
 

 

The Foundation System 
Part II. System Practice: The Classical Takeout Double 
 

Quiz 1: WHEN TO DOUBLE? 
(1)  ♠KQxx  ♥AQxx  ♦x  ♣QJxx  1D/? ____ 

(2)  ♠J10xx ♥AJxx  ♦x  ♣KJxx   1D/? ____ 

(3)  ♠J10xx ♥AJxx  ♦xx  ♣KJx   1D/? ____ 

(4)  ♠AQx ♥KQx  ♦xx  ♣QJxxx   1D/? ____ 

(5)  ♠Qxx ♥Qxx  ♦Kx  ♣AQJxx   1D/? ____ 

(6)  ♠AQxxx ♥KJxx  ♦x  ♣KJx   1D/? ____ 

(7)  ♠AQxxx ♥KJx  ♦x  ♣KJxx   1D/? ____ 

(8)  ♠KQxxx ♥AQJx  ♦x  ♣Axx   1D/? ____ 

(9)  ♠AQJxx ♥Kxxx  ♦x  ♣AQx   1D/? ____ 

(10)  ♠AQJx ♥KQxxx  ♦x  ♣Axx  1D/? ____ 

(11)  ♠KQx ♥AQxx  ♦xxx  ♣QJx  1D/? ____ 

(12)  ♠KQx ♥AQx  ♦xxx  ♣QJxx  1D/? ____ 

(13)  ♠KJxx ♥QJxx  ♦Axx  ♣Kx   1D/? ____ 

(14)  ♠K10xx ♥Ax  ♦x  ♣KQ10xxx  1D/? ____ 

(15)  ♠AQJx ♥x  ♦A109xx  ♣KJx  1D/? ____ 

(16)  ♠KJxx ♥Axxx  ♦  -  ♣Qxxxx 1D/? ____ 

(17)  ♠KJxxx ♥Axxx  ♦  -  ♣Qxxx  1D/? ____ 

(18)  ♠Jxxxx ♥AKxx  ♦  -  ♣Qxxx  1D/? ____ 

(19)  ♠KJxxx ♥Axxxx  ♦  -  ♣Qxx  1D/? ____ 

(20)  ♠AJx ♥KQxx  ♦AJx  ♣KJx   1D/? ____ 

(21)  ♠AJx ♥KQxx  ♦Kxx  ♣KQx  1D/? ____ 

(22)  ♠KQxx ♥Ax  ♦x  ♣AKQxxx  1D/? ____ 

(23)  ♠KQJxx ♥AQxxx  ♦x  ♣AQ  1D/? ____ 

(24)  ♠AKJxx ♥AQJxx  ♦Axx  ♣ -  1D/? ____ 

(25)  ♠QJxx ♥KQJx  ♦AJxx  ♣x   1D/? ____ 

(26)  ♠AQxx ♥Jx  ♦Axx  ♣Qxxx  1D/? ____ 



 

 

Quiz 1 Discussion: 
(1) Dbl This is the ideal sort of hand for a takeout double. You won't get dealt this kind very often. 

(2) Dbl This is about a bare minimum for a takeout double. The losing trick count is a good way to 
judge marginal hands. A total of seven losers or less is safe to double; eight losers are marginally 
acceptable; while with nine or more losers it is best to pass. For takeout doubles at the two level 
(e.g., a weak two bid), seven losers are marginally acceptable; pass with eight or more losers. 

(3) Pass With less distributional strength, this one is a little too weak to double, although a double might 
be barely acceptable if neither side is vulnerable. Don't double if you're vulnerable because 
there's too much danger of being doubled down 200 or 500 if partner pushes too high. 
Similarly, don't double if the opponents are vulnerable because partner might decide to double 
their partscore contract. 

(4) Dbl It is more important to get the major suits into play than to bid a marginal 5-card minor that you 
don't particularly want partner to lead against a suit contract. If the opponents wind up in NT, 
you may wish you had overcalled 2C. 

(5) 2C Here the majors are too weak. You don't want to play in a major unless partner can bid it. And 
you definitely want a club lead against any opposing contract. 

(6) Dbl This gets both major suits into play, although at the risk of playing in a 43 heart fit instead of a 
53 spade fit. 

(7) 1S Don't risk missing a 53 spade fit to play in a 43 (or even 33) heart fit. If partner passes and the 
opponents compete to 2D, you can double at your next turn to get the clubs and hearts into 
play. 

