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

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

	1er Stufe solide   ( Rubens x-fers
	
	
	Lead
	In Partner’s Suit
	
	CATEGORY:   Green 

	2er-Stufe 5er-Längen (Beton) ( Rubens x-fers
	
	Suit
	2nd/4th
	2nd/4th   low ENC thr. Decl.
	
	NCBO: GER

	LEB-Variationen
	
	NT
	2nd/4th
	2nd/4th  low ENC thr. Decl.
	
	PLAYERS:       Skibbe/Damm

	Sprunghebung = PRE
	
	Subseq
	2nd/4th
	s/p
	
	EVENT:            3. BL

	Neue Farbe Sprünge = PRE
	
	Other: A fragt Attitude , K fragt COUNT/DEBLOCK
	
	

	Neue Farbe F1 auf 1er-Stufe
	
	
	
	

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

	Raptor 8-16, 5m 4M  Antw: ubu
	
	Lead
	Vs. Suit
	Vs. NT
	
	

	11-14  Systeme “an” All-x-fers
	
	Ace
	AK+
	AK+
	
	GENERAL APPROACH AND STYLE

	
	
	King
	AK, KQT9x, KQx+
	AK, KQT9x, KQx+
	
	5er OF, vorbereitendes ♣

	
	
	Queen
	QJ, QJx+
	QJ, QJx+
	
	Solider Stil in Preempts und Überufen

	
	
	Jack
	KJTx+, JT9
	KJTx+, JT9
	
	1NT 15-17

	JUMP OVERCALLS (Style; Responses; Unusual NT) 
	
	10
	Tx, QT9x
	Tx, QT9x
	
	Fast arrival

	1Färber = 5er-Länge möglich.
	
	9
	T9x
	T9x
	
	

	2Färber = Gheestem
	
	Hi-X
	xHx, Hx
	xHx, Hx
	
	

	
	
	Lo-X
	xL, xxxL
	xL, xxxL
	
	

	Reopen: Solide 6er- Länge ab 14+
	
	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

	Gheestem
	
	1
	Hi=NEG/ODD
	HI=ODD
	Direct H=NEG
	
	Schwache Sprünge und Hebungen in kompetitiven Sequenzen

	1OF-3OF solide 7UF , Frage nach STOP
	
	Farbe 2
	LAV
	LAV
	LAV
	
	Viele künstliche 2NT-Gebote

	
	
	3
	
	
	
	
	BERGEN-Hebungen auch KOMP

	
	
	1
	Hi=NEG/ODD
	HI=ODD
	LAV
	
	2♦ = STR oder beide OF

	VS. NT (vs. Strong/Weak; Reopening;PH)
	
	NT 2
	LAV
	LAV
	LAV
	
	T-Walsh

	Multiy-Landy (x= 5m+4M), gilt auch nach 1m-1NT (opp)-ML
	
	3
	
	
	
	
	4♠ =RKCB in ♥sequenzen.

	
	
	Signals (including Trumps): 
	
	

	
	
	Smith
	
	

	
	
	Trumps: LAV
	
	

	
	
	DOUBLES
	
	

	
	
	
	
	

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

	(non)leaping Michaels 2er + 3er Stufe
	
	Über xx = Passe ist pick
	
	

	LEB
	
	LEB-Variationen
	
	

	x-fer auf  der 4er-Stufe in pds eö. Farbe
	
	
	
	

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

	Multi-Landy vs. starke Treffsystem
	
	SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS
	
	Pass = forcing bis zum Lvl der Einladung

	Gegen 2♣ = x =OF , 2♦= 1Färber, 2♥♠2NT=2-Färber
	
	1m-1♥-DBL= 4+♠ wenn NEG
	
	Wir passen häufig kompetitive x auf der 3er-Stufe

	Gegen 2♦ (and relay) = 2♥♠2NT=2-Färber, x= 1Färber
	
	@3er-Stufe, RESP x = Werte
	
	

	OVER OPPONENTS’ TAKEOUT DOUBLE
	
	support x bis Gegners 2♥
	
	IMPORTANT NOTES

	Transfers bis 2♠
	
	Optional x benutze LOTT
	
	Wir passen nicht in unklaren Situationen

	Pass dann x = t/o 2NT nach 1OF = ♣♦ 2NT nach 1UF = Nat.
	
