
Bridge

Colby Free Press Wednesday, January 9, 2008   Page 7

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

Search-and-Discovery Mission
 
A cursory glance at today’s deal might easily lead 

one to conclude that South is certain to make four 
spades. With the opposing trumps divided 3-2, it 
appears he cannot lose more than the ace of spades 
and two diamonds.

Yet, when the deal occurred, declarer failed to 
make the contract. And, what’s more, there was 
absolutely nothing he could do about it!

 West began by cashing the K-A of diamonds, then 
stopped to consider where his side might pick up 
another trick in addition to his ace of spades. It was 
obvious that East could not hold the ace of hearts, 
king of clubs or any top spade, since South had to 
have all of those cards for his opening bid.

 West therefore decided that his only hope was to 
try to promote an extra trick in the trump suit. Ac-
cordingly, at trick three he continued with the nine of 
diamonds, knowing full well that he was presenting 
declarer with the opportunity for a ruff-and-discard, 
normally the bane of all defenders.

Dummy trumped, but East did his part by ruffing 
with the ten, forcing South to overruff with the jack. 
Declarer then crossed to dummy with a club and led 
a spade to the queen, losing to the ace.

West thereupon returned another diamond, ruffed 
by East with the eight. Declarer could now choose 
his own poison, as either East’s eight or West’s nine 
would score the setting trick.

Of course, had West adopted a more passive ap-
proach by returning anything but a diamond at trick 
three, declarer would have made his game easily. 
But West worked out what was needed to defeat 
the contract and then put his plan into action even 
though this meant defying the old ruff-and-discard 
bugaboo.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

 
 

   The Art of Slam Bidding
      
What is it that puts a player on notice that there may 

be a slam? The answer to this question is certainly of 
much more than ordinary importance. 

 If a slam is made but not bid, the slam bonus -- 500 
or 750 points -- is lost. If a slam is bid but not made, a 
game is lost in addition to the undertrick penalty. 

 Point count sometimes tells the tale. If both hands 
are balanced, 33 high-card points are usually needed. 
When distribution enters the picture, the slam can 
frequently be made with fewer points -- provided 
there are adequate side-suit controls in the form of 
aces, voids or single tons together with a strong trump 
holding. In general, a slam should be bid when there 
is at least an even chance of making it. 

Another good guide to the possibility of a slam 
stems from the all-important rule that an opening 
bid facing an opening bid normally yields a game. 
Extending this principle to slam bidding, an “open-
ing bid plus” facing an “opening bid plus” is likely 
to produce a slam. A “plus” is usually an extra king 
or ace above an opening bid. Distributional values 
may also be considered as pluses. 

Note how South appraises today’s hand after 
North opens the bidding with one spade and then 
jumps to four hearts. With a full opening bid of his 
own, increased greatly in value by the strong heart fit 
indicated by North’s jump-raise, South has the req-
uisite opening bid plus. North must also be assumed 
to have extra values for his leap to four hearts. Four 
notrump is merely a precautionary measure to make 
sure the opponents don’t hold two aces. 

The slam is made by playing the trumps carefully. 
The only threat to the contract is if one defender has 
all four trumps. If East has them, not even a doctor 
can help declarer, but if West has them, his trumps 
can be trapped by cashing the king first.
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