
 
 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 
OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  
Sound (Occasional 4 cards); Jump raise=Pre-emptive; Cue=3+  Lead In Partner’s Suit CATEGORY:  Green
Trumps, 9+; Jump Cue=mixed raise 7-9,  1NT=8-12; 2NT=12-14; Change of 
suit = F1;  

Suit 4th/2nd  4th/2nd NCBO:             England 

Jump = Fit NT 4th/2nd 4th/2nd PLAYERS:   Michael Byrne
Double jump = Splinter Subseq                          Michael Bell 
 Other: 3rd and 5th in partner’s suit                        Camrose Trophy 2009 
   
1NT OVERCALL (2nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 
Direct: 16-18;  Lead Vs. Suit Vs. NT 
Protective: 10-14; Ace A;AK A;AK GENERAL APPROACH AND STYLE 
System on King KQ; KQ10,AK Asks for unblock Strong No Trump with 5 card majors 
 Queen QJ; QJ10 KQx Forcing no trump response over 1♥/♠ by unpassed hands 
 Jack J10;  KJ10  AJ10  J10x Light openings 3rd in hand 
JUMP OVERCALLS (Style; Responses; Unusual NT)  10 10;109; 10x A109 K109 Q109 109 Drury 2C (3 card raise) and 2D (4 card raise) response to 1M by passed 

hand (even in competition) 
Weak  according to vulnerability, may be wide ranging facing a passed hand 9 9x; H98, HH98(x)(x) H98(x)(x) or shortage 2 over 1 Game forcing 
Direct raises pre-emptive, cue bid=good raise, 2nt=natural Hi-X Xxxx; xx Xxxx  xx   
2NT=lowest 2 suits, doesn’t apply after 1Y P 2Y or 4th in seat (19-21) Lo-X Hxxx; Hxx   
Jump overcall in 4th seat =12-16 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 
1m-2m = Majors, or Major/minor – 2NT in response asks for minor suit. 
After double 2nt is natural, pass asks for the second suit, redouble shows a 
good hand.  

1  Ace=attitude 
otherwise count 
Q=count or attitude 

Count/suit preference First discard is attitude 
H=encouraging 
L=neutral 

Weak Jump Shifts 5 – 8 @ 2 level, 9 – 11 @ 3 level (Unpassed hands 
only, fit jumps in competition) 

1Y – 3Y = Western Cue bid, Stopper ask, source of tricks Suit 2 Hi/lo= Even Hi/lo= Even  Hi/lo=Even Over that a raise to 3 level is invitational and 2NT is a natural game try 
In 4th seat same applies 3 Suit Preference    
 1 As above, unblock on 

kings 
Suit Preference As above  

VS. NT (vs. Strong/Weak; Re-opening;PH) NT 2 Hi/lo= Even Hi/lo= Even Hi/lo=Even  
2♣=♥+♠ (2♦ then  asks for longest suit) 3 Suit Preference    
2D=Natural overcall in hearts OR spades (2M =P/C, 2NT=enquiry-3C=Min 
H, 3D=Min S, 3H=Max S, 3S=Max H) 

Signals (including Trumps): Suit Preference   

2H=Hearts+ a minor 5/4+ - }2nt asks for range 3C/D=P/C 
2S=Spades+ a minor 5/4+ - }                              

  

Jump = Weak   
2NT= strong 2 suiter DOUBLES  
  
VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) TAKEOUT DOUBLES (Style; Responses; Reopening)  
Dble=T/O.  Classical; Jump = 8 – 10; 1NT = 5-10; Cue = Game forcing  
3NT is natural, in response 4C is range enquiry (4D=15-17, 4H=18-20 
4S=21-23) 4D is sign off in a major, 4H/S is constructive slam try, 

Responsive to 4D, value showing after that.  

Cue-bid = 2 suiter, 3C-4D is D+M GF 1NT-2y-X=take out  
VS. ARTIFICIAL STRONG OPENINGS- i.e. 1 or 2 1NT-2C(artificial)-X=values then pass is forcing and double is penalties SPECIAL FORCING PASS SEQUENCES 
X=Hearts, 1D=Spades, 1H/S/NT=5/4 in Colour/Rank/Other SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS (1NT) X (2y) Pass = forcing 
 Support doubles and redoubles, raises are 4 card support Making a forcing pass then pulling a double is constructive 
 1♣-(1♥)-1♠-(2♥)-X=3 card support  
OVER OPPONENTS’ TAKEOUT DOUBLE 1♣-(1♥)-X=Denies spades (1♠=4+) IMPORTANT NOTES: After a 5C or 5D response to Key Card the 

responder must go on after a sign off if he has the higher number of  
key-cards, showing extras on the way 

