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MAH-JONGG

THE GAME AND HOW TO PLAY IT

Mah-Jongg, the name of which means ““The Sparrows,”
is, as everyone knows, a Chinese game thousands of years old.

It has been likened to Bridge, Poker and Dominoes, but
actually it has very little in common with these games. It is
played by four players and, uslike Bridge, each player is
entirely on his own, against the other threc.

A player is at liberty to have an adviser who is known as
A Drcamer,” and the game can also be played with 2
dummy_hand, but this, although not to be despised When a
fourth is not available, is not comparable with the proper ©
game.

There are 34 different kinds of pieces, or tles, and as there
are four of each kind the number of playing picces is 136—
one cach of which is shown in Fig. 1.

In the top row are the picces known as the Honours.
“Winds,”” and “Dragons,” in order from left to right:—
“East Wind,” “South Wind,” ‘“West Wind,” ‘North
Wind,” “Red Dragon,” “Green Dragon,” and ‘‘White
Dragon,” the latter being a perfectly blank picce.

In the next row are the pieces known as the “Circles,”
numbered from 1 to 9, and also having the corresponding
number of “‘circles” engraved on each picce.

The third row is the suic of “Bamboos,” also numbered
and engraved in the same way with the cxception of the 1,
which usually bears a symbolic bird.
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The last row is the suit of “Characters,” with the number
in both English numerals and Chinese characters, which assist
in distinguishing between the various numbers, as for instance

FIG. 1

the 1 and the 7, which in the English numerals are liable to
be confused.
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The sets as used by the Chincse themselves are not marked
with European numerals, of course, Some of these sets specially
made for Mandarins are wonderful and really works of art,

A good set will last many years, and indeed there arc sets
in use by the Chinesc over a hundred years old,

As Mah-Jongg sets are made mainly in the Far Bast and
largely in the small_places, they vary from time to time and
there ‘are no_recognised standard contents. All scts, however,
should contain 144 picces, some form of scoring counters and
four dice. Some sets also have four blank or spare pieces.

Extra accessories that can be purchased are sets of four Racks
(or Wings) on which to put the tiles during play and Scoring
Cards which are easier and more satisfactory to use than the
counters.

For scoring purposes the ones and nines of cach suit and the
“Winds” and “Dragons” are known as “‘Major’” picces,
and the twos to eights of cach suit as the “Minor” pieces.

It will now be seen that with four of each of the pieces
illustrated there are 136 playing pieces, but, in addition to
these, there are cight special Honours known as “Scasons™
and “Flowers.”

The use of these somewhat complicates the games and
scoring, and it is, therefore, advisable for beginners to learn
the game thoroughly before playing with these extra pieces.
Their usage is fully explained later on.

THE OBJECT OF THE GAME

It will be as well to make the object of the game perfectly
clear before going into details of the rules and method of
play.

Each player’s hand always consists of 13 pieces, and in his
turn he draws a fourteenth picce and discards a piece, thereby
maintaining his hand at the correct aumber. The object of the
game is to get a2 complete hand of 14 pieces, which, with
certain exceptions, must consist of (1) four sets of three picces,
cach set being either three identical pieces or a sequence of
three consecutive numbers in the SAME suit, and (2) a pair
of identical pieces sometimes called *“The Head.”
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Immediately a player completes his hand in this manner he
calls “Mah-Jongg,” and that hand of the game is finished.
The pieces are then turned face downwards, re-shuffled and
redealt for the next hand.

The scores at the end of cach hand arc reckoned up and
cither_entered on the scoring pads, which are obtainable, or
paid in counters which can be “cashed” at the end of the
game, The use of scoring cards will be found to be much
casicr and more satisfactory.

Each player is designated by the name of a wind, ““East
Wind"’ corresponding roughly to the dealer at cards,

In some sets wind-indicators arc supplied and these arc
used to_denote which “‘wind” ecach player holds for that
round. These can be discs or a plastic holder with revolving
disc.

If “‘racks” or “‘wings” arc being used to hold the pieces,
one is usually a different colour to the other three and is used
by “East Wind,” being passed round to each player in
exchange as he becomes “East Wind.” This makes it casy
to tell “East Wind” at a glance, and to identify the other
winds quickly. Once more it will be found that the use of
“‘racks’” very much facilitates the playing of the game.

Although 2 complete game is reckoned to be four rounds
of four hands each, it is possible to cease playing at the end
of any hand without in any way spoiling the game.

It is an_excellent thing for players to get into the habit of
playing a brisk game, and not take too long to make up their
minds when it is their tum to play.

THE START OF THE GAME

The players having chosen their scats at the table, preferably
a Card Table, dice are thrown to decide who is t be ““East
Wind.”” Four dice are supplied, but only two arc thrown.
The player who throws the highest total of the two dice
becomes “‘East Wind,” and the other players then take the
wind correspondingly to their scats, viz. the player on “East
Wind’s”* right becomes ““South Wind,” and the one opposite
“East Wind” is “West Wind,” and the one on ‘‘East




