Bidding Lesson 1: 1NT Opening and Sequences

1. Let’s talk about contract scoring:
Minor (m) (/) contracts: 20 for every level
Major (M) (/) contracts: 30 for every level
NT (N) contracts: 40 for 1st level, 30 for every subsequent level.
2. Game contracts and part-game contracts and their bonuses
Part-game contracts are contracts that have a base score <100. As such, 1 to 3 and 4minor are part-game contracts (aka partials). 
Game contracts are contracts that have a base score of ≥ 100. As such, we can calculate and see that the lowest level game contracts of each contract are 3NT/4M/5m.
This distinction leads to a crucial part of the scoring: Game bonus vs Partial bonus.
Partial bonus: 50 for any partial contract.
Game bonus: 300/500 for any game contract.
This leads to a significant point difference between 1NT+2 (scoring 150) and 3NT (scoring 400 or 600) despite taking the same number of tricks. As such, it is crucial to bid game when we can! However, how do we determine whether to bid game or not?
3. When to bid game: A general guideline/baseline
Given that the lowest game contract is 3NT, requiring 9 tricks, we assume that we only lose 4 tricks to the 4 Aces. Since there are 40 HCP in total, taking away the 4 Aces leaves us with 24 HCP (40-4×4=24). However, to be safe, 25 HCP would be better. For the Major suits, one would apply the same calculation and obtain 28 HCP (Missing 3 Aces) and for the minors, it would be 32HCP (Missing 2 Aces). However, with a trump suit, you can have an ‘Ace’ covered.
As such, the guideline is as follows: 3N/4M= 25+ HCP. 5m: 28+ HCP
However, we would very much rather play in 3N or 4M due to the higher score and/or relative ease of making them. As such, we have the following mantra:
We should bid to game with at least 25 HCP
With the idea of game, we can now proceed with learning the concept of bidding.


4. Basic principles of Bidding: Finding game, Finding suit
Sounds scary, but the logic is pretty simple: Where (how high) and what (trumps)?
‘Where’: Communicating if we (may) have game, that will determine whether we would land below 3NT or at least at 3NT.
‘What’: Do we have a fit? Is it a Major fit or minor fit? Or should we just play in NT?
4.1 The ‘what’
Because it is generally ‘better’ to play in 3N or 4M than 5m, we prioritise finding a Major fit. (FYI: We call this Major-Oriented.)
We have a fit when we share 8 cards in a suit: 4-4, 5-3, 6-2 are common fits.
If we have an M fit, we would like to play in a M since a suited contract generally provides better control than 3NT.
If we don’t have a fit, we much rather play in NT if the level permits. We will encounter cases where we will (have to/rather) play in a partial fit, beginning in the 1NT opening and many more in the 1-level openings.
4.2 The ‘where’
If we don’t have enough points for game, we would like to land as low as possible. 
If we have enough points for game, we would like to land at the minimum game level. (N.B: let’s exclude slam: 6/7 level contracts for now)
Then there is the middle ground that arises due to imprecise information: the ‘conundrum’ where there is a possibility for game but not guaranteed. We will see this, along with the ‘imprecise information’ as we start to introduce the system: 2/1 Game Forcing.

All in all, an ideal contract is one that balances the want to be at the right level and the want to be in the right strain (aka trumps or NT).
Alas, we will now start learning how to bid, starting with 1NT.


1NT Opening: 15-17 HCP, Balanced hand.
Balanced hand: A hand with 2-5 cards in each suit & cannot have two 2-carder suits. As such: Balanced hand shapes are 4333, 4432, 5332.  5422 is not considered balanced

Now for some questions:
1. How many points does partner need…
a.  …to guarantee game?
b. … for your side to have a chance at game?
c. … to not have any chance for game?

Keep the answers in mind as that would be the basis of responding to 1NT opening.

