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Game Tries

When a major suit opening is raised to the two level, rgrepasses with an ordinary hand or jumps to
game with a great one. Game tries involve partner in the decision. (On occasion, they are also used with
slam interest.)This is the most basic game styucture

1s 2s
Game Try ?

Game tries areelling or asking Thedirect game tryis the customaryelling game try. Declarer makes

a descriptive bid, and dumndecides whether to bid game or to sign off in three of the major. If dummy

cannot decide, and there are one or more bids available below three of the major, he makes a-counter
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defense.

With anasking game try declarer bids the next step (2NT osrand2s over 2h, or less efficiently,
2NT over B as well), and dummy responds. Mostly the opponents learn about dummy. This can help
them with the opening leadyut not much after that.

In addition, we have theld college game try bidgame and try to make it! In some quarters, this is
known as the modern expert game thgcause it is often the best approach.

In Standard American bidding, that raise could be as few as five support points or as many as ten. Here
are examples of minimum and maximum raises:

s 952 h AT62d 73 c 8654 [an ace and a doubleton]
s Q52 h J96d K73 ¢ KJ94 [aflat ten high card points]

Old Game Tries

In the old days, the game try was usually. Responder would bidsAwith a maximum raise, and pass

with a minimum. If both hands arelativelybalanced, this method is reasonable. High caraisoi

work best for bidding balanced hands. However, if responder has a middling hand, he has no way to kick
the problem back to opener.

Since the partnership intends to play this hand in spades, people started ubighads as game tries,

to help respouer resolve a close decisiofihetrial bidin a new suit, also calledl@ng-suitor help-suit
gametrywasbornCS¢ SELISNIia LX e GKA&a ¢l & y263 odzi A0Qa a
in 1986:

1. Bid 3 of the raised suit with good trumps. For example, afte¢ 2s, bid 3 ons AK9832h 76
d AT ¢ K42, asking responder toad game with a maximum hand.

2. Bid a new suit, for example, aftehX; 2h, bid  ons AKQh JT875d 4 ¢ AJ43. Responder
must not pass; to refuse the invitation, he bids.3Responder is asked to take his club holding
into consideration.

3. Bid 2NT with dalancedorsemd I f Yy OSR KI YR YR ai2LIISNB 2y {KS
this bid is a minor suit auction:dX; 2d; 2NT ors KT82h K5 d AQJ74c AT.

The trial bid tells responder to especially value cards in the bid suit, as well as in trunvpsvekiache

trial bid says nthing about the other two suitsandthe fit in the side suitsnay be crucialespecially if
opener is short in one of those suitklere is why this method is poor:



Dummy
s Q62
h 952
d KT62
c QT7

Declarer(1) Dechrer (2) Declarer(3)
s KJT75 s KJT75 s KJT75

h AQ8 h 4 h AJ43
d4 d AQS8 d AQS8
c AJ43 c AJ43 c4

With either hand (1) or (2), declarer is supposed to make a trial bid of\®ith sure values in both

trumps and the trial suit, plus arlg on the side, dummy should accept the game try. Oppdsitdarer

hand (1)4s is ugly Ifwe can establish thelK,we may not have an entry to cash it weR2 y Qi K| @S
that entry, we cannot take the club finesseOnly if the club finesse fails (@e yield a club), mighive

have a chance to take the heart finesse. Good &wdhkdnga club ruff. ThelK is worth, on average, less

than half a trick.

Opposite declarer hand (2)s4s likely to make, losing a trump, a heart, and perhaps a club.eTheo

trouble reaching dummyln addition to being a sure entryhe dK is worth 1 %#ricks, increasing the

combined holding to three trickand the fourth diamond may prove useful, tobhe most important
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not address.

If we say declarer should have bid [sAQ8 on hand (2r (3), then similarly, dummy cannot tell the

value of thec QT7. All three declarer hands have the same cards, just ipréffit locations.

Theshortsuit game trywasONB F § SR (12 RS & ONX i ong hidS pehdtbids aa K LIS &
singleton or void As responderve haveuseful infomation about all four suits. ré@at the king, queen

and jack of the short suit as if they were small cafdly. method is to countiseful featuresand act
accordingly:

Features Action

Oorl Sign off at three of the major
2 Make a counter try

3 Accept the gamery

4 or more Bid a singleton or void above three of the major with four trumps.
Exception: ifve have ten high card points, but not in the right places to accept, consider bidding 3NT.

In other game try situationsye may not know how many featurege need. In that case, fall back on
the simple method if, after discountingvastedcards,we still haveour bids, accept the game try.

If we have two useful featuredut there is no counter try available, bid game if our hand idtwadittle
more than two features, and sign off otherwise. -Ugue for a fourth trump or any two honors in a key
suit.

1s 2s
3c [short] ?

Suppose partner makes a short suit game try in ¢labgdour hand is



A. s xxxh xxx d xxx c KQJx
It does not gt much worse than thisWe probablyhave no tricks at all. Sign off3s, and hope
declarer can hold it to down one.

B. s Axxh xxxxd xxx ¢ KJIx
Herewe have eight points, but only one useful featus=X). Partner saidur clubs are paste.
Sign offm 3s ..

C. s Txxh xx d KQxXc XXxX
This five point hand has two useful featuiasdiamonds.Make a counter try of @, showingour
side strength. Qur doubleton heartis only a minor asset, with only three weak trumps.)
Declarer miht holds AK9xxxh Kxxd Axx ¢ X, or better.

D. s Kxxh Jxxd Jxxc KQTx
Compare to hand4). In spite of having onlyne feature (plus two jack#& a spade contractye
are likely to have game on power. Bid 3NT, and hope to take nine tgerer may overrule
us, but he has been warned.

E. s Oxxh xx d AJXXC XXXX

Only seven points, but theQ anddA are gold. Either the doubleton dd is likely to be useful.

This is enough to jump to game.

F. s JTxxh x d AQXXC XXXX
This severpointer is woth a splinter to4h. We expect totake two diamonds and two ruffs.
However, if partner has secondary (wasted) heart values, he will sign offyesidould respect
that. Partner should ask for keycards wathrAKQxxh Axxxd Kxx c X, but sign off withs
AQ9Ixxh AQJxd Kxxc X.

The direct short suit gane try is most likely to geto the correct contract.It tends to work as well as
any other method, een when opener is has a secding-card suit. However, it is the wrong tool if
opener has no sirlgton ortwo of them. We do need other game tries1 our quiver

The preceding is a solid approach that has served me well for many yé@anever, he opponents are
G2t R I 02dzi RS hdy maypradiddeam tielinforimaton GoRsider this € contract, where
dummy is hand (E) above:

Dummy
S Qxx
h xx

d AJxx
C XXXX

Declarer
S AKXxX
h KQx

d KTxx

Cc X

This looks like a fine contratttat might broughthomeon a red suit leadgven if trumps split 4.
However, fithe auction was & - 2s; 3c [short] ¢ 4s, the opponentshouldstart with two rounds of
clubs. Onthisd&fy 8 S A T ( NitechadractRvll ysOally falahdft mighEfail, even if tumps
do split. Reaching game with a shestiit game tryreduces the chance afiaking the contract Change

dSOf I NENXRa avlftf RAFY2YR ygelydisagpead LI RS> | yR G(GKS&S
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Modern Game Tries
The rest of this article assumes that, for a first or second seat opening of one of a major:
1. The opening bid promises at least fi@rds in the major suit.

2. Aresponse at the two level in a lower ranking suit is forcing to game, or perhapsfgening
unless that suit is rebid.

3. Aresponse of 1NT is forcing, or as a second choice;fsesinig.

This framework is known a8wo Over @e Game Forceor commonly,Two Over @e (2/1). If you are
currentlyLJt F @ Ay 3 a{ GHYRANRRAYEASNN®ISY @2dzNJ STF2NI A & K2 dz
upgrade to Two Over OrfeComeback here when you are comfortable with your new system.

The New Strategy

The goal is tachieve solidctualresultson hands with major suit fitslf we tell the opponents how to
defend, it tends to costistricks, whethemwe reached a good contract @n inferior one.The new
strategy has three prongs:

1. Adopt bidding methods so thasponder expects the simple raise to provide to three useful
features for opener not less, and not moreTherefore, with dand thatneeds twafeatures
openerjumpsto gameg no game try or countetry needed¢ andlittle chance of missing a slam.
A game try is only used to distinguish between the two and three feature hands.

2. Do not make ayame try, unlessve expect the process to be more valuable fmthan for the
opponents.

3. The eventual declarer should often useaskinggame try, to conceal information from the
opponents.

The primary game try will be the next stepNT over &, or2s over Zh. Here is what responder does:

1 W.ith scattered valueand a minimumaise,responder signs off at three of the majowith
scattered values and a maximum raisesponder jumps to game.

1 Otherwise, responder shows a concentration of values, a holding containing a king or queen
This would be holding that responder judgesust be workingfor game to succeedOpener
can then inquire whether responder has a minimum or maximum (see beld@x(x) is an
excellent concentration of strength; AQx, KJx, and QJ9x are good; AJx is poor because the ace is
always working:.we wouldbe talking aboubur jack.

Richard Pavlicek calls tl@selay game tryor anondescript game try The only time opener reveals his
holding would beby implication: 2 LIS y SBIQG@ G A 2 Y ( 2 cetatiohdddy RSNXQRa Oz2y

This game try workeell, includingmuch of the time when opener has a singleton. Pavldmds not
explain how this worke K S NBQpénerdd be looking for a working minimulivith scattered
values, the odds are that respondeas a wasted value somewhere.séatteredmaximum raise should
provide a working minimumwhile a minimunwill likely provetoo weak This is less than perfect, but it
is betteroverallthan other methodsbecause of tk concealment

! Same experts do quite well playing Standard American, but they are thin on the ground. Playing Two Over One
well is actually easier than playing Standard American well, once you get the hang of it. You might start with Max
| I NRE Qenturybooks in theAnnotated References.



