System Notes – Brdige Club HKUSU         
                                                                                                    Jan-2013


High Card Points (HCP): A=4, K=3, Q=2, J=1
Game Contract: 3NT/4(/( ~25HCP, 5(/( ~28HCP
Small Slam Contract: 6(/(/(/(/NT ~33HCP
Grand Slam Contract: 7(/(/(/(/NT ~37HCP
Cardings

1. Standard leads

- top of sequence (eg. lead K from K Q J)

- top of internal sequence (eg. lead J from K J 10 9 5)

- 4th best (eg. lead 4 from K 10 6 4 2)

- 3rd from 3-card suit (eg. lead 2 from Q 9 2)
- MUD from 3-card suit (eg. Lead 6 from 9 6 2)
- top card or 2nd from bad 4+ cards suit (eg. lead 6 from 8 6 4 2)

- vs suit contract, think twice before lead small from Axx….
- High- low: even, Low- high: odd
2. Standard signals/ Standard discard signals
- high–(low) welcome, even, suit preference (higher rank suit)
- low-(high) discourage, odd, suit preference (lower rank suit)

	SIGNALS IN ORDER OF PRIORITY

	
	Partner’s Lead
	Declarer’s Lead
	Discarding

	 Suit
	1
	 High= ENCOUR
	 High = EVEN 
	High= ENCOUR

	
	2
	 High= EVEN
	 S/P
	 High = EVEN

	
	3
	 S/P
	 
	 S/P

	 NT
	1
	High= ENCOUR
	 High = EVEN 
	 High= ENCOUR

	
	2
	 High= EVEN
	 S/P
	 High = EVEN

	
	3
	 S/P
	 
	 S/P


Opening Bids

1(

:
12 – 21 HCP, 3 cards +( (3-3 minors open 1()

1(

:
12 – 21 HCP, 3 cards +( (3 cards if 4-4-3-2)

1(

:
12 – 21 HCP, 5 cards +(
1(

:
12 – 21 HCP, 5 cards +(
1NT

:
15 - 17, else, Balance hand
2(

:
1)
Strong Hand, 8.5 + playing tricks



2)
22+ HCP, balance hand

2(

:
6 – bad 11 HCP, 6 cards +(
2(

:
6 – bad 11 HCP, 6 cards +(
2(

:
6 – bad 11 HCP, 6 cards +(
2NT

:
20 – 21, balance hand

3(

:
Pre-emptive, 7 cards +(
3(

:
Pre-emptive, 7 cards +(
3(

:
Pre-emptive, 7 cards +(
3(

:
Pre-emptive, 7 cards +(
3NT

:
1 suit Minor Pre-emptive, 7 cards +(/(
4(

:
Pre-emptive, 8 cards +(
4(

:
Pre-emptive, 8 cards +(
4(

:
Pre-emptive, 8 cards +(
4(

:
Pre-emptive, 8 cards +(
Remarks: 

Normally open five-card majors in all seats.

