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Lesson Plan Title:  Week 6 Lesson 1 - Math through Games 

 

Beginning Bridge:   Overcalls 

 

Concept/Topic:  To teach math through bridge. 

 

Standards Addressed:  M6P3.d Use the language of mathematics to express 

mathematical ideas precisely. 

 

General Goal(s): To teach math through bridge. 

 

Specific Objectives: To teach use of Overcalls after the Opponents have opened the 

bidding. 

 

Required Materials:  Paper  

 Pencil 

 Notebook  

 WK6 LP 1.1 Practice Sheet - Overcalls (attached) 

 Hand Records 6.1.1, 6.1.2, 6.1.3, and 6.1.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 6.1.1, 6.1.2, 6.1.3, and 6.1.4. 

 

Anticipatory Set (lead-in): 

 Briefly review last week’s lessons. 

 

 This week we are going to learn some techniques for getting into the 

auction after the Opponents have opened the bidding.  

 

Step-by-step Procedures:  

 

1. Those nasty Opponents got into the auction first.  Does that mean you can’t bid?  

Of course not!  Bridge is for bidders, and most of the time you should be actively 

seeking an opportunity to get involved in the auction. 

 

2. Great News!!  It takes a lot fewer points to make an overcall than it does to get the 

bidding open.  (An overcall is a bid you make after the opponents have opened.)  

To overcall at the one level, you really only need about eight HCP and a good 

suit.  As long as your partner remembers that your overcall may not be based on a 

lot of HCP, you shouldn’t get in too much trouble.  And who knows?  You might 

even win the auction and get to play the hand!   
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3. Even if you don’t win the auction, you have communicated to your partner some 

very important information, which will help you play better defense.  For 

example, wouldn’t you like partner to lead a diamond if the Opponents bid to 4♥ 

and you hold ♦ AKQJ7 of diamonds?  If you have overcalled in diamonds, Partner 

will surely lead one if he/she is on lead.  

 

4. Almost all overcalls in a suit promise one important characteristic: a five card suit 

(or longer).  The better the suit, the fewer HCP you need to make that overcall.  If 

the suit isn’t so great, you’ll want a lot more HCP. 

 

5. Bidding Your Own Suit   When your opponents open the bidding at the one 

level and you’ve got 8-16 HCP and a nice suit, you can come into the auction 

with an overcall.  If the opponents’ bidding forces you to bid your nice suit at the 

two level, you’ll want a little better quality suit and more like 11-16 HCP to make 

that call.  With minimal values (8 HCP), the suit quality should be at least 

KJ10xx.  You could have J10xxx if you had closer to a maximum in HCP.  (Note:  

We often use an ―x‖ in a bridge hand description to indicate any card lower than a 

Ten.) 

 

6. Length in the opponent’s suit is a red flag.  You’ll want to up the requirements a 

bit.  If you have 3+ cards in Opener’s suit, it is much less likely that they have a 

fit.  That means your chances to defeat their contract improves.  Also, if partner 

doesn’t like your suit, chances are you won’t have length in his suit either. 

 

7. Overcalling 1NT - A 1NT overcall is a bit stronger than an opening bid of 1NT, 

15+ to 18 HCP.  You promise at least one stopper (winner - something like Ax or 

Kx or Qxx) in the opponent’s suit and a balanced hand.  Your partner bids just as 

if you had opened 1NT, using Stayman, Jacoby Transfers and any other 

conventions you play. 

 

8. The point here is that when you overcall, you want the security of a good suit.  

Remember, one opponent has already shown a lot of points.  The more points 

you have, the more you can relax the good suit requirement. 

 

9. Review with Students WK6 LP1.1 Practice Sheet - Overcalling. 

 

10. Direct students to bid and play Handsets 1-4 at each table.  (Students may wind up 

in any number of different contracts, but the suggested contract and Declarer is 

listed on the hand record.)   Coach students at each table as required. 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands as time permits. 

 

Assessment Based on Objectives: observation 
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Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 

  



  Week 6 Lessons 

151 

 

WK6 LP 1.1 Practice Sheet - Overcalls 
 

Suppose your RHO opens 1♣.  The following overcalls are reasonable: 
 

1. ♠ K5  ♥ Q76  ♦ KQJ865  ♣ 42 Bid 1♦ 

 

2. ♠ KQJ54  ♥ Q76  ♦ 65 ♣ Q42  Bid 1♠ 

 

3. ♠ K54  ♥ K76  ♦ KQJ65  ♣ AJ4 Bid 1NT 

 

4. ♠ K5  ♥ AQ762  ♦ 9865  ♣ 42  Bid 1♥ 

 

5. ♠ KJ5  ♥ Q76  ♦ 65  ♣ AJ542  PASS! (When your best suit is the 

opponent’s first bid suit, pass and hope you’ll get to play defense!  They may be 

getting into trouble) 

 

 

If RHO opens 1♠, I’d make these overcalls: 
 

6. ♠ K93  ♥ Q75  ♦ 85  ♣ AK743 2♣ (a real minimum!) 

 

7. ♠ KJ3  ♥ Q9875  ♦ Q5  ♣ AJ3  PASS your suit quality is too ugly! 

 

8. ♠ K93  ♥ AJ10875  ♦ 85  ♣ K3 2♥ Much better suit 

 

9. ♠ J93  ♥ AQ875  ♦ 85  ♣ J43   PASS Not enough points for the 2-level. 

