
Page 4 Daily Bulletin

JUST FOR NEW PLAYERS
Welcome, players

By Bruce Greenspan

IMP strategies
It was in algebra that we first learned the

theorem: knockouts = masterpoints. If you want
to win masterpoints, play knockouts.

In the bracketed
knockouts, you are
placed with 15 other
teams of similar
ability (measured by
masterpoint holdings).
If you make it through
two rounds, there is a
big payoff (translation:
gold points).
Remember the name
of the event, though – “knockout” means that if
you lose you are out of the event.

If this is your first NABC, looking at the
daily schedule can be confusing. We have teams,
pairs – and what the heck is board-a-match? The
scoring in these events is completely different,
and so is the strategy. 

For the most part, in pairs you receive one
point for every pair sitting your direction that
you beat. You get half a point for tying them. The
scoring is called matchpoints, and at the end of
the day, the pair with the most matchpoints wins.

In Swiss teams and knockouts, the scoring is
by IMPs (international matchpoints). Look at the
bottom of the convention card and you will see
the IMP scale.

Let’s say you bid 4♥, non-vulnerable, and
make it for plus 420. The opponents at your
teammates’ table aren’t nearly as astute and end
up in 3♥, making four, for plus 170. That is a net
gain of 250 for your side. You look at the scale
and see that plus 250 is worth 6 IMPs.

At the end of the match, the IMP scores for
both teams – plus and minus – are converted to
victory points. Look at the convention card again
and see the 20-point VP scale. Let’s say your
team won by 10 IMPs. Look at the scale and next
to 8-10 is the distribution of victory points. Your
team receives 14 VPs, the opponents 6.

Board-a-match is a team game that combines
aspects of pairs and teams. You play as teams.
You and your partner sit North-South at one table
while your teammates move around the room as
East-West. 

You compare at the end and receive 1 point if
you beat the opponents and half if you tie. Each

deal you play is like a match, and
the margin of the difference
doesn’t matter. Scoring 10 points
more on a deal gets the same 1
point as getting them for 1700.

IMP strategy
1. Bid the safest game. At

matchpoints, you may get a
markedly better score for playing
in notrump instead of a major, or
in a major instead of a minor. IMP
scoring, however, neutralizes the
differences between these
contracts. Your best strategy is to
choose your best (longest) trump
fit and bid the game that’s most
likely to make, even if it’s 5♣
instead of 3NT.  At matchpoints,
you would have to put a gun to my
head to play five of a minor
instead of 3NT (my partners have
done that for other reasons), but in
teams do it if it’s safer.

If you’re not vulnerable, don’t
stretch to bid a close game – the
odds favor bidding only those
games that you are reasonably sure
will make. 

If you’re vulnerable, it pays to
be a little more optimistic when
you’re considering a thin game.
The IMP odds (your potential gain
if the contract makes) favor
bidding any game that has even a
40% chance of making. 

2. Look for the safest part
score. Don’t worry about searching
for a few extra points by playing in
notrump instead of a minor. 

3. Matchpoint players often make light
overcalls, but at IMPs they should be solid. At
the one level, you should have a good suit, and at
the two level a full opener and a good suit.

4. Don’t be too bold in competing and
balancing. Unless you have a good suit and good
hand, let the opponents play in their low-level
contracts, especially if you’re vulnerable. 

5. There’s little to gain and much to lose by
making a close penalty double, especially a part
score.  

6. In the play, when you’re declarer, don’t
risk your contract trying to make an overtrick.
Always choose the safest line of play to make
your contract, even if it might cost you an 

overtrick or two. An optimist sees the glass half
full, a pessimist sees it half empty, and a bridge
player playing teams sees it cracked with water
running out the bottom. Expect the worst and
play safe to make the contract.  If you lose by 1
IMP, don’t call me.

7. On opening lead, be cautious about trying
for a swing with an unusual opening lead. In the
long run, it’s usually best to make your normal
lead. 

8. As a defender, be optimistic and fairly
aggressive. If there’s a layout of the cards that
will result in a set, choose your leads and plays
to cater to that possibility, even if it means you
may give up an overtrick if you’re wrong.

Cartoons Jude Goodwin, from the book Go Ahead, Laugh,
published by Master Point Press.