Open the higher of long suits of equal length: 5-5 or 6-6.
Responses

1(
1(/(/(
:
6+ HCP, 4 cards +
1NT

:
6 – 10 HCP
2(

:
Inverted Minor, 11+ HCP, 5 cards +, forcing 1 round

2(/(/(
:
1)
Weak Jump Shift: 3-6HCP 6 cards+




2)
5 cards +, maximum (10-11HCP) if passed hand
2NT

:
11-12HCP Invite to 3NT
3(

:
Pre-emptive, 5 cards +

3(/(/(
:
Splinter: 12-15HCP
1(
1(/(
:
6+ HCP, 4 cards +
1NT

:
6 – 10 HCP
2(

:
1)
5 cards +, GF




2)
5 cards +, maximum if passed hand
2(

:
Inverted Minor, 11+ HCP, 4 cards +, forcing 1 round

2(/(
:
1)
Weak Jump Shift: 3-6HCP 6 card+



2)
5 cards +, maximum if passed hand
2NT

:
11-12HCP Invite to 3NT
3(

:
Pre-emptive, 5 cards +

3(/(
:
Splinter: 12-15HCP
1(
1(

:
6+ HCP, 4 cards +

1NT

:
1)
Forcing 1NT



2)
Non Forcing if passed hand

2(/(
:
1)
4 cards +, GF



2)
5 cards+ maximum if passed hand
2(

:
1)
Constructive Raise 8-10HCP



2)
Non-Constructive Raise 6-9HCP if passed hand

Remarks
:
Development over 2(, refer to the part Major Raises
1(
1NT

:
1)
Forcing 1NT



2)
Non Forcing if passed hand
2(/(
:
4 cards +, GF
2(

:
1)
5 cards +, GF




2)
5 cards +, maximum if passed hand

2(

:
1)
Constructive Raise 8-10HCP



2)
Non-Constructive Raise 6-9HCP if passed hand

Remarks
:
Development over 2(, refer to the part Major Raises
1NT

Remarks
:
Refer to Other developments:




1)
1NT Opening Developments

2(
2(

:
0/1 control

Then Opener bid:


2M

:
Forcing to 3M

2NT

:
25+ HCP, balance hand, GF

3X

:
GF
2(

:
2 controls
2(

:
3 controls
2NT

:
4+ controls

3X

:
6 cards + with any 2 top honors, no side values
3NT

:
Any 6 cards + solid suit
If interfered by X/2Y, then:

XX/X
:
0/1 Control

Pass

:
2 Controls and then so on (below 3 level)
3X

:
2 Controls or above, 6 cards + with 2 top honors

After 2( - 2( - 2M :

2NT

:
Balance waiting, better than 3(
3(

:
Double negative, then Opener bid 3M is NF
3X

:
5 cards +, better than 3(
3M

:
Better than 4M
4X

:
Splinter
4M

:
Double negative, 3 cards + support

2(
2(/2(  13+HCP 5 cards+ Forcing to 3M 


Other : ref 2( opening
2(
2(  13+HCP 5 cards+ Forcing to 3M 
Other : ref 2( opening

2(
2NT

:
Ogust asking 13+HCP, then
     3(   :    6-8HCP without top 2 honors on ( 

     3(   :    6-8HCP with top 2 honors on (
     3(   :    9-10HCP without top 2 honors on (
     3(   :    9-10HCP with top 2 honors on (
     3NT  :    with AKQ on (
3(/(/(
:
15+HCP 5 cards+ Forcing 1 round

2NT

3(

:
Stayman
3(/(
:
Transfer to (/(
3(

:
Minor Stayman
3NT

:
To Play
4(/(
:
Texas Transfer to (/(
4(

:
Invite to 6NT with 5 cards minor

4NT

:
Invite to 6NT without 5 cards minor

3(/3(/3(/3(
New suit
:
Forcing 1 round

3NT

4(~7(
:
Pass or Correct

4(

:
Strong Relay

Then Opener bid:


4(/(
:
(/( suit
    Responder then bid 4NT is RKCB
4(/4(
:
To Play

After 3NT – (X) :
Pass

:
No convenience bid

XX

:
STR, subsequence X suggest Penalty

Then Opener bid:


Pass

:
Good suit


4(/(
:
7 cards (/(

4(/(
:
8 cards +(/(

Responder then bid 4NT is RKCB
4(~7(
:
Pass or Correct

4(/4(
:
To Play

4(/(/(/(
4NT

:
RKCB
5X

:
General Slam try
Other Developments

1)
1NT Opening Developments
2(

:
Stayman8+HCP, 4 card major, follow with Smolen or NF 4-4+Majors
2(

:
Transfer to (, 5 cards+ (
2(

:
Transfer to (, 5 cards+ ( 
2(

:
Minor Stayman GF or 5-5 minors NF
2NT

:
8-9HCP, invite to 3NT

3(/(
:
6 cards + with any 2 top honors, invite to 3NT

3(/(
:
5 - 5 majors, invite/GF
3NT

:
10+HCP without 4 cards Major
4(

:
Gerber
4(/(
:
Texas Transfer 6 cards+ (/( 
4(

:
Invite to 6NT with 5 cards minor

4NT

:
Invite to 6NT without 5 cards minor

After 1NT – (X)/(1X) – 1NT – (X) :

Pass

:
Basically force to XX (Opener can pass), then:


Pass

:
To Play


2X

:
D.O.N.T.

