
 
 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 
OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  
Aggressive 1-level; sound 2-level  Lead In Partner’s Suit CATEGORY:   GREEN  
Transfer advances Suit 3rd/5th, 2nd from worthless Count NCBO:  SINGAPORE 
 NT 2nd/4th Count PLAYERS:    POON HUA & LOO CHOON CHOU  
 Subseq Varies Varies  
 Other: 10 or 9 = top or 2 higher  
   
1NT OVERCALL (2 nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 
Overcall 16-18HCP; responses same as opening Lead Vs. Suit Vs. NT 
Reopening 11-15HCP; responses same Ace AKx(+) or Ax(+) AK(+) GENERAL APPROACH AND STYLE 
 King KQ(J/10)x(+) or AK or Kx KQ(+) or AKJ10(+) 2 Over 1 Game Force (except 2♣) (WHEN VUL) 
 Queen QJx(+) or Qx AQJ(+) or QJ10 2♣ Strong & Artificial 
 Jack J10x(+) or Jx J10x(+) or QJx 3rd seat preempts can be very aggressive 
JUMP OVERCALLS (Style; Responses; Unusual NT)  10 HJ10x(+) or 109x(+) or 10x HJ10x(+) or 109x(+)  
Preemptive 9 H109x(+) or 9x H109x(+) or 9x  
Unusual 2NT: 2 lower suits Hi-X Sx xSxx  
Leaping Michaels Lo-X xxxxS or xSx xSxx 1NT Openings: 15 – 17 HCP 
Reopen: Jump in suits = 10-15HCP, 6+ suit SIGNALS IN ORDER OF PRIORITY 2 OVER 1 Response: GF (except 2♣) 
DIRECT & JUMP CUE BIDS (Style; Response; Reopen)  Partner’s Lead Declarer’s Lead Discarding SPECIAL BIDS THAT MAY REQUIRE DEFENSE 
Ghestem: 6-12HCP or 17+HCP, 5-5 at least 1 Lo = ENCRG Count SP RUBENSOHL 
 Suit 2 Count  Count TWO-WAY REVERSE DRURY 
 3 SP   LEAPING MICHAELS 
 1 Lo = ENCRG Count SP GOOD-BAD 2NT 
VS. NT (vs. Strong/Weak; Reopening;PH) NT 2 Count  Count SCRAMBLING 2NT 
Direct seat: Dbl=Penalty; 2♣=Majors; 2♦=Hearts; 2♥=Spades; 3 SP    

2♠=♠ & minor  Signals (including Trumps): REV SMITH SIGNAL vs NT. SP trump signal  

Reopening: Dbl=Penalty; 2♣=Majors; 2♦/♥/♠=Natural   
Passed hand: Dbl=One long minor or both majors; 2♣=♣ & higher;   

2♦=♦ & higher; 2♥/♠=Natural DOUBLES  
  
VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) TAKEOUT DOUBLES (Style; Responses; Reopening)  
LEB after (WK2x)-Dbl-(P)- Classic, can be light when NV  
2NT: 16-19HCP Bal; 3NT: 20-23HCP Bal RESP DBL after M: 2 4-card m, RESP DBL after m: 2 4-card M  
(3m)-4m/om = Major 2-suiter, (3M)-4NT = Minor 2-suiter Scrambling 2NT; LEBENSOHL: after weak two opening  

VS. ARTIFICIAL STRONG OPENINGS- i.e. 1♣♣♣♣ or 2♣♣♣♣  SPECIAL FORCING PASS SEQUENCES 
Vs strong 1♣ opening: Dbl = 16+; 1-level = t/o of suit bid; SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS Opponents interfere after GF sequence 

2♣=♣ or ♦+♥; 2♦=♦ or ♥+♠; 2♥=♥ or ♠+♣; 2♠=♠ or ♣+♦; SUPP DBL/RDBL through 3 of responder’s suit Opponents overcall 2♣ opening 
2NT=♣+♥ or ♦+♠ SOS RDBL  
Vs strong 2♣ opening: Dbl=♦; 2♦/♥/♠=transfers COOPERATIVE DBL  

OVER OPPONENTS’ TAKEOUT DOUBLE SNAPDRAGON DBL IMPORTANT NOTES 
Natural MAXIMAL DBL  
   
  PSYCHICS: Rare 
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DESCRIPTION RESPONSES SUBSEQUENT ACTION COMPETITIVE & PASSED 
HAND BIDDING 

1♣ N 2 4♦ 11-21HCP 1NT = 5-10HCP; 2♣=art relay, inv+; 2♦=6M wk; 2-way CB, XYZ 1M Response NF 
     2♥=5♠4♥ wk; 2♠=5♠4♥ inv  Over 1♦ response can bypass M if BAL  

