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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)

  Search for a Missing Damsel
Assume you’re declarer at six notrump and West leads

the jack of diamonds. How would you play the hand?
You start out with 10 top tricks — three spades, two

hearts, three diamonds and two clubs — and your only
chance is to pick up two more tricks in the club suit. Look-
ing at all 52 cards, this is a very simple task. You just take
two finesses against East for the missing queen, and chalk
up your slam.

But in real life, you get to see only 26 cards, so you don’t
know who has the queen of clubs.

Since the finesse can just as easily be taken against
West, you are totally in the dark when play begins as to
how to attack the suit.

 Being a resourceful player, however, you embark on
a campaign to find out as much as you can about the un-
seen hands before you commit yourself in the club suit.
So, after taking the opening diamond with the queen, you
lead a low heart and duck it completely!

 East wins with the ten and returns a diamond to your
king. You next cash the A-K of hearts, ace of diamonds
and K-Q-A of spades.

As you do this, you discover that West started with
precisely five diamonds, five hearts and two spades, and
therefore only one club.

 You now have a sure thing, as long as you exercise one
final bit of care. With the K-9-6-3 of clubs in dummy
opposite the A-J-10-8 in your hand and two finesses
through East needed, you must lead the jack or ten of clubs
to the king and return the nine for a finesse through East.
Since you have preserved the eight in your hand, you are
thus able to retain the lead in dummy to repeat the finesse
against East and thereby bring in the slam.

You are South, both sides vulnerable. The bidding has
gone:

   East South West North
   1 C Dble Pass 1 H
   Pass   ?

 What would you now bid with each of the following
five hands?

   1. S AK96 H J6 D KQ84 C AJ5
   2. S AJ6  H KQ852 D AQ3 C 74
   3. S KJ4 H KQ63 D AK952 C 8
   4. S KQ95 H Q72 D AQ83 C J6
   5. S AK H QJ94 D KQJ862 C 3
   * * *

 1. One notrump. You have to be careful when part-
ner makes a minimum response to your takeout double,
because he does not promise any high-card strength for
his bid and may have a very poor hand.

The one-notrump bid in this sequence shows about
17 to 19 points and so accurately reflects the values you
hold. It would be wrong to bid one spade, which would
promise at least a five-card suit and imply greater dis-
tributional values.

 2. Two hearts. There is no obligation on the part of
the doubler to bid again after his partner makes a mini-
mum response. Hence, your raise to two hearts indicates
extra values — usually, 16 to 18 points. The raise sug-
gests to partner that there is a possibility of game de-
spite his discouraging response.

While the one-heart response improves your hand, it
should not stimulate more than a simple raise to two.
You have too many losers to warrant undertaking a
higher contract opposite a partner who was forced to bid.

  3. Three hearts. This hand is far more promising for
game than the previous one. Both have 16 high-card
points, but this one has better distribution plus a strong
side suit. Partner would not need much more than five
hearts to the J-10 to have a good play for 10 tricks, so if
he accepts your invitation to game, it is most unlikely
he would lose more than three tricks.

4. Pass. You have no values beyond those already
represented by the double. A further bid at this point
would denote additional strength and might lead to an
unmakable contract. Your side cannot have a game,
since partner failed to jump or make any other strength-
showing bid in response to the double.

  5. Four hearts. Even though four tricks might be lost,
it is best to go right to game in hearts. The danger of
jumping to only three hearts is that partner may have
nothing more than four hearts to the king, or a similar
holding, and pass three hearts.

Note that the high-card point count, only 16, is not the
deciding factor. What really counts is the tremendous
potential you have for producing 10 tricks.