2(

:
5 cards +( and 4 cards +(/(
XX

:
force to 2(, then:


Pass

:
5 cards +(

2(

:
5 cards +(

2(

:
4 cards ( and 6 cards +(/(, constructive


2(

:
4 cards ( and 6 cards +(/(, constructive

Others
:
System On

Stayman and Smolen

Usually responder has a minimum of 8 hcp. However, it can be used in cases where responder has little hcp and intends to pass any response, 

ie if responder has 4-4-4-1 shape and club singleton, any response can be passed and hopefully assured of a better contract. 

After 1NT - 2( :

2(

:
No 4 cards major

2(  
:
4 cards +(, may have 4 cards (
2(

:
4 cards +(
After 1NT - 2( - (X) :

Pass

:
No 4 cards major

XX

:
5 cards +(
2(

:
5 cards +(
2(/(
:
4 cards +

After 1NT - 2( - 2( :

2(

:
5 cards (, 4 cards (,  8-9HCPNF
2(

:
5 cards (, 4 cards (,  8-9HCPNF

2NT

:
8-9HCP Invite to 3NT, ,
3(/(
:
5 cards + minor with unknown 4 cards major, GF
3(

:
Smolen: 4 cards ( and 5 cards +(, GF

3(

:
Smolen: 4 cards ( and 5 cards +(, GF
3NT

:
10+HCP
After 1NT - 2( - 2( :
2NT

:
4 cards (, Invite to 3NT/4(
3(/(
:
5 cards + minor and 4 cards (, Slam try

After 1NT - 2( - 2( :

2NT

:
Invite to 3NTr

3(/(
:
5 cards + minor and 4 cards (, Slam try
Jacoby Transfer
After 1NT - 2( :

2(

:
Normal accept

3(

:
4 cards +(, maximum
After 1NT - 2( :

2(

:
Normal accept

3(

:
4 cards +(, maximum

After 1NT - 2(/( - 2(/( :

2NT

:
5 card(/(, Invite to 3NT/4(/(
3(/(
:
2nd suit, GF
3(/(
:
6 cards+(/(, invite to 4(/(
4(/(
:
6 cards+(/(, mild slam interest

4NT

:
Invite to 6NT, 5 card (/(
After 1NT - 2(/( - (X) :

Pass

:
No 3 cards (/(
Responder then bid:


XX

:
STR, subsequence X suggest Penalty, NF


2(/(
:
NF
XX

:
5 cards +(/(
2(/(
:
3 cards (/(
After 1NT- 2NT- 3(
Pass   
:
6 cards+ ( NF

3(

:
6 cards+ ( NF

3(  
:
6 cards+ ( Slam try
3(  
:
6 cards+ ( Slam try

Minor Stayman

After 1NT - 2( :

2NT

:
No 4 cards + minor

3(

:
4 cards +(, may have 4 cards (
3(

:
4 cards +(
After 1NT - 2( - 2NT :

3(

:
at least 5 – 5 minors, NF
3(/(
:
Any 5 – 4+ minors, shortness

3NT

:
5 – 4 – 2 – 2, Mild Slam try

4(

:
4 cards ( and 6 cards (, Slam try

4(

:
4 cards ( and 6 cards (, Slam try
4NT

:
5 – 4 – 2 – 2, Slam try

Gerber

After 1NT - 4( :