With one exceptionPavlicek recommends playingatther bids as slam tries only. However, with the
narrowed range for the single raise, few hands will be worthy of a slanti&ye is the overall plan:

9 Playdirect short suit game (and slam) tries, because they are saraie. Use them sparingly:
probably only whenve have at least aixcard trump suit(nine total trumps) orwhenwe have
slam interest (a forcing defense tends to be less effective against sl&as)ember, Wwen
hearts are trump2s asks, sorespond&ad Hb¢ aK2ga I O2yOSYuGNIGAZ2Yy A
becomesa shortsuit game try in spades.
9 The reraiseasksfor trumps and aces.
1 When responder shows a concentration in the suit below trumps, and opener signs off,
responder usually passes. Howevegpondemayshoot out 3NT with a maximum including a
double stopperas the concentration(Responder, with a maximum amdesserstopper might
have jumpedo game in the first placg.

In all but one situatiorthat | discuss latett agree with Pavliicékda NB O2 YYSYRI GA2YY

The following structure appliemy timea major suit is raised from one to two. This can be a
raise of a majoisuit opening, a ordevel response, a odevel rebid or a ondevel overcall.
It also applies after a Drury2 response, 2d'rebid and a 2 M rebid by Drury bidder.

It also applies in competition provided there is no enemwtbét the raise to twdi.e. applies
over a double of the raise]

Game Trie®ver aSimplezh or 2s Raise
Dechrer | Dummy| Dechrer | Dummy |
2s2NT | [1*step] Anondescript game tryas recommended by Richard Pavlicek.

2NT [h trump] Gncentrationincluding secondary valuésspades
— . . - - Same
3c /3d | Concentration including secondary valuieshe bid suit. . L
—— . - continuations:
3h [s trump] Concentration inlwding secondary values hearts.

1*step | If available, the cheapest suit below 3 trumps asks:

3h/3s | [trump] Minimum, nonforcing.

3NT Maximum, choice of games

4h/4s | [trump] Maximum, to play

3h/3s [trump] To play

3NT \ Maximum, euble stopper concentration jugtelow trumps
3NT Choice of games

4h/As [trump] To play.

Other Control bid (slam try).

Jump A jump into a new suit is a splinter (slam try).

3hB3s | [agreed major]Minimum, scattered values.

3sBNT | [raise the &k] Flat hand with nine or ten distributed high card points.
4c /4d | | accept, and | have four trumps with a singleton or void in the bid suit.
4dh/As | [agreed major]Maximum, scattered values.

2NT [h trump] Shortsuit game try:singleton or void irspades | Use with dikely9-card fit

3c Shortsuit game try:singleton or void in clubs. 5 dzY Y é Qaabautiteh

3d Shortsuit game try:sindeton or void in diamonds. points with a double stopper
3h [s trump] Shortsuit game try:singleton or void in hearts. | Declareroften passes.

3h/3s [re-raise] Trumpsuit game try:declarer seeks trumps and side aces.
higher | Splinter slam try, showing a void in the bid suit (Eddie Kantar).




The reademay recognize this scheme as KoKishgy) game tries, with the asking bid replaced with the
superior nondescript game try; also with the admonition to avoid therssuit game try with a £3
trump fit. (A 44 fit may not be so bad we might take ruffs imur own hand, and reverse the dummy.)

See the Appendix for information about the many game try methods not discussed here.

The Nondescript Game Try in A ction
Lei Q&4 NBGdzNy G2 GKS SEFYLXS FTNRY | 020SY

Dummy
s Q62
h 952
d KT62
c QT7

Declarer (1) Declarer (2) Declarer (3)
s KJT75 s KJT75 s KJT75

h AQ8 h 4 h AJ43
d4 d AQ8 d AQ8
c AJ43 c AJ43 c 4

All three declarers hold the same cardsdifferent suits. Each is ddser hand, so a game try is

appropriate. Holding only five spades, declarer chooses the nondescript game try of 2NT. This minimum
dummy will sign off. Declarer (2) will misdesirablegameg a shortsuit game try (B in this case)

really can reach better contractsbut the 35 contract will be reasonable in all cases. The opponents will

be given no tip on the defense.

If we replace a low heart with the missing king or queen of hearts, dummy will accept in the game t
The 4 contract will be fine in all three cases. Tk fills in that suit for Declarer (1); the heart honor is
mostly wasted for Declarer (2), who does not care; and the heart honor adds a full trick for Declarer (3).
Inthese cases, weeach ourobvious games, and stay out of bad ones.

Game Triesaft er Opener 6s SiampdfResgdadgror Suit R

1c /1d/1h 1hAs
2h2s [raise] ?

The structurein the chartworkswhen opener raises responddsut achange is recommendedOpener

may haveraised with only three cardsind a ruffing valueWhen holdinga 5cardsuit (usually providing

a 9-card fit), responder shouldctively seshortsuit game tries (includingldS y SNXQa & dzA G0 ® h @
2s, itis better to play these responses to the 2NT inquiry:

1 3c shows a minimum hand with threeard support.

9 3d shows a maximum hand with threzard support.

1 3h shows a minimum hand with fowrard support.

1 3s shows a maximum hand with foeard support (alwaygoing to game).

CKAY1Y 0 0X nX no WSALRYRSNI Y& 2FFSNI (A2 LI | &
new suit is forcing, either a stopper for notrumpd¢8&rd support) or a cue bid for slam¢drd support).

This scheme was publishedthe Bulletina few years ago. A fancier method might provide some

advantage, but it is unlikely to be worth the effort.



Over a raise t@h, for consistencyywe could continue to us@s as the inquiry (with 3, 3, 4, 4 step
responses); 2NT would still lseshortsuit game try in spades. Howewielis customary to play 2NT as
the asking bidll the time; playing that wags would be a shorsuit game try.Decide with partner.

Major Suit Raises

We need to talk abouband evaluation. We also did not saiiat to do with a raise that is too bad o
too good for a simple raise.

Basics

Definition s

Primes(primary honors) are aces and kings.

Secondary honorare queens and below; however, a king is secondary, if pastmaws a
singleton in the suit.

Top honorsare aces, kings and queens.

Quacksare queens and jacks.

Minor honorsare jacks and tens.

Declareris the partner who first bids the raised fpasuit, the expected declarer.
Dummyis the partner who raises the major suit, the expected dummy.

Losing Trick Count and Cover Cards

If we have trouble deciding whether or not to try for gantke losing trick counfLTCyan help. Using

this method, each of the first three cards in a suit iesy;, if it is not an ace, king or queen. Cards fewer
than three are not losers, but droppable honors are. Strictly speattirdpsing trick counapplies only
when an 8card trump fit is foundbut players often make a prelimary evaluéion of anunbalanced
handin losers. A minimum opening bid imrejor suit typically has 7 or 7 #skrs.

Losing trick count does not appeal to me as a primanhiagt because it counts all three top honors in a
long suit as having the same valugoth these hands have five loseame in each major, plus three in
the minors

1. s KQxxxh KOQxxxd X ¢ XX
2. s AKxxxh AKxxxd X ¢ xx

After a raise to 2, hand (1)hasa decent chance of making game only opposite the twegor suitaces
or abetter hand Hand (2)pnly requires two queens, or an ace and a queeiNJ X

Few players would consider game with hgty but most would with hand (2). The best approach is to

first use points to see e are within range of game, and then apply the losing trick count. Counting the
singleton as thre@oints, afterpartner raises, hand (1) coursbout 13, clearly too weak, and hand (2)
countsabout17, clearlyinrange ofgaai ¢ SQf f &SS (GKIFId 6AGK p f2aASNEX (

LiQa AYLRNIFYyG G2 dzyRSNAGFYR GGKFG [¢/ Aa O2dzyiAy3
winners (that is, noflosers). For example, ad43-2 hand with the same high cards in tleeg suits has

one more winners (one fewer losers) than-8-8-3 hand. Similar]yp-4-2-2 or 54-3-1 has one fewer

loser than5-3-3-2. None of my referencedate this explicitly Any method of hand evaluation can

produce disappointing results whenluas are duplicated: counting both distribution and high cards in



the same suit, between the two hands of the partnership.

Various modifications can improve LTC. For example, New Losing Trick lIoL@] tallies a missing ace

as 1 loser and a msing queen as %2 los&ounting these new losers takes effpig error proneand

weR 2 y Q (i nedtBtl Mokt 8TC systems requieto count2 dzNJ £ 2 A SNE X SadAYlFGS LI N
them up, and subtract from 24 (or 25 for N)TWe seldomneedthat either, with my methods:

declarer(or the strong handgounts losers, and dumnipr the weak hand) counts cards that cover

partnS NX& f 23 SNA O

George Rosenkrarset forththe theory ofcover cardsnany years ago
Anyhigh card thatis likely toannul one of partB NQa f 2aSNB Aa | 02@SNJ OF NRY

1. Everyace andking counts as one cover card.

2. A gueerrounts as one cover card if partner is kndwhave at least three cards in the suit
otherwise she counts famly half a cover card

3. When you hold foucard trump support for partner:
A doubleton counts as half a cover card
A singleton is worth one cover card
A void is assessed as esred-a-half cover cards

4. WithonlythreeOl NR & dzLJLJ2 NI F2NJ LI NIySNQa adza gy
A singéton is worth half a cover card
A void is assessed as one cover card

bl GdzNF ff &> @82dz2NJ O2@3SNJ OF NR O2dzyi Ydzad OKIy3aS | a
Ken Eichenbaunoffers thesecover card modification® standard LTC

Qx couns as 1 ¥ losers (Y4 winner).

