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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

 Hook, Line and Sinker
	   	    
Every so often a hand arises where there’s a distinct 

disadvantage to being a good player. The expert who 
sees all and knows all sometimes makes plays that 
wouldn’t occur to a lesser player, and as a result oc-
casionally pays a price for his superior knowledge. 
The moral is that ignorance is sometimes bliss.

Consider this deal played in a national pair cham-
pionship. South quickly got to six spades, and West 
led a diamond, taken by dummy’s ace.

 Declarer, a well-known expert, played two rounds 
of trumps and then four rounds of hearts, discarding a 
diamond from dummy. The diamond discard wasn’t 
important as such, but it was by no means a haphazard 
play. South had a very shrewd purpose in mind.

 Declarer next led a club, and West, also a top-notch 
player, stepped right up with the ace. That ended the 
play, and declarer made the slam.

 Had West followed low on the club lead, South 
would have had a difficult guess as to whether to play 
the king or the jack from dummy.

 Whether he would have guessed correctly no one 
will ever know. In the actual layout, declarer suc-
ceeds by playing the king, but if West has the queen 
and East the ace, the jack is the winning play.

South’s method of play would probably have been 
a waste of time against an inferior West player. De-
clarer intentionally went out of his way to show West 
he had started with six spades and four hearts.

 By cashing his hearts and discarding a diamond 
from dummy, South hoped to persuade West that he 
had started with two diamonds and one club. The 
actual West swallowed the bait, apparently believ-
ing he’d lose his ace unless he took it while he had 
the chance.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

	
	 To Win or Not to Win?
	   	    
 Whether or not to win a trick is often a matter of 

using good judgment. There is no magic rule that 
provides a simple answer. You have to deal with each 
situation, as it arises, on its merits.

  Suppose you’re East and partner leads a heart 
against three notrump. Declarer wins your jack with 
the king and plays the king of spades, West following 
with the three. Do you win the trick or not?

Many contracts stand or fall on questions of this 
type, so it pays to be careful in such a situation. West’s 
play of the three shows an odd number of spades 
-- he would begin to play high-low with an even 
number -- so you know that West has three spades 
and South two.

You may therefore feel tempted to duck the king, 
planning to take the ace on the next round. But if 
you succumb to this temptation, you will have a lot 
of explaining to do later on after declarer shifts his 
attention from spades to diamonds, forcing out your 
king. South would then finish with nine tricks -- one 
spade, two hearts, four diamonds and two clubs.

Ducking the king of spades is a futile play, since 
you know declarer can compel you to take the ace if 
he wants to, or abandon the suit if it’s to his advan-
tage to do so. You shouldn’t give declarer this sort 
of option -- it can do you no good and may do you 
some harm.

 You should therefore take the ace of spades at once 
and return a heart, hoping partner started with five 
hearts, in which case you have an excellent chance 
to defeat the contract. As it happens, if you defend 
this way, South must go down one.

Comic 7-23 pg 7.indd   1 7/23/08   8:17:29 AM


