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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. Pass. Partner obviously has a poor hand, having

passed one notrump, run from one notrump doubled
and also passed two hearts. He might have two or three
points, but that’s about all you can hope for. It would
be wrong to double, or to bid three diamonds; either
action offers too much to lose and too little to gain.

2. Three diamonds. The same general observations
about partner’s hand apply in this case, but here there
is a much sounder basis for competing further. Instead
of relying on point count as a measuring stick, it is best
to evaluate the hand from the standpoint of probable
winners or losers.

In a diamond contract, your potential losers are two
diamonds, a spade, a heart and a club. Three diamonds
is thus unlikely to go down more than one, while East-
West can probably make two hearts. Down one at three
diamonds, doubled or not, is better than two hearts bid
and made. Furthermore, partner might make three dia-
monds.

3. Three diamonds. Here, also, it is better not to throw
in the towel. True, partner may not have a face card,
but, even so, he is unlikely to miss by more than one
trick. About all he needs for a good shot at eight tricks
is five diamonds to the ten.

Of course, partner might have a slightly better hand
and make nine tricks, but that is not the main reason
for bidding three diamonds. The principle reason is that
West can probably make two hearts, and you can pre-
vent this without much risk to your side.

4. Pass. You stay put because there’s no safe way of
competing further. A diamond raise could lead to down
two or three, and that would be a prohibitive penalty
to pay if you were doubled.

Your potential losers are one spade, two or three
hearts, two diamonds and one or two clubs. There is a
limit on how far to go in contesting a partscore, and
this assortment — with its 4-3-3-3 distribution — is
beyond that limit. Furthermore, you have a real possi-
bility of defeating two hearts.

Tomorrow: A search-and-destroy mission.
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A Search-and-Destroy Mission
The expert declarer’s greatest advantage over the

less-experienced performer is the ability to read how
the unseen cards are divided. Playing a hand is natu-
rally much easier if you know the location of all 52
cards.

Assume you’re in five clubs and East cashes two
diamonds before shifting to a trump. Obviously, win-
ning the rest of the tricks would be simple enough if
you knew which of the opponents had the queen of
hearts. But you don’t, so you embark on a line of play
that you hope will improve your chances of locating
the queen. You draw two rounds of trumps, cash the
A-K of spades, then ruff a spade. The sole purpose of
this maneuver is to force the defenders to reveal their
spade distribution. You now ruff a diamond in dummy,
and when West shows out, you learn that East started
with six diamonds. Earlier you discovered he had
started with two clubs.

Next you ruff dummy’s last spade, this time learn-
ing that East started with four spades. This is a most
satisfying development, because with 12 of East’s 13
cards accounted for, you now know he started with
precisely one heart.

Accordingly, you lead the king and another heart,
finessing the jack with a 100 percent certainty that it
will win the trick.

Observe that if you hadn’t gone to the trouble of find-
ing out how the opponents’ cards were distributed in
the other three suits, you might have taken the heart
finesse the wrong way and gone down one.

All of which suggests that the miraculous feats of
those who always seem to guess correctly are much
more often the fruit of hard work than inherent genius.
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Zits • Jim Borgman & Jerry Scott


