


Origins

Yangtze River Delta, China
1850’s

New York, USA
1920’s



Introduction

Mahjong is a 4-player, tile 
melding game like Rummy. 

The object of the game is to 
be the first player to complete 
a hand consisting of blocks of 
three or four tiles with a pair 
by drawing tiles or claiming 
discards which require a meld. 

meld
verb

/meld/

1.blend; combine.





Getting Started
Phase 1

Chow

Pung

Kong

A discard can be claimed only from the player on 
the left.

In this phase, you will need one block with a pair.

The block can be either a…

A discard can be claimed from any player.
Turns may be skipped.

A replacement tile is taken from the draw pile 
when a kong is declared.





Getting Started
Phase 2

Chow

Pung

Kong

A discard can be claimed only from the player on 
the left.

In this phase, you will need two blocks with a pair.

The blocks can be either a…

A discard can be claimed from any player.
Turns may be skipped.

A replacement tile is taken from the draw pile 
when a kong is declared.





Getting Started
Phase 3

Chow

Pung

Kong

A discard can be claimed only from the player on 
the left.

In this phase, you will need four blocks with a pair.

The blocks can be either a…

A discard can be claimed from any player.
Turns may be skipped.

A replacement tile is taken from the draw pile 
when a kong is declared.





Getting Started
Phase 4

Chow

Pung

Kong

A discard can be claimed only from the player on 
the left.

In this phase, you will need four blocks with a pair.

The blocks can be either a…

A discard can be claimed from any player.
Turns may be skipped.

A replacement tile is taken from the draw pile 
when a kong is declared.





Getting Started
Phase 5

Flowers

Flowers are bonus tiles.

If you draw a Flower, expose it then draw a 
replacement tile.

In this phase, you will need four blocks with a pair.





Setup
• Each player sits on one side of a card table.

• Each player is assigned a “seat Wind” in counterclockwise order:
• Player 1 is East

• Player 2 is South

• Player 3 is West

• Player 4 is North
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Setup
• Each player sits on one side of a card table.

• Each player is assigned a “seat Wind” in counterclockwise order:
• Player 1 is East

• Player 2 is South

• Player 3 is West

• Player 4 is North

• Tiles are mixed and built into walls, one in front of 
each player, 18 tiles wide and 2 tiles high.

• Typically, the tiles are skewed in a 30-degree angle.



Playing the Game
• The game is played in rounds represented by a Wind.

• East rolls the dice to break the wall. If they win, they keep the dice. If 
they lose, the dice go to the next player.

• When the dice get back to the original East, a new round begins.



Determining Seats

Player 
position

East 
seat



Determining Seats



Dealing the Tiles

Rolls an 8Rolls a 12



Supplement Tiles



Tiles

Bonus: Flowers, Seasons

Tong, Dots, Coins, Circles, Stones

Sou, Bamboos, Bams, Strings, Sticks

Wan, Characters, Cracks, Myriad

Honors: Dragons, Winds

When a Flower is picked, it’s exposed immediately, and 
a replacement tile is taken from the back of the wall.



Other Equipment

Bank Roll $10 
Red $0.05 (8)
Blue $0.10 (6)
Green 0.25 (6)
White $0.50 (5)
Yellow $1.00 (5)



Other Equipment

Bank Roll $5
9 dots $1.00 (2)
5 dots $0.25 (8)
1 dot $0.10 (6)
8 dots $0.05 (8)



Building a Hand
A standard hand has 14 tiles consisting of 4 blocks and a pair.

The four blocks can be concealed or melded.

Concealed blocks are made by drawing a tile from the wall.

Melded blocks are exposed after claiming a discard from another player.

Chow

Pung

Kong

A discard can be claimed from any player.
Turns may be skipped.

A replacement tile is taken from the back of the wall 
when a kong is declared.

A discard can be claimed only from the player on 
the left.



Mix & Build



Scoring



Scoring



Scoring



Scoring



Scoring

Bank Roll $5
9 dots $1.00 (2)
5 dots $0.25 (8)
1 dot $0.10 (6)
8 dots $0.05 (8)
Nickel per fan



Scoring



Scoring

Chicken hand
noun
chick·en | \ ˈchi-kᵊn \ ˈhand \

1. A hand that does not qualify for any of the scoring patterns. 

https://www.merriam-webster.com/dictionary/noun


Scoring

Chicken hands are very easy to make so they 
increase the luck factor in the game.

Therefore, most rulesets and house rules prohibit them.



Scoring
Minimum Fan



Scoring

Beginner Experienced

The higher the minimum, the greater the focus on hand-value and strategy.

1 fan 3 fan

Minimum Fan



Scoring – Standard Hand

Chicken Hand 0 Fan



Scoring – Standard Hand

All Chow 1 Fan



Scoring – Standard Hand

All Pung 3 Fan



Scoring – Standard Hand

Half Flush 3 Fan



Scoring – Standard Hand

Half Flush with a Pung of Seat Wind 4 Fan



Scoring – Standard Hand

Half Flush with two Pungs of Dragons and Pung of Wind of the Round 6 Fan



Scoring – Standard Hand

Flush 6 Fan



Scoring – Special Hands

Three Little Dragons 4 Fan



Scoring – Special Hands

Nine Gates 10 Fan



Scoring – Special Hands

All Honors 10 Fan



Scoring – Special Hands

All Terminals 10 Fan



Scoring – Special Hands

Little Three Winds 10 Fan



Scoring – Special Hands

Big Four Winds 10 Fan



Scoring – Special Hands

Three Great Scholars 10 Fan



Scoring – Special Hands

Jade Dragon 10 Fan



Scoring – Special Hands

Ruby Dragon 10 Fan



Scoring – Special Hands

Pearl Dragon 10 Fan



Scoring – Special Hands, Atypical

Seven Unique Pairs 4 Fan



Scoring – Special Hands, Atypical

Flush in Seven Unique Pairs 10 Fan



Scoring – Special Hands, Atypical

Thirteen Orphans 10 Fan



Scoring





Brought to you by Maj Life 
Questions? Send an email to care@mahjlife.com 
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