
 

 

 

 

DEFENSIVE AND COMPETITIVE BIDDING  LEADS AND SIGNALS  CONVENTION CARD 

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

1-Level = 8-15 HCP 5-cards   Lead In Partner’s Suit CATEGORY:  Green 

2-Level = 10-15 HCP 5-cards  Suit 3rd , 5th 3rd , 5th NCBO: Thailand 

Response: Raise Suit = 6-9 HCP 3+SUPP, 1NT = 8-10 HCP,  NT 2rd , 4th  2rd, 4th PLAYERS:   Jaturong Sasibut – Ratpraorn Uthai 
New Suit 

=5+ NF, CUE = good SUPP 10+, 2NT = 11-13 HCP,  

Subseq   EVENT: All Event 

Jump CUE= 4+ SUPP mixed raise, Jump Raise = PRE, 3NT = to play Other:    

Balancing Position = Same (may be lighter)   

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

2nd  :1NT =15-17 HCP BAL: Response: system on Lead Vs. Suit Vs. NT 

Reopen :1NT = 12-14 HCP BAL Ace A, Ax, AKx (+) AKJ10(+); asks UB or CT GENERAL APPROACH AND STYLE 

Response : system on (add +3 points) King AK; K, Kx, KQ (+) AK (+), KQJ (+), KQ10 (+) 2 over 1 

4th Live  :1NT = 15-17 HCP BAL Queen Q, Qx, QJ (+) Q, Qx, QJ9x (+), QJ10 (+) Minor opening; 1♦ = 4+ ♦ (unless 4-4-3-2), 1♣ = 3+ ♣  

Response: system on. Jack J, Jx, J10 (+) J, Jx, J10x (+) 2♣ artificial strong, any distribution, 22+ HCP or less than 4 losers 

JUMP OVERCALLS (Style; Responses; Unusual NT)  10 10, 10x, HJ10 (+), H109 (+) 10, 10x, HJ10 (+), H109 (+)  

1-Suit  : Pre-emptive  9 9, 9x, 109x 9, 9x, 109x  

 Hi-X Sx; xSx (+), Sxx if raise  Sx; xSx (+), Sxx (+) if raise  

 Lo-X HxS, HxxS (+), HHxS (+) HxS; HxxS (+), HHxS (+) 1NT Opening: 15-17 HCP BAL allowed 5 card minor 

Reopen :  SIGNALS IN ORDER OF PRIORITY 2 Over 1 Response = 13+ HCP, FG 

DIRECT & JUMP CUE BIDS (Style; Response; Reopen) 
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Partner’s Lead Declarer’s Lead Discarding SPECIAL BIDS THAT MAY REQUIRE DEFENSE 

Direct Cue bid = Michaels Cue bid  1. ATT: Low = ENC CT: Lo/Hi = Even Odd = ENC 3NT Gambling = Solid 7+ card minor without outside A or K  

1m-(2m) = both majors; 1M-(2M) = other major & minors 2. CT S/P  3rd seat may be light, usually with the good suit. 

Direct Cue bid over weak 2 = Michaels Cue bid 3. S/P (Dummy Short)    

Jump Cue bid = ask stopper in the opponent suit (with running sui) 

N
T

 1. ATT: Low = ENC CT: Lo/Hi = Even Odd = ENC  

VS. NT (vs. Strong/Weak; Re-opening; PH) 2. CT S/P   

Cappelletti in direct and reopening (strong & weak) 3. S/P     

Dbl = penalty (15+hcp); 2♣=10-15, 2 majors 5-4; 2=10-15, single suit  Signals (including Trumps):   

2♥ = 10-15, Heart & minors; then 2NT = ask m, 2♠/3♣/3♦ = NF    

2♠ =10-15, Spade & minors; then 2NT = ask m, 3♥/3♣/3♦ = NF   

2NT = 2 minors (at least 5-5) DOUBLES  

Reopening : same   

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

VS weak 2; DBL = T/O, Cue = Michaels (both Major or oM & minors) Style: May be light with classic shape, thru 4; Doubler rebid = 16+  

Jump new suit = Good jump overcall, 2NT=16-18 hcp (system on) RESP: CUE = 13+ F1, jump new = 8-12, New = 0-7 NF  

 1NT=8-10, 2NT=11-12, 3NT=13-15  

VS. ARTIFICIAL STRONG OPENINGS- i.e. 1 or 2 Reopening: DBL can be lighter. SPECIAL FORCING PASS SEQUENCES 

Natural SPECIAL, ARTIFICIAL & COMPETITIVE DBLS/RDLS After 2/1 Game forcing 

 NEG DBL thru 3♠ and at 3-Level after 1NT opening 1X - (DBL) - RDBL 

 1m-(1♥)-DBL: exactly 4, 1m-(1)-DBL: suggest 4+ ♥   

OVER OPPONENTS’ TAKEOUT DOUBLE Responsive DBL thru 3♠: 6+ at 2-level and 8+ at 3m, 10+ at 3M IMPORTANT NOTES 

After m opening: RDBL = 10+ HCP, usually bal. hand Support DBL and RDBL thru 2: 3-M SUPP   

After M opening: RDBL = 10+ HCP, imply no fit Maximum SUPP DBL: DBL at 3-level ask to bid game with MAX  

  PSYCHICS: rare 
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OPENING BID DESCRIPTION 

DESCRIPTION RESPONSES SUBSEQUENT ACTION COMPETITIVE & PASSED 

HAND BIDDING 

1♣  3 3♠  12-21 HCP 1♦ = 6+ hcp 4+ ♦; 1♥/1♠ = 6+ hcp 4+ ♥/♠; 1NT= 6-9 hcp New minor F; 4SF, SJS=19-21, Jump 2NT=18-19 1♣ - 2♣ = 10-11 hcp, 5+ ♣  

