
DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  

       WBF Convention Card     

OVERCALLS (Style, Responses, ½ Level, Reopening)  OPENING LEADS AND SIGNALS   

Style: may be 4 cards at 1 level    Lead In Partners’ suit   Category:  Green 

Responses:   Suit  3/5 3/5  NBO (Country):   Singapore 

Reopening:Natural  NT 3/5 3/5  Event: Bermuda Bowl 

       Subseq      3/5 3/5  Players:  Derek Maggs & CT Ng 

1NT OVERCALL (2nd /4th Live; Responses, Reopening)  Other:     

2nd position: 15-18    SYSTEM SUMMARY 

Responses: System on (see responses to 1NT)  L E A D S  2/1 FG except 2/1 

       Lead vs. Suit vs. NT  GENERAL APPROACH AND STYLE: 

4th position:  Natural 10-14;  Ace Asks for reverse attitude 

signal 

usu. shows K and asks 

reverse Attitude. 

 5541 2/1 strong NT 

Responses:  As above  King asks for reverse count 

may have Q or A 

usu. shows Q or A and 

asks reverse count 

 Short  

       Queen  Asks for reverse attitude  Asks for reverse attitude  Transfer responses to 1 opening 

JUMP OVERCALLS (Style, Responses, Unusual NT)  Jack 0/2 higher 0/2 higher  XYZ after three bids at one level (2 is FG) (note 4) 

Style: weak  10 0/2 Higher 0/2 Higher        

       9 0/2 Higher 0/2 Higher  1NT opening:   15-18 (if 18 will be (4333) or (4432)  

 Responses: P/C, change of suit F1  8     

Unusual notrump: yes weak or strong = lowest two unbid                       

Reopening: as above  SIGNALS IN ORDER OF PRIORITY  SPECIAL BIDS THAT MAY REQUIRE DEFENCE   

        Partner’s Lead Declarer’s Lead Discarding  Openings: 

DIRECT and JUMP CUE BIDS (Style, Resp., Reopening)  Suit:1ST H=Disc H=Disc Suit pref  2 = weak either M usu. 6 cards 3-9 HCP 

Style: Michael's weak or strong over 1C/D/H/1S;  and weak 2s         2ND H=Odd H=Odd H=Odd  2M = M(5 card) and m(4+ cards) 4-9 HCP 

Stop ask/Michael's over 2 level preempts & leaping Michael's         3RD Suit pref Suit pref H=Disc  Good/Bad 2NT usually when opponents agreed a suit 

Responses: P/C  NT: 1ST H=Disc Smith Suit pref  Drury 

Reopening:               2ND H=Odd H=Odd H=Odd  Bergen 

VS. NT (vs. Strong / Weak; Reopening; PH)         3RD Suit pref suit pref H=Disc        

Strong & Weak: 2=2M; 2=1M; 2M = M/m; Dbl=Pen 

(Multi-Landy) 

 Smith peters in NT only        

Reopening: Multi-Landy   Play in trumps usually suit preference        

Passed Hand: Multi-Landy  DOUBLES        

VS. PREEMPTS (Doubles, Cue-bids, Jumps, NT bids)    SPECIAL FORCING PASS SEQUENCES 

X=TO  TAKEOUT DOUBLES (Style, Responses, Reopening)  Pass then bid - partner doubles = more slam interest  

Cue=stop ask or Lebensohl or FG 2 suiter  Style: normal; some transfer responses        

Jumps are strong         IMPORTANT NOTES THAT DON’T FIT ELSEWHERE 

NT=strong BAL except after a 4M pre when it shows a 2 suiter  Responses: natural but some transfer responses  Serious 3NT after agreeing a major, other bids are cue bids 

VS. ARTIFICIAL STRONG OPENINGS  Reopening: transfered king  RKCB (14/30 – 2- etc; RKeKCB w. jump to 5 level in new suit 

vs strong 1:  2= 2M; 2=  or +m; 2=  or +m; 2 

= 2m. 2NT bad pre-any;  1 level = X=; =; CRO (=reds 

or blacks, =Ms or ms, NT = S+or H+) 

 SPECIAL, ARTIFICIAL AND COMPETITIVE DOUBLES        

OVER OPPONENTS’ TAKE OUT DOUBLE  Support double; competitive double; lightner double; non fit 

doubles (after a game forcing sequence and opponent's 

interference, X shows shortage in partner's first bid suit) 

 Psychics:  rare unless large fit with partner or long single suit 

Jumps are preemptive          

           



Opening Artificial Min. 
Neg. 

