2 Over 1 Game Force    (Part II)
Last column, I touched on some of the general principles of 2 over 1, specifically, how much easier it becomes to reach the best game with game-forcing hands after an initial 2/1 response.  I noted that after partner opens 1 of a suit, our hands nearly always fell into one of three categories: Minimal, Invitational, or Game Forcing.  Within each category, we could generalize our hand as either no fit, fit, or a strong fit.  
This column, we will examine how we respond in the 2/1 system with our least favorite holding: the Minimal hand. 
What we will discover is that with minimal hands, 2/1 is nearly identical to the system with which we are already quite familiar.  For our purposes, we will define a minimal hand as one with approximately 0 – 9 high card points.  Since that is a huge range, I’m going to subdivide this range into 0-5 and 6-9.  We will only be interested in the 0-5 point hands when we have a strong fit.
Strong Fit hands:  (4 or more card support for a major, 5+ for a minor)
When partner opens and we have a strong fit, it is rarely correct to conceal it. Therefore, even with a dreadful hand of 0-5 points, I’m going to recommend taking action. When partner opens 1 of a suit and you have a strong fit with 5 hcp or less, I suggest you make a jump raise. This is known as an Inverted Raise if partner opened a minor, or a Bergen Raise if partner opened a major.  This bid is far more effective if RHO has passed, as it puts tremendous pressure on LHO who likely has a decent hand to enter the auction. Why do I advocate taking such drastic action with so poor a hand? Two main reasons: First, when the hand belongs to the opponents, it takes away a lot of bidding space and forces them to guess what to do at a high level. Second, when you happen to catch partner with a great hand, you will have warned him that your hand will be nearly worthless and he needs to have game almost completely in his own hand if he wants to continue further. 
Of course, frequently, you will already be too high, and your side will go down if allowed to play the hand. Most often, this will not be a bad thing. Because we had a great fit, the Law of Total Tricks tells us that our opponents almost surely had a good fit somewhere else as well. If we couldn’t make our contract, it becomes very likely that they could have made something if allowed to compete unmolested. The more tricks we go down, the more the Law suggests they probably could make.  It will be relatively uncommon for the penalty the opponents collect from defending to outscore the result they could have achieved from playing – unless they double. Trust me, inexperienced players tend not to double too much, and experienced players have learned that doubling the opponents on the 3-level when they hold at least 9 trumps will seldom pay off. If you get there quickly, it will be difficult at best for the opponents to profitably double you.  
One final benefit might come from when partner can accurately assess your combined defensive strength and decide to sacrifice. He doesn’t want to do this when you could have defeated their game, so it’s important that you be quite weak. 

So if we are going to conventionally jump to show a terribly weak hand, what do we do when we have a little something, but not all that much?  Well, if partner opens a major, you should simply raise him to two. If partner opens a minor, you need to either suppress the fit and bid 1NT (holding 4 card support), or perhaps make a conventional mixed raise.  My preferred method to do this is to make a jump-shift in the other minor. (1C – 2D, or 1D – 3C) holding 5+ card support. Once again, I’m suggesting playing in a contract where you might easily go down when you could have perhaps made 2 in your minor. How can that make sense?  Well, you need to understand that if your side can take 8 or 9 tricks in a minor, the opponents can usually take 8 or 9 tricks in their best suit – often a major. If you play a standard system, an auction that proceeds 1C – pass – 2C (weak) – pass – pass - ? is rarely passed out. Players have learned that they must balance and that is bad news for you. It’s bad news because the score they will earn will almost undoubtedly be more than they could have made by defending 1NT (or 3 of your minor). If they balance (or bid directly) over your 1NT, you maybe able to show your support later. In any event, your partner will know that you are not broke, and hold at least 6-9 points somewhere.  On good days, you will take enough tricks in No Trump to outscore what you could have made in the minor.  Let’s look at several hands and how we might bid them with these new tools:
Partner opens 1C and RHO passes: 
a.
♠ 8

b.
♠ 83

c.
♠ 8653

d.
♠ 865

e.
♠ 8653

♥ 754


♥ Q54


♥ K4


♥ K4


♥ 754
♦  8653

♦ Q63


♦ Q6


♦ Q863

♦ Q643
♣ Q9753

♣ Q9753

♣ Q9753

♣ Q973

♣ 53
a)  Bid 3C. Don’t let your lack of values dissuade you from your best tactical bid. You have a strong fit with a terrible hand. Luckily you have a bid to show that.
b)  Bid 2D. You have a strong fit, but your hand is not hopeless. Start a conventional raise to 3C, letting your partner know you have a little something. 

c)  Bid 1S. Just because you have a strong club fit does not mean you should bypass a four card major (even a terrible one) to show it. 

d)  Bid 1NT. You have a balanced hand, with a possible club fit. You aren’t broke. If the opponents come in, you can choose to raise clubs later if you wish. 

e)  Pass. You have a dreadful hand, and no promise of a fit anywhere. Get out now.
Partner opens 1H and RHO passes:
a.
♠ 83

b.
♠ 83

c.
♠ 8653

d.
♠ J653

e.
♠ J653

♥ 754


♥ Q542

♥ K74


♥ K754

♥ K754

♦  863


♦ 863


♦ Q6


♦ K63


♦ K963
♣ Q9753

♣ J9753

♣ Q753

♣ 73


♣ 3

a)  Pass. You don't have a strong fit. It's foolish to take any other action.

b)  Bid 3H. You have a strong fit, but a horrible hand. Paint an accurate picture for you partner. 

c)  Bid 2H. You have a fit, but not a strong fit. You are too strong to pass. Make a simple raise and take no further action unless forced to do so by partner. 

d)  Bid 2H. You have a strong fit, but too much strength to jump to 3H initially. If the opponents compete, (expect it), you will compete to 3H. 

e)  Bid 4H.  This shows a minimum hand, 4-5 trumps, and shortness somewhere.  This hand is about as weak as you might possibly be to take this action. A 5th trump or another point or two would be preferable. 