(8) 1S No need to risk playing in the wrong major here, since your hand is strong enough, and your 
hearts are strong enough, to rebid 2H on the next round if partner passes and the opponents 
compete to 2D. 

(9) 1S But double on the next round to show clubs and hearts. The hearts are not strong enough to 
rebid 2H. 

(10) Dbl If you bid 1H first, you aren't strong enough to rebid 2S on the next round. It would be 
acceptable to bid 1H first and double on the next round, but that approach de-emphasizes the 
strength of the spade suit. 

(11) Dbl This is about a minimum for a double with three losers in the opener's suit. Note that if partner 
holds the unlucky 3343 and is forced to bid a 3-card suit, he will bid the cheapest suit, so that 
you will at least avoid playing in a 33 trump suit. 

(12) Pass Here there is no possibility of a 44 major suit fit, and the real danger of playing in a 33 trump fit 
if partner holds the 3343 hand. 

(13) Dbl This is awkward, but partner will bid a major if possible. Be sure to pass if partner responds 2C, 
since he will probably have a 5-card suit or longer, and to bid a new suit or NT would show a 
big hand. 

(14) 2C Since partner would respond 1H with a 4-card suit (or even with a 3-card suit and 3343 shape), 
you dare not double and then pass a 1H response. After overcalling 2C, you will only play in 
hearts if partner has a 5-card or longer suit, and you may be able to bid 2S on the next round. A 
case could even be made for overcalling 1S originally, on the theory that the hand is not likely 
to belong to your side unless partner has a spade fit. 

(15) Pass Mike Lawrence likes to overcall 1S with this sort of hand, on the theory that partner will likely 
be very short of diamonds so will be likely to have a spade fit. By passing, you are hoping that 
the hand will be a total misfit, or that partner will be able to reopen if LHO passes. Surprisingly 
often, after passing you will hear LHO respond 1S instead of the expected 1H, and will be 
happy you did not enter the auction. 



 

 

(16) Dbl This is a bare minimum for a takeout double with a void in opener's suit. The danger is that 
partner will pass the double for penalties, expecting you to lead a trump, so you must hope to 
produce three defensive tricks outside the trump suit to compensate for your inability to lead a 
trump. 

(17) 1S Holding a 5-card major gives you an alternative to the dangerous weak takeout double. With 
another defensive trick, you could safely double instead, to get the hearts into play. 

(18) Dbl Here the 5-card major is so weak that you have to risk the weak takeout double instead. You 
definitely do not want partner leading a spade against a suit contract. 

(19) Dbl With two 5-card majors, you have to risk the double despite the void. 

(20) Dbl And then make a minimum bid in NT on the next round, to show a balanced hand too strong 
for an initial 1NT overcall. 

(21) 1NT This is almost strong enough to double first, but with only a single diamond stopper, a 
conservative 1NT overcall is a better choice. 

(22) Dbl If partner responds 1S or 2C, you will raise to game. Over any other response, you will make a 
minimum rebid in clubs to show a hand too strong for an initial 2C overcall. 

(23) Dbl If partner responds 1H or 1S, you will raise to game. If he responds 1NT, you can rebid 2S and 
then 3H on the next round. If he responds 2C, your best strategy is to rebid 2D, which shows a 
strong hand with uncertainty as to where to play. Partner should bid a major with 3-card 
support, and otherwise make his most descriptive rebid. 

(24) 2D If playing Michaels Cue Bids, to be followed by a jump to game, or perhaps a 3D cue bid as a 
slam try.  Otherwise you will be forced to double, and then rebid 2S and later 3H. 

(25) Pass Hoping the hand is a misfit, or that you will be able to double 2C on the next round. Mike 
Lawrence devotees could risk a 1H overcall here. 

(26) 1S Some modernists  would double here,  and then rebid 1S over a 1H response. This is called an 
Equal Level Conversion Double, and is based on an explicit agreement that a new suit by the 
takeout doubler does not show a strong hand when the new suit does not raise the bidding 
level. With this agreement, the doubler shows a strong hand if he rebids 1NT, 2C, 2D, or 2S, 
but not if he rebids 1S. This is a sound approach, which could be used effectively on some nasty 
bidding problems such as this one, as well as on hands (13), (14), and (15). It is not yet 
considered standard, however, so you must not use it unless you have an explicit agreement to 
do so; and if you do have such an agreement, the new suit rebid by the doubler must be alerted 
when it is not a strong bid. 



