SOME  DIFFERENCES  BETWEEN  TEAMS  AND DUPLICATE  PAIRS
Bidding at Teams :
Bid thin games, particularly if you are vulnerable. From the point of the score it doesn't matter which game, for example you won't get a 'bottom' for being in 5♣ when everybody else is making ten tricks in 3NT.
eg Failing in vulnerable game:
You: 4♠-1 = -100  They: 3♠ making = -140  Swing of 240 =6 IMPS
eg Missing vulnerable game:
You: 3♠ + 1 = 170 They: 4♠ making = -620 Swing of 450 =10 IMPS
eg Failing in non-vulnerable game:
You: 4♠-1 = -50  They: 3♠ making = -140 Swing of 190 =5 IMPS
eg Missing non-vulnerable game:
You:  3♠ + 1 = 170  They: 4♠ making = -420 Swing of 250 = 6 IMPS
Slam Bidding The borderline for small slams is 50%. To bid a grand slam you should be pretty sure you can count 13 tricks.
Part-scores  Treat any plus score as roughly the same. Getting +100 when you could have had +140 makes little difference at teams.
Protection, and speculative doubles.
This section demonstrates the sort of auction that is commonplace at duplicate but much too dangerous at teams, At Duplicate Pairs it is rarely correct to allow opponents to snatch the contract at a low level if they have found a fit. The following auction is typical of a high quality pairs game at Love all.



♠ 10 9 7 6







♥ K J 4 3







♦ Q 5







♣ 10 9 8





♠ J 2


♠ K Q 5 3

♥ 9 8


♥ 6 5

♦ K J 10 4 3 2

♦ A 9 6

♣ A 7 3


♣ Q 5 4 2




♠ A 8 4







♥ A Q 10 7 2







♦ 8 7







♣ K J 6





South

West

North

East

1♥

No

2♥

No

No

3♦ (a)

No

No (b)

3♥ (c)

No

No

4♦ (d)

Dbl

No

No

No

a) West knows East has some good cards. At love all he certainly doesn't intend to sell out to 2♥, indeed he might be tempted to protect with this hand even if vulnerable!
b) East knows West is protecting and doesn't let a few good cards go to his head.
c) These type of auctions tend to die at the three level, and are therefore often won by the side with the higher ranking suit. South doesn't know whether either 3♦, or 3♥, or both contracts are making, but 3♥ is only wrong in the unlikely event that neither contract makes.
d) A slightly risky venture, hoping to escape for -100 or less. Note that –100 may score reasonably well even if 3♥ fails because some North/South pairs may have been allowed to play peacefully in 2♥, scoring 110. At teams East would feel content at pushing North/South to the three level
e) This would be very risky at teams-of-four as South cannot be sure of beating 4♦. It is almost a crime at teams of four to double a part-score into game, However at duplicate he feels that he has had his pocket picked, and rightly believes that 4♦ making will give him a very poor score, whether it is doubled or not! Therefore he tries to salvage something from the wreckage.
Note that if North finds the club lead his side should beat 4♣ doubled by two tricks, for 300 and an excellent score. Otherwise East/West will be reasonably content with -100, beating East/West pairs conceding -110 against 2♥. It is frequently correct to try a close penalty double if you feel your plus score has been stolen by an enemy bid that other pairs won't find, particularly if opponents are vulnerable, giving the possibility of the magic +200!
The theme of doubling rather than accepting a small plus score can also be seen if an opponent's overcall deprives you of your bid. As North at Game all you hold:

♠ 9 4
♥ K 10 4

♦ A J 6 3

♣ Q 6 5 2
1)   South           West 
  North
 

(ii)    South
 West
  North   

      1NT               2♥     
 ?                        

        1♠ 

 2♥      
 ?

In either case a penalty double would be a reasonable gamble at duplicate pairs. Firstly, although you hold the balance of strength you have no suitable alternative, and even +100 may score poorly if you can make +110 from 2♠ or +120 from 1NT+1. Secondly if you can achieve +200, that might be an outright top. Thirdly, if you do double West into game you have probably done no more than turn a poor score into a bottom. Therefore although you cannot be totally confident of beating 2♥ doubled, the potential gain outweighs the loss. It is true to say that if you never double your opponents into game at pairs you must be letting them get away with murder!
Note again that a risky double is always more attractive if they are vulnerable, because the rewards for one off are so much greater. Turning 100 into 200 in a part score auction when your side has the balance of strength is likely to have a dramatic effect on your score, but turning 50 into 100 may make very little difference. It is the second non vulnerable doubled undertrick that makes the difference. If they are vulnerable you should double if you think that you have a significantly greater chance of defeating them than they have of making the contract, but if they are not vulnerable a good rule of thumb for doubling is that you should believe that you have as good a chance of two off as they have of making it.

