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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

                   Bidding Quiz

  1. Three notrump. Since you have an
opening bid of your own facing partner’s opening
bid, a game contract must be reached. The only prob-
lem is where the best game contract lies. Having
already bid your spades, you now indicate your hand
is suitable for notrump play also. This presents part-
ner with the choice of passing if his hand is suitable
for notrump play as well, or retreating to four spades
if his hand is unsatisfactory for notrump. A two-
notrump rebid over two spades would be merely
invitational and not forcing, and partner would not
be obligated to bid again. You should not make a bid
partner can pass when you know you have sufficient
values for game. 2. Four spades. The value of a hand
rises or falls as the bidding progresses. Thus, if part-
ner had opened the bidding with one heart, your hand
would have dropped in value initially because it is
usually better to have some length in partner’s best
suit than shortage  Here, however, your partner has
opened in a suit in which you have a good holding,
and then raised your suit. It is no exaggeration to say
that your hand as a whole, with only 11 high-card
points, has grown in value to the equivalent of 15
points because of the double fit in spades and clubs
plus the shortness in hearts. Game in spades should
therefore be undertaken at once. There is not much
point to bidding your diamonds along the way. To
volunteer this information would be far more help-
ful to the opponents than to partner. 3. Three spades.
Whether 10 tricks can be made depends on the
strength of partner’s two-spade bid, which shows
13 to 15 points. Three spades asks partner to go on
to game with a maximum for his previous bids, and
to pass with a minimum. 4. Pass. Game is very un-
likely since your hand is worth only about nine
points. If you were to bid three spades, which is the
most you could possibly do, the contract would be
in danger whenever partner passed, and would like-
wise be in danger if partner carried on to game.

   The Disappearing Trick

  Dummy reversals are not easy to recognize be-
cause they require declarer to adopt an unnatural
method of play in order to succeed.

Take this case where South is in six diamonds and
West leads the K-Q of hearts. Declarer ruffs, and the
question is what to do next. The most obvious line of
play is to draw trumps and stake the outcome on a
spade finesse — essentially a 50-50 proposition. If
East has the king, the slam is made; if West has the
king, the slam goes down. However, there is a dif-
ferent method of play that offers declarer far better
than a 50 percent chance for the contract — a dummy
reversal. He should therefore reject the spade finesse
and adopt the alternative approach.

South starts by leading a diamond to the ten at trick
three and ruffs another heart, then leads a diamond
to the queen and trumps dummy’s last heart. By this
time, since South has led trumps twice and ruffed
hearts three times, he has no more trumps in his hand.
He next plays a club to the ace and cashes the ace of
diamonds, drawing West’s last trump while discard-
ing his four of spades. Declarer’s spade loser thus
disappears, and he scores the rest of the tricks with
the K-Q-J-10 of clubs and ace of spades. When
dummy first comes down, it is certainly not obvious
to declarer that his spade loser can eventually be dis-
carded on one of dummy’s trumps. That’s why
dummy reversals are so often overlooked.  In choos-
ing the dummy reversal over the spade finesse, it is
important for declarer to first compare the merits of
the two lines of play. The former approach succeeds
whenever the missing trumps are divided 3-2 — a 68
percent probability — while the spade finesse wins
only half the time, so he should opt for the dummy
reversal.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters


