4. BASIC RESPONSES

Jump raises - minors  Weak

Jump raises - Majors  Weak

Jump shifts after minor opening ~ Weak
Jump shifts after Major opening  Bergen
Responses to strong 2 suit open.  N/A

Responses to 2NT opening 3% stayman
Show priorities
Versus Suit  (or both) Versus NoTrump (if different)
Leads  Sequences:
Four or more with an honour ~ 4th highest 4th highest
From 4 small 2nd highest 4th highest
From3cards (nohonour)  Middle Middle

Highest card except from A/K/Q
Odd = Enc, Even = McK
High-Low = Even

Highest card except from A/K/Q
Odd = Enc, Even = McK
High-Low = Even

A + Play highest

In partner's suit
Discards
Count
Signal onpartner'slead: A = Attitude, K = Count
Signal ondeclarer'slead: Count except trumps
Notes Coded 10's and 9's
Q is for Attitude, may not promise J.

6. SLAM CONVENTIONS

4NT:  Blackwood RKCB 0314 4 Gerber [X] when? Immediately after 1 & 2NT
Slam Notes After 4é: 46=0/3, 4¥=1/4, 44=2 colour, 4NT=2 rank, 5%=2 other
Cue Bids Responses to Q trumps call: Jump to lowest K, if you have Q of trumps.

Asking Bids ||
7. OTHER CONVENTIONS

After 3X opening, use 4% as RKCB
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Describe strength, minimum length, or specific meaning Canape |:|

i¢ 16+ any distribution
1¢ 11-15 at least 24
1NT 14-16 balanced

1¢ 11-155+%
14 11-155+4
may contain 5 card Major ||

INT Responses 2¢ Stayman
24 transferto ¥
29 transfer to &

o2& transfer to & or ¢
ONT invitational

other

2¢ 11-15 6+, Or S%+4CM or 5+ & 5+4

24 11-15 4415 hand minus 1, short ¢

2¥ weak 6-10 6+¥

2h weak 6-10 6+4

2NT 22-23 balanced 3NT Gambling

other 3L openings weak 7 card suit (maybe solid 6 in m). 4 L openings 8+ self-supporting

2. PRE-ALERTS

Bergen raises (jump over intervention only) Inverted minors and long suit trials.
Jacoby 2NT
Leaping Michaels over weak 2s Coded 10s and 9s.

3. COMPETITIVE BIDS / OVERCALLS

Negative doubles through 2¢  Jumpovercals Weak

Responsive doubles through 24 Unusual NT 11+ shows 2 lower unbid suits

14-16 + stop Immediate cue of minor  If 4+: 54 + 5 in other minor
INT overcall - re-opening  11-15, no stop Immediate cue of Major 5 in other major & 5 in minor
Over weak twos  2NT=16+stop, bid=nat Over opening threes  X=takeout

Over opponent's INT ~ Brozel over Strong NT: X=single suited. TRASH over weak NT X=pen.
Strong NT: 28=&+¥, 246=0¢+¥, 2H=V+& 24=a+m, 2NT = &+é, 3d=7+d 36=7+¢
Weak NT: 2 = ¢ Or ¥+4, 26 = ¥ Or &+, 29 = & Oor $+4, 24 = 4+¢, 2NT = & Or +¥

Cue raises over intervention

INT overcall - immediate



8. RESPONSES TO OPENING BIDS

Describe strength, minimum length, or specific meaning

2¥ 2A 6+4 denies ¥ 3¢ 6+4 denies ¥ 3NT To play
ONT 14+ Relay 3¢ Pre-empt 4ot
3¢ 6+ denies ¥ 3A 49 To play
other After 2NT: 3C & 34 = 4 card suit, 3¥=HR, 34, 48 & 46 =C

24 2NT 14+ Relay 3¥ 6+%¥ denies ¢ 4ot
3¢ 6+ denies & 3A Pre-empt 49
3¢ 6+¢ denies & 3NT To play 44 To play

other After 2NT: 3&-34 = 4 card suit, 3¥ = C, 34=HR, 4 - 46 =C

2NT 3¢ Stayman 3M Transfer to minors 49
3¢ Transferto ¥ 3NT To play 489 To play
3¥ Transfer to # 4¢ Gerber 40 To play

other After 2NT/3%: 34 = no 4CM and 3NT = both 4CM

9. CONVENTIONS

Unusual NT: Lowest 2 unbid suits

4th Suit Forcing Oneround [_| Game force [_|
NT Checkback Priorities: 14/16/INT/2d: 24=<38+<49 29=49 24=34 2NT=346+4¥
Defence to 3NT opening

Defence to Opening Twos

Multi 2@

RCO style 2-s

Other 2-s

Defence Truscott: 2é=d+4, 16=4+V, 19=V+s 14=d+d X=&+¥ INT=0¢+4,
to Jump = single suited hand natural and double jump is pre-emptive.

