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Crossword

Tod The Dinosaur • PR Condron

For 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

Bidding Quiz
You are South, both sides vulnerable. The bidding

has been:
 South     West     North     East
1 S         Pass   2 H       Pass
2 S         Pass   3 C        Pass
 ?
What would you bid now with each of the follow-

ing four hands?
1. S KJ8742 H 643 D K7 C AQ
2. S KQ9542 H — D A83 C KQ74
3. S KQJ1093 H J6 D 5 C AJ62
4. S AJ7652 H J98 D 10 C AQ9

* * *
1. Three hearts. Partner undoubtedly has a good

hand, since he has made two forcing bids, but cau-
tion is needed to reach the best contract. Only two
bids can be considered — namely, three hearts and
three notrump.

Three notrump is ruled out because your diamond
stopper is tenuous, and because partner appears to
be angling for a suit contract. Your heart support is
not robust, but it is adequate considering that North
is sure to have five or six hearts.

 2. Five clubs. Hands rise and fall in value, depend-
ing on partner’s bids. Thus, the initial two-heart bid
took a lot of wind out of your sails, but the three-
club bid has added to your hand’s original value.

To raise to four clubs now would be inadequate.
This could all too easily be read as a forced response
to partner’s forcing bid of three clubs. Now that the
club fit has been discovered, you have much more
than a minimum opening bid, and the best way to
indicate this sudden improvement is to jump to five
clubs.

3. Four spades. Game in spades is practically cer-
tain, as it is difficult to imagine losing four tricks
opposite whatever partner has to contribute. Your
spades are playable as trump even if partner is void,
so showing your club support is unnecessary.

4. Four hearts. This hand, with 12 high-card
points, is far more promising for game purposes than
Hand No. 1, with its 13 points. The difference is one
of fit.

In the first hand, you started with a minimum
opening bid, and it pretty much stayed that way
throughout. You therefore did nothing more than
show a preference for hearts. But here, with better
heart support, and especially because of your single-
ton diamond, your hand is no longer in the minimum
class. A jump-preference is consequently used to
express these additional values.

Tomorrow: Active or passive defense?.
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 Active or Passive Defense?
It is often difficult to choose between active and

passive defense. Every deal has its own character-
istics, and, even though general rules are frequently
helpful, the most reliable guide usually is plain com-
mon sense.

Assume you’re East and partner leads a diamond
against South’s four-heart contract. When you play
the ace, declarer produces the king, obviously a
singleton.

If you decide to defend passively, you return a
diamond at trick two. Declarer ruffs, leads a trump
to dummy, a club to his ace and continues with two
more rounds of trumps. He then plays the king and
another club.

West wins with the queen, but, whatever he re-
turns, the only other trick your side scores is the ace
of spades. So South makes the contract, losing only
a spade, a diamond and a club.

This is a predictable outcome if you play a dia-
mond at trick two. You can’t expect West to take
more than one club trick on the bidding, so your only
realistic hope is to score two spade tricks.

To that end, your best shot is to lead a low spade
from the A-10-8-2 at trick two in an effort to kill
dummy’s entry to the clubs. This is clearly a time
for active defense, even though it presupposes that
your partner has the jack of spades. This assump-
tion is not far-fetched, and it is unlikely to do any
harm if you’re wrong.

In the actual case, your low spade play at trick two
is eminently successful. Declarer ultimately loses
two spade tricks, a diamond and a club to finish
down one.
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