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Wind’s” left is “North Wind,” thus:—
w
NS
E

The 136 picces are now placed on the table, face downwards,
and shuffled thoroughly, cach player then takes 34 pieces at
random, and with the faces still downward (he must not
look at them), arranges them in a line in front of him, The
line must be 17 pieces long, with the long sides of the pieces
touching, and the other 17 picces must be placed on top of the
first 17, thus making the “wall” 2 picces high.

The four players then push their “walls” forward until
the corners touch, thus forming a hollow square, which
represents a Chinese City Wall, The best way to move a
“wall” s to press the lower line with a finger on each of
the end picces, but the “wall” must be quite straight and
even, otherwise it will collapse in the middle when pressed.
If “racks” are being used the ‘‘walls” can be moved
forward with these very easily.

The next step is to determine where the wall is to be
breached, and this is done by a somewhat claborate method
of dice-throwing, which dcfeats any possibility of an unscrup-
ulous player making use of a knowledge of the position of
certain pieces in the wall,

RULE 1

East Wind now throws the two dice to ascertain which
SIDE of the wall is to be breached.

This is arrived at by counting to the right and taking East
Wind’s wall as “‘one,” South Wind’s as “‘two,” and so
on, until the end of the throw is reached. For instance, if 5
or'9 is thrown, East Wind’s wall is to be breached: if 2, 6
or 10, South Wind's: if 3, 7 or 11, West Wind’s and if 4,
§ or 12, North Wind’s,

The Dice supplied vary from time to time. Some have 2
blank side instead of the *‘one,” others with a large dot for
the “one,” and others with the normal “‘one.” If both dice
when thrown both show either of these, then the dice are
thrown again.
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RULE 2

The plager whose wall s to be breached has now to throw
the two dice to dewermine WHERE his wall is to be breached.
He then adds the number he has thrown to the number
thrown by Eas: Wind and counts this total along the upper
row of the wall, from the right-hand end, and o
wall by removing the piece arrived at, and the one underneath
it. The latter piece is then placed (face down) on top of the
wall immediately to the right of the breach, and the former is
placed on the pair of piects next bur one to the right,

Thus, if the total of the two throws is 9 the player removes
the two 9th picces from the right-hand end, and places the
bottom one on the Sth pieces from the right end, and the top
one on the 6th picces, The use of these two “‘Loose Tiles'
will be fully explained later on.

THE DEAL OR DISTRIBUTION
OF THE PIECES

East Wind now takes the first two heaps of two (four pieces)
10 the left of the breach, i.c., away from the side of the loose
tiles; South Wind takes the next four, West Wind the next
four, North Wind the next four, and %o on again, until cach
player has 12 picces. If, in taking the picces, the end of a
wall is reached, the next wall is taken, and so on. East Wind
now takes the top piece of the next heap, and the top picce of
the next heap but onc; South Wind the bottom piece of the
end heap; Wese Wind the top picce of the next heap, and
North Wind the bottom picce of the same heap.

Each player will now have 13 picces, with the cxception of
East Wind, who has 14, and they should be stood in a linc
in front of him with the face towards him, or on his “‘rack”
if they are being used.

The players now sort out their hands into the various suits
and honours and arranging pieces of the same suit in their
numerical order.

It is advisable not fo leave a gap between the suits so that
the other players cannot glean any information as to how
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many of a particular suit you may have, The remains of the
wall from which the last pieces were taken should be swung
towards the centre of the table to enable players to reach the
end more casily when drawing.

Fig. 2 shows the table at this stage, the dotted lines showing
the original position of the wall before it was breached.

LOOSE TILES

FIG. 2




image4.png
9

East Wind, having fourteen picces, now commences the
game by discarding one and placing it face upwards in the
centre of the table, at the same tme clearly calling out its
designation — ““Three Circle,” “Six Bamboo,” ctc., etc.
Natwrally a player will discard a picce which is least Jikely
to assist him'in completing his hand,

RULE 3

The tumn to play passcs to the right, viz., from East to
South, South to West, and so on which, of course, being in
total variance to the method in our Card Games, takes a little
getting used to.

RULE 4 —THE “PUNG”

If ANY of the other three playess has two pieces identical
with a piece just discarded, he may take this, calling out
“Pungl” He must then lay the three picces side by side,
face upwards, on the tble to his right, after which he must
discard a_piece from his hand, as explained. Should a player
omit to claim a “Pung,” or withdraws his claim, he canfot
Pung the same piece, should it be discarded again, until after
he has had another turn. Should a player, who is not the next
on the right of the discarder, Pung a piece, the intermediate
players lose their turn, which passes to the player on the right
of the one who Punged the piece, No player may Pung a picce
with only one similar picce in his hand.

