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

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

	Sound at 2 level- upto 17 HCP
	
	
	Lead
	In Partner’s Suit
	
	CATEGORY:  i.e. Green / Blue / Red / HUM / Brown Sticker:

	Jump raise in partner suit : PRE
	
	Suit
	Mud & 3rd or 5th Best 
	
	
	NCBO: 

	
	
	NT
	4th best, journalistic
	
	
	PLAYERS:   Nikita Kamal (D – 326) 
                       Meenal Thakur (BM – 1549)

                      

	
	
	Subseq
	
	
	
	EVENT (Open/Women/Senior/Transnational)

	
	
	Other:
	
	

	
	
	
	
	

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

	Immediate o/call : 15 -17 
	
	Lead
	Vs. Suit
	Vs. NT
	
	

	Balancing 1N : 11-15, Now 2C {E}
	
	Ace
	AK x (+)
	AKJ x (+), asks U B or CT
	
	GENERAL APPROACH AND STYLE

	-2D : Upto 13 HCP – 2H/ 2S / 2N: 14-15
	
	King
	AK, KQ x (+)
	KQJ x (+)
	
	2/1 GF 

	Balancing suit call : 9-14
	
	Queen
	QJ, QJ x (+)
	QJ x (+), KQ109 (x) asks UB or CT
	
	

	
	
	Jack
	J 10 (x+)
	J denies top honour
	
	

	JUMP OVERCALLS (Style; Responses; Unusual NT) 
	
	10
	10 x, 10 9 x, Q 10 9 (+)
	0 or 2 higher cards 
	
	

	Jump suit call : PRE
	
	9
	9 x, 9 8 x
	      -do-
	
	

	On H suit – Unusual 2N: Both minors
	
	Hi-X
	
	
	
	

	On S suit – Unusual 2N: Any 2 suits 
	
	Lo-X
	
	
	
	

	
	
	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

	Direct Cue – Asking for stopper or good raise
	
	1
	ATT
	CT
	ATT
	
	On 2D (multi) – opponents should initially, assume as weak in 

	Jump Cue – Void or Splinter
	
	Suit 2
	CT
	SPS
	CT
	
	& bid accordingly i.e. ‘D’ : strength

	
	
	3
	SPS
	
	
	
	2N : Natural 15-17, stopper 

	
	
	1
	Normally CT
	CT
	ATT
	
	2H /2S / 3 C / 3D: Good hand with good suit

	VS. NT (vs. Strong/Weak; Reopening;PH)
	
	NT 2
	CT – Residual
	ATT
	CT
	
	2 NT        : PUPPET STAY /MINOR SUIT STAY

	Immediate ‘X’ : Long m + Short M
	
	3
	SPS
	SPS
	SPS
	
	3 NT        : GAMBLING

	2C/ 2D /2H / 2S: Landy / Single M / M+m
	
	Signals (including Trumps): 
	
	Mixed raises of our minor suit openings : 
	
	
	Mixed raises of our minor suit openings : 

	Balancing ‘X’ : 13+ 
	
	
	
	                                                    1♣-2♦, 1♦-3♣=ART
	
	
	                                                    1♣-2♦, 1♦-3♣=ART

	2C: Both M
	
	
	
	After OPPT 1NT O/C of our 1m opening : 2♣=both M better ♥
	
	
	After OPPT 1NT O/C of our 1m opening : 2♣=both M better ♥

	Any suit: Natural,  9 – 12 
	
	DOUBLES
	
	                                                                     2♦=both M better ♠
	
	
	                                                                     2♦=both M better ♠

	
	
	
	
	

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

	‘D’ – T/O thru 4H
	
	Of 1C / 1D / 1H: Can be light, but T/O of 1S: min opening hand, but balancing ‘D’ can be light if shape is good
	
	

	Lelansohl sequencer after 2H/ 2S – ‘X’
	
	
	
	

	Leaping Michaels
	
	
	
	

	VS. ARTIFICIA on opp. 2H/ 2S – Our 3H / 3S: both m STRONG OPENINGS- i.e. 1( or 2(
	
	
	
	SPECIAL FORCING PASS SEQUENCES

	‘D’ : Majors, Any NT : Minors
	
	SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS
	
	When GF is established

	But on opp. 1C – 1D our ‘D’: D Suit
	
	
	
	

	
	
	  -VE DBL : ON INTERFERENCE  - VALUES  NO NAT BID 
	
	

	OVER OPPONENTS’ TAKEOUT DOUBLE
	
	 RESPONSIVE x : 1( - x - 2( - x ;
	
