Jump raises - minors  6-10 (4)5+ support
Invitational 3+ support
1: 24/29/24 6 cards, invitational (9-11 HCP). 3X = splinter.

Splinters (3)4+ support

Jump raises - Majors
Jump shifts after minor opening
Jump shifts after Major opening
Responses to strong 2 suit open.  Step = waiting.

3% simple stayman. transfers. 3¢ minor stayman. texas transfers

5. PLAY CONVENTIONS

Responses to 2NT opening
Show priorities

Versus Suit  (or both) Versus NoTrump (if different)

Leads  Sequences: AK = count. T/9 =0 or 2 higher  King for unblock / count

Four or more with an honour ~ 4th Q from KQ and QJ

From 4 small top / 2nd

From3cards (nohonour) ~ middle top / 2nd

In partner's suit low = honour
Discards count low encourage (1st discard only)
Count original (high-low = even) high-low even
Signal onpartner'slead: count low encourage

Signal ondeclarer'slead: Prism Signals against suits and slams. Hi-Lo even, Lo-Hi odd.
Notes A-K even, K-A odd. K from AK mid-hand. Ace mid-hand asks for attitude for King.
Smith-Echo: Only at trick 2 on declarer's lead when 3rd hand played an honour trick 1.

6. SLAM CONVENTIONS
ANT: Blackwood [ | RKCB 1430 4% Gerber [ ] when?
Slam Notes Emphasis on showing shortages over 1st or 2nd round controls

Cue Bids
Asking Bids [_]
7. OTHER CONVENTIONS

short suit trials in competition Game-try doubles after major agreed
Equal Level Conversion

T/O X's emphasize majors, say nothing
about the other minor.

Transfer Extensions and Transfer Stayman
Splinter jumps over our major openings and overcalls
Strong jump overcalls, except when favourable vul.
Scambling 2NT in competition.

shortage shown after major suit agreed
2-way checkback XYZ
4th suit game forcing
Support X and XX. NF continuations.
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1. OPENING BIDS

Describe strength, minimum length, or specific meaning

i 3+ suit. 11+ HCP 19 5+ suit. 11+ HCP
14 3+ suit. 11+ HCP 1M 5+ suit. 11+ HCP
INT (14) 15-17, may be off shape may contain 5 card Major

Yelow [ ]
Canape [ ]

INT Responses 2¢% Simple stayman
2@ 5+ hearts
2§ 5+ spades
other 3% = 6+4. Penalty Doubles.
2¢ 18-19 balanced
24 Multi : Weak either major // GF #'s // 23+ balanced
¥ GF¥'s
2Ah GF #'s
2NT 20-22 HCP balanced 3NT 6-5 majors 8-15 HCP
other 4¢ = strong ¥'s. 4¢ = strong #'s. 4NT = both minors

2. PRE-ALERTS

standard original count 2% opening = 18-19 balanced
Prism signals against suits and slams
very weak 3-level pre-empts green / red.

3. COMPETITIVE BIDS / OVERCALLS

Negative doubles through 4¥  Jumpovercalls Natural, strong 15-19 HCP unless favourable
Unusual NT ¥+ (5-5) or Other-Major + % (5-5)
Immediate cue of minor  both majors (5-5)
INT overcall - re-opening  11-15 Immediate cue of Major  other major + #'s (5-5)
Over weak twos leaping michaels Over opening threes  non-leaping michaels
Over opponent's INT X = penalty (next X take-out). 2¢& = both majors. 24 = 1-suited major.
29/& = 4M 5+ either minor (3% is pass-or-correct)
(INT) 4% = super michaels, 5-6 majors. (1NT) 44 = super michaels, 6-5 majors

