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CrosswordFor Better or Worse • Lynn Johnston

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Sally Forth • Greg Howard

Garfield • Jim Davis

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

The Grand Coup
Good card play is mostly a matter of doing the

right thing at the right time. Moreover, it seldom
requires complicated thinking. The so-called ad-
vanced plays do not arise very often, and when they
do, they are usually not very difficult to execute.

The grand coup, for example, is a rather scary term
for a simple play, but it is relatively easy to execute
when the occasion arises. The nice part about the
grand coup is that it is readily recognizable, and all
you have to do is take care of the details.

Take this case where West led a diamond and East
played the K-A followed by the ten, ruffed by West.
Declarer won West’s spade return with dummy’s ten
and cashed the ace of hearts, on which West showed
out. Having already lost three tricks, South could not
afford to lose a trump trick. One finesse could cer-
tainly be taken against East’s queen, but how could
South eventually overcome East’s remaining Q-9?

This is the typical grand coup position. Declarer
must take what amounts to another trump finesse,
even though he does not have any more trumps to
lead from dummy! The solution lies in declarer’s
reducing his trump length to that of his opponent
while at the same time arranging his play so that he
will be in dummy, usually at trick 12, to trap the
adverse trump honor.

To this end, South starts by finessing a heart at
trick six and then overtakes the king of clubs with
the ace. He next ruffs a club, leads a spade to the
queen and ruffs another club.

Dummy is now entered with a spade, reducing
everyone to two cards. When dummy leads one of
its two remaining diamonds, East’s Q-9 of trumps
are trapped, and South takes the last two tricks with
the K-J of trumps.

A Hairsplitting Decision
Assume you’re in six notrump and West leads the

queen of spades. Let’s say you duck the queen and
win the jack continuation with the ace.

Obviously, you must score five club tricks to make
the slam. The only problem, therefore, is how to play
the clubs. If you follow the usual practice of cash-
ing the king first, you discover, to your dismay, that
the contract can no longer be made. West shows out,
and regardless of how you continue, you can score
only four club tricks.

You then realize that you could have made the
slam had you led the three of clubs to the ace at trick
three, which would have enabled you to score five
club tricks rather than four.

Upon further reflection, you conclude that a low
club to the ace is the right play. It caters to West
holding both four or five clubs to the jack. And while
it is true that leading a club to the ace does not suc-
ceed when West holds four or five clubs to the jack,
that does not mean that it is the wrong play.

The fact is that in either of those cases, you would
not make the contract by playing the king of clubs
at trick three. If West showed up with five clubs,
you’d finesse the ten on the second round, but you’d
still have only four club tricks; and if West had four
clubs to the jack, you wouldn’t know it (unless you
peeked) and would lead the three of clubs to the ace
at trick four to seal your doom.

The king of clubs might seem to be the natural play
at trick three — and actually would seldom cost the
contract — but the three of clubs is technically the
better play. A delicate point, perhaps, but good
bridge is loaded with delicate points.

Sally Forth • Greg Howard


