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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

                     Bidding Quiz
1. One spade. You might not like the looks of your

spade suit, but the fact is that you’re not responsible
for the quality of the suit you bid when you respond to
partner’s takeout double. The doubler is expected to
tread gingerly opposite a forced response unless re-
sponder makes a strength-showing bid.

It is better to bid one spade than one notrump. The
latter response is generally reserved for hands of about
seven to nine points in addition to at least one stopper
in the opponent’s suit.

2. Two spades. This hand is obviously much stron-
ger than the preceding one, and you are obliged to in-
form partner of that fact by making a jump-response.

If you were to bid only one spade, partner would have
no way of knowing that you have 10 high-card points
and a decent suit. He might pass one spade, and this
could cost you a game. In general, the responder to a
takeout double makes a single jump-response in his
best suit with nine to 11 points (with 12 or more points,
some stronger bid must be made).

3. Three notrump. Once partner has doubled, it is
highly likely that there’s a game in the hand. With 12
high-card points facing at least an opening bid, you
should make a jump-response to identify your values.

The best game contract probably lies in notrump,
which is why it’s better not to respond with three dia-
monds, an invitational bid that partner might pass. With
hearts double-stopped, it would seem to make more
sense to aim for the nine-trick game rather than an 11-
trick one.

4. Two hearts. You ought to feel very bullish about
game prospects with this layout opposite a takeout
double. However, at this point it is uncertain where the
best game lies. Instead of trying to guess which suit will
serve best as trump, you can force partner to make the
choice by cuebidding West’s suit.

You intend to go to game in whichever suit partner
chooses to bid. It is also possible that the combination
of your cuebid and subsequent jump-raise to game will
arouse partner’s interest in a slam.

One Up Down Under
Here is a neat hand played by Bruce Bell, New

Zealand expert. It features a rare sequence of plays
that led to a most unusual ending.

West led a diamond against six hearts, and Bell
had to choose between two methods of play. He
could try to ruff spades in dummy, which seemed
likely to leave him short of his goal, or he could at-
tempt a dummy reversal, which would require little
more than a 3-2 trump division. Bell selected the
latter approach and made the slam as a result.

The principle underlying a dummy reversal is that
declarer uses his own trumps to ruff dummy’s los-
ers, instead of using dummy’s trumps to ruff his los-
ers. Properly executed, a dummy reversal produces
more trump tricks than declarer would normally be
able to make.

Bell ruffed West’s king-of-diamonds lead, played
a heart to the queen, ruffed another diamond, led a
heart to the king and ruffed a third diamond. Hav-
ing exhausted the trumps in his own hand, he next
led the jack of clubs to the queen. Then he cashed
the ace of trumps and ace of diamonds, on which he
discarded the A-K of clubs!

After unblocking the clubs with these discards,
Bell was able to cash the 10-9-8 of clubs to bring
himself to 11 tricks, and the ace of spades accounted
for the slam-going trick.

In all, Bell scored four clubs, the ace of diamonds,
the ace of spades and six trump tricks to escape what
appeared to be certain defeat as the cards lie.
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