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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. One spade. The only other possible bid

is two spades, but most experts would consider this
hand not good enough to justify a jump-shift oppo-
site a one-heart opening. Two spades would be the
proper bid if partner opened with a club or a diamond
because of the increased possibility of making a
slam. But opposite one heart, a suit for which you
have no fit, most experts would respond one spade,
leaving any potential giant steps to be taken later.

   2. Double. This is still a takeout double,
even though partner had the opportunity to respond
and didn’t. Obviously, the hand is too good to give
up without bidding again, and the best way of com-
peting further is to double once more. The alterna-
tive bid of two spades is a close second, but the spade
suit is a bit too weak to mention independently at
this level.

   3. Three clubs. You have the high-card
values to justify a bid of three notrump, but the
wrong distribution. The unbalanced nature of your
hand will be suggested by the three-club bid. This
is a forward-going bid and indicates values well
above a minimum opening.

   4. Five clubs. Three clubs is a pre-
emptive bid intended to make life difficult for the
opponents. Because the bid denies the high-card
values for a normal opening one-bid, partner can-
not be credited with as much as seven clubs to the
A-K and a side ace.

   The most partner can have is a good club
suit and a high card or two of secondary value, which
should produce a good play for game. Three spades
(forcing), followed by a raise to five clubs if part-
ner does not support spades, is also acceptable.

   5. Four clubs. The jump-raise shows ap-
proximately the high-card values you have, as well
as implying distributional features. At the same time,
it leaves room for partner to cuebid or use
Blackwood if he is interested in a slam.

Putting It All Together
Whenever a player becomes declarer, he must

give his assignment the closest attention possible.
He must have his objective clearly in mind when he
starts to play, and must form a preliminary plan he
intends to follow. Naturally, he must also be pre-
pared to deviate from the original plan when, as and
if the circumstances change.

Plays hastily made before a plan of attack is for-
mulated often lead to disaster. Witness this hand
where South reached three notrump on the bidding
shown.

West led a diamond, and declarer won East’s
seven with the eight. He could count nine tricks
consisting of four spades, a heart, three diamonds
and a club. The only trouble was that the tricks were
easier to count than to take.

The four spade tricks were impossible to cash. If
declarer cashed the Q-J, he would have no way of
reaching dummy to collect the A-K, while if he
cashed the queen and then overtook the jack, he
would score only three spade tricks.

South adopted the latter line of play and then took
a club finesse. West won with the king and returned
the ten of clubs, and declarer eventually finished
down one.

What happened to South should not have come
as a surprise. The problem of collecting four spade
tricks should have engaged his attention before he
won the first diamond trick with the eight.

What South should have done was to win the first
diamond with the king (or ace). Next he would cash
the Q-J of spades and ace of diamonds. A diamond
toward the J-9 would then assure an entry to dummy,
and nine tricks would be there for the taking.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters
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