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CHINESE MAH JONGG SOLITAIRE WITH DISCARDS (Based on one mahjongmuseum.com version of Traditional Mah Jongg)  John Kemp, (915) 532-3496; kempsoli@sbcglobal.net;  Intended as an aid to learning the game.

A.  Rules:








   1.  Four walls of 18 X 2 tiles (total of 144) are set up in a square, as in the real game.  2. Player is East, with the East wall in front of the Player. He plays against 3 Hypothetical Opponents, who do not score but only draw and discard the drawn tile.   3.  A roll of dice dictates which wall is to be broken, by starting with the East wall as 1, and then counting counterclockwise.  The 2nd roll of the dice, combined with the 1st, dictates where in that wall the break is to be made, beginning the count from the right of that wall.  The 2 tiles making the break are placed inside the wall, to the right of the break, and are the Aloose@ tiles, to be drawn by Player (only) to replace a Flower or if a kong (4 of a kind) is made by Player.  4.  Player then draws 14 from the left of the break and discards one, leaving 13 in hand.  5.  Hypothetical South Opponent (at right of East) then draws the next tile, going counterclockwise, and discards it.  Player may claim the discard if it completes a chow or a pung (both of which must be exposed on the table).  6.  If a kong is made, Player draws one of the loose tiles, without discard.  7. Player and Opponents continue in turn, counterclockwise, but drawing from the wall clockwise, until Player (East) attains Mah Jongg (14 tiles in combinations of 3 or 4 of a kind, runs of 3 and one pair).  8.  Scores are for In Hand (Menzen) or On Table. 9.  If a Season (Flower) is drawn, it is set in front of the hand and a loose tile (from the end) drawn to make 13.  10. Only a winning hand (Mah Jongg) scores.  11.  Special tiles (Pot of Gold, Cat & Mouse, etc.) and Special Limit Hands not used.  

B. Scoring:






Date: _________________





     1.  Combinations: 




On Table In Hand






Pair





  0
  0
        0


Runs of 3 (Runs of 4 or more not allowed)

  0
  0
        0


3 of a kind, 2's - 8's (Simples),

each
  2
  4
_____



3 Ones or 3 Nines of a kind (Terminals), 
each
  4
  8
_____

3 Winds of any one kind,


each
  4
  8
_____

3 Dragons of any one kind,


each
  4
  8
_____

4 of a kind, 2's - 8's (Simples), each

each
  8
16
_____

4 Ones or 4 Nines (Terminals)

each
16
32
_____

4 of any one Wind



each
16
32
_____

4 of any one Dragon


each
16
32
_____

2 of any one Dragon


each
  2
  2
_____

2 of any one Wind



each
  2
  2
_____

2 of Own (East) Wind



  2
  2
_____

Flowers (Seasons),



each
  4

_____

Mah Jongg (14 pcs.; sets of 3, runs of 3, a pair + Seasons) 
20
_____

    

No scoring combinations in Subtotal 2


10
_____



Winning piece drawn; 




 2
_____ 

 
Completing pair, fill a run of 3 in open middle, or on 1 end
 2
_____

 

Winning piece on special. draw of loose tile after 4 of kind 
10
_____

 

No runs






10
_____



    SUBTOTAL 1, BASIC SCORE 





________



     2. Doubling Honour Scores, Including Multiple Doubles Only:
Double Factor

Running Product 
a.  3 or 4 of Own (East) Wind: Double Once;             Subtotal 1 X 2
        2

________

b.  3 or 4 of any one Dragon:                   DoubleOnce for each, X 2a.
_____

________

c.  Hand all of one suit (W/Winds, Dragons); Double Once; 2b. X 2
_____

________

d.  Going out (Mah Jongg) on last tile;      Double Once;        2c. X 2 
         2     
________
   
e.  Hand all one suit, no Winds, Dragons. Double 3 times;     2d. X 8
         8

________         

f.  Hand all 1's & 9's;                                 Double Once;       2e. X 2
         2

________

g.  Hand all Winds & Drgns.                     Double 3 times;     2f. X 8
         8

________

h.  Mah Jongg on original draw                  Double 3 times;    2g. X 8 
         8 

________

     3.  Doubling for Flowers (Seasons):
a.  One of Own Flower (East=s or 1);         Double Once;       2h. X 2
         2

________


b.  Both of Own Flower (East=s, or 1);       Double Twice       3a. X 4
         4

________

c.  All 4 Seasons of 1 color; (Red or Black) Double 3 times;    3b. X 8
         8

________

     4.  ADJUSTMENT FACTOR FOR % OF  TILES LEFT IN WALL  

An arbitrary factor to adjust for Player=s having every draw or potential pung, etc. and

 holding out for very high score vs. achieving Mah Jongg early;

a.  Total tiles: 144 less 14 in Mah Jongg:  = 130 Less Flowers Drawn, _____   =
______ 

b.  Less number of tiles discarded::




      -  
______


c.  Tiles not played or drawn;                                                           4a. - 4b.
______

d.  % of tiles left in wall (i. e. not played or drawn): 

    4c. / 4a.