XX=Penalty seeking; Fit jumps,  (1NT)-X-(2y)-X=Penalties, pass is forcing  
2NT=Limit raise or better; 3x=weak After value showing doubles and redoubles the first double is for penalties  
  PSYCHICS: Rare unless speedball
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DESCRIPTION RESPONSES SUBSEQUENT ACTION PASSED HAND BIDDING 

1 Yes 3 7♥ 3/3 in minors, open 1♣ 2♣ = 10+ and clubs, F; 3♣ = 6 – 9;  1♣-1♥-1NT = 11-14, could have 4S Jump = Fit 
     2NT = 0 – 5 and fit; 3NT = 12 – 15 and fit (NF 1♣-1♥-2♥-2NT=Enquiry, game forcing  
1 Yes 3 7♥ 4 cards only unless 4432 2D=10+, 4+D, F1, 3D=6-9, 2NT=0-5 1m – 2♥/♠=weak, 5-8  
      2NT=Game forcing with 4+ support, asks for 

strength and shortages, X=penalty if they bid 
 

1  5 7♦ 5 cards 1NT=F1, 5-11; 2NT=GF 4 card support  1M-2NT-3C=>15, 3D=15+ no shortage, 
3H/S/NT=15+ and shortage 

1♥-2♣=constructive 3 card raise 

     2S=weak, 3C/D=invitational  1♥-2♦=constructive 4 card raise 
1  5 7♥  1H-3S=any singleton, 3NT/4C/4D=void splinter 

1S-3NT=any splinter, 4C/4D/4H=void splinter 
1H-3S-3NT=asks for singleton  
1S-3NT-4C=asks for singleton 

Jump = Fit, 2NT=mini splinter 
1M-3M=5 trumps and 5-8 

INT   4♠ 15-17, can contain 5M or 6m 2♣=Non-prom Stayman;2♦/♥/♠/NT=Transfers, 
3C=Shortage GF, 3D=5/5 minors GF, 3H/3S=shortage 
GF, 4C=majors, 4D=Hearts, 4H=spades, 4S=minors weak 

1NT-2C-2D-2M=constructive 
1NT-2C-2D- 3H/S=splinter in C/D normally 4441  
Transfer then raise to 3M=slam try, transfer to 
minor then new suit is shortage GF 

 

2 Yes  4♠ GF unless 2NT rebid 2♦=Negative; 2♥/♠= 2/3 Honours, 5 cards   
     Jump=solid suit, 2NT=Natural,  2C-2D-2H=hearts or 25+ balanced, forces 2S 

unless 5/5 in minors 0-5 (2nt) or poor 7 card suit 
3c/3d 

 

2 Yes 6(5)  Weak 2♥/♠=NF +constructive; 2NT=Feature ask; 3x=F; 2♦-2NT-3x=Max with high card; 3♦=Min  
    Random in 3rd; 9-12 in 4th Raise=Pre-emptive   
2 Yes 6(5)  Weak 2NT=Feature ask 2♥-2NT-3x=High card feature, non minimum  
      3NT=max, no suitable bid  
2 Yes 6(5)  Weak 2NT=Feature ask   
    20-22, balanced 3♣=Normal Stayman,  3♦/♥=Transfers; 2NT-3C-3D-3M=Smolen,GF with 4 of M and 

longer OM 
 

2NT     3♠=Minors GF; 3NT=to play 4♣=Diamonds   
     4♦=♥;4♥=♠ 4S=Clubs   
3  7(6)  Pre-emptive (11-14 4th in hand) New suit=F;   Suit= could be  Lead directional 
3  7(6)   4NT=RKCB   
3  7(6)      
3  7(6)      
        
3NT Yes   Solid Minor (Max King outside; 4/5♣=P/C; 4♦=Shortage ask 4♦-4NT=No shortage, 5C/D=natural with shortage 

in other minor 
 

    Stronger in 3rd)    
4    Pre-emptive 4NT = RKCB   
4    Pre-emptive 4NT = RKCB   
4    Pre-emptive 4NT = RKCB   
4    Pre-emptive 4NT = RKCB   
4NT Yes   Specific Ace asking 5C=0, 5D/H/S=that ace, 5NT=2 6C=ace of clubs 6D=3   
5    Pre-emptive  HIGH LEVEL BIDDING 
5    Pre-emptive  RKCB: 5C=1/4, 5D=0/3, 5H=2, 5S=2+Q, 5NT=2+void 
5    Trump asking  EKCB: 1st step=0, 2nd step=1, 3rd step=2, 4th step is 2+Q, next suit up asks for queen of 

trumps, 2nd step is asking for specific kings 
 5    Trump asking  After intervention D=0/3, P=1/4 1st step=2, 2nd step=2+Q 
      After intervention high ranking than our trump suit D=even number of key cards, P=odd 
      EKCB applies when jump to higher than game, jumps below game are splinters 



 


