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THE SCORES AND
HOW TO CALCULATE THEM

A Chow merely serves to complete a hand and has no
scoring valuc,

PUNGS (THREE OF A KIND)

Exposed  Concealed

(on table) (in hand)
2345670r8of:mysun  Seibia 4
Uor 9 of any suit ... 4 8
Any Wind or any Dragon . .. .. 4 8

KONGS (FOUR OF A KIND)

Exposed Concealed
2,3,4,5, 6,7 or 8 of any suit L9 Hy 16
Lor 9 of any suit . 32
Any Wind or any Dragon .. .. .. 16 32

FOR THE PAIR COMPLETING THE HAND

Pair of any Dragon

Pair of Player’s own Wind .

Pair of Wind of the Round
No other pairs count anything.

[T

SEASONS AND FLOWERS

For any Season or any Flower, four points.
The above scores apply to all hands winner and losers, alike.

DOUBLES

The following apply to all hands:
Pung or Kong in Player’s own Wind ...
Pung or Kong in Wind of the Round
Pung or Kong in any Dragon
Player’s own Season or_ Flower 0
Four Seasons or Four Flowers 7 G0, puslg ¢ iitec

times

Double once
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The following apply to the winner’s hand only:
Snatching a Kong to go Mah-Jongg .. .. Double once
Hand all one sui except Winds and/or Dragons
Hand of ones and nines with Winds and/or

Dragons .. e R o v bk

Hand cntirely of one suit .. ., three
times
Original Hand RS N 5
times
Al Winds and Dragons ... .. .. .., three
times
BONUS SCORES
These apply to the winner’s hand only:—
For winning (going Mah-Jongg) ... 20 points
Winning piece drawn from the Wall 29001
Winning with only possible piece Jrakit
Winning a **Standing Hand’ s
For having no Chows in hand i Hes
No scoring value in hand Mg
Winning with last piece from the Wall Lithsss
Winning with a Loose Tile . LOBRL

Where there are doubles in the winning hand the above
bonuses (if any) must be added before the score is doubled.
In order to avoid mistakes it is betier when there are several
doubles in the hand, to writc down the score, count up the
number of doubles, and multiply the score by the appropriatc

number :——
One double

multiply by 2
Two doubles 1

Three doubles o o
Four doubles » » 16
Five doubles A TR0
Six doubles g SRR
Seven doubles » 5 128
Eight doubles n 9 256

The following ten hands are Limit Hands, and score the
limit irrespective of what their scoring value may be:
(@) Hand of all Winds and Dragons.
(4) Hand having Pungs or Kongs of three Winds, pair
of the other Wind and completed by any Chow, Pung
or Kong.
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(¢) An original hand,

(d) Hand winaing with East Wind’s first discard,

(¢) Hand of all ones and nines.

(f) Hand having Pungs or Kongs of at least three Dragons,

(¢) Hand of concealed Pungs or Kongs.

(h) The Thirteen odd Majors hand.

() The Calling Nine Tile hand.

() East Wind’s thirteenth consccutive Mah-Jongg,

The above hands apply to the winners only, with the excep-

tion of (b) and (f), which, even i incomplete, score the limit
against the other two losers.

NOTES ON SCORING

Pungs and Kongs must, of course, consist of three or four
identical pieces, respectively, and similarly the pair to complete
a hand for Mah-Jongg must be identical. Where there are
several doubles in a hand the score is always doubled after the
bonuses have been added and multiplied according to the table
alrcady given,

Winning an original hand means that the hand originally
dealt to East Wind is complete for Mah-Jongg. Since he is the
only one with 14 pieces at the start he is the only one who can
score an “‘Original Hand,” and it is a very rare event, The
Chinese call it the ““Hand from Heaven,” or ““The Natural
Winning.””

When a winning hand consists entirely of Pungs and/or
Kongs except for the ‘‘pair,” and contains no Chows, this
is known as “‘Winning by Pairs,” and the score is doubled.
In the same way a winning hand, consisting of all Chows and
2 non-scoring pair is also doubled. The possession of a Season
or Flower does not deprive a player of this double, since these
are honours pieces and really bonus points not included in the
score proper of the hand.

