
 

 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 

OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  

Light style according to Vulnerability  Lead In Partner’s Suit CATEGORY:  Blue 

New suit NF except at 1 level or when they open at 2 level+ Suit A for attitude; K for count Top of xxx if supported NCBO: Australia 

Transfers after (1any)1M(X) NT Overlead except 10s Top of xxx if supported PLAYERS: Deana Wilson and Gwyneira Brahma   

Cue raises, Jump raise is weak Subseq As opening As opening EVENT Women 

 Other: against NT K Att AQ asks for unblock  

   

1NT OVERCALL (2nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 

15-18 in 2nd  , 11-15 in reopening Lead Vs. Suit Vs. NT 

Responses as after opening 1NT Ace AK, AKx, Ax AKx(x) GENERAL APPROACH AND STYLE 

 King AKx, KQ+ Ask unblock Precision. 1♣ = 16+; 1♦=usually 2+♦, 10-15 

 Queen Q, QJ, QJ+ Q, QJ, QJ+ 1♥/♠=10-15, 5+ suit; 1NT=14-16 in 1st/2nd, 15-17 in 3rd/4th 

 Jack J, Jx, JT+ J, Jx, J10+ 2♣=10-15,6+♣ 

JUMP OVERCALLS (Style; Responses; Unusual NT)  10 10, 10x, KJ10, K109, Q109 AJT, KJ10, A109,K109, QT9 2♦=10-15, 3 suiter, short ♦ 

Weak, vulnerability dependent. 9 9, 9x, 109+ 109+ 2♥/♠=5-10, 5+suit Not Vul, Usually 6 cards Vul 

(1♣)2♦ = 5/5 Majors Hi-X xx, 2nd from xxxx xx, 2nd from xxxx Light openings possible in 3rd 

 Lo-X Hxx, 4th highest 4th highest  

Reopen:  Jumps = intermediate SIGNALS IN ORDER OF PRIORITY  

DIRECT & JUMP CUE BIDS (Style; Response; Reopen)  Partner’s Lead Declarer’s Lead Discarding SPECIAL BIDS THAT MAY REQUIRE DEFENSE 

(1♣)2♣=5/4 Majors then 2♦ asks; (1♦)2♦ = 5/5 Majors 1 Low = encourage Low = even no. Odd = encourage 1♣ opening = 16+ with some ART responses 

(1M)2M=5otherM+5m then 2N asks w values and 3♣ = Pass/correct Suit 2 Low = even no. Suit preference Even = McKenney 1♦ opening = 10-15, 2+♦ or rarely a singleton honour 

 3 Suit preference   2♣  opening = 10-15, 6+♣ 

 1 Low=  encourage Low = even no. Odd = encourage 3N opening = Good 4♥ or 4♠ opening 

VS. NT (vs. Strong/Weak; Reopening;PH) NT 2 Low= even no. Suit preference Even = McKenney 1♦-1M may rarely be a 3 card suit or less than 6hcp 

Strong: X=♣ or ♦ or Majors or any strong hand;  3 Suit preference   1♦-2M show 5♠ and 4+♥, weak/inv 

  2♣=♣+M; 2♦=♦+M; 2M=Nat; 2N=Minors or Strong Majors Signals (including Trumps):  1♦-3♣ shows 5/4+ minors, less than inv 

Weak: 2♣=5/4+Majors; 2♦=♥or♠ ; 2♥=♥+m; 2♠=♠+m; 2N=minors  1M-2♣ may be Bal with 2+♣ 

          X=Penalty  Transfers in competition after 1♦/1M(X) and 1♦ (2♣/3♣) 

 DOUBLES Transfers after (1any)1M(X) 

 (1♣)2♦=5/5 Majors 

VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) TAKEOUT DOUBLES (Style; Responses; Reopening)  

X = Takeout. Then Lebensohl Close to opening bid or stronger, can be lighter in 4th  

(2♦/3♦)4♦=Majors; (2M)4♣/♦=Natural+5other Major Jump responses = invitational  

NT = Natural, then Stayman and Transfers   

VS. ARTIFICIAL STRONG OPENINGS- i.e. 1 or 2  SPECIAL FORCING PASS SEQUENCES 

Over Strong 1♣: 1N=♣+♦;2♣=Majors; 2♦=♥or♠; 2M=Natural+m;  SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS After 1♣ opening and 2/1 game force 

                           2M=5M+m; 2N=minors Support X and XX through 3♥  

 XX = 2fit and values  

OVER OPPONENTS’ TAKEOUT DOUBLE Competitive doubles through 3♠ IMPORTANT NOTES 

Transfers after 1♦ (X): XX=♥; 1♥=♠; 1NT=♣,F; 2♣=♦; 2♦=♦,NF Responsive doubles after (1any)X(Bid)  