strong Over 14/P/14: 2&=&+6, 24=0+V, 1V=V+4, 14=4+&k, INT=5+V, X=4+4
1 /2% Over 14: 2&=%+¢, 26=¢+Y, 19=V+s l1o=a+d INT=®+V X=60¢+é

i 14 0-7, any shape 2¢ 8+5+V 3¢ 4-7,6+¢ only

19 8+ 5+ 4 29 8+ 44 +5+dor ¢ 3V

1 8-11n0oS,00r14CM 24 8+ 49 +5+dor ¢ 3M

INT 8+ with both 4CM 2NT 12+,n0S,00r14CM 3aNT

2¢s 8+, 6+d 0r ¢, N0 4CM 3 4-7, 6+ only 4 &4¢ MRKCB

other Impossible Negative: A jump after 1D by responder = 8+ 4441 with S in bid suit
19 19 4+9 F1 2¥ 6-10, 6+¥ 3¢ 10-15, 5+, short ¥

1M 4+46 F1 2A 6-10, 6+4 34 10-15, 5+4, short

iNT 6-10 bal no 4cd M 2NT 11-13 bal no 4CM 3NT 14-15 bal, no 4CM

2¢ 11+ 5+, forcing 3¢ 6-10, 6+ 4% MRKCB

2¢ 11+ 5+4, forcing 3¢ 6-10, 5+¢ 44 mMmRKCB

other 4% and 44 to play
1¥ 1M 6+ 4+4 <39 F1 2¥ 6-93v 3¢ 10-12 4¥ Bergen

INT 6-11 <3V, <44 2h 10-12 3% 3¥ 0-5 4% Bergen

2 12+ 4 <44 ONT 13+ 4% Jacoby 3M Splinter

2@ 12+ 46, <44 3 6-9 4¥ Bergen 3NT To play

other After 2NT: 3% & 34 = 4 card suit, 3¥=HR+6+¥, 3ANT=HR+5¥, 34,48&4¢ = C
1M INT 6-11 <34 F1 20 6-9 34 3¢ 10-12 34

2 12+ 4 ONT 13+ 44 Jacoby 3A 0-54S Bergen

20 12+ 44 3% 6-9 44 Bergen 3NT To play

29 12+ 5% 3¢ 10-12 44 Bergen 4o

other After 2NT: 3%-3% = 4 card suit, 3¢=HR+6+4, ANT=HR+5#4, 4&-4¥ = C
INT 3¢ 6-10, 6+ good texture 34 12+ 6+4 19

3¢ 6-10, 6+¢ good texture 3NT 13-15 balanced 49 To play

3¢ 12+, 6+9 4¢% Gerber 44 To play

other After INT/2: 24 = no 4CM and 2NT = both 4CM, After 2D: 2M-=5/4 LR, 3M=4/5
2% 2@ Relay ONT 10+ no 4CM, some & 39 GF, 5+%

2¥ 5-7 6+¥ <34 3 weak, 3+ 3Ah GF, 5+4

2N 5-7 6+4 <3& 3¢ GF,5+¢ 3NT To play

other After 24: 2¥=4VLR, 24=44| R, 2NT=5+#&5¢, 3h=6+&, 36=5+H&6+¢, SM=HR
24 29 toplay, 3+¥ 3k weak, 4+ 3 5+4 invitational

24 to play, 4+4 3¢ 6+4, invitational 3NT To play

INT Gl relay 3¥ 5+¥ invitational 4ot

other After 2NT: 3d=weak, 3¢=HR 4¥+44, 3¥=HR 3¥, 34=HR 34, 3NT=HR V¢

Notes L

R = low range, HR = high range, CM = card major, S = singleton, V= void

OM = other major, F1 = one round force, GF = game force, C = Control in suit (A or V)
After 2¢/2NT/3%/3¢: 3¥=LR 3¥, 3S=LR 34, SNT=LR 4¥+44

Over INT Interference Swine over X, Lebensohl against overcall
Lebensohl - other uses Over 2¥ and 24
Take out of 4 level pre-empts 4n/4®  X=T/out, 49/4 to play

