U16 Squad System Notes - September 2025

CONTENTS

PHILOSOPHY	2
BIDDING STRATEGIES	2
USING THIS FILE	2
OPENING BIDS	3
BALANCED HANDS	4
OPENING 1NT	4
OPENING 2NT	7
NT REBIDS	8
UNBALANCED HANDS	11
OPENING 1 OF A SUIT	11
RESPONDING TO 1-MINOR OPENING	12
RESPONDING TO 1-MAJOR OPENING	13
FURTHER CONSTRUCTIVE BIDDING	15
STRONG OPENING BIDS	18
WEAK OPENING BIDS	19
COMPETITIVE BIDDING	20
COMPETITIVE SUIT AUCTIONS	20
SUIT OVERCALLS	22
NO TRUMP OVERCALLS	23
DOUBLES	24
DEFENSIVE METHODS	26
SLAM AND HIGH-LEVEL BIDDING METHODS	28
CARDING METHODS	31



[bookmark: _Toc208090789]PHILOSOPHY

We play aggressive, positive Bridge.
· If we have an unclear choice of actions, we take the most positive one
· We look to put pressure on our opponents
· We look for opportunities to intervene, especially with fits and flexible doubles
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· Opening bids are Rule of 20
· We don't open balanced 11s unless we have a clear upgrade (excellent 5-card suit)
· Bid game aggressively
· Bid slams conservatively
· Get our majors into the auction (look for 'flexible' doubles and 'bids on the way')
· Count 13 tricks for Grand Slam
· Shape and fit are most important. Get to the right strain over showing points
· Balanced hands open/rebid NT
· Show correct shape on unbalanced hands
· Bid to fit competitively
· Protect the 2-level where possible - especially non-vul
· 4S over 4H on 18+ trumps
· Push one extra level competitively over their intervention if showing a raise
· Show the right type of raise - values (cue bid), weak (direct), splinter, etc.
· Take a sensible plus when they pre-empt
· Follow the three tests for penalty doubles - Values, Trumps, Misfit for Level
· 3rd hand suit openings may be light
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The basic methods form a complete system that covers the essential core bidding areas. The advanced sections are additions/changes that are suitable for the more experienced members of the group. It is advised to start with the simpler system and gradually add more as you become more comfortable. Playing simple methods well is much better than playing complex methods badly.

At every point, we should know which bids are forcing and non-forcing.

All point counts in this file are general guides only. We use our judgement through our hand evaluation to decide if we should upgrade/downgrade our actions.

The file may look long, but it takes time to describe lots of common basic positions in detail that are normally just assumed as knowledge.
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· 1C - 10+ points, 2+clubs
· 1D - 10+ points, 4+diamonds
· 1H/S - 10+ points, 5+hearts/spades
· 1NT - 15-17 balanced (4432, 4333, 5332, some 4M5m and 6m possible)
· 2C - 23+bal or game force in a suit
· 2D/H/S - 4-9points, 6-cards (may be 5+ 1st NV and 3rd)
· 2NT - 20-22 balanced (4432, 4333, 5332, some offshapes possible)
· 3C/D/H/S - 4-9 points, 7-cards (maybe be 6+ 1st NV and 3rd or with extreme shape)
· 3NT - Gambling. AKQxxxx, no outside cards
· 4C/D/H/S - 4-9 points, usually 8-cards (or very good 7)
· 5C/D -  Weak hand, 8-9 tricks, usually 9-cards (or very good 8)
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Showing Ranges of Balanced Hands

	Points
	Action

	0-11
	Pass

	12-14
	Open 1-level
· After a 1-level response, rebid 1NT
· After a 2-level response, rebid 2NT

	15-17
	Open 1NT

	18-19
	Open 1-level
· After a 1-level response, rebid 2NT
· After a 2-level response, rebid 3NT

	20-22
	Open 2NT

	23-24
	Open 2C, rebid 2NT

	25-27
	Open 2C, rebid 3NT
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15-17 points, balanced (all 4333, 4432, 5332)
Some 6m or 4M5m possible

Responding to 1NT

2C - Non-Promissary Stayman (have to invite to 2NT through this)
2D/H - Transfers to H/S, 5+ cards
2S - Transfer to clubs, 6+ cards. Weak/Inv
2NT - Transfer to diamonds, 6+ cards. Weak/Inv
3suit - Natural and game forcing – 6+cards, single suited
3NT - To play, 9-15 points
4major – To play
4NT - Invitational to 6NT, 16 points
5minor – To play

Raising 1NT with Balanced Hands

	Points
	Action

	0-7
	Pass

	8
	Via 2C Stayman, rebidding 2NT (unless partner shows a major we have). Or via major suit transfer (2D/H) if we have 8 points with a 5-card major.

	9-15
	3NT (or via Stayman/Transfer then 3NT)

	16
	4NT

	17-19
	6NT

	20
	5NT. Forces to 6NT, gives partner option of 7-level



Stayman (also applies after 2NT opening)

Responses to 2C:
2D - No 4-card Major
2H - 4H, may also have 4S
2S - 4S, not 4H

After 2D, bidding 2H/S shows a weak hand with at least 5-4 in the majors and is to play. 2NT is invitational to 3NT and 3 minor is natural and game forcing with 5+ cards (and holding an unknown 4-card major). 3NT is to play, 4NT is invitational to 6NT.

After 2H/S, raising the major is invitational to game. Anything other than raising the major suggests the Stayman bidder holds the other major, but is in line with the scheme shown after a 2D response - 2NT is invitational, 3 minor is natural and forcing, 3NT is to play, 4NT is invitational to 6NT.