 

 

 

Quiz 2: RESPONDING TO THE DOUBLE 
(1)  ♠xxxx ♥xxx  ♦xxx  ♣xxx   1D/Dbl/P/?  ____ 

(2)  ♠xxx ♥xxx  ♦xxxx  ♣xxx   1D/Dbl/P/?  ____ 

(3)  ♠xx ♥xxx  ♦KJxxx  ♣xxx   1D/Dbl/P/?  ____ 

(4)  ♠KJxx ♥Ax  ♦xxx  ♣xxxx   1D/Dbl/P/?  ____ 

(5)  ♠AJxxxx ♥xxx  ♦xxx  ♣x   1D/Dbl/P/?  ____ 

(6)  ♠QJxxx ♥xx  ♦xxx  ♣Axx   1D/Dbl/P/?  ____ 

(7)  ♠AJxxx ♥Qx  ♦xxx  ♣Kxx   1D/Dbl/P/?  ____ 

(8)  ♠AJxxx ♥Qx  ♦Kxx  ♣xxx   1D/Dbl/P/?  ____ 

(9)  ♠AJxx ♥KJxx  ♦x  ♣Kxxx   1D/Dbl/P/?  ____ 

(10)  ♠QJxxxx ♥Ax  ♦xxx  ♣Ax   1D/Dbl/P/?  ____ 

(11)  ♠Ax ♥xx  ♦KQJ9x  ♣Kxxx   1D/Dbl/P/?  ____ 

(12)  ♠Qx ♥xxx  ♦A109x  ♣Kxxx  1D/Dbl/P/?  ____ 

(13)  ♠KQx ♥Qx  ♦AJ10x  ♣Qxxx  1D/Dbl/P/?  ____ 

(14)  ♠Kx ♥Jx  ♦Axx  ♣AQJxxx   1D/Dbl/P/?  ____ 

(15)  ♠Qxxx ♥Kx  ♦xxx  ♣Axxx  1D/Dbl/2D/?  ____ 

(16)  ♠Qx ♥xxx  ♦A109x  ♣Kxxx  1D/Dbl/1H/?  ____ 

(17)  ♠Kx ♥AQJx  ♦xx  ♣Qxxxx  1D/Dbl/1H/?  ____ 

(18)  ♠xxx ♥xxx  ♦xxx  ♣xxxx   1D/Dbl/RDbl/?  ____ 

(19)  ♠xxxx ♥xx  ♦xxx  ♣xxxx   1D/Dbl/RDbl/?  ____ 



 

 

Quiz 2 Discussion: 
(1) 1S Partner wants you to bid a major if possible, so do it. You probably won't make it, but the 

opponents may not know this yet, and rescue you. 

(2) 1H This is the ultimate horror hand. You can't bid a 4-card suit, so bid the cheapest 3-card suit and 
pray. 

(3) 1H This is not nearly strong enough to pass for penalties or bid 1NT, so you're stuck with bidding 
the cheapest 3-card suit again. 

(4) 2S This is about a minimum for jumping to the two level with a 4-card suit. If you're playing in a 
43 fit, it should play well because you'll be ruffing diamonds in the hand with three trumps. The 
2S bid is only a mild invitation to game, and is non-forcing. Doubler should pass with a 
minimum double, even with 4-card support. 

(5) 2S Six-card suits should be bid aggressively after a takeout double. This hand is at least as strong in 
playing strength as hand (4). 

(6) 2S This is about a minimum for jumping to the two level with a 5-card suit. 

(7) 3S This is a strong invitation to game, but, like 2S, is non-forcing. Doubler should raise to game 
with 4-card support, even if minimum, or with any non-minimum hand with 3-card support. 

(8) 2S The diamond king may be worthless, so this is not nearly as strong as hand (7). 

(9) 2D Asking Doubler to name a suit, preferably a major. If Doubler bids 2H, you'll raise to game, 
while if he bids 2S you may merely invite strongly with 3S. 

(10) 4S Why fool around? You think you can make game, so bid it. 

(11) Pass This is the kind of hand you need to pass the double for penalties. Doubler is requested to lead 
a trump if he has one, so you can prevent Opener from winning ruffing tricks with his small 
trumps. 

