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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

1. It looks as though you must choose whether to
take a spade finesse or a heart finesse — both even-
money propositions — but actually your chances are
much better than that.

Cash the ace of spades at trick three, ruff a spade,
then play the A-K of clubs. If North follows suit or
discards, you next put him on lead with a trump. If
he returns the king of spades, a heart or a club, you’re
out of the woods, so let’s say he returns a low spade.
You hopefully play the queen from dummy, but even
if South shows up with the king, you still have the
heart finesse to fall back on.

The advantage of this method of play is that you
make the slam if North has the king of spades or if
South has the king of hearts — roughly a 3-1 shot in
your favor. This obviously gives you a much better
chance than simply relying on a single finesse and
not getting a chance to try the other.

2. Cash the A-K of spades to see whether the suit
is divided 3-2. If it is, continue with a spade to as-
sure nine tricks. If South should turn up with four
spades to the queen, shift your attention to clubs,
planning to finesse the jack. If South has the Q-x-x
or Q-x of clubs, you also have nine tricks.

 If you learn at trick three that North started with
four spades to the queen, lead a low club to the ace
followed by a spade toward the J-8-3. This assures
four spade tricks and the contract.

 The one thing to avoid is a premature spade or
club finesse. Cashing the A-K of spades first gives
you the best chance to get home safely, because only
after you do so will you know what to do next.

   Tomorrow: It’s so easy to go wrong.
   (c)2006 King Features Syndicate Inc.

It’s So Easy to Go Wrong
A fine declarer relies more on sound technique

than on fancy or complicated plays. Most deals re
quire merely ordinary care to be successful, and it
is in the handling of these run-of-the-mill hands
that a player is most likely to prove his worth.
 Take this deal where declarer failed to make four

spades. West led the K-A and another heart, South
ruffing the third round. Declarer saw he had two
potential club losers and properly decided that the
best way to try to avoid them was to ruff two clubs
in dummy.

And so, instead of drawing trumps, he cashed the
A-K of clubs and led a third club, ruffing with
dummy’s nine. Unfortunately, East overruffed with
the jack and re turned a trump, stranding South with
the jack of clubs. Eventually, declarer lost the jack
to West’s queen and finished down one.

It is certainly true that South ran into an unlucky
lie of the opposing clubs, and he was doubly unlucky
that East had the jack of spades. Nevertheless, the
fact remains that he could — and should — have
made the contract. All he had to do was to exercise
a little extra care.

Instead of trumping the third round of clubs with
the nine, South should have ruffed with the king. He
could then have re-entered his hand by trumping a
diamond and ruffed his last club with the nine. True,
East would have overruffed with the jack, but that
would have been the third and last trick for the de-
fense.

The principle that emerges is that declarer’s pri-
mary obligation is to make the contract, if possible,
and that he should avoid making any plays that jeop-
ardize it. Ruffing the third club with dummy’s nine
placed the contract in at least mild jeopardy, while
ruffing with the king would have assured the con-
tract beyond the shadow of a doubt.
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