	Negx-xx = dbl Topfigur
	
	PSYCHICS: 

	
	
	xx nach info-x = x-fer
	
	. 


	OPENING
	    TICK IF
ARTIFICIAL 
	MIN. NO. OF CARDS
	NEG.DBL THRU
	

	
	
	
	
	DESCRIPTION
	RESPONSES
	SUBSEQUENT ACTION
	COMPETITIVE & PASSED HAND BIDDING

	1♣
	X
	0
	4♦
	12-14NT / 18-20NT / 26+NT /
SF♣♦♥♠ / 6+♣ 15+ /

16+ ♣-Reverse
	1♦ = 4+♥ 6+ or any negative, 1♥ = 4+♠, 1♠ = x-fer to 1NT, 1NT = to play, 2♣ = 6+♣♦ inv., 

2♦♥♠ = 6+ 4-8, 2NT = 12-15, 3♣♦♥♠ = 7+ 4-8, 
3NT = 11-14 ♥+♠, 4♥♠ = Pre 8+ 4-8
	
	Mostly switching to Nat. after interference, New Suit = F1
Competitive 2♣♦ = non-forcing

After X:  XX-2♠ = x-fer

	1♦
	X
	4
	4♦
	11-23, Always unbalanced, 

5♣4♦ possible
	1♥/♠/NT = Nat., 2♣ = 10+ F1, 2♦ = 11+ 4+♦, 

2♥♠ = 6+♥♠ 4-8, 2NT = 0-7 4+♦, 3♦ = 8-11 4+♦,

3♣♥♠ = 6+♣♥♠ 4-8, 3NT = to play, 

4♣ = Exclusion RCKB
	
	New Suit = F1
After X:  XX-2♠ = x-fer

	1♥
	
	5
	4♦
	11-23, 5+♥
	1♠/1NT/2♣/2♦ = Nat.
2♠ = 6+♠ 4-8, 2NT = 15+HCP 3+,♥ = 4+♥ 0-5,
♣ = 3+♥ Pre. / inv. / slamtry, 3♦ = 10-14 3+♥,

3♠ = any Splinter, 3NT = 12-15 bal. 2♥, 4♣♦ = Fitjump (5♣♦+4♥), 4♥♠ = to play, 4NT = ♣+♦
	
	3♣♦ = stays the same
New Suit = F1

After X:  XX-2♠ = x-fer
Passed Hand: 1♥ - 3♣♦ = Fitjump

	1♠
	
	5
	4♦
	11-23, 5+♠
	1NT/2♣/2♦ = Nat.♠♠

2NT = 15+HCP 3+♠♣ = 3+♠ Pre. / inv. / slamtry,
3♦ = 10-14 3+♠, 3♥ = any Splinter
3♠ = 4+♠ 0-5, 3NT = 12-15 bal. 2♠, 4♣♦ = Fitjump (5♣♦+4♠), 4♥♠ = to play, 4NT = ♣+♦
	
	3♣♦ = stays the same

New Suit = F1

After X:  XX-2♠ = x-fer
Passed Hand: 1♠ - 3♣♦ = Fitjump

	1NT
	
	
	3♠
	(14)15-17 semi-balanced possible
	2♣ = (garbage-)Stayman, 2♦/♥/2NT/3♣ = x-fer, 

2♠ = inv. or ♣+♦, 3♦♥♠ = 6+ F1, 3NT = to play,    4♣ = x-fer♥, 4♦ = x-fer♠, 4♥♠ = to play, 4NT = inv.
	♥+♠ Sequences: x-fer = inv., 2♣ Stayman = GF or weak