Add ¥4 loser to a suit headed by a king.

Add %2 loser to a suit headed by a queen.

Add %2 a winner for each trump beyond three.

Four card multhonor holdings are basically rated on their trteking potentia) assuming
declarer éads toward the suit as often as necessgdichenbaunprovides a table).

At this pint, | need to introduce aewconcept. Asure covercards A £ t O2@FSNJ I f 2aSNJ Ay
even if declarer has a singletimthe worst locatiorf

=A =4 =4 =8 =4

1. The king or queen of trump, or any aég a sure cover card

2. Assume declarer has a singleton in the worst possible logadiod consider the other two suits.
Each king ogueen thereis a sure cover cardountour ownshortnesghere, per Rosenkranz.

Here are some sample dummy harafter partner opensls::
a. s Kxxxh Axxxd xxx ¢ xx [two sure covers]

b. s Qxxh Kxxxd Qxxc Xxx [two sure covers:s Q andd Q]

C. S Axxxh Kxxxd xxx ¢ xX [two sure coves. s A, doubleton with four trumpg
d. s Qxxh AQxxd xxx ¢ xx [two sure covers s Q andh A, plush Q and doubletop
e. s Qxxh KQxxd xxx ¢ xx [one sure covers Q;hKQ, doubleton, 8 support points (SP)]

9A0OKSYyol dzy NBIljdZANBE (62 dad2NB Kz2y2N) 02 @S MNkpahadr & ¢ F2 NJ K
That is the only mention of sure cover cards that | found in any of my sources.



f. s Qxxh KQxd xxx ¢ xxx [one sure covers Q;hKQ, 7 support points (SP)]
g. s xxxh KQxxd KQxxc xx  [two sure covershKQ ordKQ;11 support points (SP)

For a given number of cover cards or sure cover cards, a hand may be good or bad. Uncduesed va
make the hand a little better. Eaclhuntedqueen makes the hand a little wors®emember thatosers
and cover cards apply ortly a suit contract, when &t of eight or more cards has been founidigh card
points are the best way of evaluatinglanced hands. LTGsames increasing importanagth more
distributional hands.

WSEALIR2YRSNIOE AAYLIXS NIA&AS 2F 2LISYSNXORA& YI 22N adzA G a
points. Opener can bid confidently K Sy NB & L2 Y RS N & eda Exandply Fhidk (a)ktiu ¢ St f R
(e) are all simple raises. Hand {®porderline with all those extragf) is too weakand @) is too strong.

When the simple raise promises two to three cover cards, dummy always signs off at three of the major
with only two cover cards. Opener would have jumped to game witHasé&r hand.We must have
three cover cards to acceptAcountertry, if available isnadeonlywith 2 ¥ cover cards.

[ 221 A Y 3 The NdbdesctipfiGame Try iotionZ the dummy ofs Q62 h 952 d KT62c QT7is a
minimum simple raise, with two sure cover cards, both queens (assumirdiitie wasted). Add theK,
andwe have three sure cover cards: Q62 h K92 d KT62¢c QT7, an absolute maximum simple raise.

The Incredible Shrinking Raise

Dummyshoulddescribe his hand using as many different raises as pos$ibthis end, rastresponses
higherthani g2 2 F 2 LISy SNXa& Y 22 Nhiggaldistleclars torhbkekthedadisco’ ¥ a2 Y S
vs.game vs. slam daiésion more oftenwithout resorting to a game try

The Simple Rai sectommnd Opener 6s A
We are going tehrinkthe meaning of thesimpleraise. This nhow becomesemiconstructive either:

9 The 3-card constructve raiseprovides6 to 10 HCRhree card supportand eithertwo sure cover
cards (two to three actual coveards), or 10 support points.

1 Theminimum 4-card raiseprovidesabout5-7 HCP, four card support, and either a doubleton
with 1 or 1 ¥sure covercards or a flat hand with 1 ¥ t8 cover cards The extra trump should
give this hand the playing strengtli the minimum 3card constructive raise.

With this major suit raise structure, over a simple raise, opener jumps to game with about 5 [osers.
sure cover cards will reduce that to 3 losers, whibbuld mearten winners (a game), assuming normal
splits and average finesse results. If the outlagks out to bedim, hope for the opponents to help
they are in the dark.

WeQ f f othde@@aBesso a simple raiseill seldom have four cover cardés a result, pener should
only try for slanover a simple raiswith a rare fourloser hand where three cover cards are needed

With about 6 losers, opener makes a game try, as described earliggoriRles must have ttee cover
cards to accept. Bountertry, if availablejsmade with 2 %2 cover cards.

The Slow -Down R aise
I F2dzyRIGA2Yy 27F 60 KEILIWP2 KUBA KA Yy 2 i NH¥iN&BA Dida NS 6 A
NB O 2

ff 2
2LISYSNQRa YIF22NI 0Ky Ay wMbe¢o ¢tKS YSGK2Ra O02YYSy!
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missing an eight card major suit fit. Tafare, with these methods, a 1Ndrcingresponse should be
better than asemiforcingresponse.

One of my favorite tools | call trelow-down raise Consider this auction:

1s (Pass) INTJ[forcing] (Pass)
2d (Pass) 2s ?
ladzZ ffeX NBaLRYyRSNNRa 0AR A& | &ddzZA G LINBFSNByOS:

interested in game, and more likely to pass. On the flip side, since we have not announced a fit, the Law

of Total Trickssays the opponents should be cautious aboompeting to the thredevel. With this
auction, everybody tends to slow down.

The slowdown (bad) raise hides wiith this preference mechanism. Wespond 1NT and theiny to

play inLJ} NJs yh&dxakxhe two level Use thisvith any hand that is too good to pass, but not good
enough for a simple raiselhe main thing to discuss with partnerhenopener rebids 2NT ovewur

AINT responsaved K2 dzf R | ANBS G KI G | N Slasitn riise. Everiydde/ i &
plays the INT responssforcingshould employ the sloown raise.

The slowdown raise is usually made withcard support.Hand (f) aboves Qxx h KQxd xxx ¢ Xxx) is

a maximum slowlown raise.With a really badhand and four card support (at most one sure cover card
and usually less than seven HCP), also use thedsiow raise Remember, we want something like two
surecover cards for a sipte raise. This example would be a maximum fo4-aardslowdown raise:

s Axxxh Qxxd xxx ¢ xxx  [only one sure cover card]
Wewill still get to game, if opener givesthe jump shaft. These hands areorth a simple raise:
s Axxxh Qxxx dxxx ¢ xx  [If hQ is wasted, a ruff should produce a second trick.]

s Qxxxh Axxd xxx ¢ xxx  [two sure cover cards, but no doubleton]

The Mixed R aise

Akeytool is themixed raise a hand withat leastfour card support and strength betweenpreemptive
raise and a limit (gammvitational) raise. Others describe this as a hand satme offense and some
defense, or &-cardconstructive raise The termmixed raisas attributed to Marty BergenPlaying
Bergen Raises3c (or perhaps @) is a mixed raiseThe purpose of the mixed s# is twefold: it
removes thehand as a possibilifipr a simple raiseand it isboth effective and hard to defend against
especially when employed as a jump raise

Whenone partner opens or overcallthe other partner shouldhave a mixed raisavailable.For
maximum effect) follow the lead of Ken Eichenbayand define:

g A

YI 2

¢KS 2dzYLd N} A4S 2F LINIYySNRaE 2L8YVAy3I 6AR 2N 20S

% See Larry Cohen in the Annotated &tefices.

4 Bergen raises include Jacoby 2NT, theartl forcing raise3c is a 4card constructive raise,d3is a limit raise, and

the jump raise is preemptive (usuallysCHCP). Some partnerships swap the meanings of the minor suit responses.
® SteveWeinstein and Dan Wolkowitz say the jump mixed raise of 3 trumps is particularly difficult to defend

against: the contract may be made, the defenders may be able to make something (even a game), and the
defenders may be in trouble if they bid. Howevarsome situations, Weinstein and Wolkowitz do use the jump

N} A&S & LINBSYLIWGIAGST GKSy (G(KS 0AR 2yS aiGSL)I t26SNJ Aa
or artificial, double should be takeout. When the bid is below three of the tramf the double is almost free.
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The mixed raisbasaboutthe same high card strength asninimum constructive 3card raiseput is
slightly strongebecause of the extra trumpThe hand should contain a doubleton, but no singleton.
Because there is no room for a game tryrther require that:

A mixed raiseshouldcontain exactlytwo surehonor cover cardsplus a doubleton A hand
with ten support points(SP)ut fewer sure cover cardalso qualifies.

Here are some mixed ras of als opening
s Qxxxh Axxxd xxx ¢ xx  [minimum: four trumps, two sure covers, and a doubleton]
s Qxxxh Axxxd QJxc xx  [maximum: four trumps, two sure covers)J& doubleton]
s Qxxxh KIxxd Qxxc xx  [good four trumps, two sure covert KJ & doubleton]
s Axxxh KJIxxd Jxxc Xx [four trumps,1 Y4sure cover, but 9 HCP and a double(@f SP)
Weaker lands thatdo not qualifyare simpleraises:
s Axxxh Qxxxd xxx ¢ xx  [minimum:only surehonorcover iss A]
s Axxxh KJIxxd xxx ¢ xx [maximum: only suréonor cover iss A(9 SH)
Stronger hands thatdo not qualifyare limit raises:
s KQxxh Axxxd xxx ¢ xx  [minimum limit raise: three sure covers, and a doubleton]
s Axxxh KJIxxd Qxxc xx  [only two sure covers, but 10 HGRd a doubletor(11 SH)

L (bext@r to haveour kings and queens inumps, ancbur aces on the side, for offensive purposes.