There is one exception to this. If we bid the other major at the 3-level (i.e. 3H over 2S, 3S over 2H), this is an artificial force, sets the major and starts cuebidding.

IMPORTANT NOTE: We have to go through Stayman now to invite with balanced hands of 8ish points. Since we play 4 transfers over 1NT, the 2NT bid is now used as a diamond transfer.

Rebidding after Major Suit Transfers after 1NT

The first bid (the transfer) shows 5-cards in the transfer suit.
The second bid then gives a further description of the hand.

· New suit is natural, game forcing, showing 4+ cards in that suit and at least 5 in the major.
· Rebidding transfer suit (e.g. 1NT-2D-2H-3H) is game invitational with a 6-card suit
· 2NT - Invitational, with 5 card major
· 3NT - Choice of games 12-18 points with 5-card major
· 4minor - Splinter, showing singleton/void. Self agrees suit (must be near solid trumps) and encourages slam investigation.
· Jump in other major - Artificially sets transfer suit as trumps. Starts investigation.

Breaking Major Suit Transfers

We break transfers with 4/5 card fit. 
· 3M - Minimum with 4/5 cards
· 2NT - Maximum with 4/5 cards, no good side suit
· New suit - Good side suit (e.g. KQTx/AJTx or better) and 4-card support.

Rebidding after Minor Suit Transfers after 1NT

2S/NT show at least 6 cards in either C/D. They are weak or invitational hands.

We break to the intervening bid with no fit, e.g. 1NT-2S-2N. Transfer bidder will then return to their suit to play.

We complete the transfer with a fit - a fit in this case is Qx or better in the suit, for example 1NT-2S-3C. This allows responder to bid 3NT if the suit may provide a source of tricks.

After the transfer, a new suit shows a shortage, i.e. singleton or void, e.g.
	1NT - 2S - 3C - 3H - Heart shortage

After 1NT - 3 suit

The suit is considered set. 

3NT is to play (over 3minor) and is the most regressive action - we would bid this with 2 small cards as support for the 3-suit and a hand lacking first round controls. 

Other bids are cuebids showing support/interest for the 3-suit and a control in the suit bid.
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Opening 2NT shows 20-22 points and a balanced hand - all 4333, 4432, 5332 (some 4M5m and 6m possible)

Responses to Opening 2NT

· 3C – Stayman – with a similar scheme of responses as opening 1NT
· 3D – Transfer to H – with a similar scheme of responses as an opening 1NT. Hands that just wish to play in game should go through the transfer. Suitable hands with 3 or 4 card support for the transfer suit should break the transfer.
· 3H – Transfer to S – with a similar scheme of responses as an opening 1NT. Hands that just wish to play in game should go through the transfer. Suitable hands with 3 or 4 card support for the transfer suit should break the transfer.
· 3S – 5S and 4H
· 3NT – To play
· 4minor – Natural slam try, 6+ cards.
· 4major – Slam interest, 6+ cards.
· 4NT – Invitational to 6NT with 11 points
· 5minor – To play, 7+ cards, weak.
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Responses After 1NT Rebid - (including 2C Checkback)

After a 1NT rebid (12-14 balanced):

· Weak hands rebid simply at the 2-level if possible (not clubs because of 2C Checkback), e.g.
	1D - 1S - 1NT 
			2D - Weak 5S+4D
			2H - Weak 5S + 4H
			2S - Weak 5S (rarely 6)

· Invitational hands with 5Major and 4minor (or 5-5Majors, or 6Major) get rebid directly at the 3-level, e.g.
	1D - 1S - 1NT - 
			3C - 5S + 4C invitational
			3D - 5S + 4D invitational
			3H - 5S + 5H invitational
			3S - 6S invitationals

· With 4-4 in the majors and an invitational+ hand, e.g.
	1D - 1H - 1NT - 
			2S - 4H + 4S invitational+

· Direct NT raises are just like over a 1NT opening, so 2NT Inv to game, 3NT to play, 4NT Inv to slam, 6NT to play, e.g.
	1D - 1S - 1NT - 
			2NT - Invitational to 3NT
			3NT - To play
			4NT - Invitational to 6NT
			6NT - To play
· If we know where we want to place the contract in game, we just bid it without bothering with 2C Checkback, e.g.
	1D - 1S - 1NT - 
			4S - To play in 4S

2C Checkback primarily asks about partner's major suit length (similar to Stayman), however, we also use it if we need to set up a GAME FORCE.

· Hands that are just looking for extra length in the majors - be they invitational or game forcing - go through 2C Checkback, e.g.
	1D - 1S - 1NT - 
			2C - Checkback
				2D - Not 4H or 3S
				2H - 4H, may have 3S
				2S - 3S, denies holding 4H

With an invitational hand, we can raise the major or bid 2N if we don't have a fit
With a hand worth game we can bid game in the major or bid 3N (or show a minor) if we don't have a fit.
With a hand that wants to investigate slam in a major, we can agree suit by bidding 3 of the other major after the Checkback response

· To set up a GAME FORCE we have to go through 2C Checkback, so... Game Forcing hands with 5Major and 4minor (or 5-5Majors, or 6Major) go through Checkback before rebidding suit at the 3-level
	1D - 1S - 1NT - 
			2C - Checkback
				2D - Not 4H or 3S
					3C - 5S + 4+C Game Forcing
					3D - 5S + 4+D Game Forcing
					3H - 5S + 5H Game Forcing
					3S - 6S Game Forcing




Responses After A 2NT Rebid

These are similar to after a 1NT rebid. After a 1x-2y-2NT (18-19bal) rebid, any continuation is game forcing

· 3C - Checkback
· Rebid of responder's suit. Shows 6 cards. If a major, establishes cuebidding. If a minor, the auction can stop in 3NT if opener is unsuitable, but responder can still go past if interested in slam.
· 3-other suit, natural
· Sequence 1minor - 1H - 2NT - 3S shows 44 in the majors

No Trump Rebids After A 2over1 Response

After a 2/1 game forcing response
· 2NT rebid shows 12-14 balanced
· 3NT rebid shows 18-19 balanced

Note that the 2NT rebid can be made on a range of off-shape hands. For example, 54 shapes where the 4 card suit isn't biddable, 5431 shapes where the singleton is in the 2over1 suit. This minimises the number of 5-card suits that need to be rebid and increases the frequency that it will be a 6-card suit when opener rebids their suit.

