4. BASIC RESPONSES

Jump raises - minors ~ 6-10, fit, 5+ or 4+4, no 4M

Jump raises - Majors  pre-emptive, <6, 4 fit

Jump shifts after minor opening  to 2 level: weak, 6-carder, <6; 14-3% = good 6+, 9-11

Jump shifts after Major opening 3% =4 fit, 6-9; 34 =4 fit, 9-11, any Splinter
Responses to strong 2 suit open. 24 denies A+K or KKK; 3M= 6+M, 5+ playing tricks, little else; other +ve nat

other Major = 3 fit, inv;

Responses to 2NT opening 3% =5M ask; 34/¥ =transfer; 34 = ST minor(s), forces 3NT; 3NT = play
Show priorities
Versus Suit  (or both) Versus NoTrump (if different)
Leads  Sequences: Overlead most but see notes
Four or more with an honour  3rd/5th
From 4 small 2nd highest
From 3 cards (nohonour)  bottom top

In partner's suit top of xxx if supported

Discards reverse count (see notes)
Count current reverse: low-high = even
Signal onpartner'slead: reverse count (see notes)

Signal ondeclarer's lead: reverse count (see notes)
Notes Overlead sequences but: a) vs suit: A & Q(KQx[x]) = attitude; K = count; AK from doubleton
b) vs NT: A = unblock or attitude; Q(KQxx) = attitude; K = count
Attitude if count is irrelevant
ANT: Blackwood [_] RKCB 14;30 4% Gerber [_] when?
Slam Notes minorwood (not 1m-4m) ... then 4NT/5m = play; suit above 5Trumps = K ask
Cue Bids 1st & 2nd round controls shown together up the line; repeating = 1st round control
Asking Bids minorwood Q/K ask = number of K's
3-way GT after 1IM-2M (X = GT in comp) 2-way Checkback after: 1x-1y,INT & 1x-1y,1z
standard Splinter = 12-14, shown nat Gazilli 2% after IM-INT & 19-14 (17+)
spiral fragment after 1m-1M;2M
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1. OPENING BIDS

Describe strength, minimum length, or specific meaning

{ee 11-20, 2+ 1¢ 11-20, 5+%
14 11-20, 4+ 14 11-20, 5+4
1NT 15-17 (may upgrade good 14)

Yellow |:|
Canape |:|

(see pre-alert)

(see pre-alert)

may contain 5 card Major

INT Responses 2+ Stayman
24 transfer, 5+¥
2§ transfer, 5+4

2 range probe or t'fer 6+ (2NT min, 3% max)
INT transfer, 6+¢

other Super-accepts,Smolen,Texas

2¢e artificial, FG (~21+) or 22-23 balanced
24 5-10, 6¥ or 64 or balanced 24+
29 5-10, 5¥-4+minor, usually unbalanced

(wider range in 3rd seat)

(wider range in 3rd seat)
o2& 5-10, 54-4+minor, usually unbalanced
2NT 20-21 balanced

(wider range in 3rd seat)
3NT Gambling

2. PRE-ALERTS

Bergen raises by unpassed hand Ghestem: cue extremes, 2NT lowers, 3% uppers ...

other

Pre-empts often shorter or lighter at fav vul or in 3rd ... over (1): 24 Majors, 2NT lowers, 3% extremes

... (1), 28 nat

3. COMPETITIVE BIDS / OVERCALLS

Negative doubles through 49 Jumpovercalls Weak (11-14 in passout seat)
Responsive doubles through 4¥  Unusual NT 5-5 lowest unbid suits, (not 11-15)
15-17, stopper if M

INT overcall - immediate Immediate cue of minor Ghestem - see pre-alerts, (not 11-15)

INT overcall - re-opening  10-14 Immediate cue of Major Ghestem - see pre-alerts, (not 11-15)