    3+ ♣  2♣ = 10+hcp, 2NT = 10-12 BAL Reverse = 16-21 hcp  

     3♣ = 6-9 hcp 5+ ♣; 3♦/♥/♠ = WJS; 3NT = 13-15 BAL   

1♦   4 3♠  12-21 HCP 1♥/1♠ = 6+ hcp 4+ ♥/♠; 1NT = 6-9 hcp New minor F; 4SF, SJS=19-21, Jump 2NT=18-19 1 - 2 = 10-11 hcp, 4+   

    4+ ♦ (unless 4432) 2♣ = 13+ hcp F; 2♦ = 10+ hcp, 4+ ♦; Reverse = 16-21 hcp   

     2NT=10-12 hcp; 3♣ = 10-12 hcp, 6+♣, 3♦ = 6-9 hcp, 5+ ♦    

     3♥/3♠/4/4♠ = WJS; 3NT = 13-15    

1♥  5 3♠  12-21 HCP 1♠ = 6+ hcp 4+ ♠; 1NT = 6-12 hcp F; 2NT = 13+ J2N, bal. 1♥ - 2♥ - 2♠ = Short suit game try 1♥-2♣ Rev Drury 

    5+ ♥  2♣ = 13+ hcp 4+ ♣; 2♦ = 13+ hcp 4+ ♦; 2♥ = 7-9 hcp 3+ ♥  1♥ - 2♥ - 2NT/3♣/3♦ = Long suit game try 2♥=WK; New =12-18; 3=18-21 

     3♣ = 6-9 hcp 4+♥, 3 = 10-12 hcp 4+♥, 4 = PRE 1-2NT; 3X=S/S, 3=18-21, 4=min, 4X=5+-5+ J/new = SPL 

     3♠/4♣/4♦ = Splinter 13+ hcp 4+ ♥    1-1NT = 6-9; NF 

1♠  5 3♠   12-21 HCP  1NT = 6-12 hcp; 2NT = 13+ hcp J2N; 2♣ = 13+ hcp 4+ ♣  1♠ - 2♠ - 2NT = Short suit game try 1♠-2♣ Rev Drury 

     5+ ♠  2♦ = 13+ hcp 4+ ♦; 2♥ = 13+ hcp 5+ ♥; 2♠ = 7-9 hcp 3+ ♠  1♠ - 2♠ - 3♣/3♦/3♥ = Long suit game try 2♠=WK; New=12-18; 3♠=18-21  

     3♣ = 6-9 hcp 4+♠, 3 = 10-12 hcp 4+♠ 1♠ - 2NT; 3X = S/S, 3♠=18-21; 4♠=min; 4X=5+-5+  J/new = SPL 

      4♣/4♦/4♥ = Splinter 13+ hcp 4+ ♠   1♠-1NT = 6-9; NF 

     4♠ = PRE   

1NT  - - 15-17 HCP,  2♣ = STAY 8+ hcp, ask 4-M   1NT – 4♦/4 - 4♥/4♠; 4NT = RKCB, New = Cue  

    Bal. (5332), (4333), (4432) 4 WAYS TRF    

     3NT = 10-14 hcp BAL; 4NT = Quant; 4♣ = Gerber   

      4♦=Texas Transfer to 4♥; 4♥ = Texas Transfer to 4♠   

        

2♣ X 0  ART, STR, 2♦ = (R); 2♥/2♠ = 8+ hcp 5+ card w/ 2+ top honor,    

    22+ HCP less than 4 losers 3♣/3♦ = 8+ hcp 5+ card w/ 2+ top honor,    

2♦   6  6-10 HCP 6+ ♥/♠ 2♥/2♠ = P/C; 2NT = ask 2♦ - 2NT;3♣ = strong, 3♦ =  6+ ♥ weak, 3♥ = 6+ ♠ 

weak 

2♦ - 2NT - 3♣ - 3♦ = ask suit; 3♥ = 6+ ♥, 3♠ = 6+ ♠ 

 

     3♣ = 15+ hcp 6+ ♣  3NT = 9-10 SOL suit.  

2♥   6  6-10 HCP 5+ ♥/4+m 2NT = ask minor suit, 3♣ = P/C   

2♠   6  6-10 HCP 5+ ♠/ 4+m Same above concept   

2NT    20-21 HCP 3♣ = puppet stayman; 3♦/3♥ = Transfer 3♥/3♠; 3♠=MSS   

    Bal. (5332), (4333), (4432) 4♣=Gerber; 4♦/4♥=Texas; 4NT = Quantitative   

3X  7   PRE; rule of 2 and 3 New suit = forcing   

3NT X 7  Solid minor suit, no A or K 4♣ = pass or correct, 5♣ = pass or correct   

4X  8  PRE; rule of 2 and 3  New suit (below game) = forcing    

      HIGH LEVEL BIDDING 

      - 4♣/4♦/4NT = RKCB 

      - 5♦ or 5♥ = Q asks: 5 S/A = no Q, 5NT = Q but no king, 5X, 6X = Q w/ K (X’s) 

      - 5NT = ask Specific King: 6X = Lowest K (X’s), then 6 others = ask second K 

         Answer Second K ask: 1st step = Kxxx (+), 2nd = Kxx, 3rd = Kx, 6 S/A = no king 

      - Ans 4NT with void: 5NT = oven /void, 6X = odd /void in X, 6 S/A = void / void above 

      - Interfere 4NT, below S/A, : (DOPI)→D = 0/3, Pass=1/4, 1st step=2, 2nd step=2 w/Q 

      - Interfere 4NT, above S/A or S/A, : (DEPO)→D = even (0,2,4), Pass=odd (1,3,5) 

       



 