After 2♠: 2NT = min. 3♣/♦ = max. + values
	X = take/out, 2-lvl = non-forcing,

2NT/3-lvl = lebensohl+KOLM,

Opp. Suit = Stayman (KOLM)

	2
	X
	5
	3♠
	11-16, 6+♣ or 5+♣+4M
	2♦ Relay, 2♥♠=to play, 2NT = PRE♣ or GF 2-Suiter, 3♣♦♥♠ inv., 3NT to play
	After 2♦ - 2M: 4♦ = Slamtry M
	After X: 2-lvl non-forcing, 2NT = Fit-bid forcing

	2
	X
	0
	?
	23-25NT / GF Suit / GF ♣+♦ / GF♥+♠ / ♥+♠ weak
	2♥♠ = to play, 2NT = Relay, 3♣ nat F1, 3♦ = 5♠+4♥, 3♥♠ =PRE, 4♥♠ = to play 
	After 2NT: 3♣ = 4♠5♥min. 3♦ = 5♠4♥min. 3♥ = 4♠5♥max. 3♠ = 5♠4♥max. 3NT = 5♠5♥
After 2♥♠ - 2NT: see below 2NT Opening
	After X: Pass = ♦, XX = asks for M preference, 2♥♠ = preference

	2
	X
	6 (5)
	?
	Weak2
	New Suit F1, Step1= ask shortness, Step2 = Ougust
	After Step2: Min-/Min+/Max-/Max+
	After X: Suit = Lead-Signal, 2NT = new Suit

	2
	X
	6 (5)
	?
	Weak2 4♥ possible
	New Suit F1, Step1= ask shortness, Step2 = Ougust
	After Step2: Min-/Min+/Max-/Max+
	After X: Suit = Lead-Signal, 2NT = new Suit

	2NT
	
	
	?
	20-22 NT, 5♥ or 5♠ possible, semi-balanced possible
	3♣ asks for M (5 and 4 card Suits), 3♦ = x-fer,     3♥ = x-fer, 3♠ = x-fer to 3NT, 3NT = ♣+♦, 4♣ = RKCB, 4♦ = ♥+♠, 4♥ = ♥+♦, 4♠ = ♠+♣, 4NT = inv.
	After 3♣: 3♦ at least one 4card M, 3♥ = no 4card / no 5card M, 3♠ = 5♠, 3NT = 5♥
After x-fer: Deny x-fer, 3NT =dbl.+5otherM
	

	3♣♦♥♠
	
	7 (6)
	?
	Preemptive
	New Suit F1, 3NT to play, 4♣ = RKCB (always)
	After 4♣ RKCB: 0 / 1-Q / 1+Q / 2-Q / 2+Q
	

	3NT
	X
	7
	?
	Gambling AKQJxxx ♣/♦
	4♣/5♣/6♣/7♣ = pass or correct, 4♦ = asks for shortness, 4♥♠ to play
	After 4♦ = 4♥/♠/NT shortness, 5m = no shortness
	

	4♣♦♥♠
	
	8 (7)
	?
	Destructive
	
	
	

	4NT
	
	
	?
	
	
	HIGH LEVEL BIDDING

	5♣♦♥♠
	
	
	?
	To play
	
	CUE = mixed Cuebids, Jump in 5♥♠ asks for TOPHonor

	
	
	
	
	
	
	Competitive: Jump in 5♥♠ asks for 2nd Round Control in Opp. Suit

	
	
	
	
	
	
	Minorwood (with negative response) except for exceptional circumstances

	
	
	
	
	
	
	SCAN (Single-Chicane-Blackwood)

	
	
	
	
	
	
	DBL is regressive, DOPI/ROPI

	
	
	
	
	
	
	Competitive: Pass and Pull = Slamtry, voluntary raise to 5M asks for Opp. Control


