MAH-JONGG, Stuart Baggaley’s Rules
A somewhat simplified version of Chinese Rules. Prepared by Stuart J. Baggaley

Revised by Mary Cowmeadow under Stuart Baggaley’s direction.  February 23, 2006

Quick and long rules combined, May 2, 2007. Scroll down for quick rules.

Revised again Nov. 21, 2007

These rules are original, written by Stuart, and used ever since he started teaching several years ago, at Retirement Homes and Senior Centers in Chelsea, Saline, Ypsilanti, and Ann Arbor, and later at Washtenaw Community College, AAUW, and the AA Women’s City Club.  Although the basic mah-jongg principles are intact, some of the scoring rules are Stuart’s, and the idea of playing up to 100 points, instead of ending at each Mah-Jongg, is possibly not used anywhere else.
The set consists of 144 tiles distributed as follows:

	Suit
	Pieces
	Sets
	Total

	Cakes 
	1 to 9 cakes on tiles
	4
	36

	Sticks
	1 to 9 sticks on tiles   
	4
	36

	Wans 
	1 to 9 in Chinese on tiles
	4
	36

	Dragons
	Fa,Bai,Center
	4
	12

	Winds
	East,North,West,South
	4
	16

	Flowers
	4 red and 4 blue
	8
	  8
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Sticks (also known as bamboos or bams). Note: #1 is usually a bird on a stick.
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Wans (also called characters or “cracks”).  Wan means 10,000.
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Cakes (or circles)
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   Fa, Center and Bai:  the green, red and white dragons
Dragons

[image: image5.png]X @t




Winds
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Flowers: there are 4 “blue” (here “green”) and 4 “red”. 
Twittering: All tiles are placed face down and moved around by the players.  This is called “twittering of the sparrows”.  Each player then builds a facedown wall of 18 tiles in length and 2 tiles high.  (The walls of the 4 players make a square, but the sides do not actually need to be connected.)

Breaking the Wall ritual: The play is started by the player designated as East, who throws two dice. The total of this throw is then counted off counter clockwise starting with East.  For example, if the total is 3, then the count is east 1, north 2, west 3.  Then west picks up the dice and throws them again getting, for example, 6.  West takes the first total (e.g. the 3), and adds it to the total of this 2nd throw (6) for a total of 9.  West then counts the tile pairs from the right side of west’s wall up to the 9th tile, and separates the wall between tiles 9 and 10. 

The wall on the right side of the separation becomes the tail, and a tile is placed on top to indicate that.  The tiles on the left side are now distributed in stacks of 4  to the players counter clockwise beginning with east.  After each player receives 3 stacks of 4 (12 tiles), then 2 more are given to east who will now have 14 tiles, and 1 more tile to each of the other players who will now have 13 tiles.  After the distribution, the remaining “left side” or wall head is slid so that the head is nearer the middle of the table and everyone can reach it to draw tiles.

Next, any players who have flowers place them face up and get replacement tiles from the tail, starting with east and continuing counter clockwise.  When done, a tile is again placed on top of the wall tail, making it 3 tiles high, to indicate that this is the tail.    (Note: if a player draws another flower as a replacement tile, the player must wait until all the other replacements are made before taking another replacement).

The game starts: East (who has 14 tiles), begins the game by discarding one tile.  East places the tile face up so that the other players can see it, announcing the name of the discarded tile. If nobody wants East’s discarded tile, the turn will pass counterclockwise to North.  North draws a tile from the head.  North then discards a tile, also face up,  announces it,  and play continues.  Discarded tiles will form a face up line in front of each player.  

Claiming a tile:  There are several ways to claim a tile: 

 A chow is a run of 3 consecutive tiles in the same suit, for example a 3, 4 and 5 of cakes would make a chow.   It is a run on only 3 tiles, not 4 or 5 or more. If a player discards a tile which enables the next player (going counterclockwise) to make a chow, the next player can claim that tile rather than drawing a tile from the head. This next player must then SHOW  or EXPOSE the chow by laying it down face up. Then this player must discard a tile (without drawing a new one from the head) and the play continues.  The chow is different from other tile claims because only the next person can claim it.  All other claims (see pengs, kongs, mah-jonggs) can be taken by any player and can result in lost turns.

A peng is a run of 3 identical tiles.  It can be, for instance, 3 centers or 3 east winds or 3 #8 sticks or 3 #2 cakes. It can be claimed by any player. It is superior to a chow and, if another player claims a chow for the same tile, the peng claim gets it.  Whenever a player claims a tile, the claim must be shown by laying it down face up.   After showing the peng the player discards a tile and the play continues around. 