Double 
Description Response Note (11) Same 

1 Y 1 6S 
May have 5 if 

balanced minimum 

Transfer responses unless (1) or higher overcall.  

Jumps are weak 
(1)       

1 N 4 6S Always unbalanced 2 is inverted; 2/2S weak; 2 is near FG             

1 N 5/4 6S 4 good in ¾ posn. Mod. Bergen; Drury (may be 4 card in ¾ pos) (9) 1 denies 5 (0-4)       

1 N 5/4 6S 4 good in ¾ posn. Mod. Bergen; Drury (may be 4 card in ¾ pos) (9)             

1NT N       4S 5M or 6m ok 2 Puppet & 4 suit transfers (8)             

2 Y 0 6S 22+  or FG any  2 is negative; 2 +ve any bal hand; 2NT = +ve s              

2 Y 0 P/C Weak either M 2NT = Forcing enq; else P/C; except (10)             

2 Y 5 P/C m 4+ minor weak 
2NT = Forcing enq; else P/C (see note (5)) on 

responses to 2M opening) 
            

2 Y 5 P/C m 4+ minor weak Same as for 2             

2NT N             19-21 Bal Puppet & Transfers (8)             

3 N 6       Weak New suit F to 4+             

3 N 6       weak New suit F to 4+             

3 N 6       weak New suit F to 4+             

3 N 6       weak New suit F to 4+             

3NT Y       N/A 
Gambling in a m 

denies outside K or A 
4=P/C. 4/H/S asks for 2nd round control             

4 Y 0       8.5 tricks in  4  asks for shortage             

4 Y 0       8.5 tricks in  4  asks for shortage HIGH LEVEL BIDDING       

4 N 7       Rule of 300/500              

4 N 7       Rule of 300/500              

4NT       Y             Direct K ask       
 

5NT            

 



Simple version of transfers after 1♣ (may be one card if 4441; may be up to 5♦ if balanced and weak; open 1♣ with 44m) 

(1) 

1♣   (P or X)    1♦ shows 4+♥ (usually 5+ HCP) 1 

  1♥ shows 4+♠ (usually 5+ HCP) 2 

  1♠ denies a 4 card M (6+ HCP) 3 

  1NT shows 5+♣ denies 4M (11+ HCP) 4 

  2♣ shows 5+♦ denies 4M (11+ HCP) 5 

  2♦ shows 5-5 2M (3-6 HCP) 6 

  2M weak 6M (3-6 HCP) / 3M 7M (3-6 HCP) 7 

  3♣ shows 6+♣ and <10 HCPs 8 

  2NT = 11-12 HCP (3334 or 3343) 

  3NT = 13-15 HCP (3334 or 3343) 

1♣   (1♦) X = 4+♥ as above 

  1♥ to 3M = as above (i.e. no fit jumps) except 2NT and 3NT show a stop 

   

1♣  (1♥)  X = 4+♠ as above 

  1♠ to 3M as above (i.e. no fit jumps) except 2NT and 3NT show a stop 

1♣  (1♠ and above) NO MORE TRANSFERS 

 

1♣  (P or X)  1♦ or 1♥  (1NT/2♣/2♦/2♥) 

X = support (3 card <17HCP) usually cue bid with 17+ and support 

 

1. After 1♣ – 1♦* 

a. 1♥ shows 3♥ and 11-16HCP 

b. 1♠ shows 4+♠ and <3♥ 

c. 1NT shows fewer than 4♠ and <3♥ 

d. 2♣ shows 6+♣ (with 3145 bid 1NT) 

e. 2♦ is artificial 17+ or 16+ with ♣sand ♦ s (reverse) 

f. 2♥ is 11-15 with 4♥ 

g. 2♠ is 18-21 with 4♠ and 5+♣ 

2. After 1♣ – 1♥* 

a. 1♠ shows 3♠ and 11-16HCP 

b. 1NT shows fewer than 3♠ 

c. 2♣ shows 6+♣ (with 1345 or 1435 bid 1NT) 

d. 2♦ is artificial 17+ or 16+ with ♣s and ♦s(regular reverse) 

e. 2♥ is 16-18 reverse 

f. 2♠ is 11-14 with 4♠ 

3. After 1♣ – 1♠* 

a. 1NT is 11-15 usually 5♣ 

b. 2♣ is 5+♣ with a hand likely to be unsuitable for NT (singleton or two small doubletons in Majors) 11-15 HCP 