Sacrificing
Consider your action at GREEN vulnerability with this hand after the sequence below:
♠ 9 6 4 3
♥ 7 4      ♦ 8 5 2    ♣ Q J 7 4

South
    West      North
      East

1♥         1♠       3♥         No

4♥          No      No       ?

You can see no reason to believe that 4♥ will be defeated, however even at favourable vulnerability 4♠ could be expensive. If you sacrifice at teams of four the best you are likely to achieve is to turn -620 into -500, hardly worth the trouble! However such a sacrifice at duplicate pairs could give you a top score! The issue would be clearcut; -500 would be a triumph whereas -800 (four off) would be a disaster! It would not be easy for North/South to hold you to six tricks when you have at least a nine-card fit; and they know it, making it likely that they will bid on to 5♥ rather than double. This might even give you a chance of beating them!
Sacrificing at pairs is often balancing on a knife-edge as one trick difference can transform a clear top into a cold bottom. To sacrifice you must not only be confident that the enemy contract is likely to make, but also believe that the rest of the room will bid it. If they have bid hesitantly to game, or you have pushed them into it, even a cheap sacrifice may only give you a few match points so it is better to take your chance of defeating them. Equally, it is rarely good tactics to save against your opponents' slam unless you believe your sacrifice will cost less than their game, because it is likely that many pairs will not bid the slam.
Note that if you do succeed in pushing North/South into 5♥ partner will spoil all your good work if he sacrifices further, or doubles. If you have succeeded in pushing them into an unmakeable contract you will score well without doubling. On the other hand 5♥ doubled and making will earn you a dreadful score.
The  Play
As declarer at teams-of-four you have a clear aim, to fulfil your contract. However playing duplicate pairs fulfilling your contract without overtricks may give you a bottom. Conversely, sometimes escaping for one off may be worth a top, indeed even -500 may be a triumph if your opponents can make a vulnerable game!
Often you can search for valuable overtricks with little risk to your contract, however sometimes you may have to decide whether to settle for safely fulfilling your contract, or take risks to improve your score. The secret of success is learning to anticipate how many tricks you need for a good score. The key is to ask whether events at your table so far have been either:
a) Normal, when you must judge your actions strictly on their merits.
b) Particularly favourable to you, in which case you may not need overtricks for a good score. Perhaps you have bid to an excellent contract that most pairs are likely to miss, or you have been given a cheap trick on the opening lead.
c) Unfavourable, meaning that unless you can achieve something over and above the rest of the field from now on you are heading for a bad score. Perhaps you are in a slightly inferior contract, or the defenders have struck gold with an opening lead that you can tell was far from obvious. If you have good reason to believe that other pairs will declare the same contract from the opposite hand (perhaps because you have used a transfer bid sequence and you know most other pairs don't play transfers,) it is often the case that the opening lead will not be standard.
To start with we examine decisions in which you have no particular reason to believe that what has already occurred differs from other tables.
West

East

West
East

♠ A Q 5

♠ K 3 2

1NT
3NT

♥ 10 5 2

♥ A Q

♦ K 4 2

♦ 6 5 3

♣ K Q 7 2

♣ A J 10 9 8

North leads the ♥2 and you are immediately faced with the dilemma of whether to settle for your nine top tricks or try the heart finesse for an overtrick, risking defeat if South takes the ♥K and switches to a diamond. Playing rubber bridge, or teams of four, where overtricks are of little consequence compared to the safety of your contract, you would be crazy to risk defeat. However there are a number of factors that make It correct to finesse the ♥Q.
1) You are In a normal contract, and as most pairs will also be playing the weak no trump there is no reason to doubt that West will always be declarer. Therefore the number of tricks made will be the factor that determines who scores well.
ii) The ♥2 may not have been an obvious lead as it is plain that North has only four hearts. It is possible that other declarers may have been favoured with a diamond lead, giving an easy ten tricks.
iii) By finessing, you are far more likely to make an overtrick (50%) than fail (at worst 25%, when both finesses fail and South finds the diamond switch at trick 2.)
iv) Even if both red suit finesses are wrong South is quite likely to misread the position and return his partner's suit.

