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Crossword

Beetle Bailey • Mort Walker

Zits • Jim Borgman & Jerry Scott

Hagar the Horrible • Chris Browne

Sally Forth • Greg Howard

Blondie • Chic Young

Cryptoquip

Family Circus • Bill Keane

   Test Your Play

1. There are only two entries to dummy, and the
question is whether, after taking the ace of clubs,
it is better to try a trump finesse or a diamond fi-
nesse. It is true that South might have either king,
and to that extent either finesse has a 50-50 chance
of winning. But insofar as making the contract is
concerned, you are much better off to start with a
diamond finesse.

 If South has the king of diamonds, your worries
are over, because you will next play the ace and
another trump, planning to repeat the diamond fi-
nesse later on. If the diamond finesse loses, you
will then have to hope South started with the single-
ton or doubleton king of spades to avoid a trump
loser.

The decisive factor here is that an early trump
finesse does not necessarily make the slam even
if it succeeds, because South might have been dealt
four or five trumps to the king, while the diamond
finesse does make the slam if South has any num-
ber of diamonds including the king. The diamond
finesse is therefore the better play.

2. Draw three rounds of trumps and cash the king
of spades, discarding a club from dummy. Then
play a diamond to the king, and, if both opponents
follow suit, you are sure of the contract. Continue
with the jack and, if South follows low, finesse.

 If the jack wins, you make at least 12 tricks,
while if it loses, the slam is still certain, since North
must return a club or hand you a ruff-and-discard.

 If South shows out on the jack of diamonds, the
slam is still cold. In that case, you win the jack with
the ace and put North on lead with a diamond, forc-
ing him to make the same losing return.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

   Structural Visualization

Declarer must occasionally be willing to risk los-
ing a trick in a suit where he has no loser, in order to
try to achieve the more important goal of making his
contract.

Consider this deal from a duplicate pair game.
Most of the North-South pairs got to six clubs, but
only one declarer made the slam.

The play started the same way at each table, with
East taking dummy’s queen of hearts with the ace and
returning a heart to the king. Declarer then cashed the
queen of clubs and led a club to the ace, on which West
discarded a heart. Now, to get home safely, South had
to avoid losing a trick to East’s J-9 of trumps.

 At the tables where the contract failed, declarer
continued by leading a diamond to the ace and ruffing
a diamond. Then came a spade to the jack and a heart
ruff, the ace of spades and a spade to dummy’s king.

  Dummy now had three cards, all diamonds, while
declarer had the spade queen and K-l0 of clubs. South
was thus forced to ruff a diamond at trick 11 and had
to concede a trump trick to East at the end.

 The only successful declarer recognized very early
that to overcome East’s J-9 of trumps, he would have
to be leading from dummy at the 12th trick, and that
this could be achieved only by risking the loss of a
trick he didn’t have to lose.

 Accordingly, at trick five he led a diamond and
finessed the queen! After this held, he cashed the ace,
discarding a spade, then ruffed a diamond. The spade
ten to the jack, a heart ruff and the A-Q of spades to
the king came next.

 Eleven tricks had been played, and South was
exactly where he wanted to be — in dummy at trick
12. East’s J-9 of trumps then succumbed to the K-10
and earned South a top score on the deal.


