	Board 1 Scores

	Raw Scores
	IMP Scores

	N-S
	E-W
	N-S
	E-W

	690
	
	11.00
	-11.00

	450
	
	7.00
	-7.00

	450
	
	7.00
	-7.00

	420
	
	6.00
	-6.00

	200
	
	1.00
	-1.00

	200
	
	1.00
	-1.00

	170
	
	0.00
	0.00

	140
	
	-1.00
	1.00

	140
	
	-1.00
	1.00

	120
	
	-2.00
	2.00

	
	100
	-7.00
	7.00

	
	200
	-9.00
	9.00

	
	300
	-10.00
	10.00

	Datum or Average  180


IMP Pairs – Scoring & Tactics

IMP Scoring -  IMPs is the normal method of scoring most team events. IMP’s may also be used in scoring for a pairs event. In a pairs event, all scores are entered for a board, an average is computed, and each pair’s score is assigned an IMP score based on their difference in points from the average. 
An example is Board 1 to the left. The average of all the scores is plus 180 for N/S. The N/S who scored a 450, had a difference of 270 from average. (See the IMP table below.) That pair earned 7 IMP’s (and consequently the E/W pair earned a -7.00 IMP’s).
	Diff. in Pts.
	IMPs


	20 - 40

	1


	50 - 80

	2


	90 - 120

	3


	130 - 160

	4


	170 - 210

	5


	220 - 260

	6



	
	Diff. in Pts.
IMPs

270 - 310

7

320 - 360

8

370 - 420

9

430 - 490

10

500 - 590

11

600 - 740

12


	Diff. in Pts.
IMPs

750 - 890

13

900 - 1090

14

1100 - 1290

15

1300 - 1490

16

1500 - 1740

17

1750 - 1990

18


	Diff. in Pts.
IMPs

2000 - 2240

19

2250 - 2490

20

2500 - 2990

21

3000 - 3490

22

3500 - 3990

23

4000 and up

24




TACTICS

When playing IMPs, hands with a big swing (i.e. a large difference in points) count much more than hands with a small swing.

· Bid game or slam whenever reasonable, especially when vulnerable. Bidding game when the opposing pair does not, is worth 10 IMPs vulnerable, but going down in game when your opponents make a partscore only costs 5 IMPS.

· Be wary of big sacrifices. If you go down 3 doubled when your opponents wouldn't have made game, you lose 11 IMPs!

· Don't worry too much about making overtricks. Taking two extra tricks is only worth 1 IMP.

· When playing IMPs, you should concentrate on making you contract. If you go down one in 4[image: image1.png]


 and the opposing pair makes game, it is a 10 IMP swing!

· Similarly, don't worry about getting the 10 extra points for being in a Notrump contract instead of a major suit, since the difference is usually only worth 1 IMP.

· Also, you should consider bidding 5 of a minor instead of 3NT if there seems to be a greater chance of making minor-suit game.

· Choose a safe small slam above a risky grand slam. Making grand slam instead of small is worth 10 IMPs, but going down when the other team makes small slam is 14 IMPs! 
· Doubles are less frequent, as they may be risky. Often, when an opponents' contract is doubled, it turns declarer's attention to the bad lie of cards, and may induce him to take a successful line of play that he wouldn't take otherwise. Sacrifices are less frequent, as they may be risky. [image: image2][image: image3][image: image4]
