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Crossword

Beetle Bailey • Mort Walker

Hagar the Horrible • Chris Browne

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

Bidding Quiz
 1. Three clubs. A basic rule of bidding is that when-

ever the responder names a new suit, the opening bid-
der must bid again. In this case, for example, your ini-
tial one-heart response is 100 percent forcing, and part-
ner must bid again even if he started with a rock-bot-
tom minimum.

The same principle applies when responder, at his
second opportunity, again bids a new suit. However,
there is one important exception to this rule, and that
is when the opening bidder has rebid one notrump at
his second turn.

In that case, if responder wants to name a new suit
and be sure that partner will bid again, he must jump
to the three-level. Since you have every reason here to
believe that your side can make a game in some de-
nomination, you must jump to three clubs to force part-
ner to continue bidding.

2. Three notrump. With 14 high-card points and a
notrump-type hand, you should go directly to game.
There would not be much point to a three-club bid,
because it is unlikely that game in either minor suit
would prove a better proposition than game in notrump.

3. Pass. There is no good reason to disturb one
notrump. Game is unlikely with only 10 high-card
points facing a hand that can contain, at most, 15 points.

 The only question to be resolved is whether one
notrump or two hearts is the better partscore contract.
Seven tricks at notrump figure to be made on high-card
power alone, while two hearts runs the risk that part-
ner might have poor heart support, in which case a bad
trump break could cost you the partscore.

4. Three diamonds. Again we have an opening bid
facing an opening bid, but the best game contract is by
no means clear at this point. Partner’s assistance in
choosing the best contract should therefore be enlisted
by jumping to three diamonds.

 If partner next bids three hearts, indicating three-
card support for your suit, you will happily carry on to
four, while if he chooses diamonds or notrump as the
best denomination, you intend to abide by his decision.

 The Telltale Heart
 The finesse is a remarkable de vice that enables you

to win a trick with a card lower than one held by an op-
ponent.  But, like all good things, it is sometimes abused.

A finesse against a particular card has an even chance
of succeeding unless there are factors that indicate oth-
erwise.

If an alternative line of play is available that offers
better than a 50-50 chance of success, that approach
should be chosen rather than a finesse.

Consider this case where South was in six diamonds
and West led the king of hearts, ruffed by declarer. The
slam seemed to rest upon the success of the club finesse,
so South, after playing a trump to the ace, returned a club
to his queen, losing to West’s king. He later lost another
club trick and went down one.

Before pinning all his hopes on a club finesse, declarer
should first have sought another line of play. He would
not have had to look too far. West had led the king of
hearts, marking him with the ace. This vital piece of in-
formation was all South needed to put him on the right
track.

 Declarer should ruff the heart king and plot a course
to endplay West.

He can do this in several ways, but the simplest is to
draw trumps and cash the A-K-Q of spades, discarding
the heart ten from dummy. He then enters dummy with
a trump, leads the queen of hearts and discards the six of
clubs on it.

West wins with the ace but is hors de combat. He is
forced to return a club or yield a ruff-and-discard, either
of which hands South the slam. The club finesse never
enters the picture, and declarer gets home safely with-
out running any risk at all.

Sally Forth • Greg Howard

Zits • Jim Borgman & Jerry Scott

Mother Goose and Grimm • Mike Peters

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott


