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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

A Switch in Time Saves Nine
 This deal occurred in a team-of-four match. At

both tables, South was declarer at three notrump and
West led a club.

At the first table, declarer ducked East’s queen and
ten of clubs, and won the third club with the ace. He
then led a heart to dummy’s eight, losing to the
queen, and won East’s diamond return with the king.
Another heart lead to dummy’s jack lost to East’s
king, but declarer had the rest of the tricks and so
made exactly three notrump.

At the second table, though, South went down
two, a result which came about in a perfectly rea-
sonable manner. Here, also, East won the opening
lead with the queen of clubs and returned the ten,
ducked by declarer. But West, recognizing the fu-
tility of persisting with clubs, overtook the ten with
the jack and shifted to the queen of diamonds.

Declarer was helpless against this attack from a
new quarter. He took the queen with the king and
finessed the eight of hearts, losing to the queen. Back
came a low diamond, West’s jack forcing the ace.
When South now crossed to his hand with a spade
and tried another heart finesse, East won with the
king and cashed two diamond tricks to put the con-
tract down two.

Certainly the defense at the second table was
much more sensible than at the first. West saw no
future in clubs and shifted to a diamond at trick three,
hoping East held either the king or ten.

 It is true that East might have held a different hand
that would have made a diamond shift ineffective.
But in that case, it was likely that every other method
of defense would also fail.

   Sheer Artistry
   Luck evens out in the long run, so if you want to

be a winner at bridge, you have to play better than
those you play with.

Let’s say you’re in six hearts and West leads the
king of clubs, which you ruff. You play the queen of
trumps and finesse, but East wins with the king and
returns the queen of spades.

It looks as though you must lose a spade trick and
go down one, but if you put your gray cells to work,
a way to avoid the spade loser emerges.

Accordingly, you win East’s spade return with
dummy’s king, ruff a club with the ten, re-enter
dummy with a low trump to the nine and ruff another
club with the jack.

This runs you out of trumps in your hand, since
you’ve ruffed clubs three times and led trumps
twice, but that’s precisely what you’ve been trying
to do.

You now enter dummy with a diamond and draw
West’s last trump with the ace, discarding a spade
from your hand. Your K-Q-J-10 of diamonds and ace
of spades then win the last five tricks, and the slam
is home as your spade loser vanishes into thin air.

To come to 12 tricks, you scored five trump tricks
instead of only the four you seemed to have after the
trump finesse failed. It might seem odd that to make
the slam you must discard your spade loser on one
of dummy’s trumps, but that is the way things usu-
ally go in dummy reversal hands.

   Tomorrow: A problem of logistics.
   (c)2006 King Features Syndicate Inc.

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

Zits • Jim Borgman & Jerry Scott


