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CrosswordFor Better or Worse • Lynn Johnston

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Garfield • Jim Davis

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

Bidding Quiz
1. Two hearts. Despite the better quality of the dia-

mond suit, you should bid hearts first. This is in accor-
dance with the basic principle of bidding the higher-
ranking of two five-card suits first, planning to bid the
lower-ranking suit next. It is also consistent with the
policy of seeking a major-suit game rather than game
in a minor suit.

If you were to name diamonds first and hearts sec-
ond, partner would naturally assume that you had only
four hearts, and the wrong contract might be reached.

2. Two spades. This is better than bidding two clubs,
even though you are at the very top of the range for your
raise. The trouble with a two-club response is that a
rebid problem would arise if partner next bid two
notrump, leaving you in the awkward position of hav-
ing to choose between a pass and three spades (forc-
ing).

By bidding two spades and thereby limiting the
strength of your hand, you can circumvent future prob-
lems. The raise tells partner you have six to 10 points
and trump support, which is as accurate a picture as you
can paint under the circumstances.

3. Three spades. The jump-bid (forcing to game)
shows 13 to 15 points, including at least four trumps.
Your 11 high-card points and singleton diamond bring
the hand into that range. With a diamond more and a
spade less, two diamonds would be the best choice,
intending to support spades at your next turn.

4. Four spades. This bid serves two purposes. First,
given your trump support and distribution, there is a
reasonable chance that game can be made even though
you have only six high-card points.

Secondly, and even more important, with you hold-
ing so many spades and so few high-card points, there
is a serious danger that the opponents can make a game
or find a profitable sacrifice in hearts or clubs. The four-
spade bid is made in the hope of shutting them out of
the bidding.

Tomorrow: You don’t need to be a CPA.
(c)2005 King Features Syndicate Inc.

You Don’t Need to Be a CPA
Let’s say you’re declarer at six notrump on a given

hand, and that after the opening lead you see that you
have 12 ice-cold tricks regardless of how the oppo-
nents’ cards are divided.

This is a happy state of affairs, you could say to your-
self, but, sadly, situations like this don’t occur all that
often. Most of the time you’ll have a choice of differ-
ent ways to play the hand, and your ability to choose
the best approach from two or more alternatives is what
determines how good a player you are.

Consider the present case where West leads the heart
jack against six notrump. The proper play at the start
is very simple. You win with dummy’s queen, lead the
queen of clubs and finesse. If East was dealt the king,
the slam would be a certainty, but, unluckily, West pro-
duces the king and returns the ten of hearts.

You win with the king, and since you now have 11
sure tricks, your only remaining chore is to guess which
way to take the two-way spade finesse. This is a mat-
ter involving skill, not luck, so you put your thinking
cap on and try to solve the problem.

The task proves to be an easy one, because when you
cash the ace of hearts, East shows out, revealing that
West started with five cards in the suit. When you next
continue with three rounds of clubs, you learn that West
started with exactly four clubs. You then cash the A-
K-Q of diamonds, learning that West started with at
least three diamonds.

With 12 of West’s original 13 cards accounted for,
you now know he cannot hold more than one spade.
You therefore lead the spade five to the king and re-
turn a spade to your jack, knowing the jack will win.
Thanks to your careful “spadework,” this finesse, un-
like most others, is 100 percent certain to succeed.
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