(12) 1NT This is about a minimum for 1NT. Doubler probably has a singleton and does not want to hear 
you bid NT, so you need a good hand with a double stopper to do so. 

(13) 2NT Doubler will pass with a weak distributional double, and will bid 3NT otherwise. 

(14) 3NT This is the only likely game, and will surely make if partner has the club king as expected, so 
bid it. 

(15) Dbl This is a responsive double, showing the strength to be bidding at this level without a 5-card 
suit. If doubler bids 2H, you will rebid 2S to show a 4-card spade suit with a 4-card club suit. 

(16) 1NT You don't need a heart stopper to bid NT, since partner should have a heart stopper for his 
double. Your NT bid guarantees a diamond stopper and scattered high-card strength. 

(17) Dbl This is the only way to show that you have good hearts. Partner will rarely leave the double in, 
since you don't usually get rich doubling the opponents at the one level, but your double will 
help him evaluate the hand properly. In the old days, the 1H bid was frequently a psych based 
on good diamond support with a weak hand, and the penalty double was necessary to expose 
the psych. These days the psych is rare because of the ACBL's strong efforts to discourage 
psychic bidding, but the standard meaning of the double in this sequence is still penalty. Some 
modern players use a double in this situation as responsive, showing the two unbid suits, but 
this requires explicit partnership agreement, since the standard definition of a responsive double 
is restricted to those cases in which Opener's partner raises his suit after the takeout double. 

(18) Pass This does not mean that you want to play 1D redoubled. Your pass merely tells partner that you 
have no suit worth mentioning, so that he should pick his best suit. 

(19) 1S This tells partner that you definitely prefer spades to hearts. If he can't stand to play in spades, 
he should try 1 NT or 2C, but should forget about hearts unless he has a long suit, and therefore 
a good hand (which he won't have unless one of the opponent's has psyched). 



 

 

Quiz 3: DOUBLER'S REBID 
(1)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/P/1S/P/?  ____ 

(2)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/P/2S/P/?  ____ 

(3)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/P/1NT/P/? ____ 

(4)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/P/2C/P/?  ____ 

(5)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/P/3C/P/?  ____ 

(6)  ♠KQxx ♥AJxx  ♦x  ♣Kxxx   1D/Dbl/RDbl/P/P/? ____ 

(7)  ♠K10x ♥AQxx  ♦Kx  ♣Q10xx  1D/Dbl/P/2S/P/?  ____ 

(8)  ♠K10x ♥AQxx  ♦Kx  ♣Q10xx  1D/Dbl/P/1NT/P/? ____ 

(9)  ♠KQxx ♥Ax  ♦x  ♣AKQxxx   1D/Dbl/P/1H/P/?  ____ 

(10)  ♠KQxx ♥Ax  ♦x  ♣AKQxxx  1D/Dbl/P/1S/P/?  ____ 

(11)  ♠KQxx ♥Ax  ♦x  ♣AKQxxx  1D/Dbl/P/2S/P/?  ____ 

(12)  ♠AQ10xx ♥KQxx  ♦x  ♣AQx  1D/Dbl/P/3C/P/?  ____ 



 

 

Quiz 3 Discussion: 
(1) Pass This is only about a queen better than a minimum takeout double, and partner has denied the 

strength to make even a mild invitation via a jump to 2S. 

(2) 3S Now your extra queen is worth a game try. 

(3) Pass Partner should have about 8-11 HCP, so game is unlikely. 

(4) Pass Partner does not have a 4-card major, and is not strong enough to jump to 3C, so game is 
unlikely; he might have nothing but Jxxxx in clubs. 

(5) 4C If partner has nothing but AQJxxx, he'll pass and you'll lose one trick in each side suit. He may 
be stronger, however, but reluctant to bypass 3NT in case you have a diamond stopper. If so, 
he'll bid 5C and make it. 

(6) 1S Partner does not have four hearts or he would have bid 1H, so try 1S. If this is doubled, partner 
will run to 2C if he has only two spades. 

(7) Pass Although you're 1HCP stronger than in (2), the lack of 4-card support suggests that game is 
extremely unlikely. If partner had bid 2H, you would bid 3H. 

(8) 2NT If partner has 10-11 HCP, this will probably make 3NT. If your two tens were small cards, a 
pass would be prudent, except at imps when vulnerable. 

