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Crossword

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

 Bidding Quiz
  1. Six spades. There is the distinct aura of a slam

when partner opens one spade and next jumps to
three spades without knowing you have three aces.
The one thing certain is that you should not stop short
of six.

Alternatively, you could bid four hearts — a
cuebid of West’s suit — and thus suggest the possi-
bility of a grand slam as you wend your way to six
spades. Partner could have either of these two hands
for his three-spade bid:

  [S] AKQ1083 [H] 6 [D] K92 [C] K74
   [S] KQJ1075 [H] 94 [D] KQ [C] KQ6,
 and six spades is odds-on to make on both.
 2. Four diamonds. Partner’s four-club bid is a

slam try; if he was interested only in game, he would
have bid four spades. Since you have the ace of dia-
monds and about as good a hand as you could be
expected to have, you must cooperate with partner
by bidding four diamonds. Partner could have ei-
ther of these hands:

 [S] KJ9642 [H] A5 [D] J4 [C] AK3
  [S] KJ1073 [H] A8 [D] K9 [C] AJ85,
 and you would certainly want to be in six spades

in both cases.
 3. Three notrump. It’s true that you have only six

high-card points, that you don’t have notrump dis-
tribution, and that declarer ordinarily needs 26 or
more points to have a good play for three notrump.
Nevertheless, the winning bid is three notrump be-
cause the odds heavily favor making that contract.

 In hands of this type, where there’s an excellent
chance you’re starting partner off with seven dia-
mond tricks, you can well afford to shortchange him
in high-card points because you have lots of tricks
to take their place. You shouldn’t bet your life that
partner will make three notrump, but over the long
haul you’ll gain much more than you’ll lose by leap-
ing directly to game. It would be wrong to bid two
diamonds, asking partner to pass, or three diamonds,
which is forcing but aims for the wrong contract.

 The One That Got Away
  A good way of improving your play is to ask

yourself, after going down in a contract, whether you
could have made it. This type of self-analysis helps
to prevent a future error of the same kind.

Take this case where South made a mistake that
cost him dearly. He ruffed the diamond lead, drew
trumps, then played a heart to the ten, losing to the
jack.

  East returned a low club, and West won the jack
with the queen. West played another heart, the queen
losing to the king, and East then cashed the ace of
clubs to put the contract down one.

 South was without question very unlucky on the
deal. He tried three finesses and lost them all. He
would have gotten home safely had West held the
king or jack of hearts, or had East held the queen of
clubs. The odds against losing all three finesses were
7-1.

Yet he should have made the contract, despite the
bad lie of the cards. South overlooked a 100 percent
chance that did not depend on any luck at all.

 After drawing trumps, he should have attacked
clubs, not hearts, by leading a club from his hand at
trick four. After forcing out the A-Q, his fourth club
would provide a parking place for one of dummy’s
hearts.

This approach would have rendered the location
of the A-Q of clubs and K-J of hearts totally irrel-
evant. If West took the first club and led a heart,
declarer would finesse the queen and remain firmly
in the saddle, regardless of what East did next.

Sally Forth • Greg Howard

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

Mother Goose and Grimm • Mike Peters