49 X=T/out, 44 to play,ANT=2 suited 44 X s penalty, ANT=T/out
SWINE over INT X: Pass - partner XX: bid lower of 2 touching suits, X partner bids 2,
which is correctable to actual weak 5+ suit, or bid the lower of 2 non-touching 4 card suits
Intervention over 14 (except 14 nat): Responder X(XX)=5-7, INT=8+bal+OM+Stop
2 level cue=8+ bal no stop. System on after 14 (nat) intervention.
Lebensohl: 2L overcall weak, 3L cue bid=GF+4CotherM+no stop, 3NT=no stop or 4CM
2NT/3% weak minors, 2NT/3%/other M=5 card+stop, 2NT/3#%/3L cue bid=4CotherM+stop
Cue raise of 3% or 3¢ is Stayman and X is penalty oriented.
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	PreAlert_2_2: Jacoby 2NT
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	Resp1H._3S: Splinter
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	Resp1H.Other: After 2NT: 3!C & 3!D = 4 card suit, 3!H=HR+6+!H, 3NT=HR+5!H, 3!S,4!C&4!D = C
	Resp1S._1NT: 6-11 <3!S F1
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	Resp1NT._3S: 12+ 6+!S
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	Resp1NT._4C: Gerber
	Resp1NT._4D: ^ 
	Resp1NT._4H: To play
	Resp1NT._4S: To play
	Resp1NT.Other: After 1NT/2!C: 2!D = no 4CM and 2NT = both 4CM, After 2D: 2M-=5/4 LR, 3M=4/5
	Resp2C._2D: Relay
	Resp2C._2H: 5-7 6+!H <3!C
	Resp2C._2S: 5-7 6+!S <3!C
	Resp2C._2NT: 10+ no 4CM, some !C
	Resp2C._3C: weak, 3+!C
	Resp2C._3D: GF, 5+!D
	Resp2C._3H: GF, 5+!H
	Resp2C._3S: GF, 5+!S
	Resp2C._3NT: To play
	Resp2C.Other: After 2!D: 2!H=4!HLR, 2!S=4!SLR, 2NT=5+!C&5!D, 3!C=6+!C, 3!D=5+!C&6+!D, 3M=HR
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	Resp2S._2NT: 14+ Relay
	Resp2S._3C: 6+!C denies !S
	Resp2S._3D: 6+!D denies !S
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	Resp2S._3S: Pre-empt
	Resp2S._3NT: To play
	Resp2S._4C: ^ 
	Resp2S._4H: ^ 
	Resp2S._4S: To play
	Resp2S.Other: After 2NT: 3!C-3!D = 4 card suit, 3!H = C, 3!S=HR, 4!C - 4!D = C
	Resp2NT._3C: Stayman
	Resp2NT._3D: Transfer to !H
	Resp2NT._3H: Transfer to !S
	Resp2NT._3S: Transfer to minors
	Resp2NT._3NT: To play
	Resp2NT._4C: Gerber
	Resp2NT._4D: ^ 
	Resp2NT._4H: To play
	Resp2NT._4S: To play
	Resp2NT.Other: After 2NT/3!C: 3!D = no 4CM and 3NT = both 4CM
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	Defence3NT: ^ 
	DefenceOpening2: ^ 
	DefenceMulti: ^ 
	DefenceRCO: ^ 
	DefenceOtherTwos: ^ 
	DefenceStrongC_1: Truscott: 2!C=!C+!D, 1!D=!D+!H, 1!H=!H+!S, 1!S=!S+!C, X=!C+!H, 1NT=!D+!S,
	DefenceStrongC_2: Jump = single suited hand natural and double jump is pre-emptive.
	DefenceStrongC_3:  Over 1!C/P/1!D: 2!C=!C+!D, 2!D=!D+!H, 1!H=!H+!S, 1!S=!S+!C, 1NT=!C+!H, X=!D+!S
	DefenceStrongC_4: Over 1!D: 2!C=!C+!D, 2!D=!D+!H, 1!H=!H+!S, 1!S=!S+!C, 1NT=!C+!H, X=!D+!S
	Over1NTInterf: Swine over X, Lebensohl against overcall
	LebensohlOther: Over 2!H and 2!S
	TakeOutOf4C4D: X=T/out, 4!H/!S to play
	TakeOutOf4H: X=T/out,4!S to play,4NT=2 suited
	TakeOutOf4S: X is penalty, 4NT=T/out
	OtherNotes_1: SWINE over 1NT X: Pass - partner XX: bid lower of 2 touching suits, X partner bids 2!C,
	OtherNotes_2: which is correctable to actual weak 5+ suit, or bid the lower of 2 non-touching 4 card suits
	OtherNotes_3: Intervention over 1!C (except 1!D nat): Responder X(XX)=5-7, 1NT=8+bal+OM+Stop
	OtherNotes_4: 2 level cue=8+ bal no stop. System on after 1!D (nat) intervention.
	OtherNotes_5: Lebensohl: 2L overcall weak,  3L cue bid=GF+4CotherM+no stop, 3NT=no stop or 4CM
	OtherNotes_6: 2NT/3!C weak minors, 2NT/3!C/other M=5 card+stop, 2NT/3!C/3L cue bid=4CotherM+stop
	OtherNotes_7: Cue raise of 3!C or 3!D is Stayman and X is penalty oriented.


