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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
You are South, and the bidding has gone: 1. Three clubs. It is 

clear that your partner has a very good hand. Apparently his values 
were too promising for a direct two-club overcall, so he doubled 
first to identify his extra strength. This sequence typically identi-
fies a 17-point or better hand that cannot be shown in any other 
way. You have two kings and support for his suit that he is totally 
unaware of -- and the best way of letting him know this is by raising 
to three clubs.

Standing alone, your hand is not very impressive, but in con-
junction with what partner has indicated he holds, there is surely a 
chance for game. For example, partner may hold S K5 H A7 D AJ3 
C AQ10953, in which case three notrump is a virtual laydown.

 2. Two notrump. You hold much more strength than your previ-
ous bid implied, so you owe it to partner to now inform him of your 
high-card values and double-heart stopper. Two notrump does not 
announce a powerful hand; if you had a better hand, you would have 
responded initially with a jump-bid. Two notrump is also a far more 
encouraging try for game than a raise to three clubs would be.

 3. Four clubs. Game appears to be just around the corner, and 
you can best let partner know that by jump-raising in clubs. One 
advantage of raising him to four rather than five is that it allows for 
the possibility that partner might next bid four spades (showing 
three-card support), which you’d pass. Ten tricks in spades could 
prove easier to make than 11 tricks in clubs.

 To raise to only three clubs would show a lack of understanding 
of the power suggested by partner’s first two bids. All too often, he 
would pass three clubs, and you’d wind up missing an excellent 
game contract. There is no good reason to pussyfoot in such a 
promising situation.

  4. Pass. This setup is a hot potato, and the sooner you let go, the 
better off you’ll be. Dangerous as your situation was at the start, 
partner’s two-club bid has made it more so.

 It is true that a spade contract might work out better, but as a 
practical matter it’s not wise to test this possibility, lest the roof sud-
denly cave in. You’re in a choice-of-evils position where a further 
bid would invite disaster.

	    Tomorrow: A shadow on the horizon.
	    (c)2008 King Features Syndicate Inc.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

	
	

 A Shadow on the Horizon
 The many forms a safety play can take are too great 

to enumerate. The most common ones are well-known 
and are easy enough to learn either through experience 
or in textbooks devoted to the play of the cards.

 The trouble comes when an unusual situation 
develops that really belongs in the safety-play family 
and the declarer is unable to relate it to a previous ex-
perience. Unaware that safety measures are necessary, 
he plunges ahead without taking precautions against 
an obvious danger. As a result, he may sometimes go 
down in a contract that could have been made.

 Take this case where South was in five diamonds. 
He won the spade lead with the ace and led a diamond. 
East took the ace and returned a spade. West ruffed, 
and South had to go down one -- though he could have 
made the contract with the aid of an unusual play.

When declarer first sees dummy, he should realize 
that the primary threat to his contract is a spade ruff. 
Given East’s opening spade bid, this is certainly a 
realistic possibility.

After this danger registers on South, he should 
start looking for a means of guarding against the ruff. 
It should also occur to him that ordinary measures 
will not avert defeat if West really does have only 
one spade.

Once declarer is thinking along these lines, it should 
not take him long to find the solution: Win the spade 
lead with dummy’s king, cash the ace of hearts and 
discard the ace of spades!

From then on, he has smooth sailing. Dummy leads 
a diamond, taken by East with the ace. Declarer ruffs 
the spade return, and West cannot overruff. South then 
draws trumps and concedes the ace of clubs, and the 
contract is home safe and sound.
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