c. 2♦ is artificial 17+ 



d. 2M is a standard reverse 16-18 HCP 

e. 2NT is solid or semi-solid 6♣ 

4. After 1♣ – 1NT* 

a. 2♣ = 10-bad 13 HCPs 

b. 2   / /S is good 13+ with stop in suit bid 

c. 2NT is any 16+  

d. 3NT is good 13-15 with stops in 2M 

5. After 1♣ – 2♣* 

a. 2♦ shows 10-bad 13 HCPs 

b. 2♥/S Natural reverse 

c. 2NT = 16+ 

d. 3♣ = 16-18 6+♣  

e. 3♦ = Good 13-15 with good 3+♦ 

f. 3♥/S is SPL 

g. 3NT is 13-15 <4♦ 

h. 4♣ is 6+♣ and 4+♦ slam interest 

6. After 1♣ – 2♦* 

a. 2/3♥/♠ to play 

b. 2NT Forcing enquiry 

i. 3♣ = max with unequal length 

ii. 3♦ = max with equal length 

iii. 3♥ min equal length 

iv. 3♠ min longer ♠ 

v. 3NT min longer H 

7. After 1♣ – 2M* 

a. 2NT asks 

i. 3♣ = 5/6 with KQ or KJ of suit 

ii. 3♦ = 5/6 with one top honour 

iii. 3♥ = 3/4 with one top honour 

8. After 1♣ – 3♣ 

a. New suit is forcing to game (shows a stop) 

 

--------------------------- 



 

 (2) Responses to 2NT opening and 2C/2x/2NT 
 

3♣ = Puppet (Italian Stayman) 2 

3♦  = 5+♥ (transfer breaks to lowest ace with 4 card support) 1 

3♥ = 5+♠ (transfer breaks to lowest ace with 4 card support) 

3♠ = 5/5+ 2m (no 3 card M) 

3NT = to play (no slam interest) 

4♣ = Gerber 

4♦  = 5/5+ 2M no slam interest 

4♥ = to play no slam interest 

4♠ = to play no slam interest 

4NT= Quantitative (usually 4333 or 44 2m) Pass with min or bid a 4 card m with max or 6NT 

5NT = Quantitative bid 6 or 7 

 

1 After no transfer break,  

3♠ if available is 5+♥ and 4♠ 

a new suit at the 4 level is 5/5+ with slam interest 

a new suit at the 5 level is RKCeB self-agreeing transfer suit 

 

2 After 3♣ – 3♦, 4m is a slam try in that m (5+ cards) 

 

 

 (3) Transfers after 1M (X) 
 

1♥ (X) 1s is natural, 4 good or 5+ any 

1NT = transfer to clubs 

2♣ = transfer to diamonds 

2♦ = a good 3 card raise (8-10) 

2♥ = weak raise 

 

1♠ (X) 1NT = transfer to clubs 

2♣ = transfer to diamonds 

2♦ = transfer to Hearts 

2♥ = a good 3 card raise (8-10) 

2♠ = a weak raise 

 

1M (x) 2NT is either a limit raise in M OR a long minor (weak) 

 

 



 (4) XYZ 
 

After our side bid (or show) three suits or two suits (after 1♣ and Xfer response) and then 1NT (e.g. 1♣* - 1♥* - 1♠ or 1NT) the following applies: 

2♣ is a puppet transfer to 2♦ (usually 6 ♦s and fewer than game values but may be invitational) 

2♦ is artificial and FG 

Using the convention 

After opener's one of a suit (X), partner's one of a suit response (Y) and opener's 1-level rebid (Z) (a very common sequence), 2♣ from opener's partner 
forces 2♦ from opener. Holding a weak hand with diamonds, one can now pass. Other bids are invitational, describing also the nature of the hand. A 
2♦ rebid by responder, however, is game forcing with any hand. Responder may also jump to 3 of any suit (except 3♣, which is signoff) to show a game-
forcing hand with a good suit or, if the jump is in one of opener's suits, two of the top three honours. 

Although it is mandatory in the XY Notrump form of the convention to complete the relay 2♣ to 2♦, when Z was a suit, opener may be unlimited. In such a 
case it is acceptable, if opener has too good a hand to risk being dropped in 2♦ to bypass the relay and make a (forcing) bid. 

It is also customary to retain the convention in the face of certain competitive actions, for example after a double by opener's LHO, or a negative double by 
partner. After an overcall by RHO, assuming that the bidding has not gone past 1NT, the convention is still on (for example after 1♦ - (pass) - 1♥ - (1♠) - X 
where X is a Support Double). 