Over weak twos X t/o; Over opening threes X T/O; Michaels; jumpl16+/5 losers

Over opponent's INT Weak INT: X 15+; 2« both M's 5-4+; 24 long M; 2¥/4 5M-4+m; 2NT 5-5m
Strong INT: X= 4Maj+ longer minor; 2 both M's 5-4+; 26 4+¢-5M; 2V/& 5M-4+%,;

both usually ~11+ ... in passout seat: may be weaker & 2% may be 4-4 Majors



8. RESPONSES TO OPENING BIDS

Describe strength, minimum length, or specific meaning

2¥ 24 natural invitational
2NT Strong relay
3¢ pass or correct to 3¢

34 natural invitational
3¢ to play
3N

3NT to play
4e%e &44= Splinter, 4+¥ (rare)

4% to play

other after 2¥-24: Stepl =min & &; Step2 =min & ¢; Step3 =max & &; Stepd = max & ¢

oM ONT strong enquiry
3¢ pass or correct to 3¢
3¢ natural invitational

3¥ natural invitational
3M to play
INT to play

4% &4¢ = Splinter, 4+4 (rare)
49
4M to play

other after 26-2NT: Stepl = min & %; Step2 =min & ¢; Step3 =max & %; Stepd =max & ¢

ONT 3¢ Puppet Stayman
3¢ transfer, 5+¥
3¢ transfer, 5+4
other 4NT = Quant,

3M both Minors or Long® ST 44 transfer, 6+%

3NT to play
deo STin

4§ transfer, 6+4
4@ Quant 5332

9. CONVENTIONS

Unusual NT: 5-5 lowest unbid suits, (not 11-15)

4th Suit Forcing
NT Checkback

up the line

Oneround [_|

Priorities:

Game force

(either 3 cards for partner or 40M)

Defence to 3NT opening X strong; 4#/¢ = Major T/O with rank preference; 4¥/4 to play

Defence to Opening Twos
Multi 24

RCO style 2-s get explanation, then X, and suits as above

Other 2-s

(W2), X T/O (LEB); Leaping Michaels: (2M),4m= 5m-50M; (2¢),4¢=5-5M's
X =T/O; 2NT = 16-18 & M's stopped, 3NT to play; Suit nat; Jump = 16+, 6 cards

with strong distributional options (eg Myxi): jumps are weak, X = T/O of weak long suit option

Defence (1%): any direct action = <12 .... X M-M (then 1/2¢ = you choose); 1NT minor 2-suiter; other nat

to
strong
T /2e%

(1#): then 1nt 4Maj+longer minor
if 2+4#: treat 14 as natural

1 149 5+ 4+¢ 29 <6,6¢ 3¢ Splinter, 5+&
1§ 5+, 4+9 ¥ <6, 69 3¥ Splinter, 5+
18N 5+, 4+ 2 <6, 64 3M Splinter, 5+
iINT 5-10 INT weak, <6, 6 3NT 13-14 flat, M's stopped
o 11+, 4+%, no 4M 3% 6-10, 5+, no 4M 4é pre-emptive
other
19 1Y 5+, 449 ¥ <6, 69 3¥ Splinter, 5+¢
10N 5+, 4+4 2 <6, 64 34 Splinter, 5+¢
iINT 5-11 (not enough for 2&/¢) 9NT weak, <6, 5+¢ 3NT 13-14 flat, M's stopped
2 FG, 4+% 3¢ nat, 9-11, good 6% 4ote
2¢ 11+, 4+¢, no 4M 34 6-10, 4+¢ 44 pre-emptive
other
19 1M 5+, 4+4 ¥ 6-9, 3v+ 3¢ 10-12, 4+%,
INT 5-11(12), semi-forcing 24 10-11(12), 3¥ 3¢ <6, 49
2¢e 3+% FGor 9-11 ONT 13+, 4+% 3M 10-12, 4+9, Splinter
2¢ 5+¢ FGor9-11 3% 6-9, 49 (34 = game try) 3NT 13-14 flat, 3%
other 4%/¢ = 10-12, 4+¥, Splinter; 4% =to play
14 INT 5-11(12), semi-forcing 24 6-9, 34 (or poor 4) 3¢ 10-11(12), 34
2¢e 3+% FG or 9-11 ONT 13+, 4+4 3 <6, 44
2¢ 5+¢ FGor9-11 e 6-9, 44 (34 =gametry) 3NT 13-14 flat, 3¢
¥ FG, 5+ 3¢ 10-12 4+4, any Splinter  4¢ 10-12, 4+4, Splinter
other 4¢/¥ =10-12, 4+4, Splinter; 44 =to play
INT 3¢ FG, 5M? (3d¢=no5Monly) 34 FG 14-3¥-(54) short show 44 transfer, 6+¥
3¢ FG, 5-5 minors 3NT to play 4§ transfer, 6+4
3¥ FG 34-1¥-(54) short show 4e¢e 5-5 Majors 44 Quant 54332
other 4NT= Quant 54332
2¢e 2@ -ve, denies any A+K or KKK ONT +ve, bal, or no suit to show 3
29 +ve, 5+¥, 2/3 Jh +ve, 6+%,2/3 (orvg5) 3M
2M +ve, 5+4, 2/3 3@ +ve, 6+4,2/3 (orvg5) 3NT
other
2@ 2¥ pass or correct RS 3M pre-emptive, pass/correct
24 Vinvite (pass/accept/decline) 34 3NT to play
2NT strong enquiry 3¥ pre-emptive, pass/correct 4o
other after 2¢-2NT: 3%/34¢ = ¥/4 max, 3¥/34 = nat, min
Notes

