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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
Bridge is a partnership game, and it’s impossible to 

achieve good results unless you and your partner have 
a firm agreement on the meanings of certain bids.

Below are seven bidding sequences. You are to 
decide whether the last bid shown is Forcing or Non-
forcing. A forcing bid is defined as one that cannot be 
passed. If the last bid merely invites your partner to 
bid again, treat such a bid as nonforcing. Answer all 
the questions first before reading the answers.

1. Nonforcing. Three spades asks responder to bid 
again only if his one-notrump bid, which indicates six 
to 10 points, is in the upper half of that range.

 2. Forcing. Unless agreed otherwise, a jump-bid by 
responder with an unpassed hand is forcing to game. 
The exception is mentioned because many players 
now treat jump-bids in previously bid suits as merely 
invitational.

 3. Forcing. Responder is showing 13 to 15 points, a 
balanced hand and stoppers in the unbid suits.

  4. Forcing. When responder, as an unpassed hand, 
names a new suit, that bid is unconditionally forcing. 
This applies not only to the first response, but also to 
any subsequent responses in a new suit.

 5. Nonforcing. Since North passed initially, his 
two-diamond bid can be passed. This exception to the 
rule stated in the previous problem has a very sound 
basis, as the opening bidder often knows there cannot 
be a game opposite a passed partner.

 6. Forcing. The jump in a new suit by an opening bid-
der (a jump-shift) is unconditionally forcing to game. 
It informs responder that even a six-point holding is 
enough to assure a game in some denomination.

7. Forcing. Since South promised at least 10 points 
with his initial two-diamond response, he cannot pass 
North’s jump-rebid, which shows at least 16 points.
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 Maximizing Your Chances
 Let’s say you have a 50 percent chance of making a 

contract if you adopt a certain line of play. This is surely not 
the worst of odds, but, if you are a perfectionist, you should 
not settle for a mere 50-50 chance of success. Instead, you 
should look for some other approach that might raise your 
chances to 75 percent, or even 100 percent, if possible.

 The opportunity to apply this principle occurs time and 
time again. The general idea is that if declarer cannot attain 
the 100 percent chance he’d like to have, he should look 
for the next best thing to it.

For example, if you’re declarer at five clubs in this hand, 
you see you must lose a diamond, almost surely a spade and 
possibly a heart. What you would like to do is to minimize 
the chance of losing a trick in hearts, where an ordinary 
finesse offers only a 50 percent chance of succeeding.

By far your best hope of achieving this goal is to try to 
set up an endplay. So, after ruffing a diamond continuation 
at trick two, you cross to dummy with a trump and ruff 
dummy’s last diamond. You then draw a second round of 
trumps and play the A-K and another spade.

You don’t know which opponent will win the third 
spade, but you hope it is West. If so, you are sure of mak-
ing the contract whether he returns a heart or gives you a 
ruff-and-discard.

In the actual hand, East wins the third spade, which is 
not ideal but much better than relying on a straight finesse. 
When he returns a low heart, you play low, which traps 
West’s queen and puts you on Easy Street.

 Note that even after East wins the third spade, you go 
down only when West started with both the queen and ten 
of hearts -- just a 1-in-4 possibility. This is certainly better 
than taking the straightforward heart finesse by leading to 
the jack, which has about an even-money chance of losing, 
and would cost you the contract in the actual deal.
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