



MAH JONG BASIC RULES
Definitions:  These are Honor tiles and represent a Year.

1. Dragons: (GRGW) – Green, Red, Gold, White


2. Winds:  (NEWS) -
 North, East, West, South
3. Season:  (SAWS) – Spring (1), Autumn (3), Winter (4), Summer (2)
4. Flower / Activity that month – 1, 2, 3, 4
5. Suits: Bamboo, Characters (Numbers), Dots ( Pearls, Wheels, Snowballs)
Term defintions:

2. Pongs or Pungs = three (3) of a kind in the same suit/kind  
3. Kongs = four (4) of a kind in the same suit / kind  (eg. 1b,1b,1b,1b)

a. GRGW is considered a Kong of Dragons – representing a YEAR

b. NEWS is considered a Kong of Winds – representing a YEAR

c. SAWS is considered a Kong of Seasons/Flowers – representing a YEAR

4. Chows = a sequence of (3) in the same suit /kind

5. Sequence = consecutive numbers in one suit (ex 123, 456, …)

6. A Game or “Round” - is when each Wind has a chance to be a dealer.  First the East Wind, then the South Wind, then the West Wind, and then North Wind.

Aim of the Game:  The aim is to Mah Jong with as many concealed Kongs, Pungs, Chows and Pairs as possible without any discard.

Rules on How to Play:
1. Determining the East Wind (dealer):
a. Roll two (2) dice to determine who will be the original East Wind (dealer) of the first Round.  Highest number rolled becomes the East Wind (green tray is given to him). East Wind is seated with his/her back to the East.

b. Person across from East Wind becomes the West Wind (yellow tray). He/She is seated with their back to the West.

c. Person to the left of East Wind becomes the South Wind (red tray)

d. Person to the right of the East Wind becomes the North Wind (blue tray)

2. Building the Wall:

a. All the tiles are placed face down and everyone helps to mix the tiles

b. Each player builds a wall two (2) tiles high and 18 to 24 tiles wide

3. Dealing out the wall:

a. Dealer rolls the two (2) dice

b. The dealer counts, the number rolled, from the RIGHT (known as the beginning of Spring and the end of Winter)

1. These tiles are separated from the wall and become the Flower Wall. 
a. Stack three tiles on top of one another to “make the Flower Bloom”
c. The dealer deals the tiles out according to the Season of the Year

1. Four tiles (4) to the dealer first - East Wind-Spring

2. Four (4) tiles to the South Wind -Summer

3. Four (4) to the West Wind – Autumn

4. Four (4) tiles to the North Wind – Winter 

5. Repeat 4a thru 4d until each player has twelve (12) tiles

6. The dealer then takes the first (1st) and third (3rd) top tiles from the Wall for tiles (#13 and #14)

7. Each player follows by taking only one (1) tile (#13)
8. **NOTE: “Hop Toi” ...Occurs when the tiles are being dealt out, if two (2) are from the end of one Wall and the next two (2) tiles are from the next Wall. This is very lucky...Kiss the tiles for extra luck.

4. Arranging tiles in suits:

a. Assemble the tiles according to suits with the numbers in ascending order

b. Group all the Winds and Dragons at one end of the rack
5. Dealer announces a “Courtesy Call” for replacement of Flowers or Seasons. 
a. If a player wishes to declare a Flowers/Seasons for replacement, the tile(s) is/are placed face up on the player’s rack. 
b. The dealer's Flower/Season is replaced first, then South Wind, then West Wind, then North Wind.
c. No Seasons/ Flowers may be discarded.  These are used as strategy tools to complete a Mah Jong.

d. “Calling” for a replacement tile from the Flower Wall:

e. When it is the players turn to play, the player may “call” for a replacement tile, BEFORE OR AFTER, he draws from the Wall.  

f. He must reveal his Flower/Season tile for a replacement tile.

g. Considerations of when to “Call” for a replacement tile:

1. If the player “Calls” BEFORE he draws from the Wall, he may find that his draw from the Wall made his replacement tile unnecessary

2. If the player draws AFTER he draws from he Wall, he can decide then, to “Call” for a replacement tile

h. A player may decide to conceal a PAIR of similar Flowers or Seasons : 

1. Pairs of CONSEALED Seasons /Flowers can be used to complete a Mah Jong

i. A player MUST decide, BEFORE he/she discards a tile, whether they want to have a replacement tile from the Flower Wall. 