________ 

     5. FINAL SCORE: 3c X 4d: 







________

NOMENCLATURE

Suits:





No. Tiles (Pai)

No.

Chinese
   Bamboo:

Tiao

1-9 X 4 = 
 36

       1

Ee
   Dot:


Tung, Bing
1-9 X 4 = 
 36

        2

Er

   Crak: Characters, 10M
Wan

1-9 X 4 =
 36

        3

San
       4

Sih, Suh
Dragons; Leung:







        5

Wuu

   Green:
Fa  
Fortune



   
  4
      
        6

Liu
   Red:

Zhon 
Chung, Center


   4

          7

Chi

   White:

Bai Ban, Po


   
   4
          
          8

Ba

        9

Joh

Winds:   








10,000

Wan
   East::

Dong




   4
   West:

Xi




   4
   North:
Bei




   
   4
   South:

Nan 




   4
Flowers(Seasons):
Hua


1-4 X 2 =
   8
 






144

4 of a Kind:
Kong, Gang
3 of a Kind:
Peng
Run of 3 (Eat):
Chie, Chow, Chur
AMERICAN MAH JONGG SOLITAIRE WITH DISCARDS  John Kemp, (915) 532-3496; kempsoli@sbcglobal.net  
A. Rules:






           



   1.
Player is East and plays against three Hypothetical Opponents who only draw and discard but don’t form hands or score.  2. Total pieces = 152, which are shuffled and randomly put into 4 walls of 19 X 2 pieces, placed in a square as in the real game.  2. Two dice are thrown to determine the break point in the front (East, or Player=s) wall, starting from the right.  3.  Draws go in turn, beginning with South (at Player=s right) and continuing counterclockwise, but tiles are drawn beginning to the left of the break and continuing around the wall clockwise.  4. Opponents= draws are automatically discarded and may be left or claimed by Player to make an exposed set as determined by hands on National Mah Jongg League* or American Mah Jongg Association cards.  5.  Scores are as shown on League or Association cards, and depend on whether Concealed or eXposed.  6.  Only a winning hand scores (with 14 pieces).   7.  Jokers cannot be passed during the Charleston; if a Joker is received (actually drawn from the wall; see below) during the Charleston, it is exchanged with the end tile (next to and right of the break).   8.  Tiles Apassed@ by Player during the Charleston are sent to the discard pile and counted as discards.   

*Issued each April 1.


B. Beginning of Play: Player is East and draws 14 pieces, beginning at left of break in first wall, and continuing clockwise.


C. Charlestons:  



     1.  1st Charleston (Compulsory):









a.  1st Pass:  East discards any 3 pieces except Jokers to a discard pile, face up.  East then draws 3 from the wall, all of which he                      holds in hand and views.   If a Joker is drawn, it is replaced by the end (loose) tile (see above).  



b.  2nd Pass: East now holds 14 in hand, including those drawn in the 1st Pass.  East then passes 3 from his hand to the discard pile, and then draws 3 and views them.

c.  3rd Pass: East may pass (discard) discard 0, 1, 2 or 3 pieces at his option and draw a like number, to make 14 in hand.  East may then continue to the 2nd Charleston, or stop the Charleston sequence.  


  


  
     2.  2nd Charleston (At Player=s Option, but if elected extends to its conclusion):  







a.  1st Pass:  East passes 3 pieces.  East then draws 3, which are held in hand.  






b.  2nd Pass: East passes 3 pieces, and then draws 3 and holds them in hand.    

  


c.  3rd Pass: East may pass 0, 1, 2 or 3 pieces at his option and draw a like number, to make 14 in hand.  East may then continue to the 3rd Charleston, or stop the Charleston sequence.

   3.  3rd (ACourtesy@) Charleston (Optional):







   

a.  East passes 0, 1, 2 or 3 tiles, at his option. 

b.  East draws a like number, leaving 14 pieces in hand.








