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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

Dear Mr. Becker: I am taking the liberty of writ-
ing to you even though I am primarily a devotee 
and practitioner of the ancient and honorable game 
of gin rummy, a game in which I can state, with 
all modesty, that there is no one who can hold a 
candle to me.

 I realize, of course, that you write only about 
bridge, and that you may know nothing and care 
even less about gin, but I had an experience on 
the accompanying bridge hand which might be 
of interest to you.

 As you can see from the bidding (I was South), 
I am no greenhorn at the game, and my play, I may 
add, also leaves little to be desired. In fact, if I ever 
decided to put my mind to the game, there is no 
doubt that you would soon be out of a job.

 I was merely wondering -- and that is why I 
am writing you -- whether it is possible that I had 
overlooked any angle in this hand where I went 
down at three notrump.

West led the A-Q of clubs, and I would have had 
a very easy time making three notrump except that 
the player on my right threw away the ace of dia-
monds and ace of spades on the first two tricks!

No matter how I figure it, I don’t see how I can 
now make this hand. If East had discarded just one 
ace, I would have gotten home with nine tricks, but 
two of them were just too much for me. Is there 
anything I could have done to make the contract? 
Sincerely yours, Joe Blow.

 Dear Mr. Blow: Not a thing. You were up against 
superhuman defense. Apparently East is also a gin 
player, so my guess is that he threw away his aces 
in order to retain his other combinations.

Once he did this, there was nothing you could do 
to alter the outcome. Cordially yours, SB

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

 
 

 A Nonconfrontational Solution

 Players who relish trying to guess the location of 
a missing queen are welcome to the pleasure, but 
most people would be just as happy to avoid it. Oddly 
enough, avoiding the guess altogether is sometimes 
the best way to resolve the problem. Consider this 
case where South is in four hearts. He sees at once that 
he must lose two clubs and a diamond, so the outcome 
hinges on whether he loses a trick to the queen of 
hearts. In the actual deal, if declarer is smart enough 
to finesse against West for the missing lady, he will 
make the contract. But in the absence of a peek into 
an opponent’s hand, it appears that South will have 
to guess which opponent to finesse for the queen. In 
this case, however, the best way to solve the problem 
is to ignore it entirely! The opponents start by lead-
ing three rounds of clubs, declarer ruffing the third. 
South then cashes the A-K-Q of spades, discarding a 
diamond from dummy. This is followed  At this point, 
five tricks remain to be played. Declarer has the A-J-
9-7 of hearts and a low diamond, while dummy has 
the K-10-5 of hearts, a diamond and a club. The last 
club is led from dummy and ruffed, after which South 
leads his losing diamond. It doesn’t matter which 
defender wins this trick. With the A-J-9 of hearts 
in his hand opposite dummy’s K-10-5, the queen is 
bound to be trapped regardless of which opponent 
leads next. It is true that if East has the fourth club, 
West will be in position to overruff when dummy’s 
last club is led. In that case, declarer will be forced to 
guess which opponent has the queen of hearts after 
East follows. The advantage of the recommended 
approach is that if East started with only three clubs, 
South is certain to get home safely no matter who 
has the trump queen.
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