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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

The Aim of the Game Is to Win
There’s surely something paradoxical about the

statement that bridge is a relaxing game, when the
fact is that you can’t ever afford to relax — if you want
to do well.

Take this hand, for example, where West leads a
heart against three notrump. Declarer plays low from
dummy and wins East’s ten with the king. He then
cashes the ace of clubs and continues with the
queen, but West plays low, and East shows out.

This is a disappointing development to South, be-
cause if West had taken the king, everything would
have been under control and a mini mum of 10 tricks
would have been assured.

But South sees there is still a chance to make the
contract, so he leads a low heart and, after West
plays low, finesses the nine. When the nine wins, he
leads the jack of clubs, forcing West to take the king
either now or on the next trick, and South’s troubles
are over.

The finesse of the nine is certainly unusual, since
South starts with three sure heart tricks and appears
to be jeopardizing one of them. However, it is nec-
essary be cause he needs an extra entry to dummy
to establish the clubs and be able to cash them later.
So South has to be credited with a good play.

However, the fact is that West was asleep at the
switch at the critical point in the play. Having smartly
refused to take his club king at trick three, he allowed
himself to relax at trick four — and, as we said at the
start, you just can’t afford to do that in bridge. When
South led the low heart to ward dummy, West should
have put up the jack. Had he done that, nothing could
have saved declarer.

West knows from East’s play of the ten at trick one
that South has the king and queen of hearts. West
should therefore try to prevent declarer from gain-
ing an extra entry to dummy by inserting the jack
when South leads the six. It can cost West nothing
to make this play, while it can gain him a great deal.

Tomorrow: From darkness into light.
(c)2006 King Features Syndicate Inc.

From Darkness Into Light
 Assume you’re in four hearts and West leads the

queen and another club, which you ruff. The prob-
lem is to find the best method of play — and this is
not easy even if you look at all four hands.

There are several assumptions you’re entitled to
make without seeing the East-West cards. One is
that the trumps are divided 3-2, since you have no
chance to make the contract if they’re divided 4-1.
Another is that East, who opened the bidding, has
the ace of spades.

It would be easy enough to make 10 tricks if West
had three hearts and East two. You could cash the
K-A of trumps, force out the ace of spades and later
ruff a spade in dummy.

The danger in playing this way is that East might
have three trumps, as in the actual deal. If you drew
two rounds of trumps and then played a spade to the
queen, East would take the ace and cash his high
trump. You would then go down one, losing two
spades, a heart and a club.

 However, assuming East has the spade ace,
there is a way to make 10 tricks regardless of which
defender has three hearts. To accomplish this you
play the A-K of hearts and then lead the six of spades
from dummy.

If East goes up with the ace, you no longer need
to ruff a spade, so let’s say he ducks. In that case,
you win the spade with the king, lead a diamond to
the ten, ruff a club and continue with a diamond to
the ace.

If East ruffs, your only remaining loser is a spade;
if he discards, you ruff dummy’s last club and con-
tinue playing diamonds. Whatever East does, you
are sure to make 10 tricks.

Tomorrow: By the sweat of the brow.
(c)2006 King Features Syndicate Inc.

Zits • Jim Borgman & Jerry Scott