 

10. ♠ KJ3  ♥ AQ75  ♦ K5  ♣ A1043 1NT 
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Hand Records 6.1.1-4  

Pg. 1 
 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class.  Objective is for 

students to practice Overcalling.   

 

Board 6.1.1

North Deals

None Vul

 7 6 2

 J 10 7 4

A Q 2

K 10 4

 8 3
 5 2

 7 6 5 4 3

 8 7 6 3

K J 10 9
Q 6 3

K J 10

Q J 9

A Q 5 4

A K 9 8

 9 8

A 5 2

N

S

W E

West North East South
Pass 1  1 NT

Pass 2  Pass 2 

Pass 4  Pass Pass

Pass  

Opening Lead:  ♣3, partner's suit 

 

South's overcall of 1NT shows 15-18 points, a stopper in clubs, and a balanced hand. 

 

North's 2♣ bid is Stayman, asking the NT bidder if he has a four card major. 

 

South bids 2♥ showing four hearts.  North now bids 4♥ showing the values to bid game 

and a heart fit. 

 

West leads the ♣3, partner's suit.  South should anticipate that all the missing high cards 

(including the ♣QJ) will be in East's hand as he would not have had an opening bid 

without it.  South should win the ♣K in dummy and lead the ♥J finessing for the ♥Q.  

Later South will return to dummy and lead a spade towards the ♠AQ in his hand and 

finesse for the ♠K. 
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Hand Records 6.1.1-4  

Pg. 2 
 

Board 6.1.2

East Deals

N-S Vul

 10 9 3

 J 10

 10 4 3 2

Q 9 6 4

A 7
K Q 9 8 5

 J 9 5

A 10 8

 6 5 2
A 6 3

Q 8 6

K 7 3 2

K Q J 8 4

 7 4 2

A K 7

 J 5

N

S

W E

West North East South
Pass 1 

2  Pass 3  Pass

Pass Pass  

Opening Lead: ♠10 

 

After South bids 1♠ West overcalls 2♥ showing a good five card or longer heart suit and  

five hearts and 11+ points. 

 

With a heart fit and 6-9 points East raises to 3♥. 
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Hand Records 6.1.1-4  

Pg. 3 
 

Board 6.1.3

South Deals

E-W Vul

 8 5

Q 8 5

K 5

A K Q J 3 2

A Q J 10 9
A J 2

A 3

 9 8 5

 7 6
K 9 7 6 4

Q 8 2

 10 6 4

K 4 3 2

 10 3

 J 10 9 7 6 4

 7

N

S

W E

West North East South
Pass

1  2  Pass Pass

Pass  

Opening Lead:  ♠7, partner's suit 

 

After North's overcall and South must pass. 
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Hand Records 6.1.1-4  

Pg. 4 
 

Board 6.1.4

West Deals

Both Vul

K 2

A J 8

A J 8 7 5

K 7 5

Q 9 4 3
K Q 7 4

 9

 10 9 8 4

A J 10 7 6 5
 9 3

K Q 3

A 2

 8

 10 6 5 2

 10 6 4 2

Q J 6 3

N

S

W E

West North East South
Pass 1 NT 2  Pass

3  Pass Pass Pass  
 

Opening Lead: ♣Q, top of touching honors 

 

East overcalls North's 1NT bid with a very good overcall and a six card suit.  East's 

partner raises with four trumps and a good raise. 

 

East could decide to bid game as he has a pretty good hand, but it's all going to depend on 

if his partner's honor cards fit with his hand. 
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Lesson Plan Title:  Week 6 Lesson 2 - Math through Games 

 

Beginning Bridge:   Takeout Doubles 

 

Concept/Topic:  To teach math through bridge. 

 

Standards Addressed:  M7P2.c Develop and evaluate mathematical arguments and 

proofs. 

 

General Goal(s): To teach bridge. 

   

Specific Objectives: To teach the use of Takeout Double. 

 To teach the meaning of a Cue Bid. 

 To Learn the Role of Advancer. 

   

Required Materials:  Paper  

 Pencil 

 Notebook  

 WK6 LP 2.1  Practice Sheet – Takeout Doubles (attached) 

 Hand Records 6.2.1, 6.2.2, 6.2.3, and 6.2.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 6.2.1, 6.2.2, 6.2.3, and 6.2.4. 

 

Anticipatory Set (lead-in): 

 

 Briefly review last week’s lessons. 

 

 There is a very useful tool in competitive auctions called the ―Takeout 

Double.‖  Today, you will learn what it is and how to use it.  

 

Step-by-step Procedures:  

 

1. After an opponent opens the bidding with a suit you will sometimes have a hand 

that has enough points to bid, but doesn’t have a 5+ card suit.  If you have 

shortness in the suit the opponent opened (0, 1, or 2 cards) and 11 or more points 

there is a bid you can make to allow your side to enter the auction.  It is a 

conventional bid called a Takeout Double.  After an opponent has bid a suit (not 

No Trump!), a Takeout Double promises at least the values of an opening bid.  

You almost always have shortness in the opponents’ suit(s) and at least three 

cards in the unbid suits.  After a 1♥ bid by Opener, Overcaller might have 

something like the following to make a Takeout Double: (Put the following hand 

on the board)  

 

♠ AJ106   ♥ 4   ♦ K932   ♣ KJ106 
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2. When you make a Takeout Double, the likelihood is that your partner will play 

the hand if your side gets the contract.  You will therefore be the dummy and you 

should therefore count your hand using dummy points.  Let’s change the above 

hand just a bit; 

♠ AJ106   ♥ 4   ♦ K932   ♣ QJ106  

 

This is a most interesting hand.  You probably would not open this hand, as you 

have only 11 high card points.  Your RHO bidding hearts actually improved your 

hand.  Your points are not wasted in the opponent’s long suit, and your chances of 

finding a fit are good.  You can count three points for your singleton since you are 

counting Dummy Points.  Fourteen points is more than enough for a Takeout 

Double.  But if the Opener had bid 1♠ you’d have no choice but to Pass since you 

don’t have good support for all the unbid suits.   

