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Crossword

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Sally Forth • Greg Howard

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

  1. Three clubs. Obviously, a game must be
reached with this hand, but you are not in position
at this point to know what the best game contract is.
The jump to three clubs (forcing) tells partner you
have good support for clubs, the values for an open-
ing bid, and that game is feasible in clubs, hearts or
notrump, depending upon his hand. If partner has
three hearts, he must show them at his next turn.

 2. Three notrump. This bid shows balanced dis-
tribution and 16 or 17 high-card points, and is there-
fore a mild slam try. A jump to two notrump would
show 13 to 15 points and little interest in slam.

3. Three hearts. While your hand is satisfactory
for notrump play, your main effort should be di-
rected toward reaching a game in hearts. If partner
is unable to raise your suit and bids three notrump,
you plan to pass. In that event, your 13 high-card
points, well distributed in all suits, should make
three notrump the best contract. The three-heart bid
is forcing to game unless your partnership has
agreed otherwise.

4. Pass. The chance for game is remote, and the
only problem is to find the best partscore contract.
While there might be a better spot than one spade, it
is hardly worth increasing the level of the bidding
in search of it. Partner might take any further bid by
you seriously, and there is no reason to run this risk.

 It should be noted that a change of suit by the
opening bidder does not force responder to bid
again. That principle applies only when responder
names a new suit.

  5. Four spades. A raise to two spades in this se-
quence would show eight to 10 points, while a raise
to three spades would show roughly 13 to 15 points.
The jump to four spades, since it is stronger than
three spades, implies interest in a slam, and indicates
about 16 or 17 points. In all of these cases, distribu-
tional values are counted in addition to high-card
values. Some partnerships prefer to play that a raise
to three spades shows 11 or 12 points and is merely
invitational, while a raise to four spades would show
13 to 15. These players would have to find a more
circuitous route to game with 16 or 17 points, im-
plying slam interest along the way.

  Here is a tale of long-distance planning that
turned out remarkably well.

West led a spade against five diamonds, and de-
clarer realized that, given the bidding, he would
probably go down with normal play. He had a right
to assume that East had the king of clubs, but this in
turn meant that West was sure to have the ace of
hearts for his opening bid. Therefore, though he
could avoid a club loser, he would eventually lose
three heart tricks and go down one.

 Faced with this problem — a difficult one to solve
even with all 52 cards exposed — South came up
with a brilliant solution. For starters, he ducked the
opening lead of the king of spades!

  West could do no better than play another spade,
which declarer ruffed. South now cashed dummy’s
A-K of trumps, taking care to retain his deuce, after
which he led the queen of clubs, which held. Next
came the key play: He cashed the ace of spades and
on it discarded the ace of clubs!

Having thus gotten out of his own way, declarer
now led the jack of clubs from dummy. When East
covered with the king, South ruffed high and re-
entered dummy by leading his carefully preserved
deuce of diamonds to dummy’s four. He then dis-
carded two hearts on the 10-9 of clubs, lost a heart
trick to the ace and so made the contract.

Note that five diamonds could not have been made
except in the highly unusual manner shown. But
while South’s play might be deemed sensational,
plays of this sort do more than make a good story;
they also make good sense.

Sally Forth • Greg Howard

Baby Blues • Rick Kirkman & Jerry Scott

Crankshaft • Tom Batiuk and Chuck Ayers