New suit by advancer:

if unpassed = F1 (4+cd at 1 level, 5+ cd at 2 level);

if passed hand = 5+cd, NF

Over 1NT Interference KISS Lebensohl, fast shows (see Section 10)
Lebensohl - other uses after (Weak 2), X, (Pass)

Take out of 4 level pre-empts
49 X =T/O; 4NT = minors

1-2& inverted: 24: 2+ 14+, ¢ stop or 14(15)bal;

3&: 4+%, 11-13 unbal, NF;
2M: 6-9, 3 fit;
LEB: X =T/O; 2Suit= nat, 5+cds, to play;

1M, (simple overcall):

4eb/4®

X =T/O; 4NT =to play

AN X =T/O; A4NT = 2 suits

10. OTHER NOTES

1M-2# or 24 then when responder repeats the minor shows 9-11 not GF
19-4;24 or 19/4-1NT; 24 then2 is Gazilli 2¢ = 8+ pts other less then 8

2NT: 6-9, 4 fit;

2M: 4+ 14+, M stop; 2NT: 2+ 12-13 bal;
34/9/4: splinter, 14+ GF;
3M: < 6, 4 fit;

3Suit = nat, FG; cue = stopper ask;

3NT: 2+, 18-19, bal
cue: inv(+), 3+ fit
3NT =to play

... 2NT-3%, then: Suits below them = to play; Suits above them = nat 5+cds, inv; 3NT game values, no stop




	Status Check
	REFRESH
	Print Preparation
	Set  Date
	Swap Players
	Print the Card
	Print Partner's Card

	HELP
	Quick Help
	BLUE Fill
	Text Value Problems
	Popup Messages
	Signing Hints
	Printing Tips
	Printing Problems
	Print Partner Card

	For MAC Users
	For Foxit Users
	Text Overflow
	Classification
	Showing Priorities
	Abbreviations
	Abbreviations A-F
	Abbreviations G-N
	Abbreviations O-S
	Abbreviations S-z

	TAB Sequence
	Field Hints
	Rich Text Tips
	Suit Symbols
	Rich Codes
	Colour Codes
	Unicode Text
	List Box Help
	Shortcut codes
	Extra Notes
	HINTS - CheckBoxes
	Fill Colour codes

	Load data file:
	Load an FDF file

	ToolBox
	Check Old Fields
	Append Old Fields
	Big X
	Trim Leading Spaces
	**Tweak** Font Sizes
	Format - Use default
	Format Font Size 10pt
	Format Font Size 9pt
	Formatting Finished

	Enhancements
	Richness = None
	Richness = Basic
	Richness = Rich
	Rich Mode Functions
	Text Colours
	Normal
	All Black
	Suits Red & Black
	Spades Blue
	Suits Blue.R.O.G.
	Suits Black.R.B.G.