The 3-card Limit Raise

The3-card limit raise sometimes called 2% raise bid INT [forcing] and then raise to three of the
major. This promises 112 support points, or three sure cover cards. The hand should be too strong for
a constructive raise, but too weak to force to game.

Game-Forcing R aises

The game-forcing splinter whichwe f £ | faingsplidterfista dduble jump shift @, 4d or 4h
over 1s) showing four or more trumps and a singleton or void in the bid suit. Highstaangth for the
splinter bid should be enough to force to game, but not enough to drive toward slbout 11 tol5
HCP. Responder should have strength in all three long suits.

Thegame-forcing 2/1: with three card supportyid a lower ranking suit at the twigvel, and then raise
2LISYSNQA Yl 22 Nb wS a L2 Yy R&isupdod ghch side Sui with $uhstantial LILINE | O
strength, especially secondary honorSuch a hand is unsuitable for a splinter bid, whetrerot it

contains a singleton.

The usual €ardforcing raiseis 2NT, the Jacoby 2NM®nvention. Responder will have a hand that is not
suitable for a splinter, frequently a balanced llad S @alk fmore about this later.

While wecould go into detail about these methodse should already be playing them. | highly

recommend thatve play Serious 3N3lam methods, andot fast arrival (a topic for another day).

Preemptive R aises

I 2dzYLd 42 3FYS Ay 2LISYySNRa YIFI22N Aa LINBSYLIiA@So
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provide both five card support and a singletdfthe response of 3NT is availaBlerecanmend that
we play a 3NT response as meeting the same requiremests jump to gamebut with a side ace or
king. Then the jump to game denies such a side card.

Many partnerships play a jump to three of the major as@ard preemptive raiseusuallym
competition, but also over an opening bid when playing Bergen raises. None of the frameworks
presented here include adardpreemptive raisen any situation If we hold such a handhenwe
choose either a slowlown raise, a simple raise, a mixedsgjor pass.

Raises Common to All Presented Frameworks

The features presented above should appear in all the frameworks of major suit raises to be presented.

Howeverthe 4-cardforcing raise may not be 2NT.

Summary of Raises Common to All Presented Feaorks

R1 02 |R2 |03 |
INT [forcing] may contain a slowown raise shown by giving a preference, or &&d limit
raise, shown by raising to the thréevel.
2c 2dR2h | Two over one forcing to game (or gamrercing unless rebid)nay contain a raise.
2h2s [raise] semiconstructive raise:
9 Four card suport with about 57 HCHacking two surdionor cover cardsinless
4-3-3-3, or
9 Three card support with two sure cover cards, ef®HCP.
With enough points to consider game, opemeuntslosersto decide
7=pass, about 6 = game try, about 5 = bid game, 4 (rare) = slam try.
3hBs Mixed raise 4 trumps; two sure honor cover cards and a doubleton, or 10 SP.
Splinter | The doublgump shift is gamédorcing, about 1 to 15 HCP, singleton or void in bid suit.
4h/4s Preemptivaaise: except possibly at favorable vulneratyilishould havdoth 5+ trumps

and a singleton or void somewhere

Eichenbaum 4-card Major Suit Raises

Several types of handsith 4-card supportare toostrongfor amixed raise but too weak to force to
game Ken Eichenbauprovides a framework that fits well with the ubiquitous Jacoby.2NT

The LIMIX Raise

Eichenbaum calls a hand with two sure honor winners, four trumps, and a singleton oa kgl X
raise. Such a hand is too strong for the simple raisthe mixed raisgbecause it couldasilyproduce
four winners (two honors and two ruffs). For example:

S Qxxxh Axxxd X € XXXX

s AQxxh Jxxxd x ¢ Txxx

Eichenbaunusesa 3 response tdlh or 1s as a LIMIX raisevith unspecified shortnesOpener
usually places the contract, but with slam interest, may ask for the shortness by bidding 3NT.

® Some partnerships prefer 3NT as a balanced game force with a specific range, a forcing raieel splinter.
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The Limit Plus R aise

Make theLIMIXexamplehands strmger, andwve have what Eichenbaum callshort limit raise This is
a hand of overall limit raise strength that includes a singleton or asigart of its valugedor example:

s Qxxxh Axxxd x ¢ Kxx
s AQxxh Jxxxd x ¢ KTxx

Eichenbaum uses thec3response as Bmit plus raise 4-cardsupport 9-13 HCP, and 2 & 4 % cover
cards. It includes all balanced hands with invitational or minimum gdonee strength, as well as the
short limit raise.Opener sigs off, bidsgame, omakesan artificial3d bid.

Eichenbaum Framework Summary

Eichenbaunframework of4-card Major Suit Raise

R1 02 |R2 |03 \
2s [over 1h] Natural and invitationafor your choge).
2NT Jacoby 2NTGameforcing raise usually 14+ pointswith at least four trumps.
3c Some shortness; 5+ controls (A=2, K=1, trump Q=1), or 12 HCP in AKQ.
3h Short clubs.
3s Short diamonds.
3NT | Short major.
3d 5 trumps, no shortnesspsind values, at most 7 losers.
3h 6 trumps, no shortness, sound values, at most 7 losers.
3s Some shortness, minimum/light opening, more than 7 losers. 3NT asks.
3NT 5 trumps, no shortness, strongest possible hand.
4h/As Worst possible opening i more than 7 losers.
3c Limit plus raise at least four trumps and-23 HCP.
3d Artificial inquiry, either a game or slam try.

3h/3s | [trump] Bad limit raise about 1011 HCRnd a doubleton

3h/3s | [other major]Short limit raise 3NT asks.

3NT | (Serious)Great limit raise 3 honor covers, 202 HCP, 4 controls.
4h/4s | [trump] Good limit raise about 1213 HCP, but not slamworthy.
Other | Good limit raise about 1213 HCP, concentratiorf galues in bid suit.
3hA3s [trump] Minimum values, suggests playing here.

4h/As Maximum values, but not slaiworthy.

CueBid | The cheapest first or second round control, with a slaorthy hand.

3d LIMIX raisetwo sure fonor winners, four trumps, red shortnesssomewhere. 3NT asks.
3h [over 1s] Natural and invitational (or your choice).
3hRBs Mixed raise 4 trumps; two sure honor cover cards and a doubleton, or 10 SP.

Splinter | The doublgump shift is gamdorcing, about 1115 HCP, singleton or void in bid suit.

Some detailsn the chart above are mine; othéetails have been omitted. You should have enough
herei 2 RSOARS 6KS({KSNIJ 9 A QduSlfsadettiym@ek and Bivestigate &urtherNBE  F 2 NJ

These method work basically the same over botidlaand Is opening: Jacoby 2NT¢ 3= limit plus, 8

= LIMIX, jump raise = mixed. His methods over Jacobyr2NiEfinitely not standard, buthtey take into
accountthat some hands covered the limit plus raise shdwddexcluded from Jacoby 2NT
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Eichenbaum uses the jump shift in the other major as a natural game invitation, not a raise. Thisis a
solid treatment, but ifve need those bids for something else, they are easily made available. For
example, this frameworkits well with the Tucker  response.

The relative simplicity of the Eichenbaum methods is a major advantagbabimgto guess about
NB & LJ2 y R S N3 & disadvantddeThiS & the most effectivapproachl have seenpresent article
excepted.

Mini-Splinter Framewor ks

Short suit bids are powerfubut2 S NJ 9A OKSy ol dzyQa [ Lal - ddniisiadk2 NI f A Y
When opener is deciding whether or not to bid a gamgerermay have a good idea where the
AaK2NIySaa f AussIHetedza fralnéwark that dddrésses thoseToncerns.

Direct Mini -Splinters

In its pure form, amini-splinteris a jump shift. It requires at least four trumps, a singleton or void in the

bid suit, at least two surbonorcovercards, and eitheless than forcing to gamer a huge handpo

strong fora gamesplinter wl § KSNJ 0 KI'y O2yGAydzS 6AGK 9 AsQit8y o | dzy Qa
in my own terms:

micro-splinter: a minmum minksplinter (LIMIX strength).
limit-splinter: a maximum minsplinter,overalllimit raise strengthghort limit raisé.
super-splinter. a handtoo strong for a gamaplinter, a slam try over a miniom opening

bid. It startsat about 16 HCP, plus the singletonvoid®
Over als opening, bid 8 with these hands:
A. s Qxxxh Axxxd X ¢ XXX [micro-splinter
B. s Qxxxh KQxxd x ¢ K&kx [limit-splinter]
C. s Qxxxh Axxxd x ¢ KJx [limit-splinten
D. s Kxxxh AKx d x ¢ AQTx [supeksplinteq
Over the minisplinter, opener can inquire as to range by bidding tlext step(3h over 3 here):

1 With a micresplinter(LIMIXe.g. hand A)responder signs off at three of the major.

1 With a limitsplinter, responder jumps to game (hand B), or with a slammish hand, bids a
concentration of values (hand ®here a club fit could be huge).

1 With a supersplinter, bid 3NT(or 3s, if applicablejo show serious slam interest

w S & LJ2 yhRiSplidieédoes not suffer the downside of the shestiit game try.Dummy makes the
mini-splinter, and the opponents will see that haadyhow,after the opening lead. Also, weave nine
trumps, making a forcing defense unlikely; besides, dummy will rufigrsiiort hand. Yes, the
opponents may double to suggest a sacrifice, but partner should et before they actually do save.

"Over a major suit opening, a jump shift might be played as strong (slammigtgtiamal (nonforcing), weak, fit
showing (natural, trump support and either invitational or slamming), or any desired type of raise, such as a mini
splinter. After a major suit opening, when the opponents have not bid a suit, thesplinier makes #ot of sense.

In all other situations, | prefer fshowing jump shifts; in competition, they are always invitational, not slamming.