D. Continuation of Play:

     1.
East discards 1 piece, face up, leaving 13; Hand should total 13 until Mah Jongg.

     2.
Hypothetical South Opponent (to right of Player, who is East) then draws the next tile, going clockwise, and Adiscards.@  This tile can be claimed for an exposed pung (3 of a kind) but not for a chow (run of 3).  Draws and discards continue in the same way, in turn, by Hypothetical West and North, and so on back to East.
     

     3.
Play consinues as described, until Player (East) achieves Mah Jongg (consisting of 14 pieces) in accordance with NMJL or AMJA Card; score is that on card, conforming with requirement that hand be  eXposed or Concealed. 

E. Scoring:  




     1.  Making Mah Jongg; Basic Score:   Score on Card, eXposed or Concealed:


_______

     2.  Doubling: 







Doubling
 Running 

      Factor
  Product
a.  Making Mah Jongg on a discard; (in Charleston);       Double Once (E1. X 2)
2
_______

b.  Picking Mah Jongg tile from wall:


Double Once (E1. X 2)
2
_______

c.  Making Mah Jongg on discard & bet on; Doesn=t apply;  Doesn’t apply


_______
d.  Picking piece from wall for Mah Jongg & bet on:            Doesn=t apply:

0
_______
e.  Jokerless Hand: Double twice;     
                   SUBTOTAL E:      (E.2d. X 4) 
4
_______

F.  Adjustment Factor for Tiles left in wall:
     1.  152 less 14 in Mah Jongg hand 
   



=         138

     2.  No. of tiles discarded, including those Apassed@ In Charleston:
        
 - ______

     3.  No. of tiles left in wall:

 

           

   ______


     4.  Percentage adjustment to score: Tiles left in wall/138 (F3./F1.) FACTOR F:

 
_______

G.  FINAL SCORE:  Subtotal E  X  Factor F: 





_______

NOMENCLATURE & NO. PIECES
NOMENCLATURE & NO. PIECES

Bamboo:    Tiao
   36


Winds:




Dot:
Tung
   36


     East:
    Dong
   4


Crak:
Wan
   36


     West:      Xi
   4
Single
    (No Joker Allowed unless in Standard Hand))



Dragons:



     
     North:   Bei
   4
Pair:
    (No Joker Allowed unless in Standard Hand))

    Green:   Fa
    4 (Match with Bams)
     South:    Nan
   4
3 of a kind:     Pung ( 3 Jokers OK)


    White:    Bai Ban 
    4 (Match with Dots)
Flowers:
 Hua
   
   8
4 of a kind:     Kong (4 Jokers OK)

     Red:
Zhon
    4 (Match with Craks)
Jokers:

   8
5 of a kind:     Quint (5 Jokers OK; at least 1 needed)   


     TOTAL:                152
SOLITAIRE MAH JONG

SCORE CARD
CHINESE MAH JONGG



AMERICAN MAH JONGG
      NATURAL





      NATURAL

DATE                   SCORE
%
FINAL

DATE
      SCORE
%
FINAL

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

_____
                  _______ _____ 
______

_____
                  _______ _____
______

Remarks: ____________________________________________________________________________

____________________________________________________________________________________

CHINESE MAH JONGG SOLITAIRE WITH DISCARDS SCORECARD

Date: _________________




     1.  Combinations (for Basic Score):


On Table In Hand






Pair






0
  0
        0


Runs of 3 (Runs of 4 or more not allowed)
  
0
  0
        0


3 of a kind, 2's - 8's (Simples),


each
  2
  4
_____



3 Ones or 3 Nines of a kind (Terminals), 
each
  4
  8
_____

3 Winds of any one kind,


each
  4
  8
_____

3 Dragons of any one kind,


each
  4
  8
_____

4 of a kind, 2's - 8's (Simples), each

each
  8
16
_____

4 Ones or 4 Nines (Terminals)


each
16
32
_____

4 of any one Wind



each
16
32
_____

4 of any one Dragon



each
16
32
_____

2 of any one Dragon



each
  2
  2
_____

2 of any one Wind



each
  2
  2
_____

2 of Own (East) Wind




  2
  2
_____

Flowers (Seasons),



each
  4

_____

       
Mah Jongg (14 pcs.; sets of 3, runs of 3, a pair + Seasons) 
20
_____



    
No scoring combinations in Subtotal 2


10
_____



Winning piece drawn; 





 2
_____ 

 
Completing pair, fill a run of 3 in open middle, or on 1 end
 2
_____

 

Winning piece on special. draw of loose tile after 4 of kind 
10
_____

 