No Trump Rebids In Competition

If partner responds and the opposition overcall at the 1-level. then	1NT rebid is a good 12-14 with a solid stop but denies a fit for partner. Tenuous hands/stops should pass. Hands in this range with support will either raise or make a support double for partner's major. 2NT rebid is 18-19bal with a stop

If opposition overcall and partner responds at the 1-level, 1NT is 12-14 bal with a stop. We don't have the option of passing in this sequence as it is partner who has bid last. 2NT rebid is 18-19bal with a stop.

If partner responds at the 1-level and the opposition overcall at the 2-level, then 2NT rebid is 18-19bal with a stop. 12-14bal passes unless has a support double or raise of partner's suit.

If opposition overcall and partner responds at the 2-level, then 2NT rebid is 12-14bal with a stop. Here partner has promised 9+ so has the values to tolerate 2NT. 3NT rebid is 18-19bal.

If we open and the opposition overcall at the 1-level and partner does not bid at all, then the 1NT rebid is 18-19bal. All continuations are natural.
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· With a 5 card suit we open our longest suit (unless in shape and range for natural NT). 

· With 4333, 4432 or 4423 we open 1C

· With 4-4 minors we open 1D. 

· With 5-5 in any two suits we open the higher.

· Opening bids have 12+ points but may have slightly less with compensating distribution - usually Rule of 20.

Responding to 1 of a Suit - General

Bidding a suit at the 1 level shows 5+ points and is forcing. 

Bidding a suit at the 2-level (below opener’s suit) shows 12+ points and is forcing to game. A 2C/D response usually shows 4+cards but could be on a balanced hand with no other good bid. 1S-2H promises 5 hearts.

With two 4-card suits we respond up the line.

With two 5-card suits we bid the higher ranking one first

Otherwise we bid our longest suit if we can. If we don't have the points to respond at the 2-level, we may bid the suit we are able to at the one level and hide a longer minor suit.
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Raising Opener's Minor

	
	1C Opening
	1D Opening

	Single Raise
	13+ 4+C (normally 5+) or 10+ unbal 5+C
	12+ 4+D or 10+ unbal 5+D

	Double Raise
	5-9 pts, 6C
	5-9 pts, 5+D

	Higher Raises
	Pre-emptive based on fit
	Pre-emptive based on fit

	1NT
	7-10, no 4M
	7-10, no 4M

	2NT
	11-12 balanced, no 4M
	11-12 balanced, no 4M




Inverted Minor Suit Raises

After a 1minor opening, the 2minor and 3minor responses are switched around.

· 2minor shows 12+ points with 4-cards or 10+ unbalanced. It is forcing to 2N or 3m. It denies a 4-card major. By opener, bids of 2M are natural, but may just be stop showing looking for NT. A 2NT rebid is 12-14 and a 3NT rebid shows 18-19. A jump bid by opener at the 3-level e.g. 1D-2D-3H, is a splinter showing a shortage and agreeing the minor.
· 2NT is 11-12 balanced. No 4-card major. Opener can raise with a top end 12-14NT
· 3minor shows 5-9 points and 5+ cards. It is non-forcing. It denies a 4-card major. By opener, 3NT is now to play, bids of 3 of a suit are stop showing looking for 3NT.

Responding at the 1-level to 1C Opening (Walsh)

With less than 11points (invitational values), we respond to 1C in a major as a priority, even if we have a longer diamond suit. If we have invitational+ values we bid our suits up the line. If we are only worth one bid in response we improve our chances of finding any possible major suit game. This is known as the Walsh convention.

Weak/Intermediate Jump Shift Responses

After a 1-minor opening bid, a jump response at the 2-level, e.g. 1D-2S, shows a hand with 4-9 points and a 6-card suit. (A Weak 2 hand). Continuations are as for a Weak 2 opening, with Weak 2 system on (e.g. 2NT relay, new suits forcing, simple raise pre-emptive)

After a 1-minor opening bid, a SINGLE jump response at the 3-level, e.g. 1D-3C, shows a hand with 9-11 points and a good 6-card suit (KJTxxx or better). It is non-forcing but constructive. A move by opener is now forcing.

After a 1-minor opening bid, a DOUBLE jump response at the 3-level, e.g. 1D-3H, shows a hand with 5-9 points and a 7-card suit (A weak-3 hand). It is non-forcing.
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Semi-Forcing 1NT response

A response of 1NT to a 1-level opening promises 5-11 points and denies an intervening 4 card suit. It is semi-forcing. Opener should make a rebid unless they began with a 12-14 balanced hand. 

The tricky shapes are 4522, 4513 and 4531 in the 12-16pt range. 4522 should be treated as balanced with 12-14 - responder has denied an 8-card major suit fit with us. 4522 with 15-16 would open 1H and rebid 2H or reverse into 2S depending on the playing strength of the hand, or even open 1NT with really weak major suits. 