j. The player may decide to hold (conceal) the Flower/Season until some other time.  
6. Play begins with the dealer discarding and announcing what the tiles is
7. “Calling” for the Discarded tile
a. “Calling” for a tile must be done BEFORE the next player takes a tile from the wall and racks it.

b. The discarded tile is totally DEAD once the next player “racks” a Wall tile

c. Note: Before discarding a tile consider:
1. Are there any Opponent's revealed tiles that you could steal for a future Mah Jong

2. Is the tile you are discarding in your personal suit.  Personal suits have more points

3. Is there a possibility that your Opponent may Mah Jong with your discard 
d. If any player wants the discarded tile, the player must “Call” for it.

1. If more than one player “Calls” for the same discarded tile, priority is given:

a. first -  to the player who will Mah Jong
b. second – to the player completing a Year – They must have a “Pung-Pair” - (four (4) tiles of Dragons, or Winds ) in order to Call

c. third -  to the player who will complete a Pung 
1. The player “Calling” MUST have two (2) of the same tiles already in their hand to declare a Pung

d. fourth - to the player who will complete a Chow
1. “Chow Calls” -The player MUST have two (2) of the tiles already in his hand (ex 1b, 2b before calling for the 3b) AND the tile that they are calling for is from the Season before their Season...known as “Servicing”

a. North Wind (Winter) “Services”  the East Wind (Spring)

b. East Wind (Spring) “Services” the South Wind (Summer)

c. South Wind (Summer) “Services” the West Wind (Autumn)

d. West Wind (Autumn) “Services” the North Wind (Winter)

e. All players “by-passed” by the Call declarer, loses their turn  (ex: North Wind “Calls” for the East Wind discarded tile, South and West Winds lose their turn.)
f. Every Player who “Calls” for a tile MUST display (reveal) their “Call” on their rack as proof.

g. No player may “Call” to complete a KONG.  (EXCEPT FOR COMPLETION OF THE YEAR (PUNG-PAIR) or for a Mah Jong!!!! See Special Kongs
1. Ordinary KONGS are ONLY made by the player, himself, drawing the 4th tile from the Wall. They may NOT “Call” for Kong unless they can Mah Jong

2. If a player draws a Kong tile:

a. AND IF the “Pung”  is concealed,  the player may keep the new “Kong” concealed for more points

b. OR IF the Pung is already revealed, the Kong remains revealed and a replacement tile is given from the Flower Wall

8. If no player “Calls” for the discard, the order of play goes to the next Season

9. The player takes a tile from the Wall, and then discard the tile into the “dead zone” and so on.

10. Repeat 7-10 until a player has Mah Jong

Special Kongs known as “Pung-Pair”: NEWS, GRGW,


1. If a player has four (4) of the Wind or Dragon tiles, they may “Call” for the 5th tile to complete the NEWS, GRGW (YEAR), etc ,with a pair.  (It is very bad luck to keep an incomplete year in your hand) ….Examples:
a. NNEW, the player may “Call” for the South (S) Wind tile.  This completes the NEWS (YEAR) and makes a pair of NN (long winter).
b. GRRW, the player may “Call” for the Gold Dragon (G) tile.  This completes the GRGW (YEAR) and makes a pair of RR (long summer)
c. No replacement tile is given to the player completing the YEAR with a “Pung-Pair” Call.
d. Points are counted for the NEWS or GRGW first, then count the pair for extra points. 
e. The player MAY decide to reveal the NEWS or GRGW in order to receive a replacement tile from the Flower Wall. ...BUT by doing so, he will lose the extra points that he would have had by having a concealed hand.

MAH JONG:  Occurs when a player has any combination of Chows, Pungs, Pairs, or Kongs AND

1. Has NO tile to discard

2. Has No concealed SINGLETON Seasons / Flowers  (All singletons must be revealed and given a replacement tile from the Flower Wall)
STEALING A TILE  from an Opponent tile or “Calling” for a tile to complete a Kong or Pair to Mah Jong:  

1. Any tile that is revealed on an Opponent's rack is available for taking (stealing) if it completes a Mah Jong.

2. “Stealing” is considered the same as if the player was taking a tile from the Wall

a. If the “stolen” tile completes a revealed set, the whole set is considered revealed.

b. If the tile “stolen” tile completes a concealed set, the whole set is considered concealed for more points.