24 puppets 2NT
2NT 6+ clubs

Smith-Echo against NT sometimes

Responsive doubles through 4¢
INT overcall - immediate ~ 15-18



8. RESPONSES TO OPENING BIDS

Describe strength, minimum length, or specific meaning

i 1@ 2+ 24 invitational 3¢ GF splinter
19 4+ 2% invitational 3¥ GF splinter
1M 4+ 24 invitational 3 GF splinter
INT 11-12 HCP invite 2NT invite &'s 11-12 HCP  3NT
2% GF 3¢ 6-10 oo
other 4% / 44 = natural, to play, very weak hands. 2NT shortage ask after 2x invite.
190 19 4+ 2% invitational 3¥ GF splinter
1N 4+ 24 invitational 3 GF splinter
INT 6-10 2NT 11-12 HCP invite INT
2% GF 3 ¢ invite (10-12 HCP) 4
2¢ GF 3¢ 6-10 4@
other
19 1M 4+ 2¥ 6-10 3¢ splinter
INT 4-11 24 natural 6 card invite 3¥ invitational 3+¥'s
2 GF & or BAL INT GF ¥ raise 3A splinter
2¢ GFé 5+ 3¢ splinter 3NT @ splinter
other 19 - 44 natural, to play
1M INT 4-11 24 6-10 3¥ natural 6 card invite
2¢ GF % or BAL 2NT GF # raise 34 invitational 3+4's
2¢ GFeé 5+ 3¢ splinter 3NT ¥ splinter
2¥ GF9Y 5+ 3¢ splinter 4¢% splinter
other 14 - 4% = natural, to play.
INT 3¢ transfer to 3¢ 34 splinter 13(54) 44 6+4
3¢ puppet stayman INT 49 1-suited %

3% splinter 31(54) 4o 6+9 48 1-suited ¢
other INT-24-2NT: 3%= NF minors 34= 22(54) weak majors. 3¥= 2155. 34= 1255

2¥ 2 waiting 3¢ support + short 3NT
2NT support + short & 3¥ decent raise 4e%e /44 splinter 3+¥
3¢ support + short & 34 Splinter raise 3+¥ 48 poor raise
other jump splinters are weaker than direct-step splinters

24 2NT waiting 3¥ support + short ¥ 4e%e /44 splinter 3+4
3¢ support + short & 34 decent raise 48 splinter 3+4
34 support + short ¢ 3NT 4
other jump splinters are weaker than direct-step splinters

2NT 3¢k Simple stayman 3A minors 4@ G+
3¢ hearts 3NT 48 1-suited clubs (%)
3¥ spades 4o 6+9 44 1-suited diamonds (¢)
other

9. CONVENTIONS

Unusual NT: 5-5% + &. If opponent's open 1% or 1, 2NT shows ¥+ // &+
4th Suit Forcing Oneround [ | Game force
NT Checkback |:| Priorities: showing 3 card support for responder's major
Defence to 3NT opening
Defence to Opening Twos
Multi 24 X =weak nt or 16+ any
RCO style 2-s
Other 2-s

take-out X's and leaping michaels

Defence X majors. INT minors. Same after (1) - p - (14) - X/ANT = majors/minors
to

strong X majors. 2NT minors. (2¢%) p (2¢) X/2NT = majors / minors

1o /2%

2¢ 24 transfer to hearts 3¥ splinter 31(54)
2@ transfer to spades 34 splinter 13(54)

INT transfer to clubs
3¢ transfer to diamonds

24 puppet to 2NT 3¢ simple stayman 3NT
other 2% 24 2NT follow-up is the same as over INT. Texas Transfers.
2@ 29 pass or correct 3 NF 3M pass or correct

24 plc, good ¥ support 3¢ NF 3NT
2NT asking bid 3¥ pass or correct 4¢e transfer me to your suit
other 4¥/4 = natural, to play (always). Other major suit bids in competition are p-or-c.

Notes 4 in competition is still "transfer me to your major," even if it seems silly.

Over INT Interference simple lebensohl. X= penalty.
Lebensohl - other uses no other uses. We use scrambling 2NT in all other places.
Take out of 4 level pre-empts 4ete/4 @

49 4
10. OTHER NOTES