 

3. The primary obligation of the person making a Takeout Double in the minimal 

range (<17 points) is to have support for the unbid suits!  The lower the number 

of points, the better the shape must be.  Remember, you’re basically saying to 

Partner that no matter what he/she bids you’ll make a good dummy!  And since 

you’re forcing partner to bid (unless LHO makes a bid), you’d best live up to your 

promise. 

 

4. A Takeout Double can also be made after the opponents have bid two suits.  Here 

again the promise is at least 11 HCP and good support for the two unbid suits.  

Suppose the auction goes: (Put the following auction on the board) 

 

 LHO Partner RHO You 

1♣  Pass   1♥  X (―X‖ = Double.)  

 

Here the Takeout Double shows diamonds and spades and, of course, values. 

 

5. Most Takeout Doubles occur at your first turn to bid, although when the auction 

has died at a very low level, you might choose to stretch a bit, either in points or 

shape, to keep the bidding alive.  Holding ♠K10xx, ♥xx, ♦Axx, Kxxx, you aren’t 

strong enough for a Takeout Double of 1♥ by LHO.  So you Pass.  But if RHO 

now raises to 2♥ and it’s passed back around to you, consider a Takeout Double.  

Partner will bid a suit (you hope it is spades), and good things might happen; 

 

 Partner might make it.  Plus 110 for your side. 

 

 The opponents may bid 3♥ and go set.  Plus 50 or more for your side. 

 

 Partner may only go set one trick undoubled.  Minus 50 is way better than 

the minus 110 the Opponents would have gotten for making 2♥. 
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6. One other thing:  Since one of our goals in bidding is to find that golden 8-card fit 

in a major, partner is more likely to bid a major when you double.  Therefore, 

when you double a major suit bid, partner will expect you to have four cards in 

the other major suit.  You can have less, but then you should have something 

extra in HCP to compensate.  If you double a minor, partner expects you to have 

four cards in one major and at least three cards in the other one. 

 

7. Here is the absolute Requirements for a Takeout Double (Write these 

requirements on the board.): 

 

 You have the hand strength of an opening bid (In HCP and Dummy 

Points). 

 

 You are no higher than the four level. 

 

 Your partner has Passed or not bid. 

 

 You have at least three card support for each unbid suit.  (Except in one 

case we’ll discuss later this week.) 

 

8. These are some reasons to compete with a Takeout Double: 

 

 Your side might have part score or even a game. 

 

 You take up the opponent’s bidding room. 

 

 If you don’t get the contract, you help guide the defense. 

 

9. Let’s look at some examples.  Refer to your Practice Sheet WK6 LP 2.1 Takeout 

Doubles, Hands 1-4.  (Review the Examples with students.) 

 

10. Let’s discuss Responding to the Takeout Double by Partner.  In Bridge 

parlance, there are four players at the table - Opener, Overcaller (who overcalls or 

doubles), Responder (Opener’s partner), and Advancer (Overcaller’s partner.) 

 

11. Presume Partner has overcalled with a Takeout Double, and has 11 HCP and a 

perfect 4-4-4-1 shape with well placed honor cards.  How high would you really 

want to bid, given that Overcaller (partner) has that hand? 

 

12. When your RHO bids, you are not required to bid.  A bid by you is no longer 

necessary.  With a very weak hand, pass happily.  If you choose to bid when you 

are not required to, partner will know that you have around 8 points as otherwise 

you would have simply passed. 

 



  Week 6 Lessons 

159 

 

13. When RHO has passed, you see you have a terrible hand, with two HCP.  What 

do you do?  First and foremost, you cannot Pass. You must bid something.  With 

0-8 HCP bid as cheaply as possible.  The worse your hand is, the more important 

it is to bid!  Many a partnership has experienced harsh words after one partner 

made a Takeout Double and the other partner passed with 2 HCP.   

 

14. With a good 9+ to 11 points, make a single jump bid in your best suit.  This is an 

Invitational bid that asks partner to bid game with 14 or 15 points. 

 

15. With a good 12+ points and a desire to play a game contract, you have two 

choices;   

 

 If you know where you belong, bid it!   

 

 If you’re not sure which suit to play in, bid the opponent’s suit.  (We call 

this a ―Cue Bid,‖ a kind of Convention.)   

 

Since your partnership has an opening bid opposite an opening bid, you likely will 

not stop below game.  After Advancer’s Cue Bid, Overcaller (Doubler) should bid 

his longest suit, or the one with the best quality if the suits are equal in length. 

 

16. With a good 8-11 HCP, no good four card major suit of your own and a solid 

stopper in the opponent’s suit, bid 1NT.  Remember, partner is short in the 

opponent’s suit and may have only 11 HCP.   

 

17. Let’s look at some more examples.  Refer to your Practice Sheet WK6 LP 2.1 

Takeout Doubles, Hands 5-8.  (Review the Examples with students.) 

 

18. Finally, let’s talk about Bidding After Making a Takeout Double. 

 

19. After making a minimal (up to 16 HCP) Takeout Double, you’ve basically ―told 

your story‖.  Leave further decisions up to partner.  Assume partner has ZERO 

points.  Would you really want to hang your partner out to dry after you forced 

them into the auction? 