	Fill Colours
	Hide Fill Colours
	Show Fill Colours
	Normal Fill Colours
	Gray and white Fill

	Font = default

	CheckBox Format
	Big X
	All Black
	Cross
	Tick
	Small Black

	Date Format
	NoDates
	2016-09-19 17:23
	2016-09-19
	19 Sep 16
	19/09/2016
	2016-Sep

	Shortcuts & More
	Restore standard codes
	Cancel shortcut codes
	Save shortcut codes
	Show extra notes?


	Miscellaneous
	Expose Java Console
	Show Button Info
	Show Settings
	Log many values
	Encode Unicode


	JumpRaiseMajor: pre-emptive, <6, 4 fit
	MinorJumpShift: to 2 level: weak, 6-carder, <6;         1!d-3!c = good 6+!c, 9-11
	MajorJumpShift: other Major = 3 fit, inv;    3!c = 4 fit, 6-9;    3!d = 4 fit, 9-11, any Splinter
	ResponseStrong2: !-2!d denies A+K or KKK;  3M= 6+M, 5+ playing tricks, little else;  other +ve nat
	Response2NT: !-3!c = 5M ask;   3!d/!h = transfer;   3!s = ST minor(s), forces 3NT;   3NT = play
	SeqLead_S: Overlead most but see notes
	SeqLead_NT: ^ 
	FourHonourLead_S: 3rd/5th
	FourHonourLead_NT: ^ 
	FourSmallLead_S: 2nd highest
	FourSmallLead_NT: ^ 
	ThreeSmallLead_S: bottom
	ThreeSmallLead_NT: top
	LeadPartnersSuit_S: top of xxx if supported
	LeadPartnersSuit_NT: ^ 
	DiscardType_S: reverse count   (see notes)
	DiscardType_NT: ^ 
	CountType_S: current reverse: low-high = even
	CountType_NT: ^ 
	SignalPartnerLead_S: reverse count   (see notes)
	SignalPartnerLead_NT: ^ 
	SignalDeclarerLead: reverse count   (see notes)
	PlayNotes_1: Overlead sequences but: a) vs suit: A & Q(KQx[x]) = attitude;  K = count;  AK from doubleton
	PlayNotes_2:                                                       b) vs NT:  A = unblock or attitude;  Q(KQxx) = attitude;  K = count
	PlayNotes_3:              Attitude if count is irrelevant
	B.IsBlackwood:  
	RKCBStyle: 14; 30
	B.IsGerber:  
	GerberWhen: ^ 
	B.IsCueBids: X
	B.IsAskingBids: X
	SlamNotes_1: !-minorwood (not 1m-4m)  ... then 4NT/5m = play;  suit above 5Trumps = K ask
	SlamNotes_2: 1st & 2nd round controls shown together up the line;    repeating = 1st round control
	SlamNotes_3: minorwood Q/K ask = number of K's
	Other_1_1: 3-way GT after 1M-2M (X = GT in comp)
	Other_2_1: 2-way Checkback after: 1x-1y,1NT & 1x-1y,1z
	Other_1_2: standard Splinter = 12-14, shown nat
	Other_2_2: Gazilli 2!c after 1M-1NT & 1!h-1!s (17+)
	Other_1_3: spiral fragment after 1m-1M;2M
	Other_2_3: ^ 
	Off
	Other_1_4: ^ 
	Other_2_4: ^ 
	Other_1_5:               ...