A kong is a run of 4 identical tiles and is more unusual than a chow or peng, and scores more as well. If a player claims a kong and lays it down, it is different from other claims because a replacement tile must be drawn from the tail. (Otherwise maj- jongg cannot be achieved).  A kong is superior to a peng.

There are 2 ways to achieve an open kong (16 points) and 2 ways to achieve a closed kong (32 points).  

Open Kong #1: if the player has an exposed peng, the only way the player can add to it is to draw it from the head. Open Kong #2: if the player has a hidden peng and someone else lays down the 4th tile, the player can claim that tile. Closed Kongs: if the player has a hidden kong to begin with, or if the player has a hidden peng and draws the 4th tile from the head.   When showing the closed kong, it is traditional to turn one of the tiles over to indicate that this is a 32 point kong rather than a 16 point open kong.  

Here is another way to think about kongs: Closed kongs can have no claimed tiles. Open kongs can have one claimed tile only, but not 2.  So a player cannot claim a tile to make a peng and then later claim another tile to make a kong because that would make 2 claimed tiles, which is not allowed.  

 Dragons:The pure and mixed dragons  can be formed from a combination of hidden and exposed chows.  They are the sequence of tiles from 1 to 9.  A mixed dragon is formed from different suits and is worth 16 points.  A pure dragon is formed from 1 suit and is worth 32 points.

Mah-Jongg: Mah-Jongg ends the game and can be claimed from any other player or drawn from the head. It is superior to chows, pengs and kongs. It normally consists of 4 sets of 3 plus one pair (14 tiles altogether).   If there is a kong it will be 3 sets of 3, 1 kong and 1 pair. Note: If a player mah-jonggs by drawing a tile from the wall head, the score for that pair, set or sequence is doubled. This applies to Dragons, Orphans and Pairs as well as Chows and Pengs.  The first player to reach a100 points wins.  Stuart mentioned that 7 pairs could also be a mah-jongg, and that there are other rare hands, which he will tell us about later.  Chinese usually play for money, Stuart says that if a player discards a tile that enables another to mah-jongg, the player who discarded it pays a money penalty!
Scoring:
	Points
	 Hand
	Consists of:
	Claim?

	20
	 Mah-Jongg
	4 groups of 3 and a pair wins.
	Claim from anyone

	2
	 Chow 
	A run of 3 in one suit. (e.g. 3,4,5 of same suit) 
	Can only claim from previous player

	2
	Two Dragons
	 
	Cannot claim 2nd dragon unless this makes a Mah-Jongg.

	2
	Two own wind
	e.g. two North if player is North
	Cannot claim 2nd wind unless this makes a Mah-Jongg.

	4
	Peng 
	3 of same suit and number, or 3 of a wind or a dragon. 
	Claim from anyone

	4
	Flower
	Each one
	

	16
	Open Kong   
	4 of same suit and number,   or wind or dragon. E.g. 4444
	Only one member of Kong can be claimed

	32
	Closed Kong
	Drawn 4th tile completes peng in hand.
	None can be claimed.  All must be in hand or drawn.

	16
	Mixed Dragon
	3 chows of at least 2 diff suits, running 1-9
	Can only claim as  individual chows from previous player  

	32
	Pure Dragon  
	1 to 9 or 3 chows, same suit
	Can only claim as individual chows from previous player.

	40
	Orphan
	14 unrelated tiles, e.g. E,W,N, Fa, Bai, 1,4,7 cakes, 2,5,8 sticks, 3,6,9 wan
	Can only claim when mah-jongg.

	40
	7 pairs
	
	No claims

	32
	Bouquet
	4 red or 4 blue flowers
	

	100
	Heavenly Bliss
	Instant Mah-Jongg, East only, at start of play
	


Quick Rules: (Rules 4 and 5 are the hardest to remember)
	1. Twitter the tiles- that is, shuffle tiles face down.

	2. Build 4 walls,  each 18 x 2 high in square

	3. East rolls 2 dice. Starting with East, count counter clockwise to a 2nd player by the value of dice.  This 2nd player (who could be East or any player) rolls again.

	4. The sum of both rolls is counted from the right of the 2nd player’s wall and wall is split there. Right of break is tail, denoted by placing a tile on top of the tail.  

	5.   2nd player distributes tiles from left of break, the “head wall”, 4 at a time, going counter clockwise beginning with East.   After each player receives 12 tiles,  then East gets 2 more and the other players 1 more.. 

	6. The remaining head wall is then carefully moved to the center of the table so that everyone can reach to draw from it

	7. Flowers are shown and replaced from the tail, beginning with East.

	8. East begins play by discarding a tile. Play continues counterclockwise, with each player drawing a tile from the head (or claiming it), then discarding a tile.  


Miscellaneous Rules

	After showing a Kong, the player should get a replacement tile from the tail.  

	Turns may be lost after a claim.
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