8 Without a supersplinter available, it is usually better to use the forcing raise instead of overloading the game
splinter.
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wS & L2 y RS NX justhefo NUinpsa @iz theminisplinterjust below trumps there is no room
to ask about strength. Heretise solution

A mini-splinter just below trumpsshowsa micro-splinter, or the raresupersplinter.

It would be a substantial distortioto bid the micrasplinter as asimple, mixedor limit raise. We need
the microsplinter to take this potential 4vinner hand out othoseraises. Because the limisplinter is
Fdzy RIFYSy Gl tte | f A Yshliater Ndlow ushp as 4 Bafrficéd limitkae. 1§ KS £ A YA

4-Card Limit and Forcing Raises

You may have noticed that, when playing direct rsjplinters, mixed raises, and Jacoby 2NT, there is no
room for ad-card limit raise. The modern solution is to merge the limit raise into the forcing raise.
Andrew Gumperassertghis methodtends to protectthe aucton from interference, since frisky
opponentsnow riskgoing for a number against a partscor&/e use an adjusted version lai structure
over the expanded Jacoby 2NT.

Analternative is to merge the limit raise into the cheapest rsiplinter. This is not as usefdll.

Four bids.If the jump into the other major ialways availablethen there are four bids available
between the simple and jump raises: 2Rd, 3d, and either 2 or 3h. Use this plan

2NT is a limit raise or betteThe two cheaper jump shifts§2& 3¢ overlh, or3c & 3d over
1s) are fullrange minisplinters in the bid suitOverlh, 2s could also be #imit-splinter in
diamonds.™ The jump shift just below trumB@ or 3h), is amicro-splinter(or rare super
splinter) in the bid suit.See thefirst chart below.

Only three bids.If the jump into the other major inot available over either major suit openinthen
there are only three bids available between the simple and jump rai288 3c and3d. In this
situation, it is not possible to name all short suits without committing to game, unesgse 2NTanda
secondbid to handle short suits. Uskis plan™

3c is a limit raise or betterThis works about the same as 2I&icept that we cannopromptly
RAAGAYAdzA &K 2 LISY S NB B a gerespRntef(odBare supessiitkey)i#f S 2 y @
diamonds 2NT is anicro-splinter (or rare supessplinter)in either clubs or the other majoAll
limit-splinters are bid as balanced limit rais&ee thesecondchart below.

If thisplandoes not appealthen use theEichenbaum frameworkvith our major suit jumps of choice.

°There is already plenty to sort out, among the raplinters. Tossing in the balanced limit raise works, but

requires some compromise. Because | believe these frameworks to be inferior, | omit my charts of them. Without
the balanced limit raisenithe way, we can merge a lost diamond lisyifinter (in the suit below trumps) into the

spade minisplinter. The presence of that possibility could inhibit a save in spades, when hearts are trump.

“Merging this limitd LI A y G S NJ A Pdibtdth hadied #2e\adiioiabiand and provides camouflage. Why,
@2dz YAIKEG A1 3Dy, which wdulll letéss hatidi®edh@art linsplinter? For that

aeaiasSy (2 62Nl X 6S g2dz R YSNHS 3c2 addfgr8didencyank yiaaltl SGi 2y |y
probably want to do thatoveri & ¢St f ® LiQa y20 ¢62NIK AGzT 2dzad (2 K
camoflage benefit.

1f the jump to3h is available overd, you may choose the complexity of playing the four bids systemIsver

R ¢
e
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Direct Mini -Splinter (4 Bids Available, Updated Jacoby 2NT )

With this framework, the limit raise is merged intacoby 2NTespong. All the jumpshifts are specific
mini-splinters (fulllange, except below trumpsPs over 1h may also be a lim#plinter in diamonds.

Direct Mini-Splinter Framework4 Bids AvailableUpdated Jacoby 2NT

R1 02 | R2 |03 |
2NT UpdatedJacoby 2NT4+ tumps, limit raise or better, usually balanced.
3c [1% step] Any minimum hand (about 313 unbalanced, or 14 balanced).
3d [1* step] AsksNLMH 3h=No shortness, 8=Low shortnessq),
3NTMiddle shortnessd), 4c =High shortnessh(/s).
3h/3s [trump] Limit raise (no#forcing).
4h/4s [trump] To play.
3d [2" step] Extra values (14+) with a singleton somewhere.
3h [3" step] Extra values (14+) with a void somewhere. Same
3hA3s 1st step askeMH 35 BNT=Low shortnessq), . .
3NTAc =Middle @), 4 Ad=High (/s). continuations.
3NT Limit raise, room for slam exploration.
3s [4" step] Moderate extras (14.6) and no shortness.
3NT [5" step] Great extras (1-19) and no shortness. Same .
4h/4s \ [trump] Limit raiseor better, no slam interest. continuations.
4suit [new suit] A 5card second suit with two of the top three honors.
2s [over Th] Mini-splinter inspadeqmicro-, limit-, supersplinter),
or limit-splinter indiamonds
3c [over 1s] Mini-splinter in clubs (micrg limit-, supersplinter).
2NT/A | [1%step] Asks: Clnseratest
3c Bh [ step] Limitsplinterin mini-splinter suit m'”.'l-sp"”te"
3d [h trump] Limitsplinter indiamonds zg?:tie;\ruatims
3hA3s [trump] Micro-splinter (nonforcing). using step ’
3s [h trump] Supessplinter,s void. inquiry.
3NT Supersplinter @ trump: deniess void).
3h3s [trump] No interest in game; supeaplinter bids on.
4h/As [trump] To play; supesplinter usually asks for key cards.
3c 3d [over Th/1s] Mini-splinter in bid suit (micrg limit-, supersplinter).
3dBh | [1%step] Asks: _ L
3hA3s [trump] Micro-splinter (norforcing). Mlddle mink
3s [h trump] Limit or supersplinter,s A or K. splln_ter: same
3NT Supersplinter q trump: deniess A or K). ﬁzir:]tlngiuons,
4c /Ad/4h | Limitsplinter, cheap control, slasworthy. inqu?ry. P
4h/As [trump] Limitsplinter, but not slarrworthy.
3h/3s [trump] No interest in game. Supsplinter bids on.
4h/As [trump] To play. Supesplinter usually asks for key cards.
3d/3h [over Th/1s] Micro-splinter (or supessplinter) in bid suit. Mini-splinter
3hBs | [trump] To play; supesplinter bids on. below trump;
3h3s [trump] No interest in gara. Supeisplinter bids on. same
4h/As [trump] To play. Supesplinter usually asks for key cards. continuations
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Mini -Splinter s (Only 3 B ids Available, Updated Jacoby 3 c¢)

With this framework, the limit raise is merged into the Jacobyr@sponse All the jump shiftsre
micro-splinters(or supersplinters). All limisplintersare bid as balanced,sing Jacobyc.

Mini-Splinters Framework Only 3 Bids Available, Updated Jacoby )3

R1 02 | R2 o3 |
3c UpdatedJacoby3c : 4+ trumps, limit raise or better, usually balanced
3d [1% step] Any minimum hand (about 313 unbalanced, or 14 balanced).
3h/3s [other major] Ask&NLMH 3s/3NT=No shortness, 3NT# =Low
shortness ¢ ), 4c 4Ad=Middle shortnessd), 4d/4h=High
shortnessli/s).
3h/3s [trump] Limit raise (nofforcing).
4h/4s [trump] To play.
3h [2" step] Extra values (14+) withsangleton or voicomewhere.
3s [1*step] AsksLMH 3s BNT=Low shortnessd ), 3NTAc =Middle
shortnesqd), 4c /4d=Highshortnesgh/s).
3NT Limit raise, room for slam elgration.
3s [3" step] Moderate extras (14.6) and no shortness.
3NT [4™ step] Great extras (1:19) and no shortness. Same .
4h/As \ [trump] Limit raise or better, no slam interest. continuations.
4suit A 5-card second suit with two of the tajiree honors.
2NT Micro-splinter (or supersplinter)in clubs orother major
3c [1% step] AsksLH Cheapest
3d Low shortnessq ), may be a supesplinter. mini-splinter:
3h High shortnessh(/s) same
3s Supersplinterin h/s , showslongs A/K, or void | continuations,
3NT Supersplinter, deniedongs A/K, or void using step
3hBs | [trump] No interest in game Supersplinter bids LH. inquiry.
4h/As [trump] To play; supesplinter usually asks for key cards.
3d [over Th] Micro-splinter (or supessplinter) in diamonds.
3d [over 1s] Mini-splinter in diamonds (micrplimit-, supersplinter).
3h First step asks
Pass [h trump] Micro-splinter. Same
3s [s trump] Micro-splinter (nonforcing). continuations,
3s [h trump] Limit or supersplinter,s A or K. using step
3NT Supersplinter g trump: deniess A or K). inquiry.
4c /Ad/4h | Limitsplinter, cheap control, slasworthy.
4h/As [trump] Limitsplinter, but not slarrworthy.
3h/3s [trump] No intaest in game. Supeaplinter bids on.
4h/As [trump] To play. Supesplinter usually asks for key cards.
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Passed Hand R aises

We playreverse tweway reverse Druryvhen partner opens a majauitin third or fourth seat”

RaisingOpend2a al 22NJ la | tlaas
R1 02 [R2 |03 |
INT [semiforcing] may contain a slodown raise shown by giving a preference.
2c 4-card limit raise may have a short suit. . .
— Same continuations
2d 3-card limit raise

2d [over Z ] A ful opening, likely balanced, wants responder to act.
2hR2s | [trump] Minimum hand. Opener may now use a game try.
Higher | Game tries, as over a simple raise, but by responder.
2hR2s | [trump] No interest in game. Responder may still use a game try.
Higher | Game tries, as over a simple raise.