 Game try X  

  PSYCHICS: Rare 
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DESCRIPTION RESPONSES SUBSEQUENT ACTION 
COMPETITIVE & PASSED 

HAND BIDDING 

1 Yes    0 No 16+ ART 1♦=0-7; 1♥=any8-11(but 5♥if PH); 1N = Bal 12+ After 1♣-1♦: 1M=F1,may have longer m X=usually5-7 or BAL 

    Maybe less with excellent shape 1♠/2m/2♥=12+, 5+suit;2N=12+,4441; 3any=4441s 2m=NF;2♥=ART,Bal or 6m; 2=ART,mm P = 0-5 or trap 

1 Yes 2(1)  10-15, may be singleton honour  1M=rarely 3cards or less than 6; 1N=6-11; 2m=F1 2way Checkback after 1NT rebid Negative free bids at 2 level. 

     2♥/♠=5♠+4+♥, weak/inv; 3♣=mm, weak; 3♦=PRE After 1♦-1♠: 2♣ may be 53mm either way Transfers after X/2♣/3♣ overcall 

1    5 3♠  1N=SemiF; 2/1 FG (2♣=♣/Bal); 2♥=8-10;2♠=6-10 2 way Checkback after 1N rebid Negative free bids at 2 level 

     2N=3+♥, Inv+; 3m=Inv; 3♥=7-9,4♥; 3N=4333 Kokish game tries after 1M-2M Drury by passed hand: 2♣=3fit; 

1    5 3♥  Splinters. Same principles after 1♠ opening ART continuations after 1M-2N 2♦=4fit 

INT    14-16 1st/2nd; 15-17 3rd/4th 2♣=Stayman;2♦=♥; 2♥=♠; 2♠=♣ or range ask;   System on over ART X or 2♣ 

    5M / Singleton honour possible 2N=♦; 3♣=ask for 5M; 3♦=5/5MM; 3M=SPL  Transfer Lebensohl over 2♦/M 

2    6 3♠ 10-15, 6♣ 2♦ =Ask; 2M=NF; 2N=To play in 3♣ or a 5/5 FG 2♣-2♦:2♥=4♥or4♠; 2♠/2N=Max; 3♣=Min  

     3♣/♦/♥=Transfers, inv+; 3♠=6♠+4♥,FG 2♣-2N:3♣ forced then 3♦=MM; 3M=M+♦  

2   No 10-15,4414 / 4405 / 4315 / 3415 2♥=NF(correct with 4315); 2♠/3♣=To Play 2♦-2N: 3♣=Min; 3♦=4414; 3♥=4315;  

     2N=Ask; 3M=Inv              3♠=3415; 3N=4405  

2    5 No 5-10, 5-7 cards, vul dependent 2N=Ask; New suit=NF 2♥-2N: 3♣=med/max; 3♦=min  

                  3♥=4♠,min; 3♠=4♠,med; 3N=4♠,max  

2    5 No 5-10, 5-7 cards, vul dependent 2N=Ask; New suit=NF 2♥-2N: 3♣=med/max; 3♦=min   

                  3♥=4♥,min; 3♠=4♥,med; 3N=4♥,max  

2NT   3♠ 3♣=ask for 5M; 3♦=♥; 3♥=♠  2N-3♣: 3♦=4♥ and/or 4♠; 3♥=No4M;  

    3♠=m or mm; 4♦=♥; 4♥=♠              3♠=5♠; 3N=5♥  

3    6 No PRE, vul dependent New suit=F; 4♦=Mod RKC   

3    6 No PRE, vul dependent New suit=F; 4♦=Mod RKC   

3    6 No PRE, vul dependent New suit=F; 4♦=Mod RKC   

3    6 No PRE, vul dependent New suit=F; 4♦=Mod RKC   

        

3NT   No Good 4M opening in 1st/2nd     

        

4    7 No PRE, vul dependent 4♦=Mod RKC   

4    7 No PRE, vul dependent 4NT=Mod RKC   

4    7 No PRE, vul dependent 4NT=Mod RKC   

4    7 No PRE, vul dependent 4NT=Mod RKC   

4NT   No Specific Ace Ask 5♣=0; 5N=♣A   

5    7  PRE, vul dependent  HIGH LEVEL BIDDING 

5    7  PRE, vul dependent  Kickback/RKC (3041). Exclusion RKC. D0P1/R0P1 

5      Cue bids can be 1st or 2nd Round Control. Non Serious 3NT. Last Train. 

5      5NT usually = Pick a slam 

       

       

       

       

 