(9) 2C Partner will probably pass, but if he has  6-7 HCP he'll bid again. Over 2NT you'll raise to 3NT, 
while over 2H you'll raise to 4H. 

(10) 4S You'll make this easily unless trumps split horribly or the opponents can negotiate a club ruff. 

(11) 4NT You'll bid 6S if partner has an ace. This will make easily if his ace is in spades, but could go 
down on a heart lead if his ace is unexpectedly in diamonds. 

(12) 3D This establishes a game force, but does not show a diamond stopper for NT. If partner rebids 
3NT you will pass, since slam is unlikely. If partner rebids 3S you can bid 4NT and play 6S if 
partner has an ace. If partner rebids 3H or 4C, you can bid 4NT and play 6C if partner has an 
ace. 



 

 

Quiz 4:  DEFENSE VS. THE  TAKEOUT DOUBLE 
(1)  ♠Ax ♥Qxxx  ♦x  ♣Jxxxxx 1H/Dbl/?  ____ 

(2)  ♠Jxx ♥Qx  ♦KQJxxxx  ♣x 1H/Dbl/?  ____ 

(3)  ♠Axx ♥xx  ♦KJ10xxx  ♣xx 1H/Dbl/?  ____ 

(4)  ♠AJ10xx ♥Jx  ♦KJxx  ♣Qx  1H/Dbl/?  ____ 

(5)  ♠AKJ10xx ♥Qx  ♦Axxx  ♣x  1H/Dbl/?  ____ 

(6)  ♠KQxx ♥x  ♦KJxx  ♣Axxx  1H/Dbl/?  ____ 

(7)  ♠Kx ♥Qxx  ♦Axxxx  ♣Qxx  1H/Dbl/?  ____ 

(8)  ♠Jxx ♥x  ♦KQxxx  ♣AQxx  1H/Dbl/?  ____ 

(9)  ♠Kx ♥x  ♦AQxxx  ♣Kxxxx  1D/Dbl/RDbl/P/? ____ 

(10)  ♠x ♥Qxx  ♦AQJxxx  ♣Kxx 1H/Dbl/RDbl/P/? ____ 

(11)  ♠Ax ♥x  ♦AQJxx  ♣KQJxx  1D/Dbl/RDbl/P/? ____ 

(12)  ♠x ♥Axx  ♦AQJxxx  ♣AQx 1D/Dbl/RDbl/P/? ____ 

(13)  ♠Ax ♥x  ♦KQxxx  ♣AQxxx 1D/Dbl/RDbl/P/? ____ 

(14)  ♠x ♥Axx  ♦KQJxxx  ♣KQx 1D/Dbl/RDbl/P/? ____ 



 

 

Quiz 4 Discussion: 
(1) 3H Partner will know your jump is based on distribution rather than on defensive strength. 

(2) 3D Again your jump is based on distributional strength. 

(3) 2D Not forcing. Shows good diamonds; denies spade suit and heart support. 

(4) 1S Forcing. If partner rebids 1NT or 2C you'll bid 3NT; if he bids 2D you'll raise to 3D; if he rebids 
2H you'll raise to 4H; while if he rebids 2S you'll bid 4S. 

(5) 1S We'll probably play 4H or 4S, but there may be a slam if partner surprises you with a 2D rebid. 

(6) Pass Maybe they'll bid 2S if you don't warn them with a redouble. 

(7) Rdbl And rebid 3H. You want to be in game unless partner has a dead minimum, but if the 
opponents sacrifice at 4S, partner will know you have good defense. 

(8) RDbl Unless partner bids a minor, you'll rebid 2D and then double if the opponents continue to 
compete. 

(9) 2C This was not a strong opening to begin with, and it has become much weaker with the Doubler 
sitting over your two kings. 

(10) 2D Shows a minimum one-suiter with little defense. 

(11) 3C Shows a strong two-suiter. 

(12) 3D Shows a strong one-suiter. 

(13) Pass When you bid clubs on the next round, partner will know you have a normal two-suiter, neither 
weak nor strong. It would be dangerous to leave in a double of spades until you have rebid 
clubs, since club length in partner's hand would destroy much of your defensive strength. 

(14) Pass When you rebid diamonds on the next round, partner will know you have a normal one-suiter, 
neither weak nor strong. If partner doubles the opponents, however, you will leave in the 
double rather than rebidding diamonds. 

 


