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RULE 8

It must be remembered that only the last discarded piece
may be Punged, Konged or Chowed, and all other pieces
which have been previously discarded arc dead and out of
play. The last discarded picce may be taken even if the next
layer has drawn a picce from the wall, providing that player
as not discarded, In this case the picce drawn from the wall
must be replaced,

GOING “MAH-JONGG”

The complete or “Mah-Jongg” hand includes, of coursc,
the exposed scts on the table as well as the pieces in the hand,
and must, with two_cxceptions, mentioned below, consist of
four scts of cither a Kong, a Pung, or a Chow, and a pair of
identical picces. A number of Mah-Jongg hands are illustrated
in the chapter on scoring.

As soon as any player completes his hand he calls ““Mah-
Jongg,” and all players expose their hands ready for scoring.
When laying down a Pung or Kong in hand (concealed) the
middle picce should be turned over to denote that it is “‘con-
cealed,” and therefore counts double. The player who goes
Mah-Jongg does not discard a piece, thus keeping the neces-
sary 14 picces exclusive of the cxtra pieces for Kongs.

In addition to the ordinary complete bands, two other
combinations of 14 pieces catile the player to go Mah-
Jongg:—

(2) Hand of “Thirtcen Odd Majors,” consisting of a one
and a nine from each suit, one of each Dragon, one of cach
Wind, and a pair fo any of these 13.

(5) The ““Calling Nine Tile Hand,” consisting of a set of
three ones, set of three nincs, the complete sequence from 2
w8, all in the same suit, and any Tile of the same suit to
make the fourteenth picce.,

Both these hands are illustrated below, “The Thirteen Odd
Majors'’ hand first, and the ‘‘Calling Nine Tile Hand’
below in the Character Suit, Both these hands score the limit.
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RULE 9

When a player wants only one piece to complete his hand
for Mah-Jongg he is “‘Calling” and can take that picce as
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soon as it is discarded, whether it be for a Pung, a Chow, or
to complete a pair, and he takes precedence over any other
player who might wan it for a Chow, a Pung, or cxposed
Kong. He may also claim a picce which has been drawn from
the wall by another player and used to convert an exposed

Special Mah-Jongg Hands
(Sce Page 12)
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Pung into an exposed Kong, and this is called “‘snatching a
Kong.” He may not, however, take a picce drawn from the
wall and used by a player to complete a concealed Kong.

If two players arc Calling at che same time, and both want
the same discarded picce, then the player whose turn to play
would come next has precedence, and takes the piece.

RULE 10

If any player is ““Calling”” after he has drawn and discarded
for the first time in that hand, he may declare a *‘Standing
Hand.” East Wind may also do so if he is “Calling” after
his first discard. A player who has declared 2 Standing Hand
must not change any picce in his hand, but must go on dis-
carding the picce he draws until he draws or takes in the
usual way the picce that he wants for Mah-Jongg. A completed
Standing Hand gets a bonus of 100 points.

RULE 11

The last 14 pieces in the wall, including the Loose Tiles
must be left, and if no playcr has gone Mah-jongg when only
this number remains, the hand is dead. There is no scoring
and a fresh hand is started, East Wind remaining the same
as in the dead hand.

RULE 12

Should a player find at any time that his hand contains
more or less than 13 pieces after discarding, or 14 before dis-
carding, excluding the extra picces in Kongs, his hand is
dead and he cannot go Mah-Jongg, He must continuc to draw
and discard and at the end pays the other players their scores,
without deducting his own score if he had too many pieces,
and after deducting his own score if he had too few pieces.

RULE 13

Should East Wind go Mah-Jongg he remains East Wind in
the next hand and until someone clse_goes Mah-Jongg. When
he loses, the player who was South Wind becomes East Wind
il HE loses, when the player on his right becomes East
Wind, and so on.
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RULE 14

The first Round is East Wind’s round, until each player
has held Fast Wind once and lost it. As soon as a player
holds East Wind (after having loss it once) for the second time,
it becomes South Wind’s Round until every player has held
and lost East Wind for a second time, when it becomes West
Wind's and lastly North Wind’s Round,

Always remember which Round is being played, as the
holder of a Pung or Kong of the “Wind of the Round” has
his score doubled.

SETTLING UP THE SCORE

Each set contains a number of counters of different colours
and these are shared our cqually between the four players,
who agree beforchand the value that cach colour represents,

If the more satisfactory ‘International’” Scoring Cards are
being used the scores are catered in the columns provided
for each player, cither under “1 Pay,” or “I Receive.”