2hR2s [raise] semiconstructive simple raise, as usual.

2h [s opened] 2 by anybody is natural and encouraging, but forting.
2s [h opened] Unchanged.

2NT 5-5 minors (if normally GF). Otherwise, unchanged.

higher Unchanged.

Bothx and2l NB N} AaSax a2 ¢S LX @& 2dzNJ Fdzf € &aSd 2F 3t Y
shows limit raise strength, opener needs less for the game try. @haife promises four cards, so
opener should use the shiosuit game try freely over it.

If opener rebids &, responder now can make the game try, again using the SSGT freely. Opener will
usually rebid & on any balanced full opener, to encourage responder to show a singleton. On a rare
occasion, respondanay use a game try over a signoff as well. That is, any bid beyond two trumps is a
game try, using our usual methods.

ThisDruryshould be superior tthe major sulit raisesised after an opening in first or second seat.

Competition

Thejump raise remains a mixed raisecompetition. The cue bidghows a limit raise or better. The jump
to game is preemptive, too weak to cue bid.

Once the opponents bid a suit, the valof a shortness bid reduced,because the partnership can
often deduce shortnesi the enemy suit. iecommend playing fishowing jumps (FSahd fitshowing
non-jumps (FSNJ, when obviopsiice theybid a suit (and directly over our minor suit opening). The
jump promises:

1 Afivecard or longer suit with emphasis on secondary honors: a holding of Axxxx or JXxxx is
definitely not an adequate FSJ suit. Think KQxxx, QJTxx, AQx¥exce looking fo a double
fit. A misfit tends to align with penalty doubles.
f {dzLJLI2 NI F2NJ LI NIy SNXQa adzi (i qefinifelg ové& a mithoNstiity S NE K A LJ&

n original Drury2c was the only game try; rebidding the major showed a good hand2drghowed a bad one.

2SS NBOGSNBS GKAAO® 28 | faz2 dzaS G2 RAFY2YyR&AX 0SO0ldzasS 4SS
Originally,2d showed four cards, but we reverse this, to maximize space for thard raise. Reverse twaay

reverse Drury!
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others permit three.
1 Invitational values.(Slamming is permitted with no compttin.) No mee game forces.

For more information on both fishowing bids and mixed raises, refer to Robson and Segal in the
Annotated References.

The Opening Bid is D oubled

Weno longer have 1NT forcing, bwe also no longer need to keep the auction open for partidie
can pass and back in later with a bad raigée should also stretch some to make the sesonstructive
simpleraise.

Mini-splinters and splinters arenwhen they double our major suit openingNo limit raise is
incorporated, and & always means sules.)

Most pairs play Jordan 2NT (limit raise or better) over a takeout double of a major suit. Some
partnerships promise only Qxx or better for this raise. Others require or encouragesialsupport.
With a three card holding that is deemed inadete, we redouble, and then raise at the risk of getting
shu out by the opponents. My preference@xx or better at 2NT.

Eichenbaum Hernatives: Playd N} Yy aFSNER 2@0SNJ Iy 2Ly SyiQa R2dzmf S
at INT. He calls th&uitLead: responder either offers to play in the transfer suit, or is indicating a lead,

on the way to raising. A transfer into the major is a constructive raise, while the single raise is a weak 4
card raise. The main cost of this scleerwe camot make a natural bid of INT.

9 A OK S ¥ bids dr'ZNX and higher are changed over the double: 2NTdara 8mit raisepr better,
3c is a 4card limit raisepr better, and 3 remains a LIMIXaise. See his book for nte ideas.

We Overcall ina Major T Jump Cue Bid

Many partnerships usajump cue bidat the 3level (but below trumpsas a mixed raisébutwe already
KFE@gS | 0AR T thatjudpkclielbidas a rairksghirfitel, wittizsh8rtness in the enemy suit. As
usual, it will be a minimum, if in the syitst below trumps. (Use the regular cue bid with a max, since
that hand is at least invitational to gan)e.

As mentioned abovesine theyhavebid a suitaR @ Iy (@pNdEa new suit is fishowing.

Competition after R e s p o n dSmplé Raise
Systems arenover a double. Redouble suggests penalty doubles, including the suit above or below
ours. We play maximal doubles, egt after this redouble.

Systems areff, if an opponent bids over the raise, and araése is merely competitive. To make a game
try, bid the most natural side suit available. When we open and they compete to three of the suit below
ours, amaximal dobleis the game try.

If they double asuitspecificmini-splinter,[we should have a meaning for a redouble]

Drury in Competition

When we open in third or fourth seat, and the opponents make a takeout double or oviesoatl LNT,
our Druryison. When they bi@c or higher, it isoff. However, mixed raises remain in effect. Cue bid
with a limit raise or better.
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After Our Minor Suit Opening

Opener Raises Responder 6s Maj or

1c/1d 1h/1s
? [raise]

This situation i¢ess flexible With minimum opening bid values, opener/dummy must simply raise. He
might have threecard support, so an eigiuard fit is not assured. Furthermore, we cannotog all the
higher bids, because some are needed for waistrong hands without spade support. Here is a
adzYYFNE 2F 2LISYSNRa NrAasSay

1 The simple raise to two of the major shows a minimum opening bid.-¢&drsupport is
preferred, but honoithird and a ruffing value is permitted Tiiepartnership has probal
already discussed this issue.)
The jump raise promises four card support and aboul&@&upport points.
The jump into a new suit above the jump raise is a splinter. In addition to gooddadir
support, it shows 19 or more support points, includingjragleton or void in the bid suit.
f ¢KS 2dzYLJ 02 F2dzNJ 2F 2 L&Y SINOE! Y& ¢2 NI Ifgur-darikK BA & N2 K
support, it showsa strong suit okix ormore cards, and is forcing to ganfer example:
s xx h AQTxd AKQJxx X
T A2dzYL) NBOSNES Aa GKNBS 2F I adaad o0SieSSy 2LISyS
haveone oftwo usefulmeanings:
0 A gameinvitational splinter, with fouicard support. This may be standard.
0 A gameinvitational hand with threecard support. This hand will be unbalanced and
frequently have sixards in theminor. (If there is a choice, bid the suit with better
values) This convention may have originated in the Boston area; | have been playing it
for years.
1 Sometimesve can bid a strong hand thi three card support by first using a reverse at the two
f SPSt @ ¢ Kardis@tis nieely yavdilaleFor the parpose. It is risky business
manufacturing a reverse into acard suit, especially a majowe may findwe now have a third
opporent. ¢ KS NBEOGSNBS AGaStF>s 2F O2dz2NBST R2Sa y2a LJ

Other than the jump reverse, this has been a rehash of standard bidding.

=a =

A

Responder 6s A cptei noerBsipsa Majoe Suit RDaise

1c /1d 1h/s
2hR2s [raise] ?

With some partners, | play the samengaitry structure her& & F FGSNJ NBaLR2yRSNORa NI
bid. Howeverwe can do better When responder is looking at acard suit, a nineard fit is likely.|

highly recommend playing and actively using skortizA G 31 YS GNARSa oAy Of dzZRAYy 3 21
situation. However, | prefer using 2NT as the asking bid over both majors, with these responses:

1 3c shows a minimum hand with threeard support.

9 3d shows a mximum hand with threecard support.

1 3h shows a minimum hand with fowgard support.

1 3s shows a maximum hand with foeard support (always going to game).

Think o oX nZ no t Faaiy3a AredsuiNiSfardiag, githes a stogpfot.Jr NIy S N a

21



notrump (3-card support) or a cue bid for slam-¢drd support).This scheme was published in the
Bulletina few years ago. A fancier method is unlikely to be worth the effort.

lfwel NB KI @Ay 3 GNRdzof S RSOARA YiEAck@KLTC 9 logers R arsordipayS NJ 2 L.
raise, so pass. 7 losers is typical of an opening hand; since an opening hand opposite an opening hand
usually produces a gamege should bid one, ifve have7 losers and &umps. (For LTC purists, aoar

7topdNliy SNRa 13X |y Reshadd beNbleQaitakd 10Fidks.)HAnybow, invite game with 8

losers.

New Minor Forcing

New Minor Forcing and related conventions are used after opener rebids INT. Among other advantages,

these methods reliably discoverads FA G Ay NB & LIy RSN & yY IKS2 NNERGERDOND | {m
is balanced, once a fit is discovered, the decision to bid gateads to be maden high card points.

Sophisticated game tries are niypicallyusedor available

KenEichenbauntecommends playing twavay checkback 2 shows invitational values, andal2s

forcing to game, both artificial bidsl prefer tweway new minor forcingin which opener is requested to
bid 2d over Z , and responder passes with a bad diamond hand (or bids on with any invitation). | also
like to extend this structure to any three bids at the one level,rmveation called XYZ Eichenbaum
asserts that the gam#orcing2d bid is necessary for good slam biddiigfe can usually get by with old
fashioned(one way)new minor forcing, ifveplay9 RRA S Nle:y & I NQ &

l FGSNI OARRAY3 ySé YAY2NI F2NOAYy3IsS NBaLR2yRSNQNa o
Y I y (i HeMdlréle atso applies if we pléyurth suit forcingd ¥ 2 NJ 2 ¥ ShideR espddder

handle invitational hads without a stopper in the fourth suit. Fourth suit forcing is still needed, even
when playing XYZ.

C2NJ Y2NB AYyTF2NN¥IGA2Y 2y (KS&aS YSiK2RaxX aSS yvYeé I NI,

Bergen Rules , Playing Precision

Over the years, to decide whentoopén, KI @S KIFIR 3INBI G &dz00Saa dzaiy3a |
Add the lengths of our two longest suitsdar high card points. If the total is 20 or higher, open
the bidding.