	Other_2_5: ^ 
	Date_A: 2024-01-30 08:26
	MoreNotes_1: Partner opens Major: cue = inv raise;  opens minor: cue = stopper ask
	MoreNotes_2: !-Power X >>  with competition: reverse ONLY shows extra shape
	MoreNotes_3: ^ 
	MoreNotes_4: ^ 
	Off
	Q.Brown:  
	Q.Green: X
	Q.Blue:  
	Q.Red:  
	Q.Yellow:  
	BoxMN14: 
	BoxMN34: 
	My.Codes: X
	My.FillColours: x
	My.FormatA: x
	My.FormatB: x
	My.Options:  NoFix 
	My.Rectangles: x
	BoxOC115: 
	My.Symbols:  none yet 
	I.Format:   T9 
	I.InfoMessage: -2
	I.LogMessage: 
	I.TextColours: x
	JumpRaiseMajorOther:  
	JumpRaiseMinorOther:  
	BoxOC215: 
	Over1NTInterfMore:  
	Resp1NT2COther:  
	UnusualNTOther:  
	My.CheckBoxValues: X
	My.Colours: 02xxxxxxxxxxxxx             .
	My.DateFormat: yyyy-mm-dd HH:MM
	My.Font: *
	BoxPA113: 
	My.Richness: Rich
	I.SPANs: 8
	I.Tag: 4321
	H.Colours: 02xxxxxxxxxxxxx             .  .
	IsNTCheckback: Yes
	Is4thForcingGame: Yes
	Is4thForcing1Round: Off
	IsAskingBids: Yes
	BoxPA123: 
	IsCueBids: Yes
	IsGerber: Off
	IsBlackwood: Off
	OneNTMayHave5Major: Yes
	IsCanape: Off
	Classification: Green
	IsBrownSticker: Off
	BoxPA213: 
	BoxPA223: 
	PlayerNo.A: 715360
	PlayerName.A: Robina McConnell
	PlayerNo.B: 115207
	PlayerName.B: Eugene Wichems
	BasicSystem: Standard, 2/1 Game Force, Multi-2's
	B.IsCanape:  
	Open1C: 11-20, 2+!c
	Open1D: 11-20, 4+!d
	Open1H: 11-20, 5+!h           (see pre-alert)
	Open1S: 11-20, 5+!s           (see pre-alert)
	Open1NT: 15-17 (may upgrade good 14)
	B.OneNTMayHave5Major: X
	Resp1NT2CStyle: Stayman
	Resp1NT2D: transfer, 5+!h
	Resp1NT2H: transfer, 5+!s
	Resp1NT2S: range probe or t'fer 6+!c!-  (2NT min, 3!c max)
	Resp1NT2NT: transfer, 6+!d
	Resp1NTOther: Super-accepts,Smolen,Texas
	Open2C: artificial, FG (~21+)    or 22-23 balanced
	Open2D:  5-10, 6!h or 6!s   or balanced 24+                        (wider range in 3rd seat)
	Open2H: 5-10, 5!h-4+minor, usually unbalanced                                       (wider range in 3rd seat)
	Open2S: 5-10, 5!s-4+minor, usually unbalanced                                       (wider range in 3rd seat)
	Open2NT: 20-21 balanced
	Open3NT: Gambling
	OpenOther: ^ 
	PreAlert_1_1: !-Bergen raises by unpassed hand
	PreAlert_2_1: !-Ghestem:  cue extremes, 2NT lowers, 3!c uppers ...
	PreAlert_1_2: !-Pre-empts often shorter or lighter at fav vul or in 3rd
	PreAlert_2_2: !-    ... over (1!c): 2!d Majors, 2NT lowers, 3!c extremes
	PreAlert_1_3: ^ 