 

20. The corollary is that if you Double and bid again, you have something more to 

say.  A bid after you Double shows 17+ HCP.  Here is how you show support 

after a double and partner bids at the one level: 

 

 Up to 16 HCP  Pass! 

 17-20 HCP  Raise to the two level 

 21-24 HCP  Raise to the three level 

 25+  Raise to Game 

 

21. Remember, Advancer (partner) may have zero points, and may only have three 

cards in the suit he/she bid, and raising may get you too high! 
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22. There is one exception.   If you raise partner in competition, you don’t show 

anything extra.  You are just trying to win the auction for your side.  You of 

course promise four card support as well.  Thus after (Write this Example on the 

board.): 

 

Opener Overcaller Responder Advancer 
  1♥     X   Pass    1♠ 

  2♥  

 

Overcaller can raise to 2♠ with minimum values.  All you are saying is you’d 

rather play your 8 card fit than let the opponents play at the two level. Just 

remember partner (Advancer) could have zero points. 

 

23. Direct students to bid and play Handsets 1-4 at each table.  (Students may wind up 

in any number of different contracts, but the suggested contract and Declarer is 

listed on the hand record.)   Coach students at each table as required. 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands s time permits. 

 

Assessment Based on Objectives: observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 

  



  Week 6 Lessons 

161 

 

WK6 LP 2.1 Practice Sheet - Takeout Doubles 

Pg. 1 
 

Let’s look at some examples.  Suppose RHO Opens 1♦.  You hold the following hands: 

 

1. Hand 1 

 

♠ K1074 

♥ K942 

♦ QJ76 

♣ A 

 

Perfect time for a Takeout Double if RHO had opened 1♣ but not over 1♦!  PASS and see 

how the auction progresses.  Patience. You may get a chance later to get into the auction. 

 

 

2. Hand 2 

 

♠ AK52 

♥ Q1042 

♦ A8 

♣ Q64 

 

This is a great Takeout Double. 

 

 

3. Hand 3 

 

♠ AJ10 

♥ KJ105 

♦ AQ 

♣ Q653 

 

1NT is a better description of this hand as an Overcall.  17 HCP and a double stopper of 

RHO’s suit. 

 

 

4. Hand 4 

 

♠ KQJ 

♥ KQJ2 

♦ 6 

♣ Q10743 

 

This is a good takeout double. 
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WK6 LP 2.1 Practice Sheet - Takeout Doubles 

Pg. 2 
 

The bidding starts 1♥ - X – P - ??   Partner has Doubled and now it’s up to you.  What do 

you do with these hands? 

 

5. Hand 5 

 

♠ K76 

♥ Q854 

♦ 765 

♣ 743  

 

Yuck!  No choice but to bid 1♠.  You will almost always have a four card or longer suit 

when partner doubles.  This doesn’t happen very often, but when it does and you have a 

weak hand, just bid as cheaply as you can and hope it works out. 

 

6. Hand 6 

♠ 92 

♥ 874 

♦ A43 

♣ A8653 

 

A simple bid of 2♣ is enough.  I’m sure partner was hoping you’d bid spades. 

 

7. Hand 7 

♠ AK72 

♥ 92 

♦ K1065 

♣ 763 

 

Certainly enough HCP to make a little jump to 2♠.  Let partner know you’ve got some 

extras.  With 11 HCP, partner will pass and you’ll be safe.  With a good 14 or 15, partner 

may just put you in a makeable game. 

 

8. Hand 8 

♠ AK8 

♥ AJ10 

♦ Q74 

♣ J974 

 

Bid 3NT.  You know where this hand belongs!  With two stoppers in hearts and a full 15 

HCP, there has to be game in this hand. Move the ♥A to clubs and you’d cue bid 2♥ to 

show your 12+ HCP. 
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Hand Records 6.2.1-4  

Pg. 1 
 

 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class.  The objective is for 

students to practice making takeout doubles.  Hands can test both Overcaller and 

Advancer to make the right bids.   

 

 

 

Board 6.2.1

North Deals

None Vul

Q J 8 6 2

 J 5 3

A 3

K Q 5

K 9
A Q 9 8

 7 6 5 2

 9 8 4

 5 4
K 10 7 2

K 10 8

A J 7 3

A 10 7 3

 6 4

Q J 9 4

 10 6 2

N

S

W E

West North East South
1  Dbl 2 

3  Pass Pass Pass  

Opening Lead:  ♥2 

 

East's Double is a Take-out double showing shortness in Spades, an opening hand (or 

close to it) and at least three cards in the remaining three suits. 

 

West does not have to bid since South bid, but chooses to bid 3♥ as he has some values 

and his partner has promised hearts. 
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Hand Records 6.2.1-4  

Pg. 2 
 

Board 6.2.2

East Deals

N-S Vul

A Q J 8 2

 6

 8 7 2

 9 7 6 5

 10 4
 J 10 8 7

A 10 9 4

 10 8 3

 9 7 6
K 5 4 3

K Q 6 5

A J

K 5 3

A Q 9 2

 J 3

K Q 4 2

N

S

W E

West North East South
1  Dbl

1  1  2  Pass

Pass 2  Pass Pass

Pass  

Opening Lead:  ♦K 

 

South's double is a Take-out double showing shortness in diamonds, an opening hand and 

at least three cards in every other suit. 