4(

:
0/4 A
4(

:
1 A
4(

:
2 A
4NT

:
3 A
After 1NT - 4( - 4X, 5( is K asking
2)
Complete Major Raises
1(
2(

:
3 cards +(, 8 - 10 HCP, Constructive Raise
2(

:
Weak Jump Shift
2NT

:
4 cards +(, 13-15HCP balance, 16+any , Jacoby 2NT

3(

:
4 cards +(, good 6 – bad 9 HCP, Bergen raise
3(

:
4 cards +(, good 9 – bad 12 HCP, Bergen raise
3(

:
4 cards +(, 0 - 6 HCP
3NT

:
To Play 

3(

:
12 - 15 HCP, Splinter
4(/(
: 
12 - 15 HCP, Splinter
4(

:
Pre-emptive

1(
2(

:
3 cards +(, 8 - 10 HCP, Constructive Raise
2NT

:
4 cards +(, 13-15HCP balance, 16+any , Jacoby 2NT
3(

:
4 cards +(, good 6 – bad 9 HCP
3(

:
4 cards +(, good 9 – bad 12 HCP
3(

:
Weak Jump Shift
3(

:
4 cards +(, 0 - 6 HCP
3NT

:
To Play 
4(/(/(
: 
12 - 15 HCP, Splinter
4(

:
Pre-emptive

After 1( - (X) :

XX  
:
10+HCP any shape, may have support of (
2(/(
:
NF
2(

:
Non-Constructive Raise 6-9HCP
2NT

:
Invite to 3NT
3(/(
:
Fit Jump Shift

After 1( - (X) :

XX  
:
10+HCP any shape, may have support of (
2(/(/(
:
NF
2(

:
Non-Constructive Raise
2NT

:
Invite to 3NT

3(/(/(
:
Fit Jump Shift

After 1M – 2M :

New suit
:
Help suit, game try
2NT

:
Balance hand, game try
3M

:
NF
Jump
:
Splinter

Jacoby 2NT

After 1M – 2NT :

3X

:
Singleton or void in that suit
3M

:
Maximum, balance hand

3NT

:
Medium,  balance hand

4X

:
5 cards + good suit

4M

:
Minimum, balance hand

3)
Forcing 1NT
After 1( - 1NT :

2(

:
12-17HCP
1)
3 cards +







2)
2 cards if 4 – 5 – 2 - 2

2(

:
12-17HCP, 3 cards +
2(

:
12-15HCP, 6 cards +
2(

:
Normally 4 cards +, 16-21HCP, Reverse
2NT

:
Good 17 – 19 HCP, balance/semi-balance

3(/(
:
4 cards +, GF
3(

:
6 cards+(, Invite

3NT

:
Maximum, 6 cards +(
After 1( - 1NT :

2(

:
12-17HCP, 3 cards +

2(

:
12-17HCP, 3 cards +

2(

:
12-17HCP, 4 cards +

2(

:
12-15HCP, 6 cards +

2NT

:
Good 17 – 19 HCP, balance/semi-balance

3(/(/(
:
4 cards +, GF
3(

:
6+cards(, Invite

3NT

:
Maximum, 6 cards+
After 1( - 1NT – 2( :
2(/(
:
6 cards + NF

2(

:
2-3 cards ( support, 5-7HCP
2NT

:
Invite to 3NT

3(

:
Invite with 5 cards +

3(

:
Invite with 6 cards +, good 9 – 11 HCP

3(

:
3 cards (, Invite 
After 1( - 1NT - 2( :

2NT

:
Invite to 3NT

3(

:
6 cards +, NF
3(

:
Invite with 5 cards +

After 1M - 1NT – 2M :

3(/(
:
Invite with 6 cards +, good 9 – 11 HCP

After 1( - 1NT - 2( :

2NT

:
Lebensohl
3(/(
:
5 cards +, Slam try
3(/(
:
Slam try
After 1M - 1NT – 2NT :