	PreAlert_2_3: !-    ... (1!c), 2!c nat
	NegXLimit: 4!h
	JumpOvercall: Weak  (11-14 in passout seat)
	RespXLimit: 4!h
	UnusualNT: 5-5 lowest unbid suits, (not 11-15)
	Overcall1NT: 15-17, stopper if M
	ImmedCueMinor: !-Ghestem - see pre-alerts, (not 11-15)
	Reopen1NT: 10-14
	ImmedCueMajor: !-Ghestem - see pre-alerts, (not 11-15)
	CompeteWeak2: !-X t/o;
	CompeteOpen3: !-X T/O;  Michaels;  jump16+/5 losers
	Compete1NT_1: Weak 1NT:  X 15+;   2!c both M's 5-4+;    2!d long M;   2!h/!s 5M-4+m;   2NT 5-5m
	Compete1NT_2:                       Strong 1NT: X= 4Maj+ longer minor;   2!c both M's 5-4+;   2!d 4+!d-5M;   2!h/!s 5M-4+!c;   2NT 5-5m
	Compete1NT_3:                       both usually ~11+   ... in passout seat:  may be weaker & 2!c may be 4-4 Majors
	JumpRaiseMinor: 6-10, fit, 5+!c or 4+!d, no 4M
	BoxON34: 
	BoxON57: 
	Resp1C._1D: 5+, 4+!d
	Resp1C._1H: 5+, 4+!h
	Resp1C._1S: 5+, 4+!s
	Resp1C._1NT: 5-10
	Resp1C._2C: 11+, 4+!c, no 4M
	Resp1C._2D: <6, 6!d
	Resp1C._2H: <6, 6!h
	Resp1C._2S: <6, 6!s
	Resp1C._2NT: weak, <6, 6!c
	Resp1C._3C: 6-10, 5+!C, no 4M
	Resp1C._3D: Splinter, 5+!c
	Resp1C._3H: Splinter, 5+!c
	Resp1C._3S: Splinter, 5+!c
	Resp1C._3NT: 13-14 flat, M's stopped
	Resp1C._4C: pre-emptive
	Resp1C.Other: ^ 
	Resp1D._1H: 5+, 4+!h
	Resp1D._1S: 5+, 4+!s
	Resp1D._1NT: !-5-11  (not enough for 2!c/!d)
	Resp1D._2C: FG, 4+!c
	Resp1D._2D: 11+, 4+!D, no 4M
	Resp1D._2H: <6, 6!h
	Resp1D._2S: <6, 6!s
	Resp1D._2NT: weak, <6, 5+!d
	Resp1D._3C: nat, 9-11, good 6!c
	Resp1D._3D: 6-10, 4+!D
	Resp1D._3H: Splinter, 5+!d
	Resp1D._3S: Splinter, 5+!d
	Resp1D._3NT: 13-14 flat, M's stopped
	Resp1D._4C: ^ 
	Resp1D._4D: pre-emptive
	Resp1D.Other: ^ 
	Resp1H._1S: 5+, 4+!s
	Resp1H._1NT: 5-11(12), semi-forcing
	Resp1H._2C: 3+!C FG or 9-11
	Resp1H._2D: 5+!d FG or 9-11
	Resp1H._2H: 6-9, 3!H+
	Resp1H._2S: 10-11(12), 3!h
	Resp1H._2NT: 13+, 4+!h
	Resp1H._3C: 6-9, 4!h (3!d = game try)
	Resp1H._3D: 10-12, 4+!H,
	Resp1H._3H: <6, 4!h
	Resp1H._3S: 10-12, 4+!H, Splinter
	Resp1H._3NT: 13-14 flat, 3!h
	Resp1H.Other: 4!c/!d = 10-12, 4+!H, Splinter;      4!h = to play
	Resp1S._1NT: 5-11(12), semi-forcing
	Resp1S._2C:  3+!C FG or 9-11
	Resp1S._2D: 5+!d FG or 9-11
	Resp1S._2H: FG, 5+!h
	Resp1S._2S: 6-9, 3!s (or poor 4)
	Resp1S._2NT: 13+, 4+!s
	Resp1S._3C: 6-9, 4!s  (3!d = game try)
	Resp1S._3D: 10-12 4+!s, any Splinter
	Resp1S._3H: 10-11(12), 3!s
	Resp1S._3S: <6, 4!s
	Resp1S._3NT: 13-14 flat, 3!s
	Resp1S._4C: 10-12, 4+!s, Splinter