 

North only bids 1♠ as he has just seven points.  After East bids 2♥, North should compete 

to 2♠ with five spades and shortness in hearts. 
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Hand Records 6.2.1-4  

Pg. 3 
 

Board 6.2.3

South Deals

E-W Vul

 10 8

 7 3 2

Q 10 6 3

 8 7 6 3

K 6 5 2
 10

A K 9 7

A Q 9 2

 J 9 7
K 5 4

 J 8 5 4

K 10 4

A Q 4 3

A Q J 9 8 6

 2

 J 5

N

S

W E

West North East South
1 

Dbl Pass 2  2 

3  Pass Pass Pass  

Opening Lead: ♣J, top of shortness 

 

West doubles showing shortness in hearts.  East bids his long suit - diamonds. 

 

After South rebids his heart suit showing six hearts or more and a good hand.  West 

competes to 3♦ with a stronger hand than he promised in his original bid. 
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Hand Records 6.2.1-4  

Pg. 4 
 

Board 6.2.4

West Deals

Both Vul

A J 8 7

A Q 8 5

 8 4

K 10 7

 9 6 3
K 6 4

A K 5 2

Q J 3

 10 5
 10 7 3

Q J 10 6 3

 8 6 2

K Q 4 2

 J 9 2

 9 7

A 9 5 4

N

S

W E

West North East South
1  Dbl Pass 2 

Pass 3  Pass Pass

Pass  

Opening Lead:  ♠2 

 

North's double is a take-out double. South bids 2♠ as he has 10 points and four spades.  

 

North bids 3♠ confirming an eight card fit with a slightly better hand than he has to have 

for his double and South passes. 
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Lesson Plan Title:  Week 6 Lesson 3 - Math through Games 

 

Beginning Bridge:   Big Hand Takeout Doubles 

 

Concept/Topic:  To teach math through bridge. 

 

Standards Addressed:  M7P2.d Select and use various types of reasoning and methods 

of proof. 

 

General Goal(s):  To teach bridge. 

   

Specific Objectives: To teach how to handle big hands in competitive auctions. 

   

Required Materials:  Paper  

 Pencil 

 Notebook  

 WK6 LP 3.1 Practice Sheet - Big Hand Doubles (attached) 

 Hand Records 6.3.1, 6.3.2, 6.3.3, and 6.3.4 (attached) 

 Four Prepared Handsets in Duplicate Bridge Boards for each 

Table of four student players.  Handsets will have to be dealt 

and duplicated in advance of the class according to the attached 

Hand Records 6.3.1, 6.3.2, 6.3.3, and 6.3.4. 

 

Anticipatory Set (lead-in): 

 

 Briefly review yesterday’s lesson on Takeout Doubles 

 

 Today we continue our exploration of competitive auctions, looking at 

what you can do when RHO opens the bidding and you hold a hand that is 

too strong for a simple overcall.   

 

Step-by-step Procedures:  

 

1. When you make a takeout double, Advancer (Partner) should assume you have a 

minimum hand, that is, 11-16 HCP with good takeout double shape and at least 

three card support for the unbid suits.  Unless Advancer invites a game, any free 

rebid by you following your takeout double will announce a much stronger hand 

(usually 17+ HCP, maybe a very good 16 HCP with super shape).  There are three 

basic situations where the bidding will reveal this strong hand. 

 

 Doubling and Bidding Your Own Suit Shows a Big Hand! 

 

We have limited the strength of Overcalls to a maximum of 16 HCP.  

Sometimes you’ll have more.  Start with a double and then bid your suit.  

Doubling followed by bidding your own suit announces a very strong 

hand and at least a good five card suit. 
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 Doubling and Raising Advancer’s Suit Shows a Big Hand! 

 

This reiterates what we discussed in the last lesson about doubling and 

raising partner.  Another bid after you Double and the opponents have not 

competed shows 17+ HCP.  Here is how you (Overcaller) show support 

for Advancer’s (Partner’s) suit after you have doubled and Advancer bids 

at the one level: 

 

 Up to 16 HCP  Pass! 

 17-20 HCP  Raise to the two level 

 21-24 HCP  Raise to the three level 

 25+ HCP  Raise to Game 

 

 Doubling and Bidding NT Shows a Big Balanced Hand with Stoppers! 

 

2. Be sure to know the ranges of NT overcalls.  RHO opens one of a suit, and you 

hold a big balanced hand with a stopper in Opener’s suit.  You bid; 

 

 15-18 HCP  Overcall 1NT 

 19-21 HCP   Double and then Bid cheapest NT  

 22+ HCP  Double and then Jump Bid NT 

 

3. What do you bid as Advancer after Overcaller has revealed a Big Hand?  With an 

opening hand to your left and a big hand across from you, there aren’t many 

points left in the deck for you.  It is quite rare that you are able to bid anything 

over partner’s takeout double except a simple suit bid at the very cheapest level.  

(Keep in mind that you don’t know yet that your partner has a big hand.  His 

takeout double could be a minimum, so You are required to bid.)  Your bid 

reveals a hand of 0-8 or a bad 9 points. 

 

4. When Overcaller partner takes another call after doubling he/she is basically 

asking you whether or not you have 

 

 the top range of that call 6 to a bad 9 points 

 the middle range  a good 4, 5, or 6 points 

 or a very bad hand  0 to 3 points 

 

5. With the middle or good range you owe your partner another bid.  Even an 

Advancers hand with a king and trump support may be worth enough for a second 

bid.   
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6. Only with truly ―bust‖ hands can you as Advancer feel comfortable passing 

Overcaller’s second bid.  A ―bust‖ hand is a hand with less than 4 HCP without a 

good fit with partner.  Evaluate the hand, presume partner has a good 17 HCP, 

and make the bid that best describes the value of your hand.  

