
    DEFENSIVE AND COMPETITIVE BIDDING  

 OVERCALLS (Style; Responses; 1/2 Level; Reopening)  

 1-level: 5+(8-16)     Resp: 1/1=F1; Jump Raise=PRE; CUE=fit, 

10+; 
 

 1NT=8-11, stopper; 2C=ART, DRURI /1M O/C;  

 2/1=NF; 2NT=INV with 4+card support; JS=INV, Suit+fit(ph) 

 
 

   

 2-level: 5+(10-16)   Resp: new suit=NF 2-level; 2NT=INV  

   

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

 15-18 HCP; (1M) resp: 2C= TRF D, 2D= TRF OM, 2M=stay.,  
 2OM= TRF C, 2NT=INV, 3m=6+, INV, 4C/D=H/S  

   

   

 REOPEN: 1NT=11-14 HCP; 2NT=18-20 HCP  

 JUMP OVERCALLS (Style, Responses, Unusual NT)  

 1-Suit:  PRE  
 2-Suit: 2NT=2 lowest suits, WK or very STR   

   

 Reopen:  2NT=BAL(18-20); Jump O/C=6+ good hand (10-15)  

 DIRECT AND JUMP CUE BIDS (Style, Respones, Reopen)  

 MICHAELS CUE: (PRE or STR) in direct and over 1NT resp  
 (1m)-2D:H+S; over ART (1D)-2D=NAT  

 (1M)-2M: OM+m, 2NT asks m; JUMP CUE: Stopper ASK  

 VS. NT (vs. Strong / Weak, Reopening, PH)  

 vs. STR(14+) DBL=1-suiter; 2C=C+any; 2D=D+M; 2H=H+S;  
 2S=NAT, 6+; 2NT=any 55 very STR; 3x=PRE; REOP: same    

 vs.WK=MLTI-LANDY exclude PH(DONT)  

 DBL=PEN; 2C= H+S; 2D=any M, 6+; 2M=that M+m; 

2NT=C+D 

 

 VS PREEMPTS (Doubles, Cue-bids, Jumps, NT bids)  

 LEBENSOL after (WK2M)-DBL; vsMulti: DBL=T/O w/o S;  
 DBL=T/O thru 4H; (2,3M)-4m=OM+m; (3D)-4C=C+M;  

 4NT:/4H=C+D, /4S=any 2-suiter, /4m=Nat  

 3-level CUE=stopper ask;   

 VS. ARTIFICIAL STRONG OPENINGS  

 /STR 1C: DBL=M’s; 1x=nat 4+; 1NT=44 m’s  
 2x=nat; 3x=nat, PRE  

 /STR 2C: DBL=C  

   

   

   

   

 OVER OPPONENTS'  TAKEOUT DOUBLE  

 New suit=NAT, F at 1-level only (4+cards); Raise=PRE;  
 (1M)1NT->2 open suit-1=TRSF;   

 1x-(DBL)-2NT=LR 4+x 1M-(DBL)-3NT=Raise to 4M  

   

  LEADS AND SIGNALS  

OPENING LEADS STYLE  
 Lead In Partner's Suit  
Suit 4th; 2nd from weakness same  

NT 4th; 2nd from weakness   

Subse
q 

STND   

A ask for count, K ask for enc (trump)  

  

LEADS  
Lead Vs. Suit Vs. NT  
Ace A(+); AKxx(+) Ax; AKJx(+);AK(+)  

King AK; AKx; KQx(+) KQx(+):ask ATT; AKJ10  

Queen QJ; QJx(+) QJx(+); KQ109(x): asks J  

Jack J10(+); KJ10x(+) J10(+); KJ10x(+)  

10 10x; H109x(+) 10x; H109x(+)  

 9  9x, 9 9x, 9  

Hi-x Sx; xSx; xSxx; HxxSx xSx  

Lo-x HxS; HxxS(+); xSxx; HxxS(x+)  

SIGNALS IN ORDER OF PRIORITY  
 Partner's Lead Declarer's 

Lead 
Discarding  

 1 Low=Encrg Hi/Lo=1 E=S/P, O=ENC   

Suit 2 Hi/Lo=1 S/P   

 3     

 1 Low=Encrg Lo= Encrg 

(Smith) 
E=S/P, O=ENC  

NT 2 Hi/Lo=1 Hi/Lo=1   

 3     

Signals (including Trumps): trumps echo (Hi/lo)  
SMITH vs NT (Discouraging from both players=High)  

  
DOUBLES 

 

TAKEOUT DOUBLES (Style, Responses, Reopening)  
If 4-3-3-3 then usually 13 HCP  
RESP: 1NT=7-10, stopper; CUE=F1; other=NAT  
RESP DBL thru 4H Over Raise Only  
 /(1m)-DBL-(1S)-DBL=4H  

SPECIAL; ARTIFICIAL AND COMPETITIVE (RE-)DOUBLES  
NEG DBL thru 4H  
1m-(1H)-DBL: no 4S; 1C-(1D)-DBL: 4H+4S;  
Support DBL/RDBL (below 2 of RESP suit)  
  
  

  
  

  

  

 WBF Convention-Card  

   

 Category: GREEN   
 NCBO: UKRAINE  EVENT: All events  

 PLAYERS:  ALEKSEI ZHUKOVSKII   

   VIKTORIIA ZHUKOVSKA    

  
  
 SYSTEM SUMMARY 

 GENERAL APPROACH AND STYLE 

   3-card minor 

   5-card Major 

   2= Strong, ART (22+) 
 

 

   2/2/2: weak twos (5 possible) 

  

  

  1NT Opening:  15-17 HCP, bal.  