Winning with the last picce from the wall, viz., the last
piece that may be drawn before the hand becomes dead (see
Rule 11), is called “To catch a fish from the bottom of the
Sea.”” This also doubles the score, as does winning with 2
Loose Tile drawn after exposing a Kong, Scason, or Flower.

If the piece with which a player wins is drawn from the
wall 2nd not Punged or Chowed, 2 is added to the score.
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If, owing to the fact that certain picces are exposed in some
way on the table, there is only one piece which will complete
a player’s hand for Mah-Jongg, and he gets that piece, 2 bonus
of 2 is added to the score. For instance, if he wants a 3 Bam-
boo to complete his hand, and another player already has an
expose Pung of 3 Bamboos, then he would be entifled to the
bonus. Again, if the picce he wants is the middle piece of a
Chow then that would be the only possible picce.

Figure 4 shows cxamples of completed hands:—

FIG. 4
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In No, 1, since therc is nothing but Chows and a non-
scoring pair, there is no scoring value, and the player winning
with it would only score 20 for Mah-Jongg, and double for no
score in hand—otal 40.

In the sccond hand the player would score 22, 2 for an
exposed Pung 6 Bamboos, and 20 for Mah-Jongg.

The rl'nrd hand is better, and would scores—

posed Pung in Wmds 4
b Pung in nines .. 8
Concealed Pung in  twos 4
Pair of Dagons .. 2

For Mah-Jongg 2
Total 38

If it were East Wind’s Round the score would be doubled
for a Pung in ‘“Winds of the Round,” and if the winner were
East Wind he would double for a Pung of his own Winds and
again for the Wind of the Round,

Hand No. 4 is even better and works out as follows:—

Exposed Kong in Dragons 16
Concealed Pung in Dragons 8
Concealed Pung in fives ... .. .. 4
For MahJongg ... .. 20

Total 48

Double for White Dragon 96, and again for Green Dragons
192,

If the winner were North Wind he would get an extra 2
for a pair of his own Winds, making the score 50, and when
doubled twice, 200,

It will easily be scen that the total score for No. 5 hand
would be 36, doubled three times for all one suit and once for
having no Chows in hand, making a total of 576.

Hand No. 6 totals 52, and is doubled once for no Chows,
making a total of 104,

Readers should work out these last two hands in detail, by
examining them and referring to the scoring list already given.
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In none of the above hands has any bonus scores, such as
winning with a Loose Tile, winning piece drawn from wall,
and the others mentioned been taken into account, and players
should always watch for and claim these.

Although the foregoing hands have referred to winners, the
losers’ hands are calculated in exactly the same way except, of
course, that there would be no bonuses to add.

It is usual to pay the winner first, and for the losers to
settle up afterwards,

A FEW NOTES ON LIMIT HANDS

The Four Wind Hand must consist of a pair of one Wind
and either Pungs or Kongs in each of the other three, the
hand being completed by =y Chow, Pung, or Kong. An in-
complete hand containing the necessary Winds combination
also scores a limi hand, e, although he has not gone Mai-
Jongg a player can claim the limit from the other two losers
without their first deducting their scores. He pays the winner
in the usual way,

The Three Dragon Hand must contain 2 Pung or Kong of
at least three kinds of Dragons, and if the hand is incomplete
i scores against the losers in the same way as the Four Wind
Hand.

Any other limit hands, if incomplete, only score their
ordinary face value.

ERRORS AND PENALTIES

If the wall has been breached in the wrong place, or the
picces drawn in the wrong order, or any other irregularity 15
discovered after play has begun, the Tiles should be re-shuffled
and a fresh start made,

If a player exposes an incorrect combination as a Chow,
Pung or Kong he must rectify the error before the next player
discards or his hand is dead. Should a player call Mah-Jongg,
complecely exposc his band, and then find he has made a
mistake, he must pay double the limit to the other three
players, If his hand has not been completely exposod, he may
cancel his call of Mah-Jongg and take up his pieces again.

Should a player who is making a hand all of one suit have
3 Pungs exposed, and another player discard a picce which




