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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

 Bidding Quiz

  1. Double. Competitive bidding for partscores receives 
short shrift from most writers. This is probably because 
game and slam contracts are much more interesting to 
write and talk about than partscores. The fact is, though, 
that about half the deals in bridge do not contain a game 
for one side or the other, so partscores merit more attention 
than they receive.

Suppose your side can make three clubs and the oppo-
nents can make two hearts. If you let the opponents buy the 
hand for two hearts, they score 60 below the line instead 
of you, making it easier for them -- and harder for you 
-- to make a game on the next deal. Taking such factors as 
vulnerability and potential sacrifices (to prevent the enemy 
from making game) into account, the “hidden value” of a 
partscore is roughly 300 points.

 Such swings are obviously significant and emphasize 
the need to fight for partscores. In this hand, judging from 
the early stop by the opponents, it is clear that partner has 
some values. A double for takeout is therefore in order. 
Partner almost surely has a singleton heart and is therefore 
likely to have a five-card suit. It would be a mistake to sell 
out so cheaply.

   2. Two spades. Ordinarily, this would be a danger-
ous bid, but most of the risk has been removed by West’s 
two-heart bid and East’s pass, leading to the reasonable 
inference that partner has a friendly hand. Whatever the 
remaining danger attached to the two-spade bid, however, 
you cannot afford the greater risk of losing a partscore when 
you might make one.

 3. Double. While it is true that you have only 10 high-
card points, your hand will be worth much more than 
that when partner responds to the double in one of your 
four-card suits. Partner is almost certain to have six to 10 
points, and it is therefore likely that eight or nine tricks can 
be made in whichever suit partner chooses.

 4. Pass. It is not mandatory to bid when the opposing 
bidding dies at a low level, and the question of whether or 
not to compete depends upon the merits of each individual 
case. Here, it is best to pass because (1) you may set two 
hearts and (2) it is too dangerous to double for takeout 
(partner might bid diamonds) or to bid three clubs with 
such a shabby suit.

Tod the Dinosaur • Patrick Roberts

Baby Blues • Rick Kirkman & Jerry Scott

Mother Goose and Grimm • Mike Peters

	
	

Abandoning a Preconceived Idea
			      	
   One vital characteristic of any successful player’s 

psyche is temperament. A player who is easily upset by 
a bad break, or who allows a poor result on one deal to 
adversely influence his play on a subsequent deal, is not 
likely to do well over the long haul.

 Take this case where declarer lost his cool after run-
ning into a 4-0 split in a critical suit while playing what 
looked like an ironclad slam.

He won the opening club lead in dummy in order to 
tackle his most promising suit, diamonds. But when 
East discarded a heart on the low diamond lead, South 
was suddenly confronted with the prospect of going 
down in a contract that moments before had seemed a 
sure thing.

This unexpected turn of events proved to be more than 
South could handle. He finessed the diamond queen, 
losing to the king, and won the club return with the king. 
Sad to say, he later misguessed which way to take the 
spade finesse and finished down one.

 However, if South had more calmly reviewed the 
situation after discovering the diamond division, he 
would have realized that the slam was still a 100 percent 
certainty.

After East showed out on the first diamond, declarer 
should have played the ace and then led a low diamond 
toward the jack. West could not afford to take the king 
since this would establish the remaining diamonds. 
After dummy’s jack won, South would then need to 
score only three spade tricks without allowing West to 
gain the lead.

  This could be managed very easily by leading a 
club to the king followed by a spade to the nine. Even 
if the finesse lost to East, 12 tricks -- three spades, four 
hearts, two diamonds and three clubs -- would become 
assured.

As it happens, the finesse works and the queen later 
falls, so declarer winds up with an extra trick as a bonus 
for maintaining his self-control.
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