4513 and 4531 are also judgement cases. With a majority of values in the minors and a singleton A/K, treat as balanced, else opener should open 1H and rebid a 3-card minor.

A raise of the 1NT response to 2NT by opener shows 18-19 balanced. Unbalanced hands rebid normally.

Raising Opener's Major

	
	1H/S Opening

	Single Raise
	5-9pts 3/4 cards (may be a 'heavy' poor-10 with 3-cards)

	Double Raise
	10-11pts, 3/4 cards (may be a good-9 with 4-cards)

	Raise to game
	4-9pts, 5+cards

	2NT
	Game Forcing raise, see below

	Double Jump in New Suit
	Shortage in that suit. 8-11 points 4+card support. See 'Splinters' below



With 3-card support for a major and 12-15 points, bid another suit and then bid game in the major (after an initial 1-level response) or (after an initial 2/1 response) support the major on the second round – the 2/1 has set up a game force so you can afford to support at the cheapest level available..

Forcing 2NT Raise after 1M Opening

Shows 12+ points, 4+ cards. Continuations by opener:
· 3 Major - Extras (15+ points), nothing else to show. 
· 4 Major - Minimum opening hand (typically a weak NT)
· 3NT –18-19 Balanced
· 3 Suit - Extras + singleton/void in suit bid
· 4-Suit - Extras + good 5-card suit

Major Suit Game Tries

After 1M-2M, opener may make a game try (invite) with either a new suit or 2NT (showing 17-18 balanced). 

The try is usually on a 4+card suit but could be on 3-cards if there is no suitable alternative. The game try suit is ideally one where a fitting honour from responder would provide a source of tricks. Doing this makes the invite descriptive and helps responder judge the value of their hand.

Responder can raise the game try suit with 4-cards and an honour in it, or bid game directly with a max. If non-minimum but not suitable for the game try suit, responder may offer a return in a new suit to still show some interest.

Game tries also apply after 1x - 1M - 2M. Here, opener may have raised on 3 or 4 cards so responder should cater for this. 2NT is a balanced game try and offers the possibility of playing 3NT or 4M.

Splinters (as Responder)

A splinter is a double jump response (e.g. 1S-4D) to an opening bid. It shows at least 4-card support for the opening bid, 9-12 points and a singleton or void in the suit bid. With a stronger hand we would respond 2NT to the opening bid. 

1S - 4H is also a splinter.

Weak/Intermediate Jump Shift Responses

After a 1-level opening bid, a jump response at the 2-level, e.g. 1D-2S, shows a hand with 4-9 points and a 6-card suit. (A Weak 2 hand). Continuations are as for a Weak 2 opening, with Weak 2 system on (e.g. 2NT relay, new suits forcing, simple raise pre-emptive)

After a 1-level opening bid, a jump response at the 3-level, e.g. 1H-3C, shows a hand with 9-11 points and a good 6-card suit (KJTxxx or better). It is non-forcing but constructive.A move by opener is now forcing.

Passed Hand Responses

A single jump response by a passed hand is a FIT JUMP showing 4+-card support (if a major) or 5+-card support (if a minor) and a good 5-card sidesuit with about 8-10/11pts. 

A 2C or 2D response as a passed hand to a 1Major opening is the Drury convention showing 3-card(2C) or 4-card(2D) support and 8-11 points. It does not promise anything in the minor.

Since we are playing Drury, a single raise of the major is now limited to 8. A jump raise is pre-emptive, up to 8 with 4-card support

Semi-forcing 1NT no longer applies. 1NT and 2NT are natural 5-9 and 10-11.

Splinters still apply
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Rebidding Unbalanced Hands

After a 1-level response (including 1NT), a rebid by opener in a new suit below the level of their opening bid shows at least 5-4 and up to 18 points. This can only be passed by a minimum responding hand with two cards better length in the second suit. e.g.
	1H - 1S - 2C

Rebidding their suit at the next level shows up to 15 points and usually 6 cards, but may be 5 if the other suit is above the suit opened and not biddable at the same level, e.g.
	1C - 1H - 2C

A jump rebid of opener's suit shows a good 6 card suit and 14-17 points. It should be bid based on playing strength of 6.5-7.5 playing tricks. It is non-forcing, but any response to this is game forcing, e.g.
	1C - 1H - 3C

Rebidding a new suit above opener's suit but below responders shows 17+ points (a 'Reverse'), at least 5-4 in the two suits and is forcing for one round, e.g. 
	1D - 1S - 2H 

Reverses by opener after a 2over1 GF response can now be on a good 14+ points, e.g.
	1H - 2C - 2S

A new suit bid with a jump over responder's bid shows 19+ points, at least 5-4 in the two suits and is game forcing, e.g. 
	1C - 1H - 2S
	1H - 1NT - 3C

A 4-level rebid of opener's suit shows a near-solid 6+ card opening suit and good 4-card support for responder's major, e.g. 
	1D - 1H - 4D

Raising responder's suit bid at the 1-level shows the following. A single raise will have 12-14 points with 3 or 4 card support, a jump raise 15-17 points and a double jump 18-19 points, e.g.
	1D - 1S - 2S
	1D - 1S - 3S
	1D - 1S - 4S 

See also section 'Other Splinter Positions'.