 

7. Review with Students WK6 LP 3.1 Practice Sheet - Big Hand Takeout Doubles. 

 

8. Direct students to bid and play Handsets 1-4 at each table.  (Students may wind up 

in any number of different contracts, but the suggested contract and Declarer is 

listed on the hand record.)   Coach students at each table as required. 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

additional hands as time permits. 

   

Assessment Based on Objectives:  notebook, observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 
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WK6 LP 3.1 Practice Sheet - Big Takeout Doubles 

Pg. 1 
 

 

1. You hold this hand.  After RHO bids 1♣, now what?  

 

♠ KQJ10864 

♥ AJ 

♦ AQ73 

♣ void 

 

Start with a double.  Partner will probably bid 1♥ which you follow with a 

bid of 1♠.  Doubling followed by bidding your own suit announces a very 

strong hand. 

 

2. After RHO bids 1♦ 

 

♠ 9 

♥ AQ10763 

♦ AK 

♣ A653  

 

Start with a double.  Partner will probably bid 1♠ which you follow with a 

bid of 2♥.  Partner should know you have a good heart suit with a hand 

worth at least 17 points. 

 

3. After RHO bids 1♦  

 

♠ AK98 

♥ AQ75 

♦  void 

♣ AJ1063  

 

Start with a double.  If partner bids 1♥, 1♠, or 2♣ you should jump raise; 

that’s how much value this hand has!   It will take precious little in partner’s 

hand to make game.  Remember you are counting Dummy points.  You have 

a 21 point hand. 
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WK6 LP 3.1 Practice Sheet - Big Takeout Doubles 

Pg. 2 
 

4. Following a 1♣ opening bid by RHO  

 

♠ KJ73 

♥ AQ5 

♦ AK64 

♣ 63  

 

Start with a double.  Not near as nice as the hand above but still worth an 

extra bid.  If partner bids 1♥ or 1♠ you should raise him/her to the two level.  

Game is not out of the question. 

 

5. Following a 1♦ opening bid by RHO  

 

♠ AK 

♥ AQ 

♦ KQ73 

♣ J10853 

 

Start with a double followed by a NT rebid if partner bids 1♥ or 1♠.  

Doubling and then bidding No Trump shows 19-21 HCP, balanced with 

stoppers. 
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Hand Records 6.3.1-4  

Pg. 1 
 

Teacher directions:  Prepare four duplicate boards with North, South, East, and West in 

turn as Dealer.  Use the hand diagrams below to prepare the boards.  Prepare an 

additional set of the same hands for each additional table of students in the class.  Hand 

out a set of four boards to each table at the beginning of the class. Objective is for 

students to practice takeout doubles with a big hand.  North, East, South, and West 

should in turn be dealer and have an opening hand.  East, West, South, and North are 

Overcallers and should in turn have hands sufficient in HCP and shape to make a big 

takeout double, and then make another call should Advancer bid.  Hands can test both 

Overcaller and Advancer to make the right bids. 

 

 

Board 6.3.1

North Deals

None Vul

K 5 4 3

Q

 J 8 4 3

A Q 7 6

 9 8
A 9 8 6 5 3

 9 7 6

K J

A Q J 6
K J 7 4

A Q 10 5

 3

 10 7 2

 10 2

K 2

 10 9 8 5 4 2

N

S

W E

West North East South

1  Dbl Pass

1  Pass 2  Pass

4  Pass Pass Pass  
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Hand Records 6.3.1-4  

Pg. 2 
 

Board 6.3.2

East Deals

E-W Vul

K 10 9 8 6 5 4

 7

 10 7 3

 9 4

A J 3
 9 6 2

 6 5

K 10 7 5 3

 7 2
Q 8

K 8 2

A Q J 8 6 2

Q

A K J 10 5 4 3

A Q J 9 4

—

N

S

W E

West North East South

1  Dbl

Pass 1  2  4 

Pass Pass Pass  

 

 

Board 6.3.3

South Deals

N-S Vul

 7 2

 10 7 6 2

 7 4 2

K Q 7 5

K Q 6 5
K Q J 8 5

A Q 10 6

—

 10 8 4 3
 3

 J 5 3

A J 9 4 2

A J 9

A 9 4

K 9 8

 10 8 6 3

N

S

W E

West North East South
1 

Dbl 1  Pass Pass

Dbl Pass 1  Pass

3  Pass 4  Pass

Pass Pass  

West's bidding suggests a monster hand with 4 spades.  East bids game with only 5 HCP. 
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Hand Records 6.3.1-4  

Pg. 3 
 

 

Board 6.3.4

West Deals

Both Vul

A 10 8 6

A 5

A Q 7 6 3

A Q

K Q J
Q 4 2

K J 9 8 4

 J 6

 9 5 3
 J 8 7 6

 10 2

 10 8 5 2

 7 4 2

K 10 9 3

 5

K 9 7 4 3

N

S

W E

West North East South
1  Dbl Pass 1 

Pass 1 NT Pass 3 NT

Pass Pass Pass  
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Lesson Plan Title:  Week 6 Lesson 4 - Math through Games 

 

Beginning Bridge:   Scoring Update - Penalties and Vulnerability 

 

Concept/Topic:  To learn math through bridge. 

 

Standards Addressed:  M7P1.c Apply and adapt a variety of appropriate strategies to 

solve problems. 

