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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. With a sound opening bid fac-

ing an opening bid, a game contract must be reached.
Given your balanced distribution and all-around
strength, notrump appears the most feasible game.
If partner’s distribution is such that he prefers a suit
contract, your hand is sufficiently flexible to support
such an effort. The important thing is to avoid bid-
ding only two notrump or raising to three clubs, ei-
ther of which would permit partner to pass with a
minimum opening bid. Invitational bids of this sort
are reserved strictly for hands where there is doubt
whether a game should be reached. In this case no
such doubt should exist. 2. Pass. At the other end of
the spectrum are those hands where the previous bid-
ding indicates game is very unlikely. Partner’s two-
club rebid may be based on minimum values or a
moderately good hand, but even in the latter case,
your hand is nothing to get excited about. Partner’s
failure to jump to two notrump wipes out any chance
of a notrump game, while a game in clubs is too re-
mote to be seriously considered. A raise to three clubs
might easily result in getting the partnership too high.

3. Four hearts. You should be perfectly willing to
play in a game at hearts, and you can get that mes-
sage across to partner by jumping to game in that suit.
It is not necessary to rebid your excellent spade suit,
since a heart contract is surely playable whether part-
ner has spade support or not. Rebidding spades can
only confuse the issue. You can also jump to three
hearts, provided your partnership plays that bid as
forcing. 4. Four spades. Lacking a satisfactory fit for
either of partner’s suits, and holding a powerful suit
that requires no support from partner, you can deliver
both messages in one fell swoop by leaping to four
spades. The four-spade bid is mildly invitational to
slam, a contract you should not fear if partner decides
to carry on.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

    The Visualization Factor
There are times when declarer faces a problem that

seems impossible to solve. Fortunately, some of these
problems have ingenious solutions.  Consider this case
where you’re in five clubs and West leads the K-A of
diamonds, then shifts to the queen of spades. It certainly
seems you must lose a heart trick and go down one. But
if you’re in the habit of not giving up easily, you put on
your thinking cap as tightly as you can and come up with
a possible solution. To begin with, you’re aware that
West’s three-spade bid was pre-emptive and not a
strength-showing bid. He would have bid either one
spade or doubled had he held a strong hand with lots of
spades. You therefore decide — especially since West
has already turned up with the A-K of diamonds — that
he cannot have the king of hearts and proceed accord-
ingly. After winning the spade queen with the king, you
play six rounds of trumps to produce this position:
North

[S] A 9
[H] Q 10
West
[S] J 10
[H] J 4
East
[H] K 9 8
[D] 10
South
[S] 6
[H] A 6
[C] 9
You now play your last trump, hoping West has the

jack of hearts. If he has it, you’ve got him over a barrel.
This proves to be your lucky day because West, who
can’t afford to part with a spade, is forced to discard his
four of hearts. You thereupon discard dummy’s nine of
spades, lead a spade to the ace and play the queen of
hearts. It doesn’t matter whether East covers or not; ei-
ther way you avoid a heart loser and so make five clubs.
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