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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 spades. Partner’s double is for takeout, 

and if you were to respond with only two spades, he 
might think you had a hand that looked something 
like:   [S] Q742 [H] 875 [D] 8753 [C] 62 

The best way to represent your actual values is by 
jumping to three spades, an invitational bid indicat-
ing the game-going potential of your hand. If partner 
passes, you are unlikely to miss a game.

2. Two notrump. It is far better to respond two 
notrump than three clubs, a bid you could make 
with no high-card values at all. Two notrump is a 
forward-going bid that indicates moderate values 
(about seven to 10 points) and at least one diamond 
stopper. Partner may or may not carry on, depending 
on the size and shape of his hand.

3. Three diamonds. It’s hard to imagine any hand 
partner could have where you wouldn’t have a good 
chance for game. However, you can’t jump to game 
in one of your suits because you might choose the 
wrong one and wind up in an inferior contract.

 The best way of locating the proper trump suit is 
by a cuebid that forces your partner to choose the 
suit. You plan to raise to game in whatever suit he 
names.

4. Two hearts. Here you’re not quite strong enough 
for a jump-response, so the problem is whether to bid 
two hearts or three clubs. Neither response indicates 
any high-card strength, but since a two-heart bid is 
far more likely to stimulate a further bid from partner 
than a three-club bid, the heart response should be 
preferred. If partner raises two hearts to three, you 
should gladly bid four, as you have substantially 
greater values than he has a right to expect.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

 
 

Avoiding a Crucial Finesse

Probably the most difficult play in bridge to 
recognize is the dummy reversal. This is primarily 
because it involves doing the direct opposite of what 
a declarer normally does during the play of a suit 
contract. As a result, the dummy reversal is often 
overlooked, even by the best players.

Consider this deal where South is in seven hearts 
and West leads a diamond. The outcome seems to 
depend entirely on a spade finesse, which would lose 
in the actual layout. But if declarer spots the possibil-
ity of a dummy reversal early enough in the play, the 
spade loser can be made to disappear.

South begins by taking the ace of diamonds and 
ruffing a diamond. The K-A of hearts are then cashed 
to see how the trumps are divided. When they prove 
to be 3-2, declarer ruffs another diamond, leaving 
the lone missing trump outstanding.

  Dummy is next entered with a club, and the 
diamond eight is ruffed with South’s last trump, the 
queen. Declarer then crosses to the king of spades 
and plays the jack of hearts, extracting the missing 
trump.

 It is on this trick that the potential spade loser 
vanishes. Since South has no trumps left, he is able 
to discard his jack of spades on the jack of hearts. 
The ace of spades and K-Q-J of clubs then take the 
last four tricks.

 By ruffing three diamonds in his hand, declarer 
scores six trump tricks instead of the obvious five, 
and so winds up with six hearts, four clubs, two 
spades and a diamond for 13 tricks in all.

  Note also that by testing the trumps early on, 
South learned that it was safe to adopt this line of 
play. Had the hearts turned out to be divided 4-1, he 
could have continued drawing trumps and later tried 
the spade finesse.
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