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	<Name 1>
	EBU <EBU 1>

	
	<Name 2>
	EBU <EBU 2>

	GENERAL DESCRIPTION OF BIDDING METHODS
	 <Date>

	Acol, Weak NT and Three Weak Twos

	1NT OPENINGS AND RESPONSES

	Strength:
	12 to 14 points, but non-vulnerable in 3rd position 11 to 14 points.

	Shape:
	Balanced

	Responses:
	2
	Stayman

	2
	Transfer to hearts
	2
	Transfer to spades

	2
	11 to 12 points invitational
	2NT
	Transfer to a minor

	3///
	Slam interest, 6-card suit
	4NT
	Quantitative to slam

	Action after opponents double
	Wriggle (note 1)

	Action after other interference
	Lebensohl slow shows (note 2)

	TWO-LEVEL OPENINGS AND RESPONSES

	
	Meaning
	Responses

	2
	Game Going
	2 = negative

	2
	Weak two
	2NT = 15+ pts and asks for stops

	2,2,2
	Weak two
	2NT = OGUST (note 3)

	2NT
	20 – 22 pts
	3 = 5-card Stayman (note 4)
3/ = Transfer,  3 = 5 spades & 4 hearts
4NT = Quantitative invite to slam

	OTHER OPENING BIDS

	
	HCP
	Length
	SYSTEMS
	RESPONSES

	1
	12*-19
	4+
	* Rule of 20, Light in 3rd posn.
Opener’s NT Rebids (note 5).
	Weak Jump Shift

	1
	12*-19
	4+
	
	

	1
	12*-19
	4+
	
	2NT = Jacoby
(note 9)

	1
	12*-19
	4+
	
	

	3 or 4 level openings are weak pre-emptive, 0-10 points and a 6+ card suit.

	

	




	DEFENSIVE METHODS AFTER OPPONENTS OPEN

	NATURAL ONE OF A SUIT
	CONVENTIONAL
MEANING
	SPECIAL
RESPONSES
	Notes

	1-level overcall
	5+ cards, 6-18 pts
	Unassuming Cue Bid
	6

	2-level overcall
	6 cards, 10+ HCPs
	
	

	Jump Overcall
	Weak, 
6+ cards, 0-10 pts
	 Except in 4th protective position = opening values
	

	Double
	Takeout or 19+ points
	

	Cue bid, 2NT, 3
	Ghestem
	7 

	1NT
	Direct
	16+ HCPs
	Stayman, Transfers ON
	

	
	Protective
	11 to 15 HCPs
	
	

	OPPONENTS OPEN
	DEFENSIVE METHODS
	

	Strong 1, 2, 2
	As for natural
	

	Artificial 1/1
	As for natural
	

	1NT
	DONT
	8

	Weak 2
	X = takeout
	

	Weak 3
	X = takeout
	

	Weak 4
	X = penalty
	

	Multi 2
	Natural
	

	SLAM CONVENTIONS

	NAME
	MEANING OF RESPONSES
	INTERFERENCE

	4NT Roman Key Card Blackwood
	5 = 0 or 3, 5 = 1 or 4, 
5 = 2 or 5 no QT, 5 = 2 or 5 with QT
	

	
	

	
	

	
	




	COMPETITIVE AUCTIONS

	After opening of one of a suit and opponents overcall:

	Double
	Takeout (negative), applies up to 3

	Raises
	Jacoby is OFF, 2NT shows a good raise

	
	

	
	

	After opponents double for takeout

	Redouble = 10+ points

	Raises
	As above

	OTHER CONVENTIONS / SUPPLEMENTARY DETAILS

	1) Wriggle: One long suit:   transfer, XX => 2,  2 => 2,  2 => 2,  2 => 2
Two suits:          pass => XX => lowest => pass if 3+ cards else next suit up => pass/correct.
8+ pts:                pass => XX => pass (to play)

	2) Lebensohl (Slow Shows):   2NT requires partner to rebid 3;
2NT/3/Cue-bid = Stayman with stop;      Cue-bid = Stayman no stop 
2NT/3/3NT = NT with stop;     3NT = NT no stop;      X = takeout

	3) OGUST responses: 3 = 0-8 pts & poor suit,   3 = 0-8 pts & good suit,
                                         3 = 8-10 pts & poor suit, 3 = 8-10 pts & good suit

	4) 5-card Stayman: 3 asks for a major, responses: 3/3 = 5-card major, 3NT = no major, 
3 = have a 4-card major (responder then bids his major to find fit).

	5) NT rebids: After 1-level suit response: 1NT = 15-16 pts; 2NT = 17-18 pts; 3NT = 19+ pts
After a 1NT response: 2NT = 17-18 pts; 3NT = 19+ pts. 
After a 2-level suit response: 2NT = 12-14 pts; 3NT = 15+ pts

	6) Unassuming Cue Bid: Bid opponents suit = raise 10-12 pts, Cue then raise = 13+ pts

	7) Ghestem: Overcall showing at least 5-5 in any two suits =>
2NT = the lowest two, 3 = the highest two, cue-bid = the lowest & highest

	8) DONT: A bid of 2, 2 or 2, = that suit and a higher suit, at least 5-4 or 4-5.
A Double a 6-card suit, partner bids 2 for pass/correct.
A bid of 2 shows a weak 6-card spade suit.
A Double followed by a correction to 2 shows a stronger 6-card spade suit.

	9) Jacoby 2NT: after 1/1: shows 4-card support & game force. Opener rebids 4/4 with a minimum hand, 3-suit with a singleton/void, 3/3 show extra length trump suit, 4-suit to show a second suit source of tricks, 3NT to show extra strength but no features.
Jacoby is ON if opponent overcalls a suit, but OFF if opponent doubles, or overcalls with 1NT.

	10) Fourth Suit Forcing: A bid in the 4th suit is artificial (forcing to game), asking for info. 

	

	

	

	

	

	

	

	

	

	OPENING LEADS

	vs suit
	A K
	A K x
	K Q 10
	K Q x
	K J 10
	K 10 9
	Q J 10

	
	Q J x
	J 10 x
	10 x x
	10 9 x
	9 8 7 x
	10 x x x 
	H x x

	
	H x x x
	H x x x x 
	H x x x x x
	x x
	x x x
	x x x x 
	

	vs NT
	A K x (x)
	A J 10 x
	K Q 10
	K Q x
	K J 10
	K 10 9
	Q J 10

	
	Q J x
	J 10 x
	10 x x
	10 9 x
	9 8 7 x
	10 x x x 
	H x x

	
	H x x x
	H x x x x 
	H x x x x x
	x x
	x x x
	x x x x 
	

	CARDING METHODS

	If partner will win the trick and switch
	Suit Preference
	high = higher suit

	Partner’s Lead
	
	

	Partner leads the King
	Standard Count
	high = even

	Partner leads anything else
	Standard Attitude
	high = encourage

	Declarer’s Lead
	
	

	On first lead of a suit
	Standard Count
	high = even

	Discarding
	Standard Attitude
	high = encourage
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