 

General Goal(s):  To teach math through bridge. 

   

Specific Objectives: To teach Bonuses and Penalties in Bridge and their Influence 

on the Auction. 

   

Required Materials:  Paper  

 Pencil 

 Notebook  

 WK 6 LP 4.1 Handout - Bridge Scoring (attached) 

 

Anticipatory Set (lead-in): 

 

 Briefly review last week’s lessons. 

 

 Before we go much further in competitive auctions, it is appropriate that 

we take a look at the Penalties and Bonuses associated with our actions.  

Today we will expand our knowledge of the scoring rules. 

 

 Doubles can be used to punish the opponents for bidding too high. 

 

 

Step-by-step Procedures:  

 

1. In Week 2, we discussed the points you earn for each trick and the bonus for 

making game.  But a lesson on overcalls is a good time to point out the points 

lost for not making, or ―going down‖ in, your contract.  Penalties start at 50 

points per trick if not vulnerable and 100 per trick when vulnerable.  (You can 

tell who is vulnerable by looking at the Bridge board.) 

 

2. If you think the opponents have overbid, you can punish them with a Double.  

(NOTE: If the class uses bidding boxes, it is the card with the red ―X‖ on it.)  A 

―Penalty Double‖ is a double of the opponents’ contract where you do not think 

they will be able to take the required number of tricks for the level they are at. 

The penalties are greater if you set the contract, but the opponents get a bonus if 

they make the doubled contract. 

 

3. A common concern is distinguishing a Takeout Double from a Double meant to 
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punish those overreaching opponents.  Partner’s Double is a Takeout Double if 

both these conditions are met (Write these points on the board.): 

 

 You are not higher than the three level, and  

 

 Partner of the Doubler has Passed or not bid. 

 

4. With a probable three tricks in the opponent’s suit and some other defensive 

values, you can elect to Pass a Takeout Double.  This is usually risky, but it may 

be profitable if the opponents are vulnerable and you aren’t.  While this is a rare 

choice after a double of One in a suit, it becomes more practical when partner has 

made a Takeout Double at a higher level.  You must have a real stack of trumps 

and definite tricks in the rest of your hand to Pass Overcaller’s Takeout Double. 

 

5. And for the first time in our lessons vulnerability really does matter!  You already 

know that being Vulnerable increases the bonus for making a game or slam.  

More importantly, it substantially increases your penalties for going set!   

 

6. If you are set undoubled, the penalties are 50 points per trick Non-Vulnerable and 

100 per trick Vulnerable.  Doubling changes all that.  Failing to make your 

contract follows this scale:  (Write the two Scales below on the board) 

 

Non-Vulnerable Penalties Doubled: 

 

 100 for the 1
st
 trick 

 200 more for tricks 2 & 3 set 

 300 more per trick set after that  

 

Vulnerable Penalties Doubled: 

 

 200 for the 1
st
 trick 

 300 more for all others 

 

7. The fun doesn’t stop!  If the opponents Double you, and you think they are 

wrong, you can Redouble.  (That’s the blue ―XX‖ card.)  This once again 

increases the reward for making the contract but increases the penalty if you go 

down.  Redoubles for penalty don’t happen very often.  You might play in a 

redoubled contract once every 5 years. (Write the two Scales below on the board) 

 

Non-Vulnerable Penalties Redoubled: 

 

 200 for the 1st trick set 

 400 more for tricks 2 & 3 set 

 600 more per trick set after that  

 

Vulnerable Penalties Redoubled: 
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 400 for the 1st trick 

 600 more for all others 

 

8. Hand out the student Handout Sheet WK6 LP 4.1 Bridge Scoring, Page 2. 

 

9.  Expressed a different way (Refer to student Handout Sheet WK6 LP2.3 Bridge 

Scoring, Page2); 

 

 Non-Vulnerable    Vulnerable  

 Down Undoubled Doubled Redoubled Undoubled Doubled Redoubled 

 

 -1 50 100 200 100 200 400 

 -2 100 300 600 200 500 1000 

 -3 150 500 1000 300 800 1600 

 -4 200 800 1600 400  1100 2200 

 -5 250 1100 2200 500  1400 2800 

And so on to Down 13!! 

 

Plan for Independent Practice: Allow students time to shuffle a deck and bid and play 

hands as time permits. 

   

Assessment Based on Objectives: observation 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 

   

Extensions (For Gifted Students): Allow students to help those who are struggling. 

   

Possible Connections to Other Subjects: communication skills, L.A. 
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WK6 LP 4.1 Handout – Bridge Scoring 

Pg. 1 

 

Trick Values 

No trick points are scored until declaring side has won at least six tricks (the Book).  