Responder's Rebid after a 1-level Response

If responder makes a simple rebid of their own suit, this is constructive with 9-11 and a 6-card suit. It is invitational but non-forcing, e.g.
	1D - 1S - 2C - 2S

If responder makes a jump rebid of their own suit, this is game forcing with a good 6+card suit - at worst no more than 1 loser (e.g. KQJTxx). It sets the suit. Example auction:
	1D - 1S - 2C - 3S

To show a poorer 6-card suit, responder has to first bid another suit (e.g. Fourth Suit Forcing) before then rebidding their 6-card suit, e.g.
	1D - 1S - 2C - 2H - 2NT - 3S
	1H - 1S - 2H - 3C - 3D - 3S

If responder bids a new suit when rebidding (as the 3rd suit bid), this is forcing for one round at the 2-level and game forcing at the 3-level, e.g.
	1C - 1S - 2C - 2H
	1H - 1S - 2H - 3C
This sequence might have the 3rd suit be 'invented' if we need to set up a force.

If responder rebids in NT, these are natural.
	1H - 1S - 2C - 2NT - 10-11
	1H - 1S - 2C - 3NT - 12-15ish 

Fourth Suit Forcing

If our side has bid three suits naturally, a bid of the fourth suit is artificial, asking partner to describe their hand further. It is game forcing. Responder should show in order of priority:

· Three card support (by raising the suit) 
· Extra length in their first or second suit (by rebidding them) 
· Stop for NT (by bidding NTs). 
· If responder has nothing extra to say, they make the cheapest bid of their first suit. 
· They may jump to show extra values (16+ points).

Other Splinter Positions

Where we have auctions where a bid is natural and forcing, making a bid in the same suit at the level above is usually a splinter. This shows a singleton/void in the suit bid, 4-card support for the previous suit and game values (in the context of the auction). 
Examples:
1H - 1S - 3C (FG);	1H - 1S - 4C (Spl)
1H - 2C - 2D (F1);	1H - 2C - 3D (Spl)
1C - 1S - 2H (F1);	1C - 1S - 3H (Spl)


Continuations after a Reverse - Blackout
Blackout is a treatment that can be used after a 2-level reverse to distinguish between weak responses and those which want to set up a game force. After a 2-level reverse, e.g. 1D-1S-2H
· 2X (responders first suit) – Constructive 7+, 5+ cards, F1
· 2NT – Relay to 3C, shows weak options (5-poor7ish)
· 3C – Semi forced
· Pass - weak hand with long (6+cards) undisclosed club length
· 3Opener's 1st or 2nd suit - Preference, non-forcing
· 3Break – extras, 20(ish)+ with corresponding distribution
· 3Preference (to first suit) – game forcing, agrees suit (e.g. 1D-1S-2H-3D)
· 3Raise – game forcing, agrees suit (e.g. 1D-1S-2H-3H)
· 3Own suit – game forcing, sets own suit, max 1loser suit (KQJTxx or better) (e.g. 1D-1S-2H-3S)
· FSF – Game forcing, no extra shape/fit/stop
· 3NT – To play, no extra shape, shows stop, 8+
2-Over-1 Auctions - Better Defined Forces and Limits

Game Forcing with Balanced Hands
Holding a game forcing hand as responder with 44 in suits one above and one below openers, e,g, after 1H opening holding 4S and 4C, responder would normally respond in the major. However, this causes problems finding a rebid after an auction like 1H-1S-2H. 2N is not forcing and bidding 3C would suggest 5S and 4C. The solution is to respond 2C initially to set up the force and to then rebid spades later. The same would also be true if we had a 4333 shape - a 2C initial response is best

This gives us a rule - as responder when holding a GF balanced hand with a 4-card major, we may bid 2minor first to set up the force. This does not deny a 4 card major in a balanced hand.

Jumps to 3NT in GF Auctions

This is another method of limiting hands in otherwise unlimited GF auctions.

A jump to 3NT in a game forcing auction shows 15-17. A bid of 2NT suggests 12-14 

e.g. 
1H - 2C - 2D
		- 2NT 12-14
		- 3NT 15-17

1H - 2C - 2D - 2S (FSF)
		- 2NT 12-14 (with a stop)
		- 3NT 15-17 (with a stop)
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Opening 2C

Shows 23+ points balanced (forcing to 2NT) or game forcing in a suit. 

Responses

2D response is a negative showing 0-7 points OR 8+ without a 5-card suit. A subsequent 2NT by responder is then a second negative (0-3 points). 

A positive response may be made with fewer than 7 points with a suit with 2 of the top 3 honours. Suit responses show 5+ cards.

Opener's Rebid

After 2C - 2-level response - 2NT shows 23-24 balanced and 3NT shows 25-26 balanced. 

Our 2NT system applies after 2C-2D-2NT but not 2C-2H/S-2NT (responder continues bidding naturally having already shown a natural major suit). 

Any suits bid by opener after 2C are natural, with 5+cards, but if only 5 the hand will be two-suited as all 5332s would rebid NT and not the suit. 

A jump rebid of a suit shows a solid suit and sets trumps, although responder may offer 3NT as a place to play.

Responder's Rebid

New suits by responder are also natural. As 2C sets up a game force in suit auctions, raising 2C openers suit is stronger than jumping direct to game in it, e.g.
	2C - 2D - 2H
				2NT - Double negative, 0-3, no heart support
				3H - Encouraging, usually has an ace/positive values
				4H - Minimum hand, heart support
				2S/3C/3D - Natural, 5+ cards

Opposition Intervene over 2C Opening

If they overcall, Pass shows 0-4 and Double 5-7. Suit bids are natural positives.
If they double, Pass shows 0-4 and Redouble 5-7. Suit bids are natural positives.

