
Team Game Strategy -          Oct 18, 2019 
  
Team game strategy is about scoring better than another team.  To do that, it is important to 
bid games, make contracts, and set contracts.  Overtricks and additional undertricks are much 
less important.  In match points (pairs games) an overtrick can mean the difference between 
top board and average.  It is acceptable to risk making the game in pairs, but not in teams.  A 
few rules and guidelines: 
 

1.  Stretch to bid game, especially vulnerable.  If bid and makes 4H, but they stopped at 3 
H, making 4, you get 10 IMPs.  If it only makes 3, you lose 6 IMP’s.  Not an even money 
bet.  Statistics say if there is a 43% chance, go for it.  If you are thinking about bidding 
game, don’t use the pass card, go for it. 

2. Bid the safer game.  If 4 of a major or 5 of a minor is safer, go for it.  The difference 
between bidding 3 NT and making 4 and bidding 4 of a major and making 4 is 10 points.  
10 points is worth 0 IMPs.  The difference between 3 NT down 2 and 5 of a minor 
making is 10 or 13 IMPs, depending on vulnerability.  Play it safe. 

3. Bid the safer part score.  The difference between 2 of a minor and 2 of a major is 1 IMP.   
4. Don’t bid slam with less than 85% chance of making.  Big difference between 100% 

chance of game and down 1  (13 IMPs assuming major making 5 vulnerable).  If there 
are any doubts, stop at game, or the 5 level if Blackwood does not tell you it is safe. 

5. Don’t bid slam unless you are sure you can make it.  Needs repeating 
6. Make your contract.  Big difference, game or not 
7. Set the contract.  If you can set it, play the card.  Guaranteed setting them down one is 

more important the hope of them going down 3 or 4 
8. If you have to make an heroic play to beat the contract, do it.  Defeating a game by 

underleading an A, or something strange and them going down 1 is more important 
than them getting three overtricks  

9. Despite #7, make normal opening leads, unless the bidding makes it obvious not to 
10. Do not double partial contracts.   
11. Do not double partial contracts. 
12. Do not double partial contracts, unless 13 applies. 
13. Only double if you can set the contract 2 from your hand.  Assume partner has nothing 

(unless bidding tells differently, with no grey areas) 
a. Don’t double without sure trump tricks.  High points alone may not be enough 

14. Don’t make risky bids 
a. Wild preempts (without the AK, AQ or the KQJ) 
b. Sacrifices that may be down more than 1 (2 at favorable vulnerability)  
c. Bids that you want to be forcing but partner may pass 
d. Bids your partner may not understand 

15. Despite #14, it is OK to be little frisky at the 2 level because they will not double you.   
 
Remember, if it is hard for you, it is hard for your opponent as well.  Your team will always get 
the best hand, it just may not be in your or your partner’s direction.  
 
Remember it is a team game, just because you bid and made game, there is no advantage, 
unless your partners set that game.   


