; you’re already too
high for an invitational hand if partner doesn’t
have hearts.

— So, with an invitational hand 4=5 in the
majors, you have to transfer to hearts and
then bid 2.

— With a game-forcing hand, use Stayman
and if opener bids 2, bid 30. See note
below.

Partners must be on their toes not to pass the game-
forcing bids.

Note:  The Smolen convention refers to game-
forcing hands with 5-4 in the majors; you start with
Stayman, and if opener replies 2<>, you bid the 4-
card suit at the three level instead of the five-card
suit. This allows opener to declare if he has 3 cards
in your five-card major. However this convention is
both rare and dangerous, since you may easily forget
the meaning and assume the opposite case.

Note that if 5-5 in the majors, you may be playing
one of the 1N - 3x bids as showing such hands. See
Three Level Suit Responses (page 18). If not, transfer
to spades, then bid hearts, and if you can, bid hearts
again.

5.5 Texas Transfers

Texas Transfers are not standard, but are very com-
mon. You must be sure you agree on this with your
partner. Check the box on your convention cards.

If you have a six-card major and a minimum game
forcing hand, you can use a Texas Transfer:

* 1IN - 4< transfer to hearts (6+, GF)
* IN - 4Q transfer to spades (6+, GF)

Texas Transfers are on over interference. The name
Texas for Americans implies “big”: big hats, big
toast, big meat, big transfers.

You don’t use Texas if:

* you have an invitational hand; instead you
would transfer and then raise to 3M.

* you have slam interest; instead transfer and
then bid 4M. This sequence shows you must
have a six-card suit because you are willing to
play 4M even if opener has only two trump.
But, you didn’t get to 4M fast with Texas —
so the motto, “slow shows” applies; you must
have extras. If you make a 3-level bid of a new
suit after a transfer it is game forcing, so that
is sometimes an alternative.

5.6 Minor Relay

The 2#!(long minor) response to 1N forces opener to
bid 3é&!(forced), which responder can pass or correct
to 3§, to play.

Note: Many people call 2 a “minor suit transfer”,
but that is incorrect. Technically, a transfer is a bid
asking partner to bid a suit that you hold for certain;
a relay is asking partner to bid a certain suit (usually
but not always the next strain up) but that suit isn’t
necessarily the suit you have; you are going to reveal
that later.

Opener alerts 2, and partner should alert the 3&
reply because the opener doesn’t necessarily have
clubs. Since it is an alert, not an announcement, you
do not say “relay to clubs” unless asked.

The Minor Relay is not for five-card minors, and not
for invitational or better hands. Minor relays are to
be used only in the case of 6 card suits, and usually
only with weak hands. A long suit is very powerful
opposite a 1N opener, so weak means really weak,
not sort-of weak.

5.6.1 Minor Slam Tries

A minor relay can be used as the start of a slam tr