If the opposition bid after the first response, then opener rebids naturally. Double is penalties.
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Opening Weak 2D/H/S

Shows 5-9 points with a good 6-card suit. In response, a new suit is natural and forcing. Direct raises are pre-emptive and based on fit

A 2NT response is the Ogust convention asking for more description of the hand
· 3C - Poor points, poor suit
· 3D - Poor points, good suit
· 3H - Good points, poor suit
· 3S - Good points, good suit
· 3NT - AKQxxx

A good suit would be KQTxxx or better

Opening 3-level Bids

These show a hand with a good 7 cards in the bid suit and about 4-9 points. In response, a new suit is forcing and 3NT to play. Direct raises are pre-emptive and based on fit.

Opening 4-level Bids

These show a hand with 8 cards in the bid suit (usually) and about 4-9 points.

Pre-empting Style

We pre-empt aggressively in 1st seat Non-Vul and 3rd seat. We may be a card shorter, e.g. Weak 2 on 5-cards or shade suit quality/values. We may raise the pre-empt slightly more conservatively.

We pre-empt classically in 1st Vul and 2nd seat - we have expected suit length and values

Pre-empts in 4th seat are intermediate 10-13 points
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Where the opposition have overcalled, we now have less bidding space so have to compromise. Some general principles:

· New suits in competition at the 1-level are 4+cards, except 1M - (1H) - 1S which promises 5+ spades
· New suits in competition at the 2+level are 5+cards. 2-level 9+ points, 3-level 10-11+ points.
· 2/1 game force and inverted minor suit auctions DO NOT apply in competition
· If we rebid in a competitive auction over an opposition overcall, we may have a weaker hand with distributional values. New suits in these auctions may not be forcing. Examples:
	1D - (P) - 1S - (2H);
	3C 				Now a competitive hand with 5-5 minors

	1C - (P) - 1S - (2H);
	3C				Weaker, longer clubs.

Stronger hands will have to double first or cuebid to show extras and set up a force before completing description of their hands.

Using the Cuebid as a Stop Ask

If we have an auction where we do not have a fit, then bidding the opposition suit asks for more information - usually a stop ask for NT. If we have 2cuebids available, then we bid the opposition suit in which we already hold a stop.

Passout Seat Bidding Principles

In the passout seat we can be weaker as the opponents have clearly limited their hands - partner is now marked with some values but likely has no clear bid. 

At the 1-level we can overcall on a 6-count with a biddable suit, or make a takeout double on 8-9+ if suitable. 

If we are bidding at the 2-level then we could overcall on a suitable 8-9 count but we still need a good 6-card suit, or we could make a takeout double on 9-10+ if suitable.

Jump overcalls in the passout seat are intermediate 11-14ish with a 6-card suit.


2NT Rules
2NT is natural
· As an opening bid
· As an overcall over a Weak 2 opening
· As a passout seat jump overcall over a 1-level opening (e.g. 1H - P - P - 2NT)
· As a rebid in a constructive auction (by either opener or responder)
· As a response in a contested suit auction
· As a response to a takeout X by a previously unlimited hand
2NT is a raise
· When the opponents have made a takeout double of our opening bid
· As a direct response to a 1M opening
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Requirements for Simple Overcalls

1-level - 5+cards, 8+points
2-level - Usually 6 cards or very good 5, 10+points. If 5, not will have a very good suit or significant extras..

Responding to Overcalls

· New suit at same level - Forcing
· New suit at one higher level - Non-Forcing (but constructive)
· Single jump in new suit - Strong (Forcing)
· 1NT - 9-12 points
· Single raise - 3-card support, 5-9 points
· Double raise -  4-card support, 5-9 points
· Cuebid of opponent's suit, 3+cards and 10+points. (This is the Unassuming Cue Bid), Unless the overcall was at the one level and the cuebid is at the 3-level, e.g. (1D)-1S-(2D)-3D, where it will be 13+points

Jump Overcalls

5-9 points with a good 6+ card suit. When vulnerable we should be slightly stronger - at the 3-level vulnerable we should have a 7-card suit. 

Action after the Opponents Overcall Our Suit Opening Bids

One-level openings
· X - Takeout (see section on when double is for takeout, Negative doubles)
· New Suit - Forcing
· Cuebid of opponent's suit - 10+ points, 3+ card support for major, 4+ card support for minor (Unassuming Cue Bid)
· NT - Natural (1NT 7-10, 2NT 11-12) with a stop. Usually denies unbid 4+card major.
· Jump in new suit - Non-forcing, but constructive
· Raises - under 10 points, based on fit with shape adjustments. Will not be exceptionally weak when vul/balanced.

Note: Inverted minor suit raises do not apply after an opposition overcall.

Higher-level suit openings:
· Double is for penalties after partner pre-empts
· New suits are natural and forcing
· Jumps to game are to play
· Cuebid shows a strong raise of opener's suit (12/13+)
· 2NT (over Weak 2) is still the relay enquiring about features.
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1NT Overcall

15-18 points balanced + stop
Responses as for opening 1NT (note weak hands are 0-7 and would pass or transfer to a 5-card major to play)

NT Overcall Ranges

	Range
	Direct Seat
	Passout Seat

	0-10
	Pass
	Pass

	11-14
	Pass
	1NT

	15-18
	1NT
	Double then 1NT

	18-20
	Double then 1NT
	2NT

	21-22
	Double then 2NT
	Double then 2NT



1NT in Sandwich Seat

If the opposition open and respond at the 1-level, our 1NT overcall shows 18-19 balanced.

1NT Overcall in Passout Seat

1NT overcall in passout seat (e.g. 1H-P-P-1NT) shows 11-14 points balanced and a stop in the opposition suit. We play our 1NT system in response. 

2NT Overcall in Passout Seat

2NT overcall in the passout seat (by an unpassed hand) shows 19-20 points balanced. Opening 2NT system then applies.
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Takeout Doubles

A double of opponent's opening suit bid shows:

· A hand with opening values and playable in the other suits OR 
· A balanced hand too strong to overcall 1NT. OR 
· A hand too strong to make a simple overcall.

