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1. Introduction \

This is a guide to the modern Japanese version of the traditional four-player Chinese tabletop
game of mahjong, this variant also being known as Riichi Mahjong or Reach Mahjong. I've
previously written several guides to specific mahjong video-games (these can all be accessed
from my GameFAQs contributor page) but | decided to produce a new, general, resource which
will be useful to people playing on any mahjong video-game or website, reading mahjong
manga, watching mahjong anime or perhaps even playing the game with real tiles!

Since I've already included lists of mahjong terms in some of my previous guides and | want to
place an emphasis on explaining the terminology used in the game, I've decided to produce this
in the form of a non-alphabetical glossary, with detailed definitions for each entry, terms given in
Japanese text, categorised sections and hyperlinks between them. In doing so | hope to make
this guide easy to use and beneficial both for learners and for players who already know the
game but are seeking to learn or check Japanese/English terms, rules or procedures.

Each entry in this guide begins with the mahjong term given in one or more forms with
variations that I've encountered in games, on the internet or in print media, using Japanese
characters. This is followed by the English (romaji) rendering of the same term/s in square
brackets and, below that, a definition with described terms in bold. Here are your first two!

E / v—Uv> / £HL A [majan)

Mahjong is the name of this great game that originated in China in the 1800's. Rendered into
Japanese syllables the name becomes "majan". The prefix "Jan-" is often used in words relating
to the game.

# = [janshi] / FREFTH [majanuchi]

Mahjong is traditionally played with four Players, or Janshi, although rule variations exist that
allow you to play with more or fewer people.

Through the wonders of modern technology I've added a number of links to this guide. A few
link externally to websites but most are internal links so you can jump to the definition of a term
by clicking on it. If you're using a current version of Adobe Reader you should be able to use the
keyboard shortcut Alt + Left Arrow (or Cmnd + Left Arrow on a Mac) to skip back to your
previous view. If your PDF reader software lacks that functionality it might instead let you open
a link in a new window which you can then close after use. Alternatively you can simply make a
note of the current page number before you jump to the other section and then scroll back
manually afterwards.

Your software should also let you search the entire document to find any occurrences of a given
term in either English or Japanese script. For words containing extended A, E, O or U vowels
you should use a single character when searching in English, for example searching on either
“charen" or "churen" in Adobe Reader will find Charenp6to (but using "chuuren” won't).

| welcome all forms of feedback. You can contact me by email on barticle [at] hotmail [dot] com
or using the private message (PM) system on the English ReachMahjong.com forums where my
user-name is Barticle.

Thank you for reading this far! | hope you find the rest of this guide useful and interesting.

Bart
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2. Equipment |

Video-games and websites are popular and convenient options now for playing mahjong but if
you're wanting to play properly then you'll need some apparatus.

FRERR [majanpai] / #HE [janpai] / k& [pai/ hali]
The one essential requirement for playing the game is a set of mahjong Pai or Tiles.

The various types of tile that make up a set are described in more detail below (see Tiles).

Japanese mahjong tiles

FMEE [majantaku] / & [jantaku] / B [taku]

Taku is the Japanese word for Table. Mahjong is played at a square table, ideally with a side
length of approximately 60-70 cm (24-28 inches), with one player sat at each side.

A proper mahjong table will have a felt surface to protect the tiles during shuffling and to reduce
noise. It should also have a raised lip around the edges - this prevents tiles from falling to the
floor and it can be used as a guide when building the wall or tidying your hand of tiles. (Plus you
can slam your melds dramatically into the corner of the table, just like in the movies!)

It may also have folding legs for easy storage and small recesses or drawers on each side to
hold players' scoring sticks.

< v b [matto]

An alternative to having a dedicated mahjong table is to use a Mat placed on top of your normal
table. A mahjong mat has a square felt surface and an outer frame including pockets for scoring
sticks. It can be either folded or dismantled and rolled after use to make it easier to carry/store.

H4 KFT—7TJL [saido t&buru]

A mahjong table may be accompanied by two or four Saido Téburu (Side-Tables) to keep
beverages and other items separate from the game. Side-tables will often be triangular in shape
and sometimes feature cup-holders and ashtrays.

£BEE [zenjidotaku] / £ EHEIFKEE [zenjido majantaku]

Zenjido Taku (Automatic Tables) are a common sight in mahjong parlours in Japan. These
shuffle the tiles mechanically, build the wall for you and sometimes even keep score as well!

An automatic table uses two sets of tiles (with different coloured backs) so you can play with
one set while the other is organised inside the machine ready for the next hand of play.
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M5 [tenbo]

Although it's possible to use casino-style chips or even a pencil and paper to keep track of the
scores during play, it's traditional to use Scoring Sticks called Tenbo (literally "points sticks").
These are short flat sticks, around 65mm (2%z inches) in length.

seee There are four denominations of scoring sticks which are indicated
[ 0000 ]

[ — by different patterns of coloured dots. Two parallel rows of four black
[ dots denote 100 points, a single red dot is 1,000 points, a quincunx
[

1o ) of five red dots is 5,000 points and seven red dots between two black
® .00 ) ones indicates 10,000 points. You may see variations of these.