   2 over 1 responses: GF 

 SPECIAL BIDS THAT MAY REQUIRE DEFENCE 

  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

 SPECIAL FORCING PASS SEQUENCES 

 When we show near game values 

  

  

 IMPORTANT NOTES THAT DON'T FIT ELSEWHERE 

  

 OPP 1/ if <3 possible/ is treated as non showing suit: (1)-2 

=NAT  If partner passed then preempts on the 3-rd hand can be random 

 PSYCHICS: 

 Rare 
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DESCRIPTION 

 
 

RESPONSES 

 
 

SUBSEQUENT AUCTION 

 
 

PASSED HAND 
BIDDING 

1♣  3 4H 11-21HCP; 12+ if BAL 1D=Walsh D; 2m=F1(10+); 3m=PRE; 1NT=6-10, NF; 1m-1M-1NT-2C/D=2 way checkback; 1m-1x-2y: WolfSO  

1♦  3 4H 11-21HCP; 12+ if BAL 2NT=INV; 2om=NAT, FG; 2M=STR JS; 2m=F1(10+) 1m-1M-2NT: 3m,3M=NF, 3om,OM= NAT F  

    4D/5C with min possible 3M=SPL; 1D-3C=9-11, 6+ Jump REBID=Reverse; double Jump=SPL  

1♥  5 4D 11-21 HCP 1NT=F1(4-11); 2x=FG; 2M=constr(7-9); 1M-2M: 2M+1=shows shortness(2M+2 relay)  

     2NT=4+M, INV; 3,4M=PRE; 3m=9-11, 6+; 1M-3M: 3M+1=shortness ASK; other=shortness;  

1♠  5 4D 11-21 HCP 3NT= 3-3-(4-3), 13-15; Auto-SPL/1NT resp  

1NT   4D 15-17 HCP, 5M, 6m may be 2C=NF STAY; 2D/H/NT=H/S/D; 4H/S=nat; /2C: 2NT=INV; 1NT-2C-2D-3M: 4M and 5+OM  

     2S=C or INV 3NT; 3C/D=6+ FG; 3H/S=(54)minors, /TRSF to M: 2NT=INV; 3m=NAT, FG; 4NT=INV  

     Short H/S; 4C/D=H/S /TRSF to m: new Suit=6+m, short Suit  

2♣ Y  7S ART, STR 2D=0-2 control; others=NAT 3+control, /2D: 2NT=BAL; Jump=STR suit w/o loser;  

     3H->4D=1-loser suit DJ=WK, long suit  

2♦  6  6-10 HCP, 6+♦ 2NT=ASK for shortness; 3x=NAT, F;   

2♥  6  6-10 HCP, 6+ 2NT=ASK for shortness; 3x=NAT, F;   

2♠  6  6-10 HCP, 6+ 2NT=ASK for shortness; 3x=NAT, F;   

2NT   4D 20-21 HCP Puppet; Transfers; 3S=one or both m, Slam try /3S-3NT: 4m=1-suit slam try; 4M=shortness, C+D  

     4C/D=H/S Slam try; 4H,S=NAT; 4NT=INV /3C-3D-3M= 4OM; /3D-3H-3S=5H+5S, slam try  

3♣  6 
 

 All 3x=PRE, NAT 3x=NAT F1 3m–3M–3,4 new suit = shortness 
 

3♦  6 
 

  3x=NAT F1  
 

3♥  6   3S=NAT, 4C,D=CUE   

3♠  6   new suit=CUE   

3NT Y 7  Sol m, w/o outside C bids=P/C; 4D=asks shortness; 4NT=INV /4D: 4M=S/S; 4NT=no S/S; 5m=short om  

4♣  7  All 4x=PRE, NAT /4m: Game bids are NAT   

4♦  7      

4♥  7   5M=trump ASK   

4♠  7      

4NT Y   Ask about Aces 5C=no; 5NT=2 Aces; other=Ace in this suit   

5♣    and 5D: NAT, PRE    

5♥    and 5S: NAT, STR Asks responder to bid 6M with A or K; 7M with both   

        

      HIGH LEVEL BIDDING 

      
RKCB-1430; Exclusion Blackwood; DOPI (double or redouble=0/3, pass-1/4, cheapest 

bid=2); at level higher than 5agreed suit DEPO (double=even, pass=odd) 

      Next step after RKCB=ASK trump Q: Agreed  suit-NO or Bid suit means this King or 2 others 

      
SPL Raises: double Jump Shift /suit opening; double Jump in 4th suit; new suit jump after 

single M raise; double new suit jump after 1NT response 

      GSF: 6 agreed suit=NEG; 6C=A or K, min length; 6D= A or K with extra length 