It may be shaded on values if perfect shape, or if partner is a passed hand.

Responding to Takeout Doubles

· Simple response 0-7 points, normally 4+ cards. 
· Jump response 8-10 points, 4+ cards. 
· Cue bid either stronger hand OR offering multiple places to play.

When is Double for Takeout?

Main rule - if it is the first two rounds of the auction after the opening bid, only suits have been bid and we haven't agreed a suit. This can include the following situations:

· When the opponents open (and respond) a natural suit bid at the 1, 2 or 3-level and this is our first opportunity to double. This includes if they have responded 1NT or 2NT (natural or raise) before we get to bid. 
· When the opponents have bid, partner has made a takeout double and opponents have raised their suit - Responsive Double.
· If we have already doubled for takeout, opponents raise and partner passes - double now shows extra values (16+).
· If we overcall, partner passes and opponents raise or bid a new suit.
· When we open and opponents overcall (up to the level of 4H), partner’s double is for takeout - Negative Double. At the 1-level this promises 4-cards in any unbid major. If partner passes then double by us is also takeout.
· When opponents open, partner overcalls and opposition bid a new suit. Double suggests the unbid suit and tolerance for partner's suit - Responsive Double.

When is Double Penalty?

· After the opponents open or overcall a natural 1NT or 2NT, all subsequent doubles are for penalty.
· If we open a natural 1NT or 2NT all doubles are for penalty
· After partner makes a takeout double and they bid a new suit.
· After partner makes a takeout double and they bid a natural 1NT or 2NT.
· If they make a conventional bid, double shows that suit and asks for a lead.
· When we have redoubled to show values – either after a 1NT opening from partner and double from opponents, or an opening suit bid from partner and takeout double from the opponents.
· If partner opens a pre-empt, all doubles are for penalties,
· Third round of auction onwards, all doubles are penalties

How do we Bid if Opponents make a Takeout Double?

· If they make a takeout double of our opening suit bid, then direct raises of partner’s suit a weaker and shapely. 2NT shows a good raise with 10+ HCP (forcing to at least 3 of partner’s suit) and is unlimited. 
· Redouble shows a hand of 10+ points, without a fit for partner and without a good 5-card biddable suit. If the takeout double is of our opening Weak 2 or 3-bid, then the XX shows 16+ points without a fit or biddable suit.
· Otherwise all our bids are as without the takeout double, although we should not make light responses at the one-level.
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Defence to 1NT Opening (Weak or Strong)

2C shows both majors (usually least 5-4), about 8+ points NV (could be 4-4), and 10+ Vul. 

After the 2C bid showing both majors, responses are as follows:
· 2D - Equal preference (same length - could be 2-2/3-3, 4-4). 2C bidder shows their better major.
· 2H/S - Preference, to play.
· 2NT - Enquiry about the 2C bid. Responses as follows:
	3C - 54 majors strong (3D asks)
	3D - 55 majors weak
	3H - 4S+5H weak
	3S - 5S+4H weak
	3NT - 55 majors strong
· 3H/S - Invitational to game with 4-card support.
· 4H/S - To play

Other 2-level overcalls are natural. 
2NT - Both minors, 5-5 at least, 12+
3-level overcalls are pre-emptive. 
Double is penalty oriented - 16+ points. With strong jump overcalls, we double first.

If the Opposition Double our 1NT Opening

For penalties
· Redouble by responder to play. 
· Redouble by opener for rescue (if responder is weak) with 5-card suit. 
· Bids by responder are weak with 4+ cards. We may try to scramble to a 7+card fit.

For non-penalties
· Redouble to show values as responder. 
· Normal 1NT system applies.


If the Opposition Overcall our 1NT Opening

· Suit bids at the 2-level are natural, 5+ cards and non-forcing.
· Suit bids at the 3-level are natural, 5+ cards and forcing.
· Double is for penalties (advanced option to play as takeout)
· 2NT/3NT are natural with stops.
· Cuebid asks partner for more information e.g. 4-card major/stopper in opposition suit. It will have game values.


If the Opposition Overcall 1NT

· New suit bids are non-forcing (up to 8 points) and usually 6-cards. 
· A jump in a new suit would suggest 7-cards. 
· To show values we double first to suggest balance of values and then bid naturally.

Defending Weak Two Opening Bids

· Double is for takeout.
· 2NT shows 15-18 balanced with our 2NT system on. 
· Cuebid of the opposition Weak 2 suit is a stop ask for 3NT (usually based on a running suit). 
· Jump cuebid shows 5-5 and a good hand - 14ish+ points with two good suits. After Wk2D, 4D will show both majors. After Wk2H, 4H will show spades and a minor. 

Defending Weak Three Opening Bids

Double is for takeout
 
3NT shows 16+ points + stop - a hand where 3NT may be the best place to play. 

Defending Weak Four Opening Bids

Double shows values – typically 15+ points with some defensive tricks. Responder may pull the double if they have a hand with lots of offence in relation to their defence.

4NT is a takeout bid with 2 places to play (usually minors) and at least 5-5 shape with good suits. 
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Roman Keycard Blackwood (4As + Trump K)

Where 4NT is RKCB asking for keycards (4 aces and trump king), responses are:
· 5C - 1/4 keycards
· 5D - 0/3
· 5H - 2/5 
· 5S  - 2/5 + Trump Q

5NT continuation from the 4NT bidder now promises all the Keycards are held. We respond: 
· 6 of the lowest suit we have the King
· 6 of the trump suit with none.