1♦ N 4 4♦ 11-21HCP 2NT= support m, wk or GF See Above See Above 

1♥ N 4 4♦ 11-21HCP, Usually 5-card 1NT NF; 2♣=art relay, inv+; 2NT=Jacoby  Jump-shift by opener = FG, Gazzilli Reverse DRURY 2♣ (3 SUPP) &  
     Splinter; 2♠=both m, 3♣=4♥ 7-9, 3♦=4♥ 9-11   2♦ (4 SUPP) 
1♠ N 4 4♦ 11-21HCP, Usually 5-card See Above, 3♣=both m, 3♦=4♠ 9-11, 3♠=4♠ 7-9  See Above 
1NT N   15-17HCP, BAL STAYMAN does not promise 4-card M, TRF, SMOLEN  
    5 M, 6 m OK TEXAS, 2♠=6+♣ or ♦, 2NT=inv,3M=SPL   

2♣ Y   STR 1/2-suiter  2♦=0/3+ control, 2♥=1, 2♠=2, 2NT+=transfer, 3+ Opponent overcall – X = NEG, P = POS  

    or BAL 22+HCP 3NT=solid suit, 4x=broken suit   
2♦ Y   18-19HCP, BAL 2♥=4+♠; 2♠=puppet to 2NT; 2NT=puppet to 3♣;    

     3♣=5+♥4+♠;3=4♥4/5♠;3M=5-5m; Texas TRF   

2♥ N 5  PREEMPT 2NT=Ogust   

        
2♠ N 5  PREEMPT 2NT=Ogust   

        
2NT N   19-21HCP, BAL STAY, TRF, TEXAS, 3♠=relay to 3NT   
     3NT=CONFIT   
3♣ N 6  PREEMPT    

3♦ N 6  PREEMPT    
3♥ N 6  PREEMPT    

3♠ N 6  PREEMPT    
        
3NT Y   PREEMPT in minor 4♣♦=p/c   

4♣ Y 7  NAMYATS, long major 4♦=ask for major; 4♥=p/c; 4NT=RKCB   

4♦ Y 7  NAMYATS, solid long major    
4♥ N 7  PREEMPT 4♠=RKCB, 4NT/5m=Roman ask   
4♠ N 7  PREEMPT    
4NT        
5♣ N 7  PREEMPT  HIGH LEVEL BIDDING 
5♦ N 7  PREEMPT  RKCB: 1430(major), 0314 (minor), 1st step ask Q, 2nd step ask specific K 
5♥ N 7  PREEMPT  D1P2 
5♠ N 7  PREEMPT  GRAND SLAM FORCE 
      Cue-Bids 1st or 2nd round controls 
      ZZ points relay: A=3, K=2, Q=1 
       
       

 



 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 
OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  
Aggressive 1-level; sound 2-level  Lead In Partner’s Suit CATEGORY:   BLUE  
Transfer advances Suit 3rd/5th, 2nd from worthless Count NCBO:  SINGAPORE 
 NT 2nd/4th Count PLAYERS:    POON HUA & LOO CHOON CHOU  
 Subseq Varies Varies  
 Other: 10 or 9 = top or 2 higher  
   
1NT OVERCALL (2 nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 
Overcall 16-18HCP; responses same as opening Lead Vs. Suit Vs. NT 
Reopening 11-15HCP; responses same Ace AKx(+) or Ax(+) AK(+) GENERAL APPROACH AND STYLE 
 King KQ(J/10)x(+) or AK or Kx KQ(+) or AKJ10(+) Precision (WHEN NON VUL) 
 Queen QJx(+) or Qx AQJ(+) or QJ10 1♦=2+ 
 Jack J10x(+) or Jx J10x(+) or QJx  
JUMP OVERCALLS (Style; Responses; Unusual NT)  10 HJ10x(+) or 109x(+) or 10x HJ10x(+) or 109x(+)  
Preemptive 9 H109x(+) or 9x H109x(+) or 9x  
Unusual 2NT: 2 lower suits Hi-X Sx xSxx  
Leaping Michaels Lo-X xxxxS or xSx xSxx 1NT Openings: 14 – 16 HCP 
Reopen: Jump in suits = 10-15HCP, 6+ suit SIGNALS IN ORDER OF PRIORITY 2 OVER 1 Response: GF (except 2♣) 
DIRECT & JUMP CUE BIDS (Style; Response; Reopen)  Partner’s Lead Declarer’s Lead Discarding SPECIAL BIDS THAT MAY REQUIRE DEFENSE 
Ghestem: 6-12HCP or 17+HCP, 5-5 at least 1 Lo = ENCRG Count SP RUBENSOHL 
 Suit 2 Count  Count TWO-WAY REVERSE DRURY 
 3 SP   LEAPING MICHAELS 
 1 Lo = ENCRG Count SP GOOD-BAD 2NT 
VS. NT (vs. Strong/Weak; Reopening;PH) NT 2 Count  Count SCRAMBLING 2NT 
Direct seat: Dbl=Penalty; 2♣=Majors; 2♦=Hearts; 2♥=Spades; 3 SP    