3X

:
5 cards +, Slam try
3M

:
Slam try

After 1( - 1NT - 2( :

3(/(
:
6 cards +, NF
After 1( - 1NT – 2( - 2( :

2NT

:
Invite to 3NT, balance/semi-balance
4)
Inverted Minor

After 1( - 2( :
2(/(/(
:
Value showing, GF (usaually 14+HCP)
2NT

:
Minimum, balance hand, stoppers in other suit
3(

:
minimum, un-balance hand, catch all
3(/(/(
:
Splinter
3NT

:
18 – 19 HCP, balance hand,
4(

:
RKCB

After 1m – 2m - 2NT :

3m

:
NF
3X

:
Cue-bid, GF
4m

:
RKCB
5)
Developments after 20+ HCP NT Opening/Re-bid
After 2NT or 2(- 2(- 2NT

3(

:
Puppet Stayman
After 2NT- 3( or 2(- 2(- 2NT- 3(
3(

:
Opener has a 4-card-Major or 4-4 Majors
Then Responder bid:

3(

:
4 cards (

3(

:
4 cards (

3NT

:
No 4 cards Major

4(/(
:
4-4 Majors, Slam interest/No Slam interest
3M

:
5 cards + Major

3NT

:
No 4 cards + Major
6)
Developments after Opener Re-bid 2NT
1X- 1Y- 2NT   :    18-19HCP balance
After 1( - 1( - 2NT :

3(

:
5( - 4+(, Slam try

3(

:
5 cards +(, Mild Slam try

3(/(
:
5+( - 4(/(, Slam try

After 1(/1( - 1( - 2NT :

3(

:
Checkback Stayman, promise 5 cards +(
3(

:
Slam try
3(

:
6 cards +(, Slam try
3(

:
4 – 4 majors, GF
After 1(/1( - 1( - 2NT :

3(

:
Checkback Stayman, promise 5 cards +(
3(

:
Slam try
3(

:
5+( - 5+(, Slam try

3(

:
6 cards +(, Slam try

4(

:
5+( - 5+(, no slam interest

After 1( - 1( - 2NT - 3( :

3(

:
1)
No 3 cards ( and no 4 cards (



2)
3+ cards ( and 4 cards (
3(

:
3+ cards (, no 4 cards (
3(

:
4 cards (, no 3 cards (
3NT

:
6 cards (
Responder then bid 4( is ( Slam try, others is ( Slam try
7)
Some GF/Invite Sequence

New Minor Forcing
Used when responder bids a new minor after opener has rebid 1NT/2m. e.g. After 1( - 1( - 1NT/2( :
2(  
:
NF

2(

:
New Minor Forcing, 11+HCP forcing 1 round, then
    2(     :     4 cards (, may have 3 cards ( 

    2(     :     3 cards (
2(

:
5+(, 4+( NF
2(

:
6+(, NF

3(

:
6+(, Invite
3(

:
Invite with 6+( - 4(
3(

:
Invite with 5( - 5(
3(

:
6+(, Invite
4th Suit GF

After 1( - 1( - 1( :

2(

:
4th suit GF
Then Opener bid:


2(

:
3 cards (

2(

:
Catch all
    2NT

:
12-14HCP balanced


3(

:
5 cards +(
2(/(/(
:
NF

3(

:
Invite with 6+( - 4(
3( 

:
6+ ( Invite
3(  
:
4 cards ( Invite

2/1 GF

After 1( - 2( :

2(

:
catch all
2(/(
:
4(/( 
3(/(
:
4(/( - 5+( 17+HCP, good suit quality
After 1( - 2( :

2(

:
4 cards+ (
2(

:
Catch all

2(

:
4 cards

2NT

:
12 – 14 balance hand, stoppers in other 2 suits
3(/(
:
4 cards+, 17+HCP, good suit quality
3(