The XYZ sequence that starts with 2♣ after 1-1-1 usually begins an invitational sequence. For example, 1♦ - 1♥ -1♠ - 2♣ -2♦ - 2♠ shows an invitational hand 
with four ♠. However, the 2♣ relay can also be used to show other hand types. For example, with Axx KQxx Axx KQJ, after partner opens 1♦, we respond 1♥ 
and partner rebids 1NT, we must bid 4NT quantitative in order to invite slam. Using XYZ, after partner's 1NT rebid, we bid 2♣, forcing 2♦ by partner, and 
then jump to 3NT, which shows this hand. Thus, we are able to make our slam invitation one level lower. 

 

 

(5) System notes including Muideberg 2M openings  

 
2 = 5 and 4+m (usually 5-5+ when Red vs. Green) 4-9 points - Majority of values to be in the two suits. Denies two aces 

2♠ = 5♠ and 4+m (usually 5-5+ when Red vs. Green) 4-9 points - Majority of values to be in the two suits. Denies two aces 

    2NT response to 2M opening is forcing enquiry 

 3♣ any minimum 5/4 or 5/5 (<=6HCPs) 

 3♦ any maximum 5/4  (7-9HCPs) 

 3 6 or 7 clubs 

 3♠ 6 or 7 diamonds 

 3NT max 5-5 (either minor); 4♣ asks and 4♦ shows clubs and 4 shows ♦ 

 4m shows 5-8 distribution 

  

All bids by responder below game after 2NT response are forcing for one round (e.g. 3♠ is 5+♠ and F).   

So 2 – 2♠ is NF and 2 - 3♠ is INV 

All responses of a minor 3♣ to 7♣ are P/C. 

Simple raise of Major bid is PRE. 

If minor not clear then bid step responses i.e. one step is ♣, 2 steps ♦.  Even over interference cheapest bid or pass = one step (♣), Double (♦) 

https://en.wikipedia.org/w/index.php?title=Support_Double&action=edit&redlink=1


 

(6) Defence to Strong ♣ systems and strong 2♣ openers 
 

 

(1♣/2♣*)    Pass = nothing to say or 14+ 

Double =  8-13 

Same level ♦ = ♠ 8-13 

  Same level  = 2 suits same Colour (usually 8 or 9 cards) 

  Same level  ♠= 2 suits same Rank (usually 8 or 9 cards) 

  Same level NT = pointed suits or rounded suits (Other) (usually 8 or 9 cards) 

  ♣ cue bid 2M (10+ cards) 

  Jump ♦ =  (6 card or S+m 10+ cards) 

  Jump  = (6 Card S or +m 10+ cards) 

  Jump ♠ = Bad pre-empt (usually 7 cards) in any suit (denies two of top three honours) 

  Jump NT = 2m (at least 10 cards) 

  Double jump = good pre-empt in suit 

 

' * Where the bid is the strongest in their system  

 

 (7) Defence to 1NT doubled for Penalties (opening or after our overcall) 
 

Pass forces Redouble from Partner 

 Then bid a suit to shows that suit and a non-touching suit 

Redouble = asks partner to bid his longest suit or lowest four card suit 

Bid a suit shows that suit and the next highest suit 

2♠ = to play 

Jumps are preemptive 

 

  

 

 (8) 1NT/2NT sequences 
 

1NT/2NT        4♣ = GERBER ace asking (1430) 

 

1NT       4♦ = weak transfer to 4 (usually <8HCP) 

           4 = weak transfer to 4♠ (usually <8HCP) 

  

------------------------------------------------------------------------------ 

1M – 3NT shows (23)44 with two card support and 13-15 points. (3 cards in other M) 

 

 

 

 

 



(9) Jacoby 2NT response to 1M 
 

3m/OM = singleton 

3M is 5 or 4 loser hand 

3NT is 5332 18-19 

4m/OM = second suit (5+) 

4M is 5332 weak 5332 or 6322  

(10) 4 level responses to 2♦ openings 
 

4♣ asks opener to transfer into his Major 

4♦ asks opener to bid his Major 

4 = Pass or correct 

4♠ = TO PLAY  

 

 

(11) 1 – 1♠ 
 

1♠ shows 4 or fewer ♠ 

1NT shows 5+♠ 

 

1   1♠ 

     1NT shows 4 ♠ and 5+ 

     2♣/♦ = 3+ 


