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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

Technician at Work
A player who, hand after hand, gives himself the

best possible chance to make his contract is known
in bridge circles as a technician. The technician al-
ways plays his cards in the right order and in accor-
dance with the percentages to give himself the maxi-
mum chance for success.

Consider this case from a district final of the 2005
North American Open Pairs. North-South bid ag-
gressively to reach a touch-and-go four-spade con-
tract that depended essentially on a diamond finesse.

West led his singleton club, taken by South with
the ace. Most declarers then drew three rounds of
trumps, overtaking the third round with the ace af-
ter the trumps divided 3-2.

Next came the nine of diamonds, which held, and
another diamond to the ten. When East showed out,
South was in trouble. There was no way to return to
his hand to repeat the diamond finesse, so these
declarers tried leading a heart to the king. West won
and led a heart to East’s queen, and East cashed two
clubs to defeat the contract.

The declarers who failed were naturally disap-
pointed by the result. Once the nine of diamonds
held, they no doubt thought they were going to score
at least 11 tricks — 12 if East had the ace of hearts.

At two of the tables, though, the declarers found
a way to improve on their chances if the cards were
divided as they were. In these two cases, the techni-
cians ably demonstrated their craft.

After taking the first club, the successful declar-
ers led a diamond to the ten at trick two. Then they
played the K-Q-J of trumps, overtaking with the ace.
The nine of diamonds, followed by a diamond to the
jack, now allowed declarer to score five diamond
tricks and finish with 11 tricks in all.

The Art of Good Defense
Let’s say you’re West, defending against six

notrump. You lead a heart, and when dummy comes
down, there are several conclusions you can reach
about the unseen hands.

Assuming that South plays 16- to 18-point
notrumps, you can tell right away that your partner
has a hand you wouldn’t wish on your worst enemy.
Your seven points, added to dummy’s 17 and South’s
16, tell you that East is pointless, since there are only
40 points in the deck.

Translating declarer’s points into tricks, you can
count 11 of them — three spades, four hearts, two
diamonds and two clubs. You are also painfully
aware that South can acquire his slam-going trick
in clubs simply by finessing dummy’s jack.

Your only real chance of stopping the slam is to
try to talk South out of taking the club finesse by
diverting his attention elsewhere. Accordingly,
when he wins the heart lead in dummy and plays a
diamond to the queen, you play the three. When he
next re-enters dummy with a spade and plays a dia-
mond to the king, you follow low again!

South is now practically certain to return to
dummy and lead a third round of diamonds, since
he is sure to think that East has the ace. He is not
likely to take a club finesse at this stage, since los-
ing the finesse would mean losing the slam. When
he does lead the third diamond from dummy, you
score the A-10, and the slam goes down one.

Observe what happens if you win the first or sec-
ond diamond lead. Declarer later discovers that the
diamonds are divided 4-2 and has no alternative but
to hope you have the queen of clubs. When you turn
up with it, he breezes home with the slam.

Tomorrow: Hindsight versus foresight.
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Sally Forth • Greg Howard


