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Crossword

Tod The Dinosaur • PR Condron

For Better or Worse • Lynn Johnston

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Sally Forth • Greg Howard

Garfield • Jim Davis

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

Bidding Quiz
1. Four notrump. A small slam is nearly certain

— about all you need from partner are a king and
two aces. In fact, there is even the possibility of a
grand slam — if partner has three aces and a king
— and Blackwood is just about the only means of
learning whether partner has that ideal holding.

If partner’s response is five diamonds, showing
one ace, you sign off at five spades; if he bids five
hearts, showing two aces, you bid six spades. If he
bids five spades, showing three aces, you bid five
notrump, asking about kings. If he then bids six dia-
monds, bless him, showing one king, you go all the
way.

2. Four spades. Partner was not obliged to respond
to your overcall, and by doing so he evinced a mild
interest in game. Since you have an exceptionally
sound overcall, you should decide that game is very
likely. You shouldn’t hedge by bidding three spades,
which partner might pass. Nor is there any advan-
tage in bidding diamonds, since you don’t want to
play in that suit. High-card point count takes a back
seat in hands of this type. It is true that you have only
14 points in high cards, but that would not be the right
way to evaluate your hand. Contracts are made by
tricks, not points, and here it is hard to imagine los-
ing more than three tricks after partner voluntarily
bids one notrump.

3. Three diamonds. With an opening bid opposite
partner’s opening bid, you must make a forcing bid
at this point. In view of partner’s minimum rebid,
slam is practically out of the question, so the only
remaining problem is to find the best game contract.
Three diamonds leaves room for all kinds of explor-
atory sequences at a safe level. What you do next
will depend on partner’s response to three diamonds.

Tomorrow: Luck versus skill.

Luck Versus Skill
There are many hands where the outcome of a

contract is a foregone conclusion because declarer
has the overwhelming balance of strength. But there
are also other hands where skill is the sole determin-
ing factor.

 For example, take this case where West leads a
heart against three notrump and South must exer-
cise great care to get home safely. Let’s say he wins
the heart with the king and plays the Q-K-A of dia-
monds, hoping for a 3-3 split. West discards a heart
on the third round, and South has to choose between
persevering with diamonds or playing for a 3-3
spade division. Either way, three notrump goes
down. South fails by sheer force if he leads spades
first, and he also fails if he plays a diamond to es-
tablish dummy’s last diamond as a trick. In the lat-
ter case, East wins the diamond and returns the jack
of clubs, enabling the defense to collect four club
tricks and put the contract down one.

 However, South can make three notrump by en-
tering dummy with a spade at trick two and leading
a low diamond, intending to play the eight if East
follows low. In the actual case, West wins the eight
with the ten but is helpless. With West on lead, there
is no way the defenders can possibly cash four club
tricks. At the same time, South is sure to score three
spades, two hearts and four diamonds to get home
safely. In effect, declarer shapes his play so as to
avoid losing a diamond trick to East. By adopting
this approach, declarer makes it impossible for the
defense to injure him by collecting four club tricks
before he can establish and cash an extra diamond
trick.