2♠=♠ & minor  Signals (including Trumps): REV SMITH SIGNAL vs NT. SP trump signal  

Reopening: Dbl=Penalty; 2♣=Majors; 2♦/♥/♠=Natural   
Passed hand: Dbl=One long minor or both majors; 2♣=♣ & higher;   

2♦=♦ & higher; 2♥/♠=Natural DOUBLES  

  
VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) TAKEOUT DOUBLES (Style; Responses; Reopening)  
LEB after (WK2x)-Dbl-(P)- Classic, can be light when NV  
2NT: 16-19HCP Bal; 3NT: 20-23HCP Bal RESP DBL after M: 2 4-card m, RESP DBL after m: 2 4-card M  
(3m)-4m/om = Major 2-suiter, (3M)-4NT = Minor 2-suiter Scrambling 2NT; LEBENSOHL: after weak two opening  

VS. ARTIFICIAL STRONG OPENINGS- i.e. 1♣♣♣♣ or 2♣♣♣♣  SPECIAL FORCING PASS SEQUENCES 
Vs strong 1♣ opening: Dbl = 16+; 1-level = t/o of suit bid; SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS Opponents interfere in Strong Club and Relay sequence 

2♣=♣ or ♦+♥; 2♦=♦ or ♥+♠; 2♥=♥ or ♠+♣; 2♠=♠ or ♣+♦; SUPP DBL/RDBL through 3 of responder’s suit  
2NT=♣+♥ or ♦+♠ SOS RDBL  
Vs strong 2♣ opening: Dbl=♦; 2♦/♥/♠=transfers COOPERATIVE DBL  

OVER OPPONENTS’ TAKEOUT DOUBLE SNAPDRAGON DBL IMPORTANT NOTES 
Natural MAXIMAL DBL  
   
  PSYCHICS: Rare 



OPENING BID DESCRIPTIONS 

Opening Artificial Min. Neg Dbl Description Responses Subsequent Auction Passed Hand Bidding 

1♣ Y   16+HCP, any 1D: 0-7hcp; 1H: 8-11 HCP 1S: 5+ S,1NT: 5+ H 1♣-1♦,1M: Forcing   

     2H: 14+ bal , 2S: any 4441 2NT: 12-13 bal   

        

        

1♦ Y 2 4♦ 11-15HCP 1♥/♠: nat; 1NT: 6-11hcp; 2♣/D:art ask, GF   

     2♥:5S 4H NF ; 2♠: 5♠4♥, 10-12; 2NT: 12-13 bal   

        

1♥ N 5 4♦ 11-15HCP, Usually 5-card 1♠:4+♠;1NT:5-11hcp;2♣: ask, inv+ ; 2NT:Jacoby 1♥-2♣,2♦:min any;  

     2♦:5+♦, GF; 2♥:CR;   

1♠ N 5 4♦ 11-15HCP, Usually 5-card 1NT:5-11hcp; 2♣: 9+ art; 2♦:5+♦,GF See above  

     2♥:5+♥GF; 2NT:4+♠gf    

1NT N   14-16 HCP 2S: 6+C any or 6+D weak 2NT: nat, 3C: puppet stayman    

        

2♣ N   11-15HCP, 6+♣ 2♦: relay; 2♥/♠: nat, NF; 2NT: ♣ raise or 5-5 GF 2♣-2♦,2♥: any 4 M, 2S: unbal max, 2nt: bal max  

     3♣: relay to 3D   

2♦ Y   11-15HCP  2NT: relay; 3♦: inv with ♦ suit; Others: to play 2♦-2NT,3♣: min; 3♦: 4405; 3♥: 3415; 3♠: 4315  

    4315/3415/4414/4405     

2♥ N   PREEMPT 2NT:Ogust   

2♠ N   PREEMPT 2NT:Ogust   

2NT Y   20-21    

3♣ Y   ♣ PREEMPT 3/4/5♣: to play, Others: natural   

3♦ Y   ♦ PREEMPT  3/4/5♦: to play, Others: natural   

3♥ Y   ♥ PREEMPT 3/4/5♥: to play, Others: natural   

3♠ Y   ♠ PREEMPT 3/4/5♠: to play, Others: natural   

3NT Y   Gambling    

4♣ N   Namyats    

4♦ N   Namyats    

4♥ N 7  PREEMPT    

4♠ N 7  PREEMPT    

4NT Y   SPECIFIC ACE ASK 5♣ = 0, 5♦/♥/♠ = 1 Ace, 5NT = ♣ A   

     6♣ = ♣ A + Another Higher Ranking Ace, etc.   

5♣ N 7  PRE    

5♦ N 7  PRE    

HIGH LEVEL BIDDING 

D0P1 

1st + 2nd round equally 

RKCB 0314;  Key Card Control Ask; Control Ask, ZZ points relay: A=3, K=2, Q=1 

EXCLUSION RKCB 

JOSEPHINE 5NT 

 

 