After the Book is made, then points are awarded as follows: 

 

20 points Each trick with Clubs as Trumps 

20 points Each trick with Diamonds as Trumps 

30 points Each trick with Hearts as Trumps 

30 points Each trick with Spades as Trumps 

40 Points First trick with No Trump as Denomination 

30 points Each trick after the first trick with No Trumps as Denomination 

 

Game Contracts 

To make a Game at Bridge, and receive the game score bonus, you must win 100 trick 

points.  To bid a Game, you must bid and make: 

 

5 Clubs  (20 x 5 tricks = 100) plus 6 tricks for Book = 11 Tricks  

5 Diamonds  (20 x 5 tricks = 100) plus 6 tricks for Book = 11 Tricks  

 

4 Hearts  (30 x 4 tricks = 120) plus 6 tricks for Book = 10 Tricks  

4 Spades  (30 x 4 tricks = 120) plus 6 tricks for Book = 10 Tricks  

 

3 No Trump   (40 x 1 trick plus 30 x 2 tricks = 100) plus 6 tricks for 

Book = 9 Tricks 

 

Game Bonus  

 Not Vulnerable  = 300 bonus points 

 Vulnerable   = 500 bonus points 
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WK6 LP 4.1 Handout – Bridge Scoring 

Pg. 2 

 

Slam Contracts 

Small Slam (Declarer takes 12 tricks) 

 Not Vulnerable  = 500 bonus points  

 Vulnerable   = 750 bonus points  

Grand Slam (Declarer takes all 13 tricks) 

 Not Vulnerable  = 1000 bonus points  

 Vulnerable   = 1500 bonus points  

 

 

PENALTY SCORING 

 

Non-vulnerable Penalties Doubled: 

 

 100 for the 1
st
 trick set 

 200 more for tricks 2 & 3 set 

 300 more per trick set after that  

 

Vulnerable Penalties Doubled: 

 

 200 for the 1
st
 trick 

 300 more for all others 

 

Non-vulnerable Penalties Redoubled: 

 

 200 for the 1
st
 trick set 

 400 more for tricks 2 & 3 set 

 600 more per trick set after that  

 

Vulnerable Penalties Redoubled: 

 

 400 for the 1
st
 trick 

 600 more for all others 
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WK6 LP 4.1 Handout – Bridge Scoring 

Pg. 3 

 

Summary chart 

 

 

 

 

 

 

 

  

Non-Vulnerable    Vulnerable   

Down Undoubled Doubled Redoubled Undoubled Doubled Redoubled 

 

 -1 50 100 200 100 200 400 

 -2  100 300 600 200 500 1000 

 -3  150  500 1000 300 800 1600 

 -4  200  800 1600  400 1100 2200 

 -5  250  1100 2200 500 1400 2800 
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Lesson Plan Title:  Week 6 Lesson 5 - Math through Games 

 

Beginning Bridge:   Weekly Quiz and Review - Week 6 

 

Concept / Topic:  To teach math through real world concepts. 

 

Standards Addressed:  M8P1.b Solve problems that arise in mathematics and in 

other contexts. 

 

General Goal(s): To teach math. 

   

Specific Objectives:  To teach bridge. 

 

Required Materials:  Notebook 

 Paper 

 Pencils 

Bridge boards 

Bridge scorecards 

Cards 

 

Anticipatory Set (lead-in): 

 

 Review week 6 lesson 1-4 

 Overcalls 

 Scoring Update - Penalties, Vulnerabilities, and Slam Bidding 

 Takeout Doubles 

 Big Hand Doubles 

 

Step-by-step Procedures:  

 

1. Return notebooks. 

 

2. Give review quiz. 

 

3. Hand out cards. 

 

4. Allow Students to Shuffle, Deal, and Play hands. 

 

Plan for Independent Practice:  Allow students to play hands. 

   

Assessment Based on Objectives: weekly test 

   

Adaptations (For Students with Learning Disabilities): Allow students to use their 

notebooks. 
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Extensions (For Gifted Students): When students finish test, they can play bridge on 

the computer. 

   

Possible Connections to Other Subjects: Communication skills, L.A. 
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Week 6 Lesson 5 Quiz (10 points) 

 

Your Right Hand Opponent (RHO) Opens 1♥.  

What would you bid on the following hands? (10 points) 

 

1. ♠ AQ10842    ♥73   ♦6   ♣K643   _____ 

 

2.  ♠A87   ♥KQJ103  ♦87   ♣J73   _____ 

 

3.  ♠QJ5432    ♥K42   ♦A76   ♣4   _____ 

 

4.  ♠8    ♥Q3   ♦KQ10543    ♣K754   _____ 

 

5.  ♠A4    ♥KJ4   ♦KJ3   ♣K10973   _____ 

 

6.  ♠873    ♥1098  ♦7   ♣AJ10542   _____ 

 

7. ♠AK542    ♥A854   ♦♦Q74   ♣3   _____ 

 

8.  ♠J107543   ♥A75   ♦Q54   ♣3   _____ 

 

9. ♠6   ♥K74   ♦AQJ1086   ♣A62    _____ 

 

10.  ♠K85432    ♥J43   ♦742   ♣4   _____ 
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Week 6 Lesson 5 Quiz Answer Sheet 

 

Your Right Hand Opponent (RHO) Opens 1♥.  

What would you bid on the following hands? (10 points) 

 

1. ♠ AQ10842   ♥73   ♦6   ♣K643   __1♠___ 

 

2.  ♠A87   ♥KQJ103   ♦87   ♣J73   _Pass____ 

 

3.  ♠QJ5432   ♥K42   ♦A76   ♣4   _1♠____ 

 

4.  ♠8   ♥Q3   ♦KQ10543    ♣K754   _2♦____ 

 

5.  ♠A4   ♥KJ4   ♦KJ3   ♣K10973   _1NT____ 

 

6.  ♠873   ♥1098  ♦7   ♣AJ10542   _Pass____ 

 

7. ♠AK542   ♥A854   ♦Q74   ♣3   _1♠____ 

 

8.  ♠J107543   ♥A75   ♦Q54   ♣3   __Pass___ 

 

9. ♠6   ♥K74   ♦AQJ1086   ♣A62    _2♦____ 

 

10.  ♠K85432   ♥J43   ♦742   ♣4   __Pass___ 

 