:
6+(, solid, Set trump, Slam try
3NT

:
17 - 19 balance hand, no 3 cards (
After 1( - 2( :

2(

:
Catch all

2NT

:
12 – 14 balance hand
3(/(
:
4 cards + 17+HCP, good suit quality
3(

:
3 cards +(, non-minimum

3(

:
6+(, solid, Set trump, Slam try

3NT

:
17 – 19 balance hand, no 3 cards (
4(/(
:
Splinter
8)
RKCB
5 Key Cards are 4 Aces and trump King
After trump setting, 4NT is Roman Key Card Blackwood, then:

5(

:
1/4 KC
5(

:
0/3 KC
5(

:
2 KC
5(

:
2 KC with trump Q
After 5(/( response:

+1 Rank
:
Trump Q asking, then:


Lowest Trump
:
No trump Q

5NT



:
have trump Q, no side K

Side suit


:
have trump Q, lowest side K
After 5X response:

5NT

:
Lowest K asking, or Grand Slam try, promise have all key cards

6X

:
General Grand Slam try
9)
DOP1
If 4NT RKCB is interfered by X/5Y, then:

XX/X
:
0/3 KC

Pass

:
1/4 KC

5(

:
2 KC
5(

:
2 KC with trump Q
Defensive Bids

1)   Overcall
1 level overcalls show 9-16HCP, 2 level overcalls show 11-16HCP, 5 cards+ (double and bid the long suit with 17+HCP). 

Responses to an overcall are as follows:

Raise: 3+ trumps, 6-10HCP
Double Raise: preemptive
1NT: 9-12 HCP
2NT: 11-13 HCP non-jump, 13-15 HCP jump
3NT: 15-16 HCP
2 level New suit: Not forcing, usually denies fit in overcaller's suit 
3 level New suit: Game forcing

Cue bid: Limited raise or better in partner’s suit, 11+HCP
1NT overcall shows 15-17HCP with stopper in openers’ suit
Jump overcalls are preemptive, showing the same values as an opening bid at the same level
2)
Against Opponent 1NT Opening (Non-pass hand)
Reverse Cappeletti (10+HCP)
If non-pass hand and opponent open 1NT, then:

X

:
Penalty

2(

:
At least 5 – 4 majors

2(

:
Any 6 cards + suit

2M

:
5 cards +M and 4 cards +(/(
2NT

:
At least 5 – 5 minors
3(/(
:
6 cards +(/( NF

After (1NT) - 2( :

2(

:
Same length in majors, or invite without good support

2(/(
:
(/( is longer

2NT

:
Invite+ asking, same as 2( - 2NT response

3(/(
:
Pre-emptive

After (1NT) - 2( :

Any suit
:
Pass or Correct

2NT

:
Invite+, then:


3(/(
:
6 cards +(/(, GF, then:


3(/(
:
6 cards +(/(, minimum

3NT

:
6 cards +(/(, maximum, then 4( ask for bid the M
After (1NT) – 2M :

2NT

:
Invite+ asking, then


3(/(
:
4 cards +(/(, minimum


3(/(
:
4 cards +(/(, maximum

3(/(
:
Pass or Correct

3)
Against Opponent 1NT Opening (Passed hand)
D.O.N.T

If passed hand and opponent open 1NT, then:

X

:
Any 1 suiter

2(

:
4 cards +( and 4 cards +(/(/(
2(

:
4 cards +( and 4 cards +(/(
2(

:
4 cards +( and 4 cards +(
2(

:
5 cards +( and 4 cards +(/(
4)
Doubles

Takeout X emphasize major(s), minor(s) unclear
(1m) - X

:
at least 4-3 majors 11+HCP
(1() – X

:
4 cards ( 11+HCP
After (1() – X

1(

:
4+ cards ( 0-9HCP

1NT

:
0-9HCP may not have ( stopper

2(/( 
:
4+ cards (/( 0-9HCP
2(
 
:
13+HCP any shape

2( 
 
:
4+ cards ( 10-12HCP

2NT  
:
10-12HCP invite with ( stopper

3(/( 
:
4+ cards (/( 10-12HCP

Negative X up to 4(
Response X up to 4(
(1() – X - (2() – X   :   4-4 majors

(1() – X - (2() – X   :   4-4 minors+

Supportive X/XX

2( or lower
:
Not promise extra


2( or higher
:
Promise extra or good shape
After 1( - (/) - 1( - (2() 