No runs






10
_____



    SUBTOTAL 1, BASIC SCORE 






________



     2. Doubling Honour Scores, Including Multiple Doubles Only:
Double Factor

Running Product 
a.  3 or 4 of Own (East) Wind: Double Once;             Subtotal 1 X 2
        2

________

b.  3 or 4 of any one Dragon: Double                Once for each, X 2a.
_____

________

c.  Hand all of one suit (With Winds, Drgns); Dble.    Once; 2b. X 2
_____

________

d.  Going out (Mah Jongg) on last tile; Double Once;            2c. X 2 
         2     
________
   
e.  Hand all of one suit, no Wds, Drgs. Double 3 times;        2d. X 8
         8

________         

f.  Hand all 1's & 9's;   Double Once;                                    2e. X 2
         2

________

g.  Hand all Winds & Drgns.  Double 3 times;                       2f. X 8
         8

________

h.  Mah Jongg on original draw  Double 3 times;                   2g. X 8 
         8 
________

     3.  Doubling for Flowers (Seasons):
a.  One of Own Flower (East=s or 1); Double Once;              2h. X 2
         2

________


b.  Both of Own Flower (East=s, or 1); Double Twice
          3a. X 4
         4

________

c.  All 4 Seasons of 1 color; (Red or Black) Double 3 times;   3b. X 8
         8


________

     4.  ADJUSTMENT FACTOR FOR % OF  TILES LEFT IN WALL  

An arbitrary factor to adjust for Player=s having every draw or potential pung, etc. and

 holding out for very high score vs. achieving Mah Jongg early; an estimated factor 

based on perceived  probability of score making Mah Jongg early vs. late: 

a.  Total tiles: 144 less 14 in Mah Jongg:  = 130 Less Flowers Drawn, _____   =
______ 

b.  Less number of tiles discarded::




     
 -  
______


c.  Tiles not played or drawn;                                                           4a. - 4b.

______

d.  % of tiles left in wall (i. e. not played or drawn): 

        4c. / 4a.
 

________

     5.  FINAL SCORE: 3c. X 4d. : 








__________
AMERICAN MAH JONG SOLITAIRE SCORECARD; WITH DISCARDS
     1.  Making Mah Jongg; Basic Score:   Score on Card, eXposed or Concealed:

_______

     2.  Doubling: 


Doubling
Running 

     Factor
  Product
a.  Making Mah Jongg on a discard; (in Charleston); Double Once

2
_______

b.  Picking Mah Jongg tile from wall:
Double once



2
_______

c.  Making Mah Jongg on discard & bet on; Doesn=t apply; Automatic 0
0
_______

d.  Picking piece from wall for Mah Jongg & bet on: Doesn=t apply:

0
_______

e.  Jokerless Hand: Double twice: ; 2d. X 4;        SUBTOTAL 2:

4
_______

     3.  Adjustment Factor for Tiles left in wall:
     
a.  152 less 14 in Mah Jongg hand 
   

=

         138

     
b.  No. of tiles discarded, included those In Charleston:
        
 - ______

     
c.  No. of tiles left in wall:

 

           

   ______


     
d.  Percentage adjustment to score:  

Tiles left in wall/tiles discarded (3c. / 3a.) FACTOR 3:


_______

G.  FINAL SCORE:  Subtotal 2 X Factor 3: 





_______

AMERICAN MAH JONG SOLITAIRE SCORECARD; WITH DISCARDS
     1.  Making Mah Jongg; Basic Score:   Score on Card, eXposed or Concealed:

_______

     2.  Doubling: 


Doubling
Running 

    Factor
 Product
a.  Making Mah Jongg on a discard; (in Charleston); Double Once

2
_______

b.  Picking Mah Jongg tile from wall:
Double once; Dooble Once

2
_______

c.  Making Mah Jongg on discard & bet on; Doesn=t apply; Automatic 0
0
_______

d.  Picking piece from wall for Mah Jongg & bet on: Doesn=t apply:

0
_______

e.  Jokerless Hand: Double twice: ; 2d. X 4;        SUBTOTAL 2:

4
_______

     3.  Adjustment Factor for Tiles left in wall:
     
a.  152 less 14 in Mah Jongg hand 
   

=

         138

     
b.  No. of tiles discarded, included those In Charleston:
        
 - ______

     
c.  No. of tiles left in wall:

 

           

   ______


     
d.  Percentage adjustment to score:  

Tiles left in wall/tiles discarded (3c. / 3a.) FACTOR 3:


_______

G.  FINAL SCORE:  Subtotal 2 X Factor 3: 





_______

SolMJong        Version of December 11, 2008

