Mylapore Club Bridge Camp (Summer 2009)


How do we explore for slam after a 1 of a suit opening?
Last week we discussed the following tools:

· Jump shifts
· Splinter bids
This week, we will discuss these additional slam bidding tools:
· Reverses

· Checkback

· Control-bids

What is a reverse?

A reverse is defined as a bid in a lower ranking suit followed by a bid in a higher ranking suit. E.g.: 1C(you) – 1H (pd) – 2D (you). The 2D bid is a reverse because it’s in a higher ranking suit. The reverse shows the following:
· A strong hand with 17+ hcp
· 2 fair to good suits. Don’t reverse into a suit such as Jxxx. The reverse usually shows 5 cards in the first bid suit with 4 cards in the second. The only exception to this is when opener has 4441 distribution. Otherwise, opener will have a balanced hand and should either open 1N (with 15-17) or rebid 2N (with 18-19)
· The reverse is forcing for 1 round
· It also applies after a major suit opening (1H-2D-2S) or after a 1N bid by responder (1D-1N-2H)
How do we bid after a reverse?
A reverse establishes a 1 round force. However, a reverse is not game forcing because responder can be a minimum hand and the reverse (unlike a jump shift) only shows 17+ (sometimes a good 16 also). After the reverse, it is customary to treat either the 4th suit or 2NT (whichever is cheaper) as an artificial bid, possibly signaling a weak hand from responder. All other bids are natural and forcing. After the artificial bid (which is forcing), opener bids naturally (opener should bid game or a new suit to force to game) and responder can pass with the dead minimum hand (if opener repeats one of his suits or bids NT). Note that the artificial bid does not HAVE to show a weak hand – it is just a way for the partnership to stop the bidding cheaply when there’s a misfit and not enough high cards for game. Here are some examples:
· 1C-1H-2D-2H : Natural (5+ hearts), forcing to game (since responder didn’t bid 2S)
· 1C-1H-2D-2S : Artificial, possible start of weak sequence
· 1C-1H-2D-2N : Natural, forcing to game 
· 1D-1S-2H-2N : Artificial, can be start of weak sequence
· 1D-1S-2H-2N-3D : Opener shows a minimum reverse with D and S. Responder can pass
· 1D-1S-2H-2N-3C : Opener shows a good hand. Clubs may not be natural. Responder cannot pass this new suit bid

· 1D-1S-2H-3C : Natural, game forcing

What is checkback?

One of the frequent problems after 1m-1M is to locate a 5-3 major suit fit. This is especially true when opener rebids 1N or 2N. Therefore, a bid of 2C (after 1N) and a bid of 3C (after 2N) are used artificially by responder to ask for 3 card support. These bids promise game values. Opener’s normal rebids are 2M (with 3 cards in responder’s major suit) or 2D (without support). Responder takes over after this, but the partnership is committed to game. Since checkback is game forcing, all other bids over 1m-1M-1N are invitational at best. Example: 1C-1H-1N-3H = Invitational with 5+ hearts

What does checkback have to do with slam bidding?

Since checkback is forcing to game, it is also the way to start with big hands. After checkback, opener describes his holding in responder’s major suit. All bids after this are forcing, so with big hands, responder can go slow, trying to find a fit on the way to either finding the best game, inviting slam or forcing to slam. Say you have S AKxx H Ax D QJxx C AJx. Partner opens 1D, you bid 1S and partner bids 1N. After this start, partner most likely has at least 4 diamonds, so 6D looks like a fair bet. Instead of shooting out 6D, however, responder can start with 2C, checkback. Even though responder has only 4 spades, this is useful so that responder can set Diamonds as trumps later and find out if opener is interested in slam. Say opener bids 2S over 2C, promising 3 card spade. Now simply bid 3D, announcing 4 diamonds and trying for slam (since if you didn’t want to try for slam, you’d simply have bid 3N). Over 3D, opener can start control bidding, if she’s interested in slam. If not, she can sign off in 3N. Over this 3N, since you’re still interested, just bid 4D and ask partner to make a control bid. The moral is that on big hands, you are better off going slow in order to obtain maximum information about partner’s hand and thus find the best strain and level.

What is control bidding?

Control bidding is the process by which the partnership ensures the presence of enough key cards for slam. A control in a suit is a way to control the opponents from cashing too many tricks in that suit. This may be a first-round control or a second-round control. A first round control is an Ace or a void in the bid suit. A second round control is a King or a singleton. A control bid in a suit can show either a first round or a second round control, for slam bidding purposes, so as to prevent opponents from cashing 2 quick tricks in that suit. Control bids are made after a suit fit and game force have been established. Example: 1S-3S-4C(establishes a game force implicitly and shows a club control).

However, this is not all that control bidding is useful for. Say you have KQxxx in a side suit (a different suit is trumps). Now, if partner owns the Ace of this suit, your slam prospects are considerably brighter. If partner is able to make a control bid in this suit, you will push for slam, if partner denies a control in this suit, you may decide to lay low and give up on slam. Control bids are usually made in the cheapest suit possible. Example: 1D-2S(Strong)-3S-4C = Shows a club control (1st or 2nd). However, 1D-2S-3S-4D denies a club control because responder skipped past 4C. This way, if opener has Qxx in clubs, the partnership can rest safely in 4S. Note that the focus is not just on Aces. The number of Aces held is usually not the most significant pointer for slam bidding. The partnership also needs a way to take 12 tricks, so long side suits with controls and short side suits are also critical. 
What is Key Card Blackwood?

Key card Blackwood is a variation of Blackwood where, in a trump contract, the King of trumps is treated as one of the Aces (making 5 Aces in total – these are called keycards). The responses are modified slightly to enable showing 5 Aces. In another variation called Roman Keycard Blackwood (the most popular form), the responses also include the Queen of trumps and are as follows: 5C – 0 or 3 keycards, 5D – 1 or 4 keycards, 5H – 2 keycards without the Queen of trumps, 5S – 2 keycards with the Queen of trumps. If you are playing this version, note that it only applies after a trump suit has been agreed upon by both partners. In the notrump context, you may prefer to play plain Blackwood.
