2 Over 1 Game Force    (First of a multi-part series)
There have been massive volumes written on 2 over 1, so condensing it down to a few paragraphs will be a challenge.   2-Over-1 GF has only one real advantage over "Standard" but that one advantage looms so large that it makes all the rest of it worthwhile. The advantage, of course, is that after a "2-over-1" response, both partners know that the auction will not end until the partnership finds game somewhere.  We give up the opportunity to play in 1NT after a major suit opening - and that's a big concession - but we get back quite a bit in exchange.

Generally, after partner opens the auction with 1 of a major, Responder's hand falls into one of three categories: Minimal, Invitational, or Game Forcing.  For each category, we can generalize our hand as either no fit, fit, or a strong fit.  For this column, let's look at the category we are most interested in first:

Game Forcing hands

Strong Fit hands:  (4 or more card support)

When partner opens a major and you have an opening hand with at least 4 card support, your primary responsibility is to show the fit. You do this with one of two conventional calls: 2NT or a splinter.  2NT is the familiar Jacoby 2NT convention, asking partner to show shortness if he has it.  A splinter is a double jump shift, (3S, 4C, or 4D over 1H – or 4C, 4D, or 4H over 1S), promising at least 4 trump, a strong hand, and a singleton (or void) in the bid suit. This bid should suggest good values for slam if partner is interested. Personally, I don’t make a splinter without either an ace or a king in both side suits, but that’s a topic for partnership discussion. Suppose partner opens 1S and you hold:

a.
♠ AJ84


b.
♠ AJ84

c.
♠ AJ84


♥ 754




♥ 5



♥ 74


♦ AQ6




♦ K965


♦ AKJT6


♣ K73




♣ AT94


♣ K3

On hand a), bid 2NT. You have a nice flat hand with good trump support, but won’t move over 4S unless partner gets excited. On hand b), bid 4H (splinter). You have the requisite high honors in both minors, and partner should be able to weigh slam prospects accurately. On hand c) resist the urge to bid 2D and simply bid 2NT.  With a good side suit and extra values, you intend to cue-bid 5D even if partner signs off in 4S. 

Fit hands:  (3 card support)

Fit hands are especially easy to bid in 2 over 1.  You simply start by bidding your longest suit first on the two level, (creating the game force), and then raise partner later to show the 3-card raise. 

No Fit hands: (less than 3 card support)

When we hold a strong hand, (roughly 13+ hcp), and partner has opened, we know that there is a strong mathematical probability that our side can make a game somewhere. We are aware that sometimes games can be made with as little as a combined 15 count, and sometimes they fail with 30 - but we want our bidding system to get us to the best contract on the great majority of hands.  Responder initiates a Game Forcing Sequence with a simple new suit on the 2-level.  Opener rebids as naturally as possible, but knows he can't pass until somebody bids a game.  One very important concept to remember is that the less we fit with partner, the stronger we need to be to insist on game.  Suppose partner opens 1 Spade and you hold the following hands:

d.
♠ Q8



e.
♠ 85


f.
♠ QT8


♥ Q754



♥ A5



♥ Q974


♦ KQ6




♦ 543



♦ AQ5


♣ AJ87



♣ AKQ964


♣ KT3

g.
♠ A54



h.
♠ K8


i.
♠ Q5


♥ K863



♥ AJT32


♥ KT74


♦ KT98



♦ 964



♦ A972


♣ AT




♣ AQ7



♣ 763

Hands f) and g) are fit hands, the others all qualify as no-fit hands. 

Our first rule will be that (just like an opening bid) we don't respond 2H unless we hold at least 5 of them. Therefore, on the first 3 hands we respond 2C - even though all three are quite dissimilar. We are merely telling partner that we are going to game, and start with our longest (lowest) biddable suit.  The auction can proceed quite slowly from here with neither partner concerned about being passed out.  Some partnerships might agree that either hand d) or f) qualify as an initial "3NT" response, but that requires a discussion. I certainly don't believe that both hands should be lumped together as the same.  In any event, bidding 2C on both hands is perfectly fine.  On g) we respond 2D for the same reasons. h): We can bid 2H because we hold at least 5 hearts.  i): This hand is a problem. We are too weak to insist on game, and we need 3 spades to raise partner's opening call. We must start with 1NT - just like in "Standard".

The Principle of Fast Arrival

Once a Game Forcing Sequence has been initiated, there is no need to jump around to show a good hand. In fact, just the opposite is true. After a Game Forcing bid, if either partner jumps to game in his own or partner's suit, it shows a minimum holding with absolutely no interest in slam. In example f), after your initial 2C response, (unless partner rebids 2H next) you expect your next call to be 4S, showing 3 card spade support with minimum game forcing values. 

If your hand is stronger, you can raise partner's suit below game to show better values and not deny slam interest. In example g), after your initial 2D response, you expect your next bid to be 3S, showing 3 card spade support and a hand with decent controls (aces and kings). If partner becomes interested in slam, you would cooperate. 

By the same principle, if on hand h), partner raises your 2H response to 4H, he is telling you he has 3 or 4 hearts (usually 3) with soft or minimal values (kings and queens), and little or no extra count. More often when he has a fit,  he will raise to 3H, promising a useful control or two with a willingness to cooperate toward a slam if you have extra values. 

