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

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

	1 Level overcalls light, 5+points NV, sometimes 4-card suit.
	
	
	Lead
	In Partner’s Suit
	
	CATEGORY:
Green

	2 level overcalls generally sound
	
	Suit
	3rd/5th
	3rd/5th
	
	NCBO:

New Zealand

	In response: Cue raises and new suit 1RF
	
	NT
	4th
	4th
	
	PLAYERS:
Liam MILNE 

	
	
	Subseq.
	Same
	Same
	
	

Nigel KEARNEY

	
	
	Other: Ace asks for ATT, King for COUNT, S from HxS
	
	

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

	Direct: 15-18
	
	Lead
	Vs. Suit
	Vs. NT
	
	

	Reopening: 11-14
	
	Ace
	A(x), AK(x), AKQ(x) etc.
	AK(x), AKQ(x)
	
	GENERAL APPROACH AND STYLE

	Responses: System on (STAY/XFERS etc.)
	
	King
	AK(x), AKQ(x), KQ(x) ,Kx
	AK(x), AKQ(x), KQ(x)
	
	2/1 Game Force 

	
	
	Queen
	KQ(x), QJT(x), QJ9(x), Qx
	QJT(x), QJ9(x)
	
	Open heavy 1-bids (up to about 22 HCP)

	
	
	Jack
	KJT(x), JT9(x), JT8(x), Jx
	AJT(x), KJT9(x), JT9(x)
	
	5-card majors (semi-F 1NT response), 1♣=2+♣

	JUMP OVERCALLS (Style; Responses; Unusual NT) 
	
	10
	(K/Q)T9(x), T9x, Tx
	HT9(x), T9x, Tx
	
	Transfer responses to 1♣ opening

	Pre-emptive and generally always 6+ cards in most situations
	
	9
	3rd from length, doubleton
	doubleton, sometimes 9xx
	
	Frequent adjustments – HCP values are a guide only 

	Constructive VUL opposite passed partner
	
	Hi-X
	HxS(x), Sx
	Sx, Sxx, xSxx
	
	1NT opening = 15-17 BAL/semi-BAL

	
	
	Lo-X
	HxS(x), HxxxS, Sx, xxS, xxSx
	HxS, HxxS(x), xxxSx, (xxxS)
	
	2♣, 2♦ opening = strong and ART

	Reopening: Constructive
	
	SIGNALS IN ORDER OF PRIORITY
	
	NAT weak 2M bids

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

	 Michaels: 5+/5+ Constructive
	
	1
	Hi = Disc.
	Hi = Odd
	Hi = Disc.
	
	2♣ opening = 18-19 BAL/semi-BAL with ART resp.

	Jump cue: asks for stopper for 3NT
	
	Suit 2
	Hi = Odd
	S/P
	Hi = Odd
	
	2♦ opening = FG with ART resp.

	
	
	3
	S/P
	
	S/P
	
	1♣-1X: ART (1♦ =4+♥, 1♥=4+♠ , 1♠= no 4M). 

	
	
	1
	Hi = Disc.
	Hi = Odd
	Hi = Disc.
	
	This includes after (X) / (1♦).

	VS. NT (vs. Strong/Weak; Reopening;PH)
	
	NT 2
	Hi = Odd
	S/P
	Hi = Odd
	
	BERGEN FOUR-CARD RAISES OF 1M: 

	2♣ = ♥ + other (if ♠ then ♠ are longer or equal)
	
	3
	S/P
	
	S/P
	
	(1M-3♣ = 6-9, 3♦ = 10-12, 3M = 0-6)

	2♦ = ♠ + other (if ♥ then ♥ are longer)
	
	Signals (including Trumps): 
	
	WEAK JUMP RAISES & STRONG CUE RAISES IN COMP.

	2♥/♠, 3♣/♦ = NAT Single Suited,  2NT = Minors (5+/5+)
	
	UDCA normally.  Trump Hi-Lo normally indicates desire to ruff, 
	
	SCRAMBLING 2NT IN COMP. (two places to play)

	X = 15+ (or single suited minor by passed hand)
	
	sometimes S/P.
	
	LEBENSOHL after 1NT openings

	X in fourth seat can be weaker
	
	DOUBLES
	
	GAMBLING 3NT

	
	
	
	
	ESCAPING FROM 1NT DOUBLED

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

	X = T/O thru 4S, higher level means more values orientated
	
	Can be lighter if perfect shape.  Virtually always show tolerance for 
	
	

	LEBENSOHL
	
	unbid suits – we play heavy overcalls.  1m-(X)-1M-(X) is for 
	
	

	
	
	penalties.  Cue bid forces to suit agreement.  Resp. doubles through 
	
	

	VS. ARTIFICIAL STRONG OPENINGS
	
	3♠.  2NT in COMP. can be LEB over 2M-(X) or minors/scrambling in other situations, often shows 2 places to play.
	
	SPECIAL FORCING PASS SEQUENCES

	vs strong 1♣ - X = Majors, 1NT = Minors
	
	SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS
	
	1NT-X (penalty)-PASS is forcing to XX

	
	
	1♣-(1♦)-X= 4+♥. 1m-(1♥)-X = 4♠. 1m-(1♠)-X = 4(+)♥.  
	
	

	
	
	Higher level NEG DBL’s can be more flexible, off-shape.  
	
	

	OVER OPPONENTS’ TAKEOUT DOUBLE
	
	RESP DBL’s have emphasis on major suits.  
	
	IMPORTANT NOTES

	Natural - note transfers after 1♣ opening
	
	“Support” DBLs and RDBLs after opening the bidding.  
	
	Low level DBL almost always takeout

	
	
	Game try DBL’s when very little room for inviting.  
	