However even at duplicate pairs you should not automatically chase overtricks.

West

East

West
East

♠ A K Q

♠ 8 5 2

1NT
3NT

♥ A 9 6 5

♥ 8 3 2

♦ 8 4

♦ A K Q 5 3

♣ A 4 3 2

♣ 9 7

In this example you take the ♠J lead with your ♠A and count eight top tricks. Again you seem to be in a normal contract. If the diamonds break 3-3 you can take ten tricks, but that will only happen 36% of the time. It is clearly correct to safeguard your contract against the more likely 4-2 diamond break by ducking a diamond at trick 2. Exchange East's ♥2 for the ♦2 and it would be reasonable to aim for eleven tricks by cashing East's diamond winners from the top. The difference is that if you are missing only five diamonds the chances of a favourable split has risen to 68%.
At duplicate pairs, sometimes you can judge that one off will give you a respectable score, even though you bid freely to your contract. In the example below North led the ♥K.
West

East

West
East

♠ K 4 3 2

♠ A Q 8

1NT
3NT

♥ A 7

♥ 8 3

♦ K Q J 3

♦ 10 5 4 2

♣ 6 4 3

♣ A K 10 9

The bidding and lead both seem normal, so you are not at a disadvantage compared to other pairs. Let us assume the heart suit is breaking 5-4. You can make your contract if North has the ♣Q J and spades break 3-3 but if you finesse the ♣10 by far the most likely result is two off as the defenders take one club, the ♦A and four hearts. If you settle for one off by driving out the ♦A you will be in good company!
Catching up the field
At duplicate pairs desperate measures to recover lost ground can be necessary after bidding to a poor contract, or as a result of an unlucky opening lead.
Try your judgement with the next example. After some thought North leads the ♣2 to South's ♣A, the ♣3 is returned to North's ♣K, and dummy's ♣J wins trick 3.
West


East



West

East

♠ A J 6 5 4

♠ K 8 7 3
      1♠


3♠

♥ K 2

♥ A 9 7 6 3
       4♠

♦ A K Q 4

♦ 9

♣ Q 8

♣ J 10 9

The bidding was normal, but North has found a successful attacking lead away from his ♣K. On any other lead you could have thrown two of dummy' s clubs on your diamond winners, therefore you are heading for a poor score. Your best chance of regaining lost ground is to cash dummy's ♠K and finesse your ♠J. Taken in isolation, this play is marginally inferior to playing for the ♠Q to drop under the ♠A on the second round, however you need to take a line which is different from the rest of the field!
Incidentally, even if you believe that other pairs are likely to be in 6♠ that should not affect your play as you cannot influence your score relative to them. If they succeed they will beat you whatever you do. If they fail, you will beat them!
Here is another example:

West

East



West

East

♠ Q J 7 5 2

♠ A K 8 6 4 3


1♠

3♣                      

♥ A K 10 3

♥ Q 8



3♥

3♠

♦ 4 3

♦ K 7



4♠

♣ 9 5

♣ A 6 2

North leads the ♦Q to dummy's ♦K and South's ♦A, and wins trick 2 with the ♦10 before switching to the ♣3. Not everybody will have opened with your hand and the normal contract will be 4♠ by East! The ♦K will then be protected from the opening lead, and making 11 tricks will be easy as declarer can discard the ♦7 on dummy's third heart. To recover lost ground you must take your ♣A, draw trumps, cash the ♥Q, and finesse the ♥10, even though you risk being defeated in a laydown contract! If South has the ♥J you will be able to discard both of dummy's club losers, hopefully equalling the rest of the field who will be making eleven tricks by more orthodox methods! Note that if the defender with the ♥J has it guarded not more than twice you have no hope of catching those declaring 4♠ from the East hand. They will all make twelve tricks by discarding two of their losers on hearts.
However, this similar looking example is very different!
West

East



West

East

♠ A K 7 5 2

♠ Q J 8 6 4 3


1♠

3♣                      

♥ A K 10 3

♥ Q 8



3♥

3♠

♦ 4 3

♦ K 7



4♠

♣ 9 5

♣ A 6 2

The defence is identical but this time you have no reason to believe that things are any different elsewhere. The contract and declarer are normal, and a diamond lead from ♦Q J 10 seems clearcut. Unless you are desperate enough for a top to risk a bottom, draw trumps and cash your ♥A K Q, settling for ten tricks unless the ♣J falls in three rounds.
