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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

 You are the dealer, both sides vulnerable, and
have opened One Heart. Partner has responded One
Spade. What would you now bid with each of the
following five hands?

1. [S] AK75 [H] AQJ83 [D] 62 [C] A4
2. [S] 95 [H] AJ842 [D] KQ5 [C] KJ7
3. [S] 92 [H] KQ984 [D] AJ [C] KQ97
4. [S] 843 [H] AKJ962 [D] K7 [C] A5
 5. [S] J6 [H] KQ853 [D] AKJ [C] AQ3
                              * * *
1. Four spades. A game contract must be reached

once partner responds with one spade. Only an
avowed pessimist would think that the combined
hands might not provide a satisfactory play for
game.

Whether the basis for this evaluation is point count
— you have 18 high-card points plus two doubletons
— or simply that it would be extremely unlikely to
lose four tricks, a game must be undertaken.

 A raise to three spades would be wrong, as this
would not compel partner to bid again, but would
merely invite him to go on.

2. One notrump. This rebid identifies a balanced
hand of the minimum class, which is exactly what
you have. It would be wrong to rebid your hearts
with such a weak suit.

3. Two clubs. Hands with 5-4-2-2 distribution
usually play better in a suit, so you should show your
second suit rather than rebid one notrump. Although
the two-club bid is by no means forcing, and might
even be made on a minimum hand, it can be based
on more than a minimum and is therefore to be pre-
ferred to one notrump, which is a limited rebid. This
hand should not be treated as though it were a weak
opening bid.

4. Three hearts. Your additional values above a
minimum opening can be shown by jumping to three
hearts, indicating 16 to 18 points. Partner is not re-
quired to bid again and may pass with six or seven
points.

It is important to recognize that this 15-high-card-
point hand is worth substantially more because of
the length and strength of the heart suit and because
partner’s spade response helps cover your weakest
suit. But it is not worth more than a three-heart bid
because game is not likely to be made if partner’s
hand is so weak that he passes.

5. Three notrump. You should assume that part-
ner has at least six points for his one-spade response.
Since this brings the combined point count to at least
26, a game contract must be undertaken. The only
question is how best to tell partner about the size and
shape of your hand.

 The jump-rebid to three notrump fills the bill
perfectly. It indicates balanced distribution, approxi-
mately 20 points and strength in the unbid suits. It
lays the foundation for a slam if partner has the type
of hand that could produce a slam opposite this one.

   Think First, Play Later
The importance of planning the play is well-illus-

trated in this deal, where South failed to justify his
leap to six spades by not finding the way to make
the contract.

West led the ten of hearts, covered by the jack and
king and ruffed by South. Declarer then drew trumps
and led a club to the queen, losing to the king. There
was now no way to avoid losing another club, and
South finished down one.

Declarer could have made the slam had he given
more thought at the outset to finding a way to avoid
staking his chances solely on the club finesse. He
knew from both the bidding and opening lead that
East had the A-K of hearts, and could have capital-
ized on this knowledge to assure the contract.

The simplest approach is to refrain from cover-
ing the ten of hearts with the jack at trick one. After
East also follows low, South ruffs, draws two rounds
of trumps, cashes the K-A of diamonds and ruffs the
ten of diamonds in dummy.

The stage is now set for the decisive play. Declarer
leads the queen of hearts from dummy’s Q-J-4 and,
after East covers with the king, discards the club
deuce!

This places East in a hopeless position. If he re-
turns the ace or a low heart, dummy’s jack becomes
a trick on which South can dispose of his other club
loser. A club return from East into dummy’s A-Q is
equally fatal, and so is a diamond return, which al-
lows declarer to discard a club as he ruffs in dummy.

Many declarers would instinctively cover the ten
of hearts with the jack at trick one and then start
thinking about how to play the hand. But that is not
the right way to play the game. Think first, play later!

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

Zits • Jim Borgman & Jerry Scott