Here are my common sense modifications:

1 Points in shorter suits are legaluable especially with more shapely handSount a singleton
ace as 3 points, totalDo not countiower singletons.(The auction may improve these values.)

1 Add a point for holding three ack tricks (most applicably, A AA-A, AKKQ, orAQ-AQ).

T LT AlGQa Ot2aSs FRR I LRAY( (@phdcountdendrtRed 158 dzA G S
Pearson pointfpoints plus spades], anghss it out)

. S NBr8lgs @auntdistribution heavilybutthey do not tellusto open light L (i Q&, minimund I

2 LISy S Nip L $uddenly stoprbidding becsiisestiink we opened lignt.

Precision players routinely open more aggressively than 2/1 players. Therefore, the requirements for
NEALR2YRSNRa I OGA2ya &K2dzZ R edshn, Qike MB&Egern d2le/ ORI yhatf & KA 3
is, | open one point lighter than when playing 2/1.
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Prognosis

Few partnerships play direct migplinters these days, and | have not played them for over forty years.
The concepand application of sure cover @ isnew, and untested. This could be a great idea, or
superfluous. Our mileage may vaythis article is a DRAFT. Testing and experience are needed.

Appendix

Indirect Mi ni-Splinters

A jump just higher than the simple raise can be used to show arecifigal minisplinter. Opener bids
the next step, and responddrids his short sujtor trumpswith shortness that cannot be shown:

1 When spades are trump, 2NT is the nsplinter; I asks; a red suit shows shortness there, and
3s shows club shortness.

9 When hearts are trumgs is the minisplinter; 2NT asks; a minor suit shows shortness there,
and 3 shows spade shortness.

This plan requires the jump shift in the other major to be available. Even with the maximum space,
indirect splinters provide spader a range ask in only one of the three cases. The simple solution is to
define it as always the weaker hand, the misginter (LIMIX raise), in keeping with the goal of
shrinking the simple raise. (As usual, tack on the saplénter.)

The secondump shift would be the forcing raise (Jacoby 2M7/3p0ssibly with the limit raise merged
in. X /3d would also be available.

A more complex approachrhe third and fourth jumps €& 3d, or A & 3h) would be micresplinters

in the bid suit. Te first umpwould usually bea limit-splinterin any suif but possibly a micrsplinter in

the suit not covered by the other micgplinters The second jum{@2NT/X ) would bethe combined

forcing and limit raise Asis usualy the casethe indirect bid wastespace. There isprobablyjust

Sy2dz3K NB2Y (2 R2 SOSNE (fdrthefébiasidgatibh L R2y QO GKAY]l A

Game Try Methods

The old college gameay. Bid gameand try to make it!

Commetr This joke has real advantagedh 4 2h; 4h does not give anything away. we think game is
probable ,we will get more help from the opponents,wie just bid it. In some quarters, this is known as
the modern expert game try.

Telling Game Tries

Tely3a 3IFLYS GNASA GStf a2YSOKAYy3 | o2dzi RSOf I NENRa K
would be either more or less valuable to declarer. It is these features upon which dummy should focus.

These building blocks can also be used by dumhsnwesponding to an asking game try.

Balanced game tryHigh card pointsire best for bidding balanced handieclarershouldhave about 17

of them to bid 2NTAccept 3NT with an abovaverage balancedand and scattered values, or pass with

a minimum. With a hand unsuitable for playing notrump, dummy goes back to the major at the three or

four level.

Countertry:¢ KS f AGSNF GdzZNBE R2Sa y20 R20dzYSyid | O2dzyiSNJ
show a high card (or length) feature, with doubt as to strain.

23



Comment:¢ KAa 2f R 3IFYS GNB NBYIAya aidlyRIFINRI 6KSy
definitely has merit. |1 recommend that the partnership agree to treat 2NT as forcing, sobi¢ aesed
with a semibalanced hand.

ReRaise Methods

General g@me try. The old standard reaise (for example,lL. ¢ 2h; 3h) is made with good trumpsnd
asks dummy to bid game wita maximum of pointsThis usage is completely obsolete.

1-2-3 Sop. Thisre-raise is preemptive, not a game try; it is made with a six card suit headed by the AKQ
in a near minimum hand. For examplesragse to 3 holdings 73 h AKQ874d 854 ¢ K3. Decent
opponents will seldom latisplay 2h, so make them decide what to do at the three level.

Comment:1-2-3 stop is coming back into favor, either as an otherwise idle bid or when combined with a
help-suit game try in trumps.

Trumphelp game ty. Most people whaplay helpsuit game tries also play them in trumps. Theaise
shows a hand that requires significant help in trumps. Many examples show a suit headed by the jack,
but a lone top honor is possible. With the agreement that dummy must not accept without at least one
top trump honor, this approach can lmembined with 12-3 Stop: ibur trumps are headed by the AKQ,
dummy can do nothing but pass.

Trumps and acesr Trumps and pimesgame try A reraise carbe used to ask for trumps and aces or
0 NHzY LA |+ Yy R LINR Y S amethodSf@eylaeiimigitth&ve disk@eton dormdivBesince a
random king may be wasted

Comment: These methods should not be combined wit2-B Stop, as dummy might accept with a pair
of aces and either JTx or xxxx in trumps.

Side suit methods

Longsuit game try(trial bid), also called thénelp-suit game try The suimight beas few as three cards.
It should contain one top honor, plus possibly one minor honor, when possiaime obvious failings of
the trial bid are covered in the main text, bluére are some more.

1 On 65 test hands where declarer would like to make a trigl &idtimes declarer did not hold a
three or four card suit with one top honor (with or without one minor honor). The possible trial
bids consume the spageeded to handle most unbalanced hands, as well as hands with defects
for no trump. Almost half the time, it is inappropriate to the task. Because of the focus on the

LIS 2 L

2yS ddzZA G OKFy3IAay3ad GKS RSAONARLIGIAZ2Y 2F RSOt NBN
9 Trial bids are ot accurate within the prescribed hekuit itself. Consider these holdings:
Declarer opposite 3 smalll Dummy opposite 3 small Combined
Holding Tricks Holding Tricks Tricks Bonus
Kxx 0.50 Qxx 0.25 1.00 0.25
KJx 1.00 Qxx 0.25 2.00 0.75
Kxx 0.50 QTx 0.38 1.50 1.12
KJx 1.00 QTx 0.38 2.00 0.62

The bonus is the number of expected tricks added by the combined holdings, over the sum of
what the two unsupported holdings are expected to produce. What is dummy to do? His Qxx
could turn the expected maber of total tricks into 1.0 (a paltry 0.25 bonus) or 2.0 total tricks
ondtp o62ydza GNAOla0 D |l 26 R2S&a KS 1y2¢6 AT
QTx, which would be worth 1.5 or 2.0 expected tricks (1.12 or 0.62 bonus tricks). Coamnoy
know whether he needs the ten or jack in support of the queen, that is, whether declarer has
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one of those cardsThere are problems with lots more holdings
f  Dummy may be in a quandary when holding a singleton in thedelgh G ® t I NXeysS NQa K 2
likely wasted, unless it is the ace. We would prefer the bonus effects of combining honors, when
we have a fit in the suit.
1 The game try provides more information to the defense than the value returned to the
partnership.
Comment: Consider leadinthe help suit, if the opponents use a help suit game try and sign off
immediately.

Hardy helpsuit game try | | NR & @it gdm$ frylid significantly different from what is described

0238 ¢KA&a 3AFYS GNEB LINE YA & Snildedies hiterést irkvalye®ilNtheK 2 f RA Y
suitsthat could have been shown more cheapBhat is, declarer and dummy bid featutgsthe line

until either decides to bid game or sign off.

Counter try:With modest help irthe game try suit, dummy bid$he cheapersuit containinga feature.

Comment: How should declarer handle Ax, Kx, Qx, Jx, or wesHKip over it, partner will discount

values in the suit; ifve bid it, dummy may overrate quacks in the suit. In the test igdhat follows,

doubletonswere always be skipped, a slight improvement. Regular trial bids fared better than these.

Shortsuit game try. With this method,a new suit shows a singleton or void. An example from KS:
suppose éclarer holds AKxxxh Axx d x ¢ KJIx{a 6-loser hand] If dummy holds Jxxxh Kxxd

XXXc Qxx, the auction proceeds ¢ 2s; 3d ¢ 4s, since dummy has no wasted diamond values.

Features fodummyto count: all honors in all but the short suit, artlde ace in the short suit (but an
K2Yy2NJ AYy a2YS 20KSNJ adzAd 62dzZ R O2YOoAYyS o0SGGSNI gAi
hand, helps prevent an effective forcing defense.

Features fodummyto discount: secondary honors in the short suit.

Counter try: When dummy wants declarer to decide, he bids a suit below three of the trump-stfit.

there is only one such suit, it is an artificial counter try, passing the decision back to declarer. If two suits
are available, the message is abolu tsame, but also shows a feature in the suit bid (relative to the

other choice).

Weaksuit game try. Thebid of a new suit shows three or four cards without any top honor.
Comment: The openingleagli RS Of I NB Nappealss 18ad fcross dferigth ktd weakness.
However, if dummy jumps to gamee should probably lead a trump, as dummy may be short in the
weaksuit. The weaksuit game try seems like a poor choice.

Strongsuit game try. This bid promises a chunlyplding in a long suit: usually two of the top three
honors and five or more cards. Marshall Miles says, afteg 2s, declarer might bid B ons AQxxx

h AQTxxd Jxc x ors Axxxxxh QJ9xxd ¢ ¢ Kx. In either case, declarer should make game opposite
the major suit kings.

Void-Showing Slam TryEddie Kantarecommends a rare but e$ul addition to any system of game
tries: if declarer jumps into a new suit, that islam tryshowing avoidin the bid suit. If declarer asks
for key cards, the holding in the void suit should be ignored.