How do we respond?
Applying our principles of bidding, we aim to find a M fit while telling partner if we have game or not. 
Another consideration is opener holding 15-17 HCP, a fairly strong(er) hand. As such, you would want opener to be the declarer to keep their strength concealed.
Responses:
1. Pass. 0-7 HCP
2. 2: Stayman. Asking for 4-card M to find a 4-4M
a. Promises a 4-card M; 8+ HCP
3. 2/: Transfer to / (respectively)
a. Promises 5+ in /; 0+ HCP.
4. 2NT: 8-9 HCP. No 4-card M Inviting opener to 3NT game.
a. Since 3NT is the game contract, bidding 1 level lower is the invite bid.
5. 3/: 6+ Good /; 8-9 HCP. 
6. 3NT: 10-14 HCP. No 4-card M To play. Partner to pass
a. 3NT is a game contract. 
7. 4/: Game Forcing Transfers to /. 
a. 6+ /; 10-13 HCP

The following bids are either for slam seeking (8-12) and we would return to this eventually. 
8. 3M: 1 in M, 3in oM, 54 in mm. GF (mm=both minors, oM=other Major)
9. 4: Gerber. Ace Ask. ***
10. 4NT: 15-17 HCP. Inviting partner to 6NT Slam ***
11. 5NT: 20-21 HCP. Inviting partner to 7NT Grand slam. Forcing to 6NT Slam ***
12. 6NT: 18-19 HCP. To play. Partner to pass ***
13. 7NT: 22+ HCP. To play. Partner to pass ***


Looking at the responses, we note that we can group the first 7 responses as follows:
1. Pass, 2NT & 3NT
2. Transfers: 2♦/♥ & 4♦/♥
3. 2♣: Stayman 
4. 3m
We shall explain each group in descending order.
G1: Pass, 2NT & 3NT
Recalling the principles of bidding, we want to find a M fit and also tell partner how high we can go (aka telling opener how many points we have). 
When we pass, we tell partner: ‘Hey, we don’t have game (where?) and I don’t have a 5-card M (what?) (see transfers). Let’s just stop here.’
Similarly, when we immediately respond with 2NT or 3NT after 1NT, we forgo the attempt of trying to find a M fit, thus hinting to partner that we do not have a 4-card M. However, we did not pass, indicating that we have game: 3NT or possibly have game: 2NT invite. 
You can think of 2NT and 3NT responses as:
2N: ‘Partner, I’m unsure if we have game, please advice.’
3N: ‘We definitely have game and I’m bringing us there. We are satisfied here’
Continuing this ‘conversation’, the follow up to 2NT is simple: opener to decide whether we have 25 or not. If opener has a good 16-17 HCP hand, opener simply bids the game. Otherwise, pass.
As such, we have:
1. 1N-P (0-7)
2. 1N-2N (8-9) – P (15-bad16) / 3N (good 16-17)
3. 1N-3N (10-14)
Now that we know the concept of bidding and inviting to game without finding a Major fit, we can do the same while finding a M fit. All we need, is to fill in some bids between the start and the end.


G2: 4♦/♥ & 2♦/♥
When we respond to 1NT with 4♦/♥ we go past 3NT: indicating game and the 4-level would indicate a M game. Combining these 2, these bids essentially rushes to a 4M game, hence, we need to have both game values: 10+HCP and 6+cards in M.
We need 6+ in the M to guarantee a M fit because partner promises at least 2 cards in every suit
Now, we move on to 2♦/♥. When we hold 5+ M across opener’s 1NT, we have a good chance of finding this M fit when we have exactly 5 cards in the M. Hence, we would tell opener that we have 5+ in M by bidding the suit below it. This is known as a Transfer.
Why do we transfer? We want opener, who has shown a strong hand, to be the declarer and conceal their hand. As such, for opener to ensure that they will be the declarer, opener rebids 2M.
[bookmark: _Hlk148187577]E.g: 1N-2-2 & 1N-2-2 
How do responder continue after showing their Major? Back to the principles! We have partially shown ‘what’: our 5+M, and are left with whether we have a fit and how high we can go: where.
If we bid 2N/3N, it would be the same as earlier (invitational/game), albeit now having shown exactly 5 card M. Why do we only show exactly 5-card M?
If we have 6+M, we know that we definitely have a fit and would follow up with 3M (e.g: 1N-2♦-2♥-3 ) or have Texas transferred earlier. Now, 3M would simply guarantee a fit and inviting opener to 4M. However, with only 5-cards, we may not have a fit since opener might only have 2 cards. Hence, with only 5-cards, we would bid 2N/3N with invitational/game values respectively.
Back to 2N/3N. Opener now asks themselves 2 questions: do we have a fit and do we have game? Opener then bids accordingly. For example, after 1N-2♦-2♥-2N-?, opener responds as follows:
a. P: No fit (2-card support), not enough to accept the invite
b. 3M: Fit (3+ support), not enough to go to game
c. 3N: No fit, enough to go game
d. 4M: Fit and enough for game.
Now, you may have notice that you could make this bid with 0+ HCP. So what do we do with 0-7 HCP? We simply pass because we want to land at the lowest level possible, yet a partial 5-2 fit may play better than 1NT. This is the first encounter of us gladly playing in a partial fit.


