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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

The Percentage Factor
 Assume you’re declarer at three notrump and West 

leads a heart. You allow East’s king to win the trick, 
and take the ten-of-hearts return with the ace. How 
would you continue?

 You start with six certain winners -- two spades, a 
heart, a diamond and two clubs -- so you need three 
more tricks. There are two different finesses avail-
able, either of which would produce the three tricks 
you need if it succeeded. One is in clubs, the other 
in diamonds.

The trouble with both of them is that if the finesse 
you attempt loses, the opponents may be able to cash 
enough heart tricks to defeat the contract, leaving you 
with no opportunity to try the other finesse. So the 
big question is which finesse to take.

The probability of the diamond finesse working 
is 50-50; if West has the king, you’re home, but if 
East has it, you’ll probably go down. Your chance 
of success is about the same in the club suit, where 
you have to guess which opponent to finesse for the 
queen. Moreover, and this is a key consideration, if 
you successfully guess which finesse to take, you have 
no intention of trying the other one.

  Bearing this in mind, there is a line of play avail-
able that can elevate your chances to well above 50 
percent. It stems from the fact that when missing 
the Q-x-x-x-x of a suit, the queen will be singleton or 
doubleton about once in every three deals.

 Since you are not planning to finesse in both 
clubs and diamonds, it therefore makes sense to 
first cash the A-K of clubs to see whether the queen 
falls. If it doesn’t, you still have the diamond finesse 
in reserve.

  The recommended approach will succeed approxi-
mately two-thirds of the time, whereas relying on just 
one finesse wins only about half the time.

    Tomorrow: Endplay Charlie.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

 
 

    Endplay Charlie
 Once upon a time there lived a bridge player by the 

name of Endplay Charlie. Of course, there was a very 
good reason why he was known by this name. 

Charlie wasn’t much of a player, as bridge players 
go. He generally bid badly and had to suffer the con-
sequences of this failing. But he was very good when 
it came to playing the cards. 

 In particular, he was especially good at executing 
endplays, and often redeemed poor contracts with 
his extraordinary aptitude in this area. 

 Moreover, he was also gifted when it came to 
defending against endplays. More than anything 
else, Charlie loathed getting caught in an endplay, 
and he would go to any lengths to prevent this from 
happening. 

Consider the play he once made on this deal. Hold-
ing the East hand, he won the diamond lead with the 
queen and continued with the ace. Declarer ruffed 
and played a high trump. Charlie took the ace and 
returned a trump. 

 South won in his hand and led the ace of clubs, on 
which Charlie dropped the king! As a result, declarer 
lost two heart tricks and went down one. 

What would have happened had Charlie played the 
six of clubs on the ace, as any normal human being 
would have done? In that case, declarer could have 
made the contract by following low from dummy 
on the next club lead, and Charlie would have found 
himself thoroughly endplayed after taking the king. 
Whatever he returned, South would score the rest 
of the tricks. 

Many players tried, but they seldom succeeded in 
endplaying Endplay Charlie!

    Tomorrow: Backup plan.
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