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CrosswordFor 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
You are the dealer, both sides vulnerable, and open

One Diamond. Partner responds One Heart. What
would you now bid with each of the following five
hands?

1. S K5 H AQ73 D AQJ84 C K9
2. S KQ4 H 8 D AJ952 C AQ73
3. S KJ52 H 974 D AKQJ6 C 7
4. S 83 H AK8 D KQJ92 C AJ2
5. S AJ9 H 82 D AKJ85 C AQ4

 * * *
1. Four hearts. There is no question about this be-

ing a game-going hand after partner has responded
with one heart, and the best way to make sure of reach-
ing the game is to bid it. With 19 high-card points plus
two doubletons — worth another two points or so —
facing the six-point minimum indicated by the heart
response, the partnership assets easily exceed the 26
points ordinarily required for game. It is hard to imag-
ine a hand partner can hold that will not produce a
good play for 10 tricks.

The jump to four hearts is by no means a sign-off.
Rather, it encourages partner to move toward slam
with a suitable hand. The one thing to avoid is a raise
to only three hearts, which partner could pass with
minimal (six or seven points) values.

2. Two clubs. Here you lack the values for a jump-
shift to three clubs, which would show at least 19
points. The two-club rebid has the merit of being
ambiguous, since it can be based on anywhere from
13 to 18 points. If partner passes, it is unlikely your
side can make a game.

3. One spade. This bid is also in the ambiguous
class, but it is better to bid a spade than two diamonds
or two hearts. You plan to show your three-card heart
support at your next turn if the opportunity to do so
arises, thereby apprising partner of the three-suited
nature of your hand. This should leave him in an ideal
position to select the best contract.

4. Three hearts. It is highly unusual to double raise
partner’s suit with only three-card support, but con-
sidering the 18 high-card points and the quality of your
hearts, the jump is the best bid available. You are not
always dealt hands that match the perfect textbook
illustration of a double raise, and the best you can do
in such cases is to aim as close to the mark as possible.

5. Three notrump. This hand strongly suggests
notrump play, and since the combined high-card hold-
ing is known to be at least 25 points — plus the added
value for your strong five-card diamond suit — you
should jump directly to game. Partner can then carry
on as he sees fit, knowing he has about 20 points and
a balanced hand opposite him.

Tomorrow: The sure way is the best way.
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The Sure Way Is the Best Way
On some deals, the outcome is a forgone conclu-

sion. Declarer takes his tricks, loses what he has to
lose, and that’s that. On other deals, the outcome might
hinge solely on the lie of the adverse cards. The op-
posing distribution or the location of a particular card
determines the result, and there is nothing that can be
done about it.

On both types of hands declarer has little or no
chance to demonstrate his skill.

But on a third type of hand — more common than
the other two — declarer is presented with an oppor-
tunity for skillful play. It is on these deals that he can
consider various options and then choose the one that
offers either the greatest chance of success or an ap-
proach to the play that is sure to overcome an unlucky
lie of the cards. Today’s hand illustrates the latter case.

In four spades, South can count four possible los-
ers — a diamond and three hearts. However, declarer
sees that by leading twice toward dummy’s K-J-3 of
hearts, he can avoid losing three heart tricks if West
has either the ace or queen of hearts, or both. His only
real concern, therefore, is how to make the contract
if East has the ace and queen. This is where skill en-
ters the picture. To assure the contract, South wins the
diamond lead with the ace, draws trumps, then cashes
the A-K of clubs and ruffs dummy’s last club. He then
plays the king of diamonds and exits with a diamond.

He does not care one whit which opponent actually
takes the trick. If East wins, he must play a heart to
dummy’s K-J-3 or yield a ruff-and-discard by lead-
ing his remaining club. If West wins the diamond, he
can return a heart, but dummy simply plays the jack
or king, forcing East to win and concede the game-
going trick as before.
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