Occasionally, responder may have game forcing with 2 suits or have 6+M with a shortness (1- in a suit) in a side suit. Responder then bids 3 of that suit to show the 2nd suit OR make a jump bid to show shortness:
E.g: 1N-2♦-2♥-3♣/ : 5+♣/ GF. 1N-2♦-2♥-3/4♣/♦: 6+, 1-/♣/
I will leave out further continuations.
Now that we have examined finding a 5-3 fit or having a 6-2 fit. How about a 4-4 fit?
G3: 2♣: Stayman; Finding our 4-4 Fit.
Once again, extending from 1N-2N, 1N-3N, we can find a 4-4 M fit, however, there is a slight difference in terms of point requirement. 
Why 2♣? Since we are asking for a 4-card M and want opener to be the declarer, opener can respond with 2/2/2showing: no 4-card M/4-card/4-card.
This is where the point requirement differs: We may not find a fit when opener responds, not even a partial fit. As such, our cheapest best detour is 2NT and we know that we need 8-9 for that. Hence, we need at least 8+HCP to bid 2♣. 
However, if you have 4441 or 4450 and 0-7 points, you could afford to pass whatever response from opener, thus allowing you to bid Stayman with that.
Now, opener would respond with what they have as described above. However, if opener has both Majors, opener would bid 2 first. 
Regardless, after the response, we would then ask ourselves the same old questions: do we have a fit and how high? I would leave out writing the responses explicitly. However, here’s an important sequence:
1N-2♣-2-2N/3N
If I were to ask you 2N/3N: you would say no  fit but with invitational/game values. You would be right. However, you would also promise 4-card since you bid stayman earlier, promising a 4-card M which is revealed to not be .
As such, opener, with 4-card as well, could bid 3/4 since there would be a fit.
As such, more often than not, information during the auction may be provided explicitly or implicitly. This is a case where information is provided implicitly.

 
G4: 3♣/♦: 6+3♣/♦. 8-9 HCP
Well, there isn’t much opener can do except to either pass this OR bid 3NT. Very rarely you would make 5m. (I can’t think of any example that would allow you to make 5m without responder having a rather freakish distribution.)
In summary:
2 questions: Major fit? Game or not?
Responder:
With 0-7 points: No game, end as low as possible. Therefore, Pass or transfer to 2M (holding 5+M) and passing after opener completes the transfer.
With 8-9 points: Possible game, goal is to invite by bidding 2N or 3M at some point in time. Opener to decide if there is game after the invitational bid and which contract.
a. Without 4-card M, simply bid 2NT
b. With 4-card M, find 4-4 fit with 2♣Stayman
i. Opener to respond 2// showing no M//.
1. Responder to then invite with 2NT without M fit or 3M with M fit. 
c. With 5-card M, find 5-3 fit with 2/ transfer, subsequently bidding 2NT
i. Opener completes the transfer, awaits for further information (of which responder would bid 2N: inviting to game)
d. With 6+M, guaranteed fit. Transfer and rebid 3M
e. With 6+m, bid 3m. Opener to decide whether to pass or bid 3N.
With 10+ points, definitely game, goal is to push to game by bidding 3N or 4M at some point. Opener to decide whether there is fit or not.
a. Without 4-card M, simply bid 3NT
b. With 4-card M, find 4-4 fit with 2♣Stayman
i. Opener to respond 2♦/♥/♠ showing no M/♥/♠.
1. Responder to then bid 3NT without M fit or 4M with M fit. 
c. With 5-card M, find 5-3 fit with 2♦/♥ transfer, subsequently bidding 3NT
i. Opener first completes the transfer, awaits for further information (of which responder would bid 3N: showing game)
d. With 6+M, guaranteed fit. Transfer with 4/.
i. Opener completes the transfer and it would be done.