RULE 5 —THE “CHOW”

If a player whose turn is next can use the discarded picce
to make 2 *‘run’ of threc consecutive numbers in the same
suit with two picces already in his hand, he may take this
piece, and calling out “Chow!” place the three pieces, face
upwards, on the table, as cxplained. He then discards in the
usual way. A player may only “‘Chow” when it is his turn
to play, #.e., when the discard is from the player on his left.
Note that a ““Chow” can never be made with more or less
than three picces, and cannot be made with either Winds or
Dragons.





image5.png
10
RULE 6 — THE “KONG”

Should any player have in his hand three pieces similar to
a piece discarded by another player, he may take it, calling
out “‘Kong!” and placing the four picces on the table, a3
in the case of a Pung or Chow, He must then draw the Loose
Tile farthest away from the breach, or, if that Tile has already
been drawn, the other Loose Tile, after which he discards in
the usual way.

A complete’ hand, containing one or more ‘‘Kongs,” must
have one more picce in addition to the usual 14 for each
““Kong.” Thus, a hand containing three ‘Kongs" will have
17 pieces, and the Loose Tiles are used to provide these extra
pieces. If both the original Loose Tiles are drawn, the pair of
pieces next to the breach arc placed on the wall exactly in the
same manner as the original Loose Tiles and serve as addi-
tional Loose Tiles. The procedure in the case of 2 Kong is
the same as with 2 Pung, except for drawing the Loose Tile.

Returning 1o the state of the game when East Wind has
discarded the first picce, if no onc Pungs this piece and South
Wind does not Chow it, the latter draws a piece from the end
of the wall that has been turned towards the centrc of the
table, He then discards cither the picce he bas drawn or
another piece from his hand. Providing no one Pungs or
Kongs this picce it is then West Wind’s turn, who, if he does
not wish to Chow this discard, draws a piece from the wall
and discards in the usual way, and 50 on in turn, remembering
that if any player Pungs or Kongs a piece it is then the player
on his right who has the next turn. In drawing, the end-piece
must always be taken, and the top piece of a heap before the
bottom piece,

PUNGS OR CHOWS IN THE HAND

If 2 player has a Pung (three of a kind) or a Chow (run of
three consecutive numbers of the same sui) in the hand origin-
ally dealt him; or, if be draws a picce from the wall which,
with two pieces already in his hand, will make either of these,
he should keep the Pung or Chow in his hand and say nothing
about it, This is known as a “‘concealed”” Pung or Chow,
and in the case of a Pung counts twice as much as one which
is exposed on the table.
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RULE 6A

A player is permitted to make an exposed Pung into a Kong
in the following manacr. If the player has an exposed Pung
and he draws the fourth similar picce from the wall, he may
S s T the "ottt k] ey Do ANk DEAT(F OEn
kind). He must then draw a Loosc Tile, as in the case of an
ordinary Kong, but he is not permitied to take a discarded

picce 16 add 10 an exposed Pung.

If a player’s original hand contains a Kong, or, if he draws
a piece from the wall which makes a ““concealed”” Pung into
a Kong, this is known as a concealed Kong. He may then
place the concealed Kong on the table at any time when it is
his turn, and then draw a Loose Tile. He should mark the
set as being concealed by turning over the first and fourth
picces. He may not draw a Loose Tile until he has placed the
Kong on the tble, and, if another player should erminaie
the hand by going Mah-Jongg before he has placed the Kong
on the table, his score will only count as for a concealed
Pung.

The reason for this is that if a player keeps a Kong in his
hand he cannot go Mah-Jongg, since he is not allowed to draw
a Loose Tile until he places it on the table, but the concealed
Kong on the table counts double, just as if it were still in
hand, being distinguished by the first and fourth pieces being
turned over. Usually it is best to put down a concealed Kong
at once, but in certain cases, to be explained later it pays to
hold one for a time,

RULE 7

If two players wish to take the same discarded piece, one
for a Pung or Kong, and the other for a Chow, the former
has precedence and takes the picce, subject to Rule 9.

Thus, if South Wind were to discard a 4 Characters and
East Wind, having two 4 Characters in hand, calls “Pung!”
while West Wind, having a 4 and a 5 of Characters calls
“‘Chow!”—then East Wind takes the place, and it becomes
South Wind's turn again,