SETTLEMENT OF SCORES

The player who has gone Mah-Jongg receives the value of
his score from each of the other three players, without deduct-
ing their scores, If East Wind wins (goes Mah-Jongg) he shall
receive double his score from cach of the other players. Each
of the three loscrs setles with cach of the other two, the plaer
with the low score paying the one with the higher score the
difference between their scores. If East Wind is a loser, double
the difference is paid, whether it be cither to him or by him.

Thus if East Wind has gone Mah-Jongg and the scores arc
as follows:—East Wind, 80; South Wind, 12; West Wind, 48;
and North Wind, 112; then South, West and North each pay
East Wind twice 80=160; South Wind pays West 481236
and North, 112—12=100; and West Wind pays North 112
~ 4864

Now let us take the same scores and suppose that North
Wind won. Then East Wind pays North twice 112=224; South
and West cach pay North 1125 South pays East twice 80— 12

-136; West pays East twice §0—48=64 and South pays West
48-12=36.
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It will be scen that a loser can have a higher score than
the winner who went Mah-Jongg.

Though very, very rare, it is within the bounds of possibility
to atain a score of something over 1,000,000 points in a single
hand, and it is therefore advisable to fix a limit of, say, 600
points as the maximum which a player, except East Wind, can
receive on one hand from cach player, East Wind can, of
course, receive up to double this amount.

It has been computed, however, that it is (im)possible to
obtain something like 13 million points in a hand, although
this varics, as all parts of China do not play the same scoring
points, If the successful player were East Wind and received
double from cach of the other three players, the resulting total
should satisfy the biggest of gamblers, Nice for East Wind, of
course, but without a limit likely to put an abrupt end to the
game,

As an indication of values, it may be taken that 2%4p a
hundred at Mah-Jongg would be cquivalent to 10p or 12%p
at Contract Bridge.

PLAYING WITH THE SEASONS AND
FLOWERS

Having thoroughly mastered the ordinary game, players
should then try playing with the Seasons and Flowers. There
are four *‘Seasons™ and four ‘‘Flowers” and in some sets they
are numbered from 1 to 14, If they are not so numbered they
can be easily identified and matched, The Seasons are: Spring,
Summer, Awumn, Winter in that order. The matching
Elowers ‘are: Plum, Bamboo, Chrysanthemum, Orchid also in
that order, The Seasons are marked with Chinese characters in
RED, and the Flowers in GREEN. The designs do vary but
the principle is the same.

When playing with these picces the wall is built 18 pieces
long, making each side of the wall 36 picces, and the total
144”instead of 136. If a player has onc of these pieces in the
hand originally dealt him he lays it out, face upwards, on
the table to his right. Starting with East Wind, and continuing
in the usual direction, each player then draws a Loose Tile
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for cach Season or Flower he has laid out,'If East Wind has
any of these he draws the Loose Tile before discarding. Should
a player draw a Scason or Flower from the wall or as a Loose
Tile, he should immediately lay it down and draw a Loose
Tile before discarding.

It is very important that a player should remember to take
a Loose Tile for every Scason or Flower that he exposes, in
addition to the piece from the wall, when it is his turn,
otherwise he will find himself with only 12 pieces, and, there.
fore, unable to go Mah-Jongg. It is thercfore, best when one
or more have been exposed for the player to count his pieces
BEFORE discarding to sec that he has the right number, .c.,
14, excluding exira pieces for Kongs and the Seasons and
Flowers.

One season and one Flower belongs to cach Wind, No. 1 of
cach to East Wind, No. 2 of cach to South, No. 3 to Wes,
and No. 4 to North. A player getting the Season or Flowers
belonging to his own Wind doubles his score, and any player
getting all four Seasons or Flowers doubles his score three
times, When reckoning the score any Season or Flower,
whether the player’s own or not, counts 4 poins.

As they have to be exchanged for Loose Tiles, Seasons and
Flowes are cxtra pieces in the same way as the Fourth piece
of a Kong, and arc not part of the playing hand, When
playing with Seasons and Flowers the score is liable to be very
much heavier, and it s, thercfore, as well to slightly reduce
the limit on the scoring,

THREE-HANDED MAH-JONGG

There are varied methods as to how to play the game with
three players, but the following is usually adopted 25 the best
and samplest. The wall baving been built in the wsual way,
the three players draw their hands, but the fourth hand i
not drawn, The player on dummy’s right can, therefore,
Chow from the players on dummy’s left, and Fast Wind can
never be held by dummy, but passes diect from the player
on dummy’s left to the player on dummy’s right. The Round
consists of three hands unless East Wind wins, otherwise the
game is played in exacdy the same manner as with four
players.




