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CrosswordRetail • Norm Feuti (Sample)

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

Baby Blues • Rick Kirkman & Jerry Scott (Sample)

The Science of Deduction
It’s usually easy for declarer to play a hand perfectly

if he’s allowed to see all four hands. But at the table,
declarer sees only two hands. Nevertheless, he is ex-
pected to achieve the best result possible on virtually
every hand he plays.

There are almost always clues to point declarer in
the right direction. These clues might come from the
bidding, the play or a combination of both. For example,
take this deal where South gets to four spades and
West leads the diamond queen.

If declarer plays strictly from force of habit, he goes
down one. He wins the diamond and takes a trump
finesse. East wins, cashes two diamonds and returns
a heart. Declarer finesses successfully but winds up a
trick short when he later attempts a club finesse that
fails.

The correct line of play is not really difficult. South
sees 25 high-card points between his own hand and
dummy, and also notes West’s queen-of-diamonds
lead. It certainly seems reasonable to assume that
East, for his opening bid, holds the four missing kings,
and declarer should adapt his method of play accord-
ingly.

South should win the diamond lead with the ace and
play a trump to the ace, deliberately rejecting the fi-
nesse. He then leads a heart to the jack and a club to
the ace (again rejecting a finesse), followed by a heart
to the queen.

With everything going along smooth as silk, declarer
now cashes the ace of hearts, discarding a diamond
from dummy, and his work is done. He loses only a
spade, a diamond and a club, and he has the satisfac-
tion of knowing that he played the hand as though all
52 cards were faceup on the table.
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Bidding Quiz
1. Pass. Partner’s three-heart bid describes a hand

with a strong seven-card suit that does not make the
grade as a one-bid by ordinary standards. The pur-
pose of the three-bid is to disrupt the opponents’ bid-
ding and prevent them from reaching their optimum
contract.

Since partner has less than an opening bid — usu-
ally five to 10 points in high cards — the best bet is to
pass and hope he can make nine tricks.

2. Four hearts. Here, your three- to four-trick hand
combined with partner’s will probably produce 10 tricks.
You should have no compunction about raising with
two small trumps, because partner has an excellent
suit. If he has as little as K-Q-J-x-x-x-x, game is no
worse than 50-50.

3. Four hearts. This might seem strange, since you
have only five high-card points, but this time the raise
to four is essentially a strategic maneuver. Realisti-
cally, you have little hope for 10 tricks, but you raise to
game anyway in an effort to deceive the opponents
into thinking you have a much stronger hand.

There is not much chance that the bluff will succeed,
since the opponents can make at least a game, but
very little harm can come from putting up a bold front.
Even if four hearts gets doubled and the double is left
in, you don’t figure to go down more than one or two
tricks, which will give the opponents less than the value
of the game or slam they can make in spades or dia-
monds.

4. Six hearts. No guarantees go with this bid, but
slam prospects are nonetheless excellent. About all
your partner needs to have a good play for slam is
seven hearts to the K-Q-J. It would be overly pessi-
mistic to let the bidding die under six hearts.

5. Pass. Game is out of the question, and three
spades (forcing) is likely to make matters worse. It must
be borne in mind that partner has announced a poor
hand suitable only for hearts, so why look for trouble?