X

:
3 cards ( 

2( 

:
4 cards ( 

Game try X/XX
After 1(- (2()- 2(- (3()

X
:
Invite

3(
:
to play

5)
Against Opponent Takeout Double/Overcall

If partner open 1( and opponent X, then:

XX

:
10+
HCP, subsequence X suggest Penalty

1X

:
Forcing 1 round

2(

:
Weak support

2(/(/(
:
Weak Jump Shift
2NT

:
invite to 3NT
3(

:
Pre-emptive

If partner open 1( and opponent X, then:

XX

:
10+
HCP, subsequence X suggest Penalty

1(

:
Forcing 1 round

2(/(
:
NF
2(

:
Weak support

2NT

:
invite to 3NT
3(/(
:
Fit Jump Shift
3(

:
Pre-emptive

After opponent overcall, then:

X

:
Negative Double or 1 suiter invite
1 level
:
Forcing 1 round

2 level
:
NF
3 level
:
GF

Cue-bid
:
Invite or better in partner suit, forcing 1 round

After 1( - (1(), 

1(

:
 5 cards + ( forcing

X

:
 4 cards ( or 10-11HCP 6 cards+(
6)
Lebensohl

After 1NT – (2X) :

X

:
Takeout Double or STR
2 level
:
NF
3 level
:
GF

3X

:
1)
Stayman without stopper in X if 2X is real suit




2)
GF with 5 cards + if 2X is Convention

2NT

:
Lebensohl, Forcing to 3(, then:


Pass

:
( suit sign off


3(

:
( suit sign off


3(/(
:
Invite


3X

:
1)
Stayman with stopper in X if 2X is real suit





2)
invite with 5 cards + if 2X is Convention


3NT

:
No 4 cards major, promise stopper in X
3NT

:
No 4 cards major, not promise stopper in X

4(/(
:
Texas Transfer

After (2X) – X/(2X) – p – (p) - X :

2 level
:
NF
3 level
:
Invite

3X

:
Stayman

2NT

:
Lebensohl

3NT

:
No 4 cards major, not promise stopper in X

After Reverse by Opener:

2 level
:
NF
4th suit/3 level
:
GF
2NT

:
Lebensohl

3NT

:
To Play, no good support in partner’s suits
7)
Michael Cue-bids/Unusual NT
i)
(1m) – 2m




Both majors, at least 5 – 5

ii)
(1M) – 2MAnother major and one of minor, at least 5 – 5

iii)
(1X) – 2NT



2 lowest un-bid suits, at least 5 - 5

iv)
(1X) – p – (2X) – 2NT


2 un-bid suits, at least 5 – 5

v)
(1M) – p – (2M) – p – (p) - 2NT
2 un-bid suits, at least 5 - 4

vi)
p - (1X) – p – (1Y) – 1NT/2NT
2 un-bid suits, at least 5 – 4/5 – 5

For case i) – iii), the strength is either weak or strong, and also depends on Vul
After 2-suiter showing, jump shift is pre-emptive, cue-bid is forcing 1 round

8)
Unusual VS Unusual

When 2 suits are specified, then:

X

:
Penalty in at least one suit

Cue-low
:
Invite or better partner’s suit

Cue-high
:
GF in 4th suit

Others
:
Compete

When only 1 suit are specified, then:

X

:
Penalty in the specified suit

Cue-bid
:
Invite or better in partner’s suit

New suit
:
Forcing 1 round

Others
:
Compete
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