8.4

Summary of  Major Suit Transfer Sequences

1NT - 2( - 2( - 
pass
= weak; 5+ (’s


2(
= forcing; 5 (’s, 5 (’s
note 1


2NT
= invitational; 5 (’s


3(
= game force; 5 (’s, 4+ (’s


3(
= game force; 5 (’s, 4+ (’s


3(
= invitational; 6+ (’s


3(
= ambiguous splinter
note 2


3NT
= to play or correct to 4(

4(
= RKCB for (’s


4(
= serious slam try




4(
= mild slam try; 6+ (’s
note 4 


4(
= Quantitative; 5 (’s, 3 (’s. 3532 or 3523






4NT
= Quantitative; 5 (’s. usually 2533

1NT - 2( -  2( -
pass
= weak; 5+ (’s


2NT
= invitational; 5 (’s


3(
= game force; 5 (’s, 4+ (’s


3(
= game force; 5 (’s, 4+ (’s


3(
= ambiguous splinter
note 3


3NT
= to play or correct to 4(

4(
= RKCB for (’s




4(
= serious slam try






4(
= Quantitative; 5 (’s, 3 (’s. 5332 or 5323

4(
= mild slam try, 6+ (’s 
note 5




4NT
= Quantitative; 5 (’s. usually 5233




1)
Both invitational and game forcing 5-5’s go via the sequence    1NT - 2( - 2( - 2(

(invitational and game forcing 54 and 45 hands use Quest Transfers)  

2)
The sequence is not used to show 5 (’s and 4 (’s as that is done via Stayman.

3)
The sequence is not used to show 5 (’s and 4 (’s as that is done via Stayman

4)
A mild slam try with 6+ (’s (use Texas transfer if only interested in game)

5)
A mild slam try with 6+ (’s (use Texas transfer if only interested in game)
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