Modern scoring sticks are usually made from white plastic but sometimes you will see multi-
coloured packs where each colour denotes a different denomination (in addition to the dots).

#8 [hako]

If the mahjong table or mat lacks suitable storage a player can use a Hako (Box) to store their
scoring sticks. A mahjong set usually comes with the tiles stowed in four shallow plastic trays
which can be used for this purpose if necessary.

This gives rise to the term Hakoten (literally "box points") to refer to a player who has been
busted - they can see the bottom of their box because it's empty!

BF /Y430 / SV A [saikoro] / BRF [shaitsu]

The Saikoro are the pair of Dice that are used in deciding the initial seating positions and also
determining where the wall is broken at the start of each hand of play (see Format and Winds).

These are conventional cubical dice but typically smaller than western ones and the single dot
of the 1 side is often enlarged and painted red as this is an auspicious humber (and colour) in
China where the game originated. Sets contain up to four dice but only two are used in play.

FBHR Y —4 [chiicha maku]
The Chiicha Maku is a flat marker that serves two purposes during play.

Firstly it indicates the Chiicha (i.e. the player who was the first dealer in the game). The marker
sits on the table to their right side for the entire duration of a game.

Secondly it functions as a Round-Wind Indicator (see round-wind), showing ¥ (east) on one
side and F@ (south) on the reverse. (In Chinese and other forms of mahjong each match is
usually played over four rounds and therefore a round-wind indicator must be capable of
displaying all four winds but with the modern Japanese rules a two-sided marker is sufficient.)

Scoring sticks, dice and two different round-wind indicators
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BEBET—7 [yakitori maku]

If you're playing with the optional Yakitori rule then you will usually use a set of four Yakitori
Markers each marked with an image of a skewered bird on one side and blank on the reverse.

F v 7 [chippu]

Another optional accessory is a set of casino-style Chips. These can be used to count lucky
bonuses during a match (see Chips) or to track the Honba count instead of having to use the
current dealer's 100-points scoring sticks (and exchange them when the dealer changes).

Tiles

Mahjong tiles can be made from various materials but it's common for vintage tiles to be made
from animal bone dovetailed into backs of bamboo and for modern ones to be made from
plastics with the back portion coloured, sometimes to mimic the look of bamboo. The front of
each tile is engraved and painted with traditional marks to identify it.

Tiles from Japan are typically around 26mm long, 19mm wide and 16mm thick which makes
them smaller in size compared to those used in other countries but thicker in shape and
consequently easier to stand on the table without the need for racks (which are popular in some
other mahjong variants).

Comparison of a modern Japanese set, a vintage Japanese set and a modern Chinese export set

Although a full Chinese or Japanese mahjong set usually contains 144 tiles, only 136 are used
during play under the standard Japanese rules. Within this 136 there are thirty-four different tile
designs and four copies of each of these (34 x 4 = 136). This thirty-four is broken down into
twenty-seven suit tiles (three suits of nine tiles each), four wind tiles and three dragon tiles.

SlLIHME R
SlLIHME R
1) (B [ el a]

SlLIHMRE R

The full set of 136 tiles used in play - four copies each of thirty-four different types

The eight extra tiles in a Japanese set are typically four seasons and four red fives.

#hE [stpai / shapai]

The Supai (literally "number tiles") are those in the three Suits. These are similar to the suits in
a deck of western playing cards, but in mahjong there are only three suits and each suit
contains only nine different tiles, these being numbered from 1 to 9.

Barticle's Japanese Mahjong Guide page 4 Jump to: Contents



BF [pinzu] / E X [pin]

The first suit is Pinzu, often abbreviated to Pin or even just "p" (e.g. the tile marked with a 3
would be called the 3-pin or 3p); in English the tiles of this suit are referred to as Dots (or coins,
circles or balls). Each tile is marked with - typically blue and red - circles to indicate its number,
just like dice or dominoes, which makes it quite easy for beginners to recognise them.

The markings on the Pinzu suit are thought to represent coins.

The nine tiles of the Pinzu suit

FF [sozu] / V' [s6]

The second suit is Sozu (also written "Souzu™), shortened to S6 (or Sou) or "s"; in English they
are known as Bamboos or less formally as Bams. These are marked with short sticks which
resemble stalks of bamboo and, as with the previous suit, the number of markings denotes the
number. The 2, 3, 4, 6 and 8 tiles have purely green markings but the 1, 5, 7 and 9 tiles also
have some red marks. The one tricky part for learners is that the 1-s0 tiles are marked with a
bird instead of the usual sticks - this is usually either a peacock or a diving bird.

The origin of the design for the Sozu suit is said to be strings, each threaded with a hundred
coins (think of traditional Chinese coins with a square hole in the centre). The % kanji in the
name of this suit denotes a cord or rope.

BRR IR

The nine tiles of the Sézu suit

BF / AF [manzu] / ¥ [man] / T2 [wan]

The third suit is Manzu, also known as Man (sometