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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

A Psychological Battle
Part of the skill of declarer play is the ability to

get the defenders to make mistakes. The most com-
mon way of achieving this is by attempting to con-
vince the opponents that a situation exists which in
fact does not. Here is an example.

West led his fourth-best diamond against three
notrump, and East played the ten. South could see
that if East had the king of clubs, he could collect
the first 11 tricks by winning the ten of diamonds
with the jack and taking a club finesse. But he also
saw that if West had the club king and shifted to a
high spade after winning the club, the contract would
be in danger.

And so, to try to dissuade West from finding the
potentially killing defense, South won the first dia-
mond with the ace! He was trying to sell West the
idea that East had the jack of diamonds. Declarer
then played a heart to the queen, led the club ten and
finessed.

West took his king and, convinced that his part-
ner had the jack of diamonds, returned the diamond
seven. South won with the nine and quickly cashed
five clubs and two more hearts for a total of 10 tricks.

Declarer’s clever ploy notwithstanding, the fact
is that West should not have fallen victim to it. He
should have refused to take his king of clubs at trick
three, giving East the opportunity to signal with the
eight of spades on the next club lead from dummy.

Regardless of how declarer proceeded, he would
have gone down at least three tricks with normal
defense. Thus, if declarer conceded a club to the
king, West would shift to the jack of spades, and
South would then find himself in very hot water. All
of which goes to show that smart defense can some-
times overcome deceptive declarer play.

Tomorrow: Search for a missing queen.
(c)2005 King Features Syndicate Inc.

Search for a Missing Queen
A recurring problem for declarer is to decide

which way to finesse for a queen when the finesse
can be taken in either direction.

The solution is rarely a matter of pure guesswork.
There are nearly always clues that point to a win-
ning solution. The clues come from the bidding or
from the plays that precede the moment of decision.
In some cases, the finesse can be taken with abso-
lute assurance that it will win; in others, there is only
a probability that it will win.

South’s problem in today’s hand is to guess which
way to take the heart finesse. After he ruffs the third
round of clubs, he cashes the A-K of trumps, catch-
ing East’s queen, and takes a diamond finesse, los-
ing to the king. East returns a diamond to dummy’s
jack, and South must decide how to play the hearts.

First, as a matter of good technique, he cashes the
ace of diamonds to learn more about the adverse
distribution. After both opponents follow suit, all
South knows about their distribution is that they
each had two spades and also at least three clubs and
three diamonds. This doesn’t help much, so South
starts looking for further enlightenment.

When he considers the high cards each opponent
has shown up with, he encounters a significant clue.
To this point, East has turned up with the A-K of
clubs, queen of spades and king of diamonds.

East, therefore, cannot have the queen of hearts,
since he surely would not have passed originally
with 14 high-card points. Accordingly, declarer
places the queen of hearts with West, takes the ap-
propriate finesse and so makes the contract.

Tomorrow: Once in a lifetime.
(c)2005 King Features Syndicate Inc.

Zits • Jim Borgman & Jerry Scott