	

	
	
	Lead-directing doubles of cue-bids/ART bids.  
	
	PSYCHICS: Rare (Light 3rd-seat openings fairly common)


	OPENING
	TICK IFART
	MIN. NO. OF CARDS
	NEG.DBL THRU
	

	
	
	
	
	DESCRIPTION
	RESPONSES
	SUBSEQUENT ACTION
	PASSED HAND BIDDING

	1♣
	    √
	2
	
	11+ HCP, 2+♣.  If opener has 
	1m-2m=GF; 1m-2M=8-11 6M NF; 1m-3M=SPL.
	Accepting TRF shows 3M, or 4M with 11-14
	

	
	
	
	
	44 in minors, normally open 1♣.
	1♣-1♦ =4+♥; 1♥=4+♠; 1♠=no 4M; 1NT=8-10 4+♣;
	UNBAL; others NAT; 1m-1X-2NT=GF.
	

	1♦
	
	4
	
	11+ HCP, natural. 
	2♦=GF 5+♦; 2NT=11-12 4+♣; 3NT=13-15 bal no 4M.
	Over 1m-2M we play same system to
	

	
	
	
	
	
	1♦-2NT=10-12 bal; 3♣=LIM 4+♦; 3♦=3-7 5+♦.
	inquire as after weak 2M opening. 
	

	1♥
	
	5
	
	11+ HCP, natural. 
	1M-1NT=Semi-F1R; 2♣/♦=GF, 5+m; 2M=6-9, 3(4)M; 
	Mostly NAT. SPL-game tries after 1M-2M.
	

	
	
	
	
	
	3NT=33(43) 13-15; 4m=SPL, 9-13; 1♥-2♠/1♠-2NT=GF 
	After 1M-2NT, 3X=SPL, 3M=5M(422) with
	

	1♠
	
	5
	
	11+ HCP, natural. 
	bal or 3M LIM; 1♥-2NT/1♠-3♣=FG 4M; 1♥-3♣/1♠-3♦=
	extras, 3NT=6M(322)/7M222, 4M=MIN BAL.
	

	
	
	
	
	
	4M 6-9; 1♥-3♦/1♠-3♥=4M 10-11; 3M=wk.
	1♥-2♠-2NT= any 55, 1♠-3♣-3♦=4+♥.
	

	1NT
	
	N/A
	
	15-17 HCP BAL/semi-BAL
	2♣=STAY; 2♦/2♥=TRF; 2♠=INV or wk/slam try ♣/♦;
	Mostly NAT; responder is in control.
	

	
	
	
	
	
	2NT/3C=TRF, INV; 3♦=5+/5+ ♣+♦ GF; 3♥=SPL (3-4♠);
	Rarely super-accepts.
	

	
	
	
	
	
	3♠=SPL (4♥); 4♣=majors.
	
	

	2♣
	    √
	2
	
	18-19 HCP BAL/semi-BAL
	2♦/2♥/2NT/3♣=TRF; 2♠=PUP to 2NT; 
	As after 1NT.
	

	
	
	
	
	
	3♦=55 or longer ♣+♦; 3M=SPL (3♠ promises 4♥).
	
	

	2♦
	    √
	0
	
	Game Force
	2♥=ART relay; 2S/2NT/3C/3D=2-under TRF; 
	Accepting TRF shows 2+ of responders suit;
	

	
	
	
	
	
	3♥=5+/5+ M+m; 3♠=5+/5+ ♥/♠; 3NT=5+/5+ ♣/♦.
	denying TRF shows 0-1; relays for high level.
	

	2♥
	
	(5)6
	
	Weak Two, normally 6 cards in
	2♠=inquiry.  Other bids mostly NAT, NF.  Jump bids =
	After inquiry, respond in steps = 1. MIN
	

	
	
	
	
	length.  If 5, great suit.
	SPL;
	UNBAL, 2. MAX UNBAL, 3. MIN BAL, 
	

	2♠
	
	(5)6
	
	As with 2♥.
	2NT=inquiry.  Others as with 2♥.
	4. MAX BAL.  Then relay asks for shortage 
	

	
	
	
	
	
	
	=Steps 1. High, 2. Medium, 3. Low shortages.
	

	2NT
	
	N/A
	
	(19)20-22 HCP BAL/semi-BAL
	3♣=STAY; 3♦/3♥=TRF; 3♠=TRF to 3NT (minor hands);
	As after 1NT.  Super-accept TRF bids to
	

	
	
	
	
	
	3NT=to play; 4♣=majors; 4♦/♥=TRF, 4♠/4NT=quant.
	show controls.  Some high-level slam system.
	

	3♣
	
	6
	
	Normally sound PRE
	3X=1RF, games=to play.
	NAT.
	

	3♦
	
	6
	
	As above
	As above
	
	

	3♥
	
	6
	
	As above
	4m = asking bid
	
	

	3♠
	
	6
	
	As above
	4m = asking bid
	
	

	3NT
	    √
	
	
	Gambling 3NT
	4m=pass/correct. 4M=to play.
	
	

	4♣
	
	7
	
	Normally sound PRE
	
	
	

	4♦
	
	7
	
	As above
	
	
	

	4♥
	
	7
	
	As above
	
	HIGH LEVEL BIDDING

	4♠
	
	7
	
	As above
	
	Kickback RKCB. Exclusion RKCB.

	4NT
	    √
	
	
	Specific ace ask
	5♣=0, 5♦/5♥/5♠/6♣only that ace, 5NT=two aces.
	Serious 3NT with major suit GF auctions.

	5♣
	
	8
	
	Normally sound PRE
	
	Cue bidding: first and second round, third round in P’s 2/1

	5♦
	
	8
	
	As above
	
	suit is shown.  


