Winning with Wimpy
I've noticed an embarrassing number of players, good players included, that don't fully understand the basics when it comes to takeout doubles.  Before I start putting forth a number of rules, we'll take a quick quiz to see how you do.
Take the quiz before reading on. You are South with the following hands and auctions. What actions do you take?
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What is your opening lead?
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*Non-Forcing
Before we look at the answers, let's look at the rules surrounding takeout doubles. 

TAKEOUT DOUBLES: 
In the direct seat, you need at least 3 cards in the other 3 suits. You are allowed to count distribution as part of your hand. Counting distribution you should have a MINIMUM of 12 pts in support of any suit partner might bid. It's also possible that you have a hand too strong to overcall. Since overcalls tend to have a ceiling of about 17 points, if you double and then subsequently bid a suit of your own, you should have around a strong 17 or more high card points. 
RESPONDING TO TAKEOUT DOUBLES:

0 -8 pts:
Bid your best/longest suit at the cheapest possible level.  If your Right Hand Opponent (RHO) bids in 

front of you, your should probably pass if you are at or near the bottom of this range.

9-11 pts:
Jump one level in your best/longest suit. 

12+ pts:
Cue bid Opener's suit. This will be forcing to game.

8 -11 pts:
Bid 1NT with no long suit and at least 1 stopper in Opener's suit.

12 - 13 pts:
Bid 2NT with no long suit and a double stopper in Opener's suit.

Bidding No Trump when partner makes a takeout double is dangerous. Partner is generally short in Opener's suit, and may likely have counted distribution when making his double. For example, Over a 1 Diamond opening, ♠ Axxx, 
♥ Kxxx ♦ ---, ♣ QTxxx is a fine takeout double, but won't be terribly valuable in a No Trump contract. For that reason, you should tend to bid No Yrump only with a double stopper in Opener's suit, and be at or near the top of the range.  A good rule of thumb is to subtract a point from your high card holding before deciding how many No Trump to bid.
RE-BIDDING AFTER MAKING A TAKEOUT DOUBLE:

Players often forget that when they make a takeout double, they are frequently FORCING their partner to bid with a very poor hand. In fact, the weaker partner is, the more important it becomes for him to bid rather than pass. Think about it. If they open 1S and partner doubles, and your hand is ♠ 953, ♥ 9862, ♦ J84, ♣ J76, you KNOW that they can make 1Sx (with overtricks) for a very bad score for your side. (partner is short in spades) Thus, you can't pass, but must instead bid 2H and hope they don't double you. Of course if RHO bids (anything but a redouble), you will pass with relief.  The last thing you want to hear is partner bidding again.  Therefore, if the doubler DOES bid again, he should have a very strong hand, so strong that opposite as few as 7-8 pts there might be a play for game. 
16 – 19
Double and then raise partner 1 – level

20 – 22
Double and then raise partner 2 levels

22+

Double (and if partner does not bid your suit) cue bid the Opener’s suit

Finally, if partner doubles, and RHO redoubles, you must bid something. Pick your longest suit and bid it. Partner will not interpret your pass as indifference, but rather as a penalty pass, with the desire to defend their redoubled contract. Don’t worry about fooling partner that you have some values by taking a free call. He will know there isn’t any room for points in your hand and that you are broke. 

1.  PASS!  You have nothing more than you’ve already promised. Bidding 2S here would promise a far better hand

2.  2S   Jumping in a suit shows 9-11 pts, but you should anticipate that they may compete further (after all, partner 

     should be short in diamonds) By bidding spades first, you can compete to 3H later if necessary. 

3.  1H.  You are far too weak to bid 1NT. Try to get out as quickly and cheaply as possible. 

4.  Bid 1NT. This shows usually about a good 8 to  11 HCP with stoppers in the bid suit. If you chose 3C instead, it’s 

      a decent 2nd choice.

5.  Bid 1S. If you thought about passing, it will be our secret. You are far too weak to pass. 

6.  PASS!   This is the type of hand you need to convert a takeout double to penalty. Good hand and good trumps.

7.  PASS! .  You have nothing to say. They have bid your best suit. On a good day, partner will have some values and 
     re-open with a takeout double. You’ll happily convert to penalty.

8.  PASS!    This is the price you pay for playing negative doubles. The good news is that partner is certainly 
     short in diamonds. He will re-open with something.  More often than not, it will be a double.
9.  A trump!  Partner’s pass says his diamonds are as good or better than declarer’s. Look at hand #6. Help partner 
     draw trumps by leading one.

10.  2D. You are going to game somewhere. Hopefully you have at least an 8 card heart fit, but you will keep the 
       auction open until to find game somewhere.

11.  4D.  Why pick the suit when you are happy with either one? Let partner pick the right game.

12.  1S.  Hearts might be right, but you can’t afford to bid 2D to let partner pick the right suit, as that is game forcing 

       and you aren’t strong enough to do that. The worst that can happen is you play 1S in a 4-3 fit. Don’t expect to 

       buy the contract for 1S. The opponents have at least 8 diamonds and likely about half of the high card points. 

       Since you are at the top of your range for 1S, you can rebid 2H at your next turn.  

13.  4S!  Partner surely has 17 or more, and you have at least 8 points in support of spades. Don’t ask partner to do

       something that you should do yourself.
14.  2H.  If you thought of bidding any number of spades, you haven’t appreciated the strength of this hand. With 

       partner’s possible shortness in hearts, your 11 pts might produce a slam!

15.  2S.  If you chose to pass with this awful collection of 17 points, I sympathize. It’s not much of a raise, with a 

       dubious (Q at best. It’s not impossible that partner has a (K or even (Jxx, so it might not be worthless.
I 
       would evaluate this hand at 16 (1 pt for the doubleton ().  At IMPs, I would stretch to raise. At Matchpoints, I 

       see little wrong with passing. 
16.  3S!  It’s hard not to bid 4S with this powerhouse of a hand, but you need to keep in mind that partner might be 

       broke and might only have 3 spades.  A jump raise after a double tells partner that if he has anything in his hand 

       that resembles a trick, that you want to be in game. Don’t punish him for bidding. 

17.  PASS!  It seems natural to balance with 2D here, except that you aren’t balancing. You would be telling partner 

       that you have a hand too strong to have overcalled 2D and that is certainly not the case. Where are the hearts on 

       this hand? You don’t have them, and apparently, neither does LHO.  Partner has a whole bunch of them and may 

       not have a diamond in his hand. Furthermore, there’s no reason to think RHO has any clubs.  Partner heard you 

       double and did not bid. Respect his decision and defend 2C. 

18.  1NT!  If partner had opened, you would have gladly invited with 2NT, but he didn’t open. He doubled. His 

       values likely include shortness in hearts, and No Trump may not play all that well. 1NT is more than enough to 

       describe this hand. Expect that if partner has a good 14 or more that he will invite to 2NT himself. 

