Team Game Mechanics & Strategies
Team Game Mechanics
· Basics of Team vs Pair
· You and your partner have another pair as your teammates; one pair plays N/S at one table, the other pair plays E/W at another table, and both tables play the same boards
· You play a preset number of deals. Two session events commonly run around 48 boards.  Thus, each match/round tends to be 6, 7 or 8 boards.
· Your result comes from comparing both tables’ scores on the same boards and turning the difference into IMPs (more on scoring later)
· Shuffle and play
· Generally, in team events, you will shuffle at the beginning of each round (or if round robin shuffle once for the double round) – thus no hand records, but follow the Director’s instructions.
· Head to Head vs Round Robin
· Head to Head – Your Team’s N/S pair plays ½ the boards against your opponent’s E/W pair while your E/W pair is playing the other ½ against your opponent’s N/S pair.  Once your table is complete with its ½ of the boards, the caddie is called and boards are swapped. After all boards are complete – go back to your home table (where your N/S pair is) and compare scores.
· Round Robin (RR) – Three tables/three teams play a double round.  The Director will post which tables/#’s are in the RR for the day.  Your N/S pair stays at your home table, and your E/W pair goes to the next table in rotation (next higher, or back to the beginning if you’re at the highest lettered table) to play all 6/7/8 boards.  After that set, your E/W pair drops the boards at your home table and then goes on to the remaining team.  So you play two full matches, then compare scores.  (When the RR straddles lunch you’ll generally play ½ of each set before the break and the other ½ after – follow the posted movement.)C
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· Stratified vs Bracketed vs Strati-flighted
· Stratified - teams may play any other team, but in the end the results will be stratified (A, B, C) based on your team’s masterpoints.  You tend to be matched with a team with similar Victory Points after the first match.
· Bracketed – Teams are ordered by the average masterpoints of all their teammates and dropped into brackets on that basis.  Brackets will usually hold 7, 8 or 9 teams, though the sponsor and the Director-in-Charge (who has final say) can set another size.  You only play the teams in your bracket for the session(s). This Regional is running Bracketed Teams Wed-Sun.
· Strati-flighted - The field is divided into two (or more) flights that play separately and each flight is stratified.  For example, this Monday we are running AX as one flight, and BCD as a separate flight, where A=5000+ and X=0-4999 and will play together and B=1500-3000, C=500-1499, D= 0-499  will play together.
· Knockout vs Swiss
· If a team event is more than one session, it can be played as a Knockout - you only advance if you win your match.  Generally, in knockouts you are matched with one team (head to head) or two teams in a RR and you play them the entire session.
· A Swiss is generally formatted as 3-4 rounds per session, each round against different opponents (or double round and two opponents if RR)
· How do you know where to go (to play)? 
· Your Final Team #* will be posted with a table letter/number (your home table for that round).  Your N/S pair goes to that table, and your E/W pair goes to its sister table with the same number.
· Usually tables with letters A/B are sisters, C/D, E/F, …  The sister table with the same number will usually be in the same column of tables.  If playing bracketed teams, generally your bracket will play in one column of tables all day.
· If you are playing a Round Robin (there should be a sign posted telling you which tables - letters and numbers, are in the RR).  E/W will go to the next table in the RR rotation.
*If playing Bracketed Teams – you must first translate your temporary team # to a Final team # that the director has assigned. Some tournaments use “pockets”, this tournament has a large display screen that provides all the information.
Basics of team scoring
· Use a team score sheet (ACBL Team Private Score).  Each quadrant of the sheet is used to score one match/round. Record the board numbers you are playing, then as you play each board, record the contract and result using the Contract and Score +/- columns.  Record the team # you are playing at the bottom of each quadrant and write your team # in the top right corner of the score sheet. (Board Vulnerability and dealer is at the bottom of the score sheet for reference)
· Compare Scores
· At the end of the round (or double round if RR) join your teammates at your home table. For each board compare the number in your Score columns with the number in their Score columns.  If scores are both in the same column (both + or both -), add them together; If they are in opposite columns, subtract the smaller number from the larger one. Look up the result in the “diff in Pts” column on the left side of the score sheet and write that number of IMPs in the + or – IMP column based on whichever is bigger.  If the difference is less than 20 put a dash through the IMP column.  Then total the match.
· After both teams verify the scores, the winning captain reports the IMPs and who won to the director right away.  The Director converts that to Victory Points.
· Victory Point Scale (VP)
· Winners (higher number of IMPs that round) get the higher number of VPs for that grouping of IMPs, the other team gets the lower number of VPs.  Your VPs will accumulate throughout the sessions, and highest VPs wins.
· The TDs will tell you which VP scale they are using
· The TDs will also let you know how many MPs are to be awarded for each bracket or stratification.  AND in team games, you win fractional MPs for each match/round you win.
· Team Standings
· Once the team game is underway, the TDs will post the standings – cumulative round by round
Team Game Strategies: Scoring in IMPs vs Matchpoints – makes consistency important
· Bidding
· Push (be aggressive) to Game especially when vulnerable – vul bid any game with about a 40% chance; not vul, hold out for about 50%
· Example: 3♥ making four is 170; 4♥ making four is 420 not vulnerable, or 620 vulnerable.  That’s a 250-point difference (6 IMPs) or a 450-point difference (10 IMPs).
· If your opponents stop in 3♥ making three for 140 and you bid game and go down one, that’s 190 not vulnerable (5 IMPs) or 240 vulnerable (6 IMPs). Thus risk 5 to win 6 when not vul
· Bid good/clear slams aggressively – especially vulnerable – but not “iffy” slams (at least 50% or greater chance of making)
· Don’t bid grand slams unless you can count 13 tricks
· Don’t compete too high for part scores; especially when vulnerable – and don’t go for numbers with a wild preempt just because you hold a long suit.
· Play in the safest contract for slams, games & part scores
· Don’t double part score contracts unless a 2-trick set is practically guaranteed by tricks in your own hand (should have their trumps)
· Take out insurance on wild hands.  When both sides can make game – double fits, long suits – it’s usually right to bid one more, unless you’re sure they are going down.
· Don’t make a wild bid or play because you think you’re behind.  You have partners at the other table, matches are rarely as lost as they feel, and the player in your seat at the other table holds the same cards you do.
· Declarer Play
· Make your contracts!
· Don’t take risky play (for an extra trick) if it means you might not make your contract
· Don’t duck if you can’t afford for the opponents to make a dangerous switch
· Make Safety Plays to Ensure Your Contracts 
· A Safety Play involves “playing in such a way as to lose a trick with average breaks in order to avoid losing additional tricks with bad breaks.” (Marshall Miles)
· Defense
· Try to defeat the opponent’s contract even if it gives up overtricks.  The reward is greater than the risk!
· Be optimistic and fairly aggressive when defending the opponents’ contracts.  If there is a layout of the cards that will result in a set, choose your leads and plays to cater to that possibility.
· On opening lead, make your normal lead – save the aggression for your defensive play.
· Playing as a TEAM
· Keep your partner and your teammates confident and comfortable.
· No post-mortems at the table, No groaning at a result, No lessons between boards; You are four people playing one set of boards and a discouraged partner will cost you more than any single bad guess – you get someone’s best bridge by being easy to play with.
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