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enables the first player to go Mah-Jongg, the second player
must pay the winner the losses of the other two players as well
as his own, Again, if a player making a 3 Dragon hand has
two sets of Dragons exposed, or one making an All Wind
hand has 3 scts of Winds exposed, or onc making  hand of
Ones and Nines has 3 sets of Ones or Nines cxposed, any
player who discards a_piece which cnables any of these special
hands to be completed for Mah-Jongg must pay all losses.

If any of these penalties arc imposed, there is no settlement
of scores as between the three losers,

A FEW HINTS ON THE TACTICS
OF THE GAME

Players should play as quickly as possible, as long pauses
are wearisome to the other players, and there is no need to
hesitate if one remembers what pieces one wants, and con-
centrates on them,

If the player about to discard is on one’s right, or opposite,
then onc cannot Chow, and the only pieces of interest would
be those which one could Pung or Kong. When the player
on one’s left is about to discard, however, one has also to
think of the pieces that can be Chowed,

A difficult point to decide is when one has two pairs of
the same suit and the player on one’s left discards a picce
which could Chow with a piece from each of the pairs. The
decision must, of course, depend on the circumstances and the
plans one has already formulated about the hand.

One must always be on the look out for information
regarding what the other players are collecting, as the object
of the game is not only to complete one’s own hand, but to
prevent the others from doing so.

As they arc also on the look out do not show signs of
pleasure when you draw a picce from the wall which you
want, nor signs of annoyance when you draw several useless
pieces in succession, It is also very important that you should
name the picce you arc discarding correctly, as an error here
will possibly give your opponents information, and might also
lead one of the other players into claiming the picce before
the error is discovered.
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Always watch the discards and periodically’ study the pieces
exposed on the table, particularly noting the pieces of which
most. have been discarded, as much information and guidance
can be gained from so doing.

The Chinese play the game with the discards turned face
downwards, so that one has to rely catirely on one’s memory,
and it is very good practice to play this way.

Caution should be shown in discarding Honours early in the
game, particularly East Wind, the Wind of the Round and
one’s own Wind, as it is often worth keeping a singleton
Dragon or one’s own Wind in the hope of picking up another
to make 2 scoring pair and possibly a Pung, which will carry
with it a double.

It sometimes pays for a player to sacrifice a concealed Pung
or Kong in order to_usc one of them to complete his hand,
An cxample of this is seen in hand No. 2 of the illustrated
complete hands, where there is a Pung of 2 Bamboos, but two
arc used for the Pair and onc for a Chow.

It is better to cndeavour to go Mab-Jongg on a small score
rather than hang on to a fow high-scoring combinations and
let someone else go Mah-Jongg.

At all costs play quickly, as nothing is so wearisome to
Mzah-Jongg players as to have to wait some

to make up their minds, and one is just as likely
bad discard after two minutes’ thought as after two scconds.

Owing to the fact that as yet it is young amongst Western
people, there are no stereotyped conventions as in Bridge,
but probably it is this fact in conjunction with the obvious
advantage of each player being entirely on his own that has
raised Mah-Jongg to the position it holds today, and nothing
is more certain than that it is a game that has come to stay.
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A DIFFERENT METHOD
OF PLAY

Since Mah-Jongg was first introduced into European countries
there have always been slight variations in the scoring and
methods of play, due to the fact that, China being so vast,
it is inevitable that there should be these differences; thus
North China play a litde differently to South China, and so

on.

However, a different method of play has recendy been
introduced " into European countrics and has gained much

favour, particular among experts, as it is said to give greater
scope for skill.

The rule is that no player can call Mah-Jongg unless he has
at least three doubles in his hand,

As an cxample, All One Suit (3 doublc? or ‘“Pung” of
White Dragons (I double), Own Wind (I double), Wind of
the Round (1 double). Otherwise play is much the same except

for alterations giving extra doubles for certain combinations,
etc.

A revised and complete table of scoring points and doubles
for this new method is given as follows:—

It will be noticed that the Secasons and Flowers count
differendy in this new game, as they do not score any points
individually, but actually arc used in the same way and count
the same as Dragons. They must not be mixed, of course.

It is obvious that as Mah-Jongg is more difficult to get there
should be more “‘dead” hands, but this is obviated to a
great extent by the increased number of combinations that
count as double.

This new method of play obviously nceds a new technique
of play entircly, and players should settle their plan of cam-
paign as carly as possible in the game. Great care should be
taken in this, as it is quite casy to make a mistake and make
it impossible to get Mah-Jongg at all, particularly later in the
game,
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THE SCORES AND'
HOW TO CALCULATE THEM

A Chow mercly serves to complete a hand and has no
scoring value,
PUNGS (THREE OF A KIND).
Exposed
(on tablc) Concealed
Z34567or80fmysuit g ) 4

1 or 9 of any suit X < 8
Any Wind, Dragon, Seasons or Flowers ... 4 8
KONGS (FOUR OF A KIND).
,3,4,5,6,7 or 8 of any suit sk 16
Tor 0 of any suit .. L6 32
Any Wind, Dragon, Scasons or Flowers ... 16 32

FOR THE PAIR COMPLETING THE HAND.

Pair of Scasons or Flowers ...
Pair of any Dragon .
Pair of Player’s own Wind ...
Pair of Wind of the Round ... ..
No other pairs count anything.
The above scores apply fo all bands, winner and losers,
alike,

IS

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
Pung or Kong in Seasons or Flowers
Hand comprising only one suit and/or Winds
Dragons and Seasons or Flowers ...

The following apply to the winner’s hand onl
All one suit, Chows and Pungs ... 3 doubles
All one suit, Pungs only ... 4 gty
Hands of Winds, Dragons and Seasons or Flowers

only—no suit—value of hand with doubles for

own Wind if held, Dragons and Scasons or

Flower X ... Plus 3 more doubles

.. Double once
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3 of own Wind-—3 red, green or white Dragons,
Chow of one suit, Pung of same suit, e of
Winds other than own

3 doubles
Similar hand to above, but with Pung of one

—no Chow o 4 35
AIl pairs in one suit 0% 36
Pungs of 2 different suits—2 scts of 3 Dragons,

pair of Winds ... 5
2 sets of 3 Dragons, 3 of own Wind, 3 of another

Wind, pair of oncs or nines in any suit:—

Dragons (2 sets) 2 doubles

Own Wind 1 double

All Pungs Lot

All one ‘suit D

All *“Major’” pieces 1, 6doubles

Siimiais baml e ooy out i e oF st aoher
than ones or nines 5

Similar hand to 6-double hand with 3 scts of
Dragons (nstead of 2 ses of Dragons and 1 s

Winds, other than own) . P e T R,
Pairs of ones and nines ... " Limit
Pairs of Winds and/or Dragons, Scasons and

Flowers

Hand from Heaven—one and nine of each suit,

one of cach Wind, onc of each Dragon and
14th card (sile) to pair up with any of these ...

BONUS SCORES
These apply to the winner’s hand only:—

For winning (going MahJongg) .. .. .. 20 poinis
Winning picce drawn from the wall .. .. 2 ,,
Winning with only possible picce .. .. . 2,

Winning a *‘Standing Hand” gt <1005
No scoring value in hand (all Chows of one suit) 10,
Winning with a “Loose Tile” ... .. .. 10
Winning with last drawable picce from wall .. 10,