After 5C/5D response to 4NT, the next bid up (that isn’t trumps) asks about the trump Q. We respond:
· We bid the trump suit without the Q
· 5NT with it but no side suit kings
· 5 or 6-suit with it and that specific king. This will be the cheapest king to bid

If the Opponents Interfere After RKCB

If they interfere with a suit bid (DOPI - double zero pass one):
· Double shows 0/3 keycards.
· Pass shows 1/4. 
· Other bids step on above the overcall.

If they interfere with a double (ROPI - redouble zero pass one):
· Redouble shows 0/3 keycards. 
· Pass shows 1/4. 
· Other bids step on above the overcall.



Control Showing Cue Bids

When is a bid a Control Showing Cuebid?

· Once a major suit is set as trumps, a new suit bid above 3 of the trump suit is a cue bid showing a control in the suit bid. 
· Once a minor suit is set as trumps (with invitational+ values), bids below 3NT are feature/fragment shows looking to see if 3NT is the best contract. Bids above 3NT are control showing cuebids.

Control Showing Cuebid Rules

· We can show either first or second round controls (A, K, singleton or void). 
· We bid the next control we have ‘up the line’. If we bypass a suit, we are denying a control (first or second round). We should abandon making slam tries if both members of the partnership are missing controls in the same suit.
· We can cue bid below game without promising extra values.
· If partner misses a suit and we continue to cuebid, it guarantees a control in the suit that partner missed.


4NT Rules

When is 4NT Blackwood?

· After we have agreed a suit. 
· If partner bids a suit naturally (not Stayman or Transfer) and 4NT is the partnership's next bid (including in competition).

When is 4NT Natural and Invitational?

· After an NT opening, overcall or rebid showing a balanced hand with a defined point range.
· After an NT opening followed by a Stayman or transfer bid and response, e.g. 1NT - 2D - 2H - 4NT = invitational
· As a response to FSF showing extras
· When we have bid 3 suits, we have not agreed a fit and the auction is at the 3-level. 4NT is natural with extras inviting 6NT.
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Opening Leads
· Top of an honour or interior honour sequence, e.g. KQxxx, QT9x
· 4th highest from suits headed by an honour (we treat the 10 as an honour), e.g. KJxxx
· Bottom card from a three-card suit with an honour, e.g. Qxx
· We lead 2nd highest from suits with no honour. With 3 cards we play middle-up-down (MUD). With 4, we play 2nd then 4th, e.g. xxx, xxxx
· Top of a doubleton, e.g. xx
· K from AK doubleton, e.g. AK

We can lead Q from KQ or QJ and K from AK or KQ depending on whether we want count/unblock or attitude from partner.

Vs NT we would lead K from KQJx(x)/KQTx(x) but would lead 4th from KQxx(x) (or Q looking for attitude from the A or J). This is because we need partner to unblock with the right holding but not to unblock when it would give away a trick.

Table of Leads
	Suit Holding
	Vs. Suit
	Vs. NT

	AKx(xxx)
	K (count) usually, maybe A if needed
	A (rev att) usually, maybe K or 4th highest if needed

	KQxx(x)
	K (count) usually
	4th highest

	KQJx/KQTx(x)
	K (count) usually, maybe Q
	K (unblock) usually, maybe Q

	AJT/KJT(xx)
	J (top of interior sequence)
	J

	AT9/KT9/QT9(xx)
	T (top of interior sequence)
	T

	QJxx(x)
	Q
	4th highest

	QJT/QJ9x(x)
	Q
	Q

	JTxx(x)
	J
	J

	T9xx(x)
	T
	T

	Txxx(x)
	2nd X
	2nd X

	Xxxxx
	2nd X
	2nd X

	Xxxx
	2nd X, followed by 4th
	2nd X, followed by 4th

	Xxx
	Middle X, followed by top
	Middle X, followed by top

	Hxx
	Bottom X, maybe H if partner's needing to hold lead
	Bottom X, maybe H if partners needing to hold lead.

	Txx
	2nd X
	2nd X

	AJx/KJx/HTx/H9x
	X normally, maybe J/T/9 if need to unblock
	X normally, maybe J/T/9 if need to unblock

	Xx
	Top X
	Top X

	Hx
	H
	H

	AK
	K then A indicates specifically doubleton
	K then A indicates specifically doubleton



Signals

When following suit, we play High-Low to show an even number of cards in the suit.

On the lead of an Ace or Queen by partner we show attitude. A high card is encouraging. (Option to play low encouraging by agreement)

On the lead of a king we show count, but in NT can also unblock an A, J or 10 if we have one

Discards

When discarding our first discard is usually reverse attitude, a low card asks for the suit discarded, a high card is negative. 

Subsequently we will normally show remaining count in the suit discarded, but if we think partner needs to know Attitude/Suit Preference we will try to show that and trust partner to know what we are trying to show.

When do we Show Count?

· We show count when following suit - unless trying to win a trick.
· We show count on partner's lead on any card other than an ace or queen.
· After our first discard, we may show remaining count in any suit we then throw away - this means we give count according to the number of cards we have left in the suit, not how many we originally began with. This may be useful to help partner discard in suits we have length.

When do we Show Attitude?

· We show attitude in a suit when partner leads the ace or queen.
· We show attitude in a suit on our first discard
· We may throw the highest of touching honours to suggest interest in that suit and/or indicate our holding to partner to clarify the defence.

When do we Show Suit Preference?

We show suit preference when: 
· Leading to give partner a ruff
· Partner leads a winning card and a singleton shows in dummy or can be inferred in declarer's hand
· When the count in a suit is already known (or we know it is about to become known). 
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