	Resp1S.Other:  4!d/!h = 10-12, 4+!s, Splinter;     4!s = to play
	Resp1NT._3C: !-FG, 5M?  (3d!d= no 5M only)
	Resp1NT._3D: FG, 5-5 minors
	Resp1NT._3H: FG 3!s-1!h-(54)!- short show
	Resp1NT._3S: FG 1!s-3!h-(54)!- short show
	Resp1NT._3NT: to play
	Resp1NT._4C: 5-5 Majors
	Resp1NT._4D: transfer, 6+!h
	Resp1NT._4H: transfer, 6+!s
	Resp1NT._4S: Quant 5!c332
	Resp1NT.Other: 4NT= Quant 5!d332
	Resp2C._2D: !--ve, denies any A+K or KKK
	Resp2C._2H: +ve, 5+!h, 2/3
	Resp2C._2S: +ve, 5+!s, 2/3
	Resp2C._2NT: +ve, bal, !-or no suit to show
	Resp2C._3C: +ve, 6+!c, 2/3   (or vg 5)
	Resp2C._3D: +ve, 6+!d, 2/3   (or vg 5)
	Resp2C._3H: ^ 
	Resp2C._3S: ^ 
	Resp2C._3NT: ^ 
	Resp2C.Other: ^ 
	Resp2D._2H: pass or correct
	Resp2D._2S: !-!hinvite (pass/accept/decline)
	Resp2D._2NT: strong enquiry
	Resp2D._3C: ^ 
	Resp2D._3D: ^ 
	Resp2D._3H: pre-emptive, pass/correct
	Resp2D._3S: pre-emptive, pass/correct
	Resp2D._3NT: to play
	Resp2D._4C: ^ 
	Resp2D.Other: after 2!d-2NT:  3!c/3!d = !h/!s max,  3!h/3!s = nat, min
	ResponseNotes_1: ^ 
	ResponseNotes_2: !-New suit by advancer:   if unpassed = F1 (4+cd at 1 level,  5+ cd at 2 level);    if passed hand = 5+cd, NF
	ResponseNotes_3: ^ 
	Resp2H._2S:  natural invitational
	Resp2H._2NT: Strong relay
	Resp2H._3C: pass or correct to 3!d
	Resp2H._3D: natural invitational
	Resp2H._3H: to play
	Resp2H._3S: ^ 
	Resp2H._3NT: to play
	Resp2H._4C: &4!d= Splinter, 4+!h (rare)
	Resp2H._4H: to play
	Resp2H.Other: after 2!h-2!s:   Step1 = min & !c;   Step2 = min & !d;   Step3 = max & !c;   Step4 = max & !d
	Resp2S._2NT: strong enquiry
	Resp2S._3C: pass or correct to 3!d
	Resp2S._3D: natural invitational
	Resp2S._3H: natural invitational
	Resp2S._3S: to play
	Resp2S._3NT: to play
	Resp2S._4C: &4!d = Splinter, 4+!s (rare)
	Resp2S._4H: ^ 
	Resp2S._4S: to play
	Resp2S.Other: after 2!s-2NT:   Step1 = min & !c;   Step2 = min & !d;   Step3 = max & !c;   Step4 = max & !d
	Resp2NT._3C: Puppet Stayman
	Resp2NT._3D: transfer, 5+!h
	Resp2NT._3H: transfer, 5+!s
	Resp2NT._3S: both Minors or Long!d ST
	Resp2NT._3NT: to play
	Resp2NT._4C: ST in !C
	Resp2NT._4D: transfer, 6+!h
	Resp2NT._4H: transfer, 6+!s
	Resp2NT._4S: Quant 5!c332
	Resp2NT.Other:  4NT = Quant,
	UnusualNoTrump: 5-5 lowest unbid suits, (not 11-15)
	B.Is4thForcing1Round:  
	FourthSuitForcing: ^ 
	B.Is4thForcingGame: X
	B.IsNTCheckback: X
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