
DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 
OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  
Aggressive at one level (4+ cards), sound at two level.  Lead In Partner’s Suit CATEGORY:  Natural
Change Of Suit after one level overcall, nf. 
Change Of Suit after two level overcall, Forcing. 

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

UCB with 3 card raise, 2NT rebid or GF in a new suit. NT 2nd/4th 2nd/4th PLAYERS:   F.S.Kurbalija / T.Rees
After 1M overcall, 2NT = GT in partners suit, 3 cue of opponents suit 
= 4 card raise to 3 with singleton, jump to 3 in new suit = 4 card Jump 
fit.  

Subsequently 2nd/4th 2nd/4th  

 Other: Vs Suits = Ace for reverse attitude, King for reverse count.  
 Vs No Trumps = A/Q for Reverse attitude, King for Reverse or card.  
1NT OVERCALL (2nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 
2nd/3rd /4th = 15/18 points. System on.  Lead Vs. Suit Vs. NT 
Protective 1NT = 11/15 points with 2 asking. 2 any = min. Ace A/K, Reverse attitude. A/K, Reverse attitude. GENERAL APPROACH AND STYLE 
2NT = 14/15 points, 3 any = max and 5 card suit. King A/K or K/Q, Rev. Count. A/KorKQ,Unblock or rev. C. Prepared  with 5 card Majors. 
Transfer to opponents Major is inv in OM, therefore transfer to OM is 
either GF or weak so we don’t break. 

Queen QJ, Reverse attitude. KQ/QJ, Reverse attitude. 1NT = 14/17 points. 

(1X)  P  (1Y)  1NT = 17/19 points. Jack KJ10 or J10, Rev. att/count (AKQ) J , Rev count. Intermediate 2 Opening. 
JUMP OVERCALLS (Style; Responses; Unusual NT)  10 K or Q, 10(9xxx)  (AKQ)109(xx), 109xx or 10x Weak Two’s in Majors. 
Weak Jump Overcalls.(Any) 2M (P)  2NT = asks for Singleton. 9 98(xxxx) 109x(xx) not 109xx.  
 Hi-X 2nd or 4th from Honour. Even or length from Honour  
 Lo-X MUD or Honour MUD or Honour  
Reopen: Intermediate Jump Overcall. 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 
Michaels Cue Bids (weak or strong). M = OM + ’s.  1 Rev. Attitude Rev. Count Rev. Attitude 2 = 9/13 points (10/13 in 4th) with 6 or 5/5 in minors. 
Jump Cue = Solid suit asking for stop. Suit 2 Rev. Count Suit Preference Rev. Count 2M = 5/9 points (9/13 in 4th) with 5/6 card suit. 
Re-opening cuebid. Over m= 5/5 Om + M. Over M= 5/5 OM+m. 3 Suit Preference   3NT = Any solid suit. 
2NT in 4th = 19/21 points. 1 Rev. Attitude Suit Preference Suit Preference  
VS. NT (vs. Strong/Weak; Reopening;PH) NT 2 Rev. Count Rev. Count Rev. Count  
Dble = Pens vs weak NT, 5m 4M vs 15+ NT. 3 Suit Preference    
2 = Mm 2 suiter vs weak NT, 5M 4+m vs 15+ NT. Signals (including Trumps):    
2 = Majors. 2M = Natural. 2NT = minors or GF 2 suiter. Smith Peters V No Trumps.   
VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) Peter in Trumps = Ruff or wake up call.  
Double for T/O, in 4th may be shaded and 4 is a strong T/O. DOUBLES  
Non Leaping Michaels (4m) in 2nd , and 4 in 4th.  
VS. ARTIFICIAL STRONG OPENINGS- i.e. 1 or 2 TAKEOUT DOUBLES (Style; Responses; Reopening)  
Over strong 1 – Dble = ’s, 1 = ’s; CRO & WJO. Most low level doubles are take-out (cue = FSA).  
After 1 P 1 – Dble = ’s, 1 = ’s; 1/1NT/2 = CRO. 1m x 1M x = 4 cards; 2M 5+ limited.   
 Protective doubles may be light.  
OVER OPPONENTS’ TAKEOUT DOUBLE SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS SPECIAL FORCING PASS SEQUENCES 
Fit jumps over 1M to 4m, game bids are to play. 2/2 = Trfrs Support doubles/redoubles. After double of 1NT for penalties. 
1 X 2 = GF in ’s, 2M = weak. 1 (Dble) Rdble = weak with 5’s. In GF and some GI auctions. 
1 X 2M = J.fit. 1 X 3M  = Singleton (GT). 1 X 3 = GF ’s. Game try doubles.  
 Action doubles after pre-emption by us. IMPORTANT NOTES 
 Responsive doubles to 4. Over minor 2 or no M, over M denies OM. Transfers and frequent use of artificial 2NT in competition. 
 Rozenkranz Redouble after M overcall to 3 level. PSYCHICS: Rare.
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DESCRIPTION RESPONSES SUBSEQUENT ACTION PASSED HAND BIDDING 

