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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 is no way to be certain of the location of 

the missing queen of clubs, but it is easy to 
assure the contract by exercising reasonable 
care. All you have to do is to win the first 
trick with the heart jack and lead a low club 
to dummy’s king, planning to take a club 
finesse through South next. If the finesse 
wins, you are certain of 10 tricks. If it loses, 
you are still sure of nine tricks, whatever 
North returns.

South is the defender you can’t afford to 
have on lead, since he might be able to do 
you in with a heart return through your K-8. 
You therefore play the clubs so that if you 
do lose a trick to the queen, North will be 
the player who winds up on lead.

2. Declarer ruffs the heart lead and returns 
the queen of diamonds. West cannot afford 
to take the ace, which would greatly sim-
plify declarer’s task, so he plays low. South 
overtakes the queen with the king, ruffs the 
nine of hearts in his hand and leads the nine 
of diamonds.

  Again West must follow low, whereupon 
South overtakes the nine with the ten and 
ruffs dummy’s last heart. Now South leads 
the eight of diamonds. West has the A-5 of 
diamonds at this point, while dummy has the 
6-4. Whatever West does, declarer wins one 
more diamond trick to fulfill his mission.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

	
	

 A Bridge Player’s Nightmare
No bidding is given with this hand because 

the deal itself is a fictional one in which the final 
contract of seven notrump -- a bad contract if ever 
there was one -- would never be reached in actual 
practice.

The hand is given to demonstrate one of the rar-
est plays in bridge. In order to preserve whatever 
chance there is to make all 13 tricks, it behooves 
declarer to win the opening lead with the ace of 
hearts. The next question is how to make all the 
tricks when there are only 11 in view. What’s more, 
there does not even appear to be the semblance of 
a 12th trick, let alone a 13th.  Nevertheless, all the 
tricks can be made, and, strange to say, it is not even 
a difficult proposition. All that needs to be done is to 
start playing, and 13 tricks fall right into your lap.

The first thing to do is to cash all five diamond 
tricks. You safely discard a heart and a club from 
dummy, but if you put yourself in West’s shoes, you 
will find yourself faced with a situation that no as-
pirin West can discard two of his hearts on the third 
and fourth diamonds, but what can he discard on 
the fifth diamond? He will have to release a spade, a 
heart or a club, and as soon as he parts with any one 
of them, you automatically gain your 12th trick.

Not only that, but whichever suit he unguards 
subjects him to another squeeze when you cash the 
trick he has just established for you, compelling him 
to unguard one of his two remaining suits. As soon 
as he does that, you gain trick No. 13.

This could go on forever if there were more 
suits in the deck for West to guard, but there’s no 
need to be sadistic. Poor West has already suffered 
enough.
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