	IMPORTANT NOTES

	Refer supplementary sheets
	
	 SUPPORT DBLS
	
	

	1M -x -Transfers and  Fit jumps 
	
	 REDBL  : 10+ HCP  ON PARTNER’S OPENING 
	
	

	RDBL = STRENGTH
	
	
	
	PSYCHICS: None 


GF: Game Force, NF: Non Forcing, GI: Game Invit, PRE: Preemptive, T/O: Take out, UB: Unblock, CT: Count, ATT: Attitude, SPS: Suit Preference Signal: Q: Quantitative, E: Enquiry, TPL: To Play, 

ORF: One Round Force, FSF 4th Suit Force 
	OPENING
	    TICK IF

ARTIFICIAL 
	MIN. NO. OF CARDS
	NEG.DBL THRU
	

	
	
	
	
	DESCRIPTION
	RESPONSES
	SUBSEQUENT ACTION
	COMPETITIVE & PASSED HAND BIDDING

	1(
	
	2
	4H
	11-21 HCP
	1D / 1H / 1S – normally min 4 cards but occasionally 
	3 cards if less than 8 HCP
	

	
	
	
	
	
	Now on 1N – 2C                2D, 2D: GF (XYZ)
-2D/2H/2S:Weak, 6 cards, -4N:Q if opener interested
	On 2N – Transfers
In slam – to reply as RKC in C
	

	1(
	
	4
	4H
	----do-----
	Generally as above
	
	

	1(
	
	5
	3S
	-1N: ORF, 1H-2H (8-10), 
	Now 2S/3C/3D: Help suit game try with 3-5 cards 
	Having one top only. 
	

	
	
	
	
	-2N: Jacoby, opener to show 
	Singleton if any, but 4C/4D : min 5 cards
	-3C/3D: 10 -12/8-9, min 4H, 
	

	
	
	
	
	-3S/4C/4D: Maxi Splinter,
	-4S/5C/5D: Exclusion RKC, - ‘D’(opp.) -2N:limit  
	Raise in H with 4/5 card support, Re’D’ : 10+
	

	1(
	
	5
	
	
	Generally as above
	
	

	INT
	
	
	2S
	Preemptive bids
	See supplementary sheets
	
	

	
	
	
	
	
	
	
	

	2(
	
	
	
	22+ or 4 loser hand
	-2D: GF can have 5 card weakish suit 
	-2H: Bust, max 4 bad HCP
	

	
	
	
	
	
	-2H- Now on 2S/3C/3D/3H: ORF, next higher suit
	Double (-)ive
	

	2(
	
	
	
	Weak hand with any M, 
	6/7 cards or 20/21 balanced,
	Now 2N (E.) – 3C/3D: Good hand with H/S, 
	3N:20-21

	
	
	
	
	
	-2H/2S: Pass or correct
	
	

	2(
	
	
	
	11-13, min 6 cards 
	-2N (E.) – opener to bid 2nd suit or values if 12-13,
	Otherwise repeat the suit
	

	
	
	
	
	
	-Any suit call: ORF, partner to support if 3 cards or
	2 cards with A, K or Q
	

	2(
	
	
	
	
	Generally as above
	
	

	
	
	
	
	
	
	
	

	2NT
	
	
	
	8 -11 both minors
	
	
	

	
	
	
	
	
	
	
	

	3 Bids
	
	
	
	Preemptive
	
	
	

	3NT
	
	7/8
	
	Broken Suit
	Now 4C: Pass or correct, 
	But 4D: RKC in broken suit 
	

	
	
	
	
	
	
	
	

	4(
	
	7H
	
	8 ½ tricks in H – 9 tricks
	-Now 4D: Slam intt.
	Opener to bid suit in which 2 quick losers
	

	4(
	
	7S
	
	8 ½ tricks in S – 9 tricks 
	-Now 4H: Slam intt.
	----do-----
	

	4(/(
	
	7
	
	7-8 tricks
	
	
	

	
	
	
	
	
	
	
	

	4NT
	
	
	
	Specific Ace
	Now 5C: No A, 5D/H/S/N: D/H/S/C Ace,
	But 6C/6D/6H: 2 Aces, Bid Suit Higher
	

	5(/(
	
	8
	
	Preemptive 
	
	HIGH LEVEL BIDDING

	
	
	
	
	
	
	RKC: 1430, Exclusion Key cards, Signals – Upside Down  

	
	
	
	
	
	
	Drury – 2C/2D: 4 card / 3card support, 10-11 HCP

	
	
	
	
	
	
	Support ‘D’ / Re’D’: 3 Card support, DOPI/ ROPI

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	