1 Yes 2 4 11/13 or 17/19 Bal , or Natural Transfers over 1, 1=,1=, 1=.   
1NT 6/11, 2NT 11/12 with ’s. 
2 = Inverted(GF), or  5+4(limited).  
2 = Multi. 2 = 54. 2 = 6 with 4/8 pts. 3 
= 6’s, 9/11 pts. 3/3M= minor suit swiss. 

1NT Rebid = 11/13 points. 
2NT Rebid 17/19 pts. 
1 (Tsfr to M) 1M = 3 card support; 2M= 4 
card support. 

2 = Inv, 2 = 5+4 
2M = Jump fit. 
2NT = minors 5/5, 5/8 points. 
3 = 5/8 with 6’s.             

1  4 4 Natural 10+. Inv minors (GF). 
Minor suit swiss, 2NT = Natural.  
2 = F to 2NT. 
2 = 9/11 points with 6 ’s. 
2 = 9/11 points with 6 ’s.  
 

1NT Rebid = 11/13 points. 2 = 6 and 7/9 pts. 
2 = Inv.  
2M= Jump fit (nf). 
2NT= minors 5/5, 5/8 points. 3 = 
Jump fit. 
3= 5/8 5 card support, unbal. 

1  5 4 Natural 10+. 2NT = GF ’s. Bergen raises. 3 = 9/11 with 
Unspecified Splinter. 3/4m = Voids. 

1NT Rebid = 11/13 points. Drury.Jump=4 card, splinter. 
2NT = Good 4 card raise. 

1  5 4 Natural 10+. 2NT = GF ’s. Bergen raises. 3NT = 9/11 with 
Unspecified Splinter. 4m/4 = Voids. 

 Drury. Jump 4 card splinter. 2NT 
= Good 4 card raise. 

INT  2 4 14/17 Balanced  
5M and 6m possible. 

3 = 5 card stayman, 4 suit transfers. 
3 any = Tsfr Singleton. 
4 = 5/5 m, 4 = 5/5 M. 4M = To play. 

  

2 Yes 0 7 22+ Balanced or GF. 2 = 1+ Controls, 2 = 0 Controls, 2NT = ♥’s. 3M 
= 4441, 3NT = Solid suit, 4♣/4♠ = Transfers. 

Relays.  

2  5  6 or 5/5 in minors. 
 9/13 pts or 10/13 in 4th. 

2M = Inv. Nf. 2NT = Asking. 3M = GF.   

2  5  Weak Two with 5/9 points.  
4th = 9/13 points. 

2NT = Asking for singleton.  
COS = NF 

  

2  5  Weak Two with 5/9 points. 
 4th = 9/13 points 

2NT = Asking for singleton.  
COS = NF 

  

2NT  2  Balanced 20/21 3 = 5 card stayman. 3/3 = Tsfrs. 3 = Minors. 
4L = 2 below 

  

3  6  Pre-emptive. Cos = F, 4 = TAB.    Step 1 = no A or K Cos NF after Intervention  
3  6  Pre-emptive. Cos = F, 4 = TAB.    Step 2 = A or K Cos NF after Intervention  
3  6  Pre-emptive. Cos = F, 4 = TAB.    Step 3 = A and K Cos NF after Intervention  
3  6  Pre-emptive. Cos = F, 4 = TAB.    Step 4 = A,K and Q. Cos NF after Intervention  
3NT Yes   Any solid suit. 4 = p/c, 4 = asks for sing. 4M = To play.   
4  7  Pre-emptive .   
4  7  Pre-emptive    
4  7  Pre-emptive    
4  7  Pre-emptive    
4NT Yes   Specific Ace Asking. 5 = 0, 5 = A, 5 = A, 5 = A, 5NT = 2A, 

6 = A. 
  

5  7  Pre-emptive Cos = Asking. Step 1 = No control, Step 2 = 2nd HIGH LEVEL BIDDING 
5  7  Pre-emptive Round control, Step 3 = 1st control. 5NT= GSF DOPI & ROPI
5  7  Asking for Ace or King  Action Doubles = By pre-emptor, defined as wanting to bid on (offence) but giving 

partner option if he has defence. 
5  7  Asking for Ace or King   COG cue bids after 3 level pre-empts (strain 1st, level 2nd). 
       
 