BLy GKS 2NAIAYyLEE Y{ YSGK2RZ I O2dzyGSNJ GNEB 61 a | faz | &t
described method.
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Asking Game Tries

2NT Asks

Artificial 2NT game invitation.To accept game, dummy bids 3NT with scattered values and only three
trumps, four of the major, or four of a useful five card side suit with a maximum (in case declarer is
slamming). With a padhand and poor trump support, declarer signs off at three of the major. 3
shows a bad hand with Kxxx or better in trumpad (&d ) are counteitries. This Aces method did

not catch on.

2NT Asks for a DoubletoriWhen spades are trump, Marty Bergeecommended using 2NT to ask
dummy to bid a doubleton. With a flat hand, dummy bids three of the trump suit with a minimum, or
3NT with a max. Dummy can jump to the four level, to show a good side suit in a maximum hand.
Comment:Bergen combined thieature with direct short suit game tries, Bergen raises, and
constructivesimpleraises. A little thought shows this is a wategrated system, but it did not catch on.
Bergen neglected to recommend using) ® ask, when hearts are trump, whigvould allow dummy to
show a doubleton spade at 2NT.

Next Step Asks

Declarer bids the next step: 2NT over,®r 2 over2h. Dummy may decide the issue immediafaly
primary consideration when playing nondescijipavlicekpame tries. In other methoddummyusually
answesRS Of I NBNXa& |j dzSa ( A 2 yonly WithzvievsameRr&wek fir SlBsuitd e S A & & dzS
partnership agrees on the question being asked, perhaps:

1 What is the nearest suit in which you would accept a fsljp game tr [Kokish]

1 What is the nearest suit in which you would reject a short suit game try? [Miles]

1 What is the nearest suit contadilg a concentration of strength? [Pavlicek]
Thenearestsuit is the one that can be shown masteaply. The questions above have similar answers,
odzi tI @t A0S Qa ljdzSailiAz2y Aa adomaidlyliAalfte RAFFSNBYI
scattered valuesAsking for a weak suit (or accepting a sksurit game try would expose us to lead
directing doubles.
If declarer makes an asking game try, dummy will have no opportunity to make a counter try. However,
declarer will be able to use any intervening bid to ask a second time, abeutew suit, or for minimum
VS. maximum.

Nondescript game try This igart of the main systenfrom the methodsof Richard PavlicekHs
original methods includéhese alditionalfeatures:
1 Most other bids are slam triegWith our shrinkingsimple raise, slam tries should be rjre
1 2NT over B is a natural game tryMy investigatiorshows thiscan be a valuable method,
espeially when played as forcing.
1 When respondertsows a concentration in the suit below trumps, and opener signs off,
responderproceeds to game with a maximum hanthis is alisaster waiting to happe(it did,
in my test bidding).We could agree to only show a concentration in the suit below trumjtk w
a maximum, but we can do better. | recommend that responder shoot out 3NT with a maximum
AYOfdRAY3I + R2d6tS a02LIISNI AY G(KS &dAlG 68t26

Test Deals

Before | got into krinking the simple raisany experience i not tell which of severajame try
frameworks is truly best. Hid some testeak with allof them. Here is the summary of the results.
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Final contracts were scored on a O to 4 basis: 0=Horrible, 1=Undesirable, 2=0K (ab@),t 50
3=Desirable, 4=Great. If one partner had to guess at the final contract, a score in the middle was used.

All Deals Total
Standard Helpsuit GT 50
Long,/H?Ip/TnaI GT _| No suit is expected trial suit 18
! GUNRAI T O
available: 3+ cards, | 2NT balanced GT 13
one top honor, plus at| Reraise trump help GT 3
most_one minor honor ~gntract score 219
Reraise asks for help

Declarerhand concealed 15

intrumps. 2NT is a

balanced game try. Declarer(5-3) exposed to force 1
Helpsuit GT 49
Hardy helpsuit GT  ['n pleton skipped 3
Up the line, 3+ cards
and some honor 2NT balanced GT 12
holding. Reaise asks| Reraise trump help GT 4
for help in trumps. Contract score 212
2NT is a balanced arerh |
game try. Declarerhand concealed 14
Declarer(5-3) exposed to force 1
Modified Kokish GT | Shortsuit GT 46
Direct shortsuit game .

) : ) non T 1
tries combined with Step. ondescript G_ 6
nondescript game tries Reraise trumps 8primes GT 3
that promise a semi | Contract score 236
balanced hand. Re  'hejaremand concealed 17
raise asks for trumps
and primes. Declarer(5-3) exposed to force| 12

Strong suit GT 10
Miles GT Shortsuit rejection inquiry 55
Direct strongsuit Reraise trumphelp or AKQ 1
game tries combined
with asking for short Contract score 220
suit rejection. Declarerhand concealed 17
Declarer(5-3) exposed to force 6
_ Step nondescript GT 52
Pavl!cek GT .| 2NT balanced GT 7
Pavlicek game tries:
only nondescript gam¢q Naturalslam try 5
tries (and 2|_\IT Contract score 222
?rilr?]?);ed with hearts Declarerhand concealed 48
' Declarer(5-3) exposed to force 2

values of the threeatingd |
I22R

Of SIFNX & |

NE @

KAy 3z o6 dzi
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A separate tally was made,when
one of these events occurred on a
game try hand:

1 Useful concealment of
RSOf I NBENXA
is a plus.

1 The defensavas tipped to a
useful forcing defense, in a®
fit. This is a minus.

KFYyR 200

Surprisingly, the Hardy hekuit
game tries failed to surpass
standard game tries. Each method
missed some cold games, due to
the rule that, with no help at all in
the help suit, durmy must sign off.

Pavlicek game tries outscored both
help-suit methods for contract
score, but was not significantly
better than standard methods.
However, the Pavlicek methods
gained points by concealing
RSOf I NENR&a KIFIyR 2y Y2
three times as manyeahls.

The Miles results are about the
same as those for standard
methods, except for the Miles
methods tipping the defense about
a dangerous forcing defense on six
hands, instead of one. The Miles
methods sound good, bu#ippear

to be ireffective.

The Modfied Kokish methods bid

to substantially better contracts

than the other methods, and in

many cases, more easily. However,

they exposed declardo

dangerous forces a dozen times,

and generalf02 y OSI f SR RSOf | |
handabouta third of the times

that the Pavlicek methods did.

Lioa y2d Ot SINJ 6KFG
G§KS KIFNRSad LI NI 27F
32 2RK LidQa Of SI NI &



Vulnerability was ignored. These hands were scored and included in the score totals, but not included as
tallied bids by type: either a jump into a void (slam try) or a jump to gdbging the process, these
ideas came to light:

9 The direct shorsuit game tryproduces superior results because it addresses the whole hand
with one bid, and because there is usually a counter try available to dummy. Declarer usually
has a five or six loser hand, andz Y& Q&4 O2dzy i SNJ GNEB &aK2¢a (G662 dzaS1

When no counter try is available, the partnership can be reduced to guessing.

The Miles methods suffer from the lack of counter tries, and the confusion as to whether or not
declareractually has shortness (a touted advantage). When playing the short suit rejection,
RdzYYe akKzdzZ R y2di NB2SO0G Ay | aySOSaalNB R2dzmf S
suit, and skip over it.
1 It appears that the ability to make a balanced gamyeis a good thing. Pavlicek plays 2NT
natural when hearts are trump, and it seems to help. It might be worth also playing that, when
spades are trump, @ is a balanced game try. When such a game try is available, it appears
sensible to play it afrcing and to include 8-2-2, 6:3-2-2 and even 2-2-2 shapes. High card
points are more accurate on balanced hands, so this is a good tool.

1 When the shorsuit game tnyis used for all game tries thia singleton, then dummy gains
traction when the modified Kokish declarer makes a (balanced) nondescript game try. However,
it is clear that declarer should be leery of making a skait game try with only five trumps. If
anopponent has fourtrump& S 3ISGa O2y N2t 2F (GKS KFIYR | RSC
might be at trick one or two.

1 When dummy shows a concentration in a suit, especially the cheapest suit, and declarer signs
off, it is likely declarer has shortness there.

9 It appears thaivhen using a rgaise to ask for trumps, a hekuit approach (trumps and acds)
superior to trumps and primes. More than once, declarer used this bid with five bad trumps and
a strong side suit; kings in side suits have reduced value in this context.

Test Hand Methodology

Using Dealmaster Pro, | generated 99 deals that would be candidates for game tries in spades, and
another 99 for hearts. In each file, | set the West hand to be dealer, wil8 X3CP, five or more of the
major, and no longer side gyand fewer spades than hearts in the heart fil8)he Bst hand had 80
HCP and at least three cards in the maj@M Pro lists the deal number as ** instead of 100 or more,
and | did not want to bother fixing that in files.) | exported eachilpdrtable bridge notation (PBN).

Using text editorsl added some boilerplate to each deal, including the-2M start of the auction, to
make the analysis easier to record. Bridge Composer was used to open each file, hide the North and
South hands, andnter my bidding. | caused it to displaultiple deals per page.

A deal was deleted fromaachfile if any of the following occurredissuming a standard raise

The West hand was too weak for a game try, or would always leap to game.
The West hand wouldat open in the major suit.

The East hand shild alwaysuse a slowdown 1NT response, instead osinpleraise.
The East hand would itself invite or drive to game.

The East hand woulespondls over 1h, which happened about four times.

=A =4 =4 =8 -4
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This left me with 9 spade deals and 35 heart dealhis isnot enough to prove any close points, but it
gives some solid ideas.

The DM Pro program imtas robustag K2 Y & ! yRNBEgaQ 5SIHf LINPINIYZI Sl|dz
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