
 
 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  W B F CONVENTION CARD 
OVERCALLS (Style: Responses: 1 / 2  Level; Reopening) OPENING LEADS STYLE  
Weak on the 1 level = 5+ card suit and 6/9 HCP  Lead In Partner’s Suit CATEGORY:  i.e. Green / Blue / Red / HUM / Brown Sticker: 
 Suit Small from honour 

MUD 
Top of sequence 

Top of suit NCBO:  

 NT 4th highest of longest suit low PLAYERS:   BARBARA CROSBY & PATSY ELS 
 Subsequent    
 Other: if supported   high from xxx in partner’s suit       Yes  
   
1NT OVERCALL (2nd/4th Live; Responses; Reopening) LEADS SYSTEM SUMMARY 
16+ HCP  Lead Vs. Suit Vs. NT 
 Ace Top of sequence or 

Singleton 
If top of sequence GENERAL APPROACH AND STYLE 

 King If top of sequence  If top of sequence  BASICALLY SAYC WITH A FEW DIFFERENCES.     
 Queen If top of sequence If top of sequence  OPEN 5 CARD MAJOR; 4 CARD MINORS BUT CLUBS 
 Jack If top of sequence If top of sequence  COULD BE SHORT AS 2; STRONG 2’s IN MAJORS; MULTI  
JUMP OVERCALLS (Style; Responses; Unusual NT)  10  Yes if followed by the 9 and 

a higher honour 
2 PLAYED 5 WAYS (WEAK MAJORS, STRONG MINORS & 

Weak jump over = 6 card suit 8/11 HCP (not vulnerable) & 12+ (if 
vul) or distributional 

9 no no NT 19); 2 CLUBS CAN DISTRIBUTIONAL OR 23 HCP; 1 NT 
15/17 & 2NT 20/22 BOTH HAVE TRANSFERS & STAYMAN. 

2NT (Ghestem) the 2 lowest unbid suits Hi-X Yes if partners suit no 4TH SUIT FORCING, GEHSTEM  
 Lo-X If king Ace no SLAM BIDDING : RCKB 41/30 AFTER A SUIT; 

BLACKWOOD AFTER NT AGREEMENT 
Reopen:  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 
GHESTEM 1 Odd encouraging n/a Low for lower & 

high for higher unbid 
suit 

GHESTEM OVERCALL IN 2ND SEAT = 2 SUITED HAND  

 Suit 2     
 3     
 1     
VS. NT (vs. Strong/Weak; Reopening;PH) NT 2 Odd encouraging n/a Low for lower & 

high for higher unbid 
suit 

 

 3     
 Signals (including Trumps): Low for lower and high for higher unbid suit  
   
   
 DOUBLES  
  
VS.PREEMTS (Doubles; Cue-bids; Jumps; NT Bids) TAKEOUT DOUBLES (Style; Responses; Reopening)  
Double and bid is strong   
 Double for suit -takeout 

Double and bid = 15+ HCP 
Double and Cue Bid = 20+ HCP 

 

 

 Double in balancing position could be 10 points, not necessarily 
an opening hand 

 



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

 SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS  
 4NT BY OPPOSITION IF RESPONSE IS DOUBLED IT IS AKING FOR 

THAT SUIT TO BE LED 
 

   
OVER OPPONENTS’ TAKEOUT DOUBLE  IMPORTANT NOTES 
   
   
  PSYCHICS:  
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DESCRIPTION RESPONSES SUBSEQUENT ACTION 
COMPETITIVE & PASSED 

HAND BIDDING 

1 X 2  12/21 HCP  5/9 HCP 1 OF LONGEST SUIT OR 1NT   
     10/16 HCP 2 OF OWN SUIT OR 2NT   

1  4  12/21 HCP 5/9 HCP WITH SUPPORT 2D OR 1H/S OR 1NT   

     10/16 HCP 3D OR 2 OF OWN SUIT OR 2NT   

1  5  12/21 HCP 5/9 HCP 2H WITH SUPPORT OR 1S OR 1NT   
     10/16 HCP 3H OR JUMP IN OWN SUIT OR 2NT   
1  5   AS FOR H’S ABOVE    

INT    15/17 POSSIBLE 5 CARD H/S STAYMAN/PUPPET STAYMAN; TRANSFER   
        

2 X   23 HCP OR LESS IF HAND IS 
DISTRIBUTIONAL. GAME 
FORCING 

2D WEAK, 6+HCP 2 H/S/NT; 7/9 NT IF 
BALANCED; 10/11 3NT IF BALANCED 

  

2 X 6   MULTI 2 WEAK MAJORS 2H RELAY; 2NT 16 HCP   

    STRONG MINORS NT19 HCP    

2  5  STRONG 8 TRICK HAND 2 D WEAK; 7+ HCP 3H WITH 3 CARD    

     SUPPORT OR OWN 5 CARD SUIT OR 3NT   

2  5  STRONG 8 TRICK HAND  2D WEAK; 7+ HCP 3H WITH 3 CARD    

     SUPPORT OR OWN CARD SUIT OR 3NT   
2NT    COULD HAVE  5 CARD     
    MAJOR    

3  7  LESS THAN 10 HCP 0/10 HCP PASS, 13+ RAISE TO GAME   

3  7  LESS THAN 10 HCP 0/10 HCP PASS, 13+ RAISE TO GAME   
3  7  LESS THAN 10 HCP 0/10 HCP PASS, 13+ RAISE TO GAME   

3  7  LESS THAN 10 HCP 0/10 HCP PASS, 13+ RAISE TO GAME   

        
3NT    25 HCP & BALANCED PASS,  STAYMAN OR TRANSFER TO MAJOR    
     OR LOOK FOR SLAM WITH 8+HCP   

4  8  STRONG PRE-EMPT PASS OR BID GAME WITH FIT & POINTS    

4  8  STRONG PRE-EMPT PASS OR BID GAME WITH FIT & POINTS   
4  8  STRONG PRE-EMPT PASS    
4  8  STRONG PRE-EMPT PASS    



4NT        

5       

5       
5       
5       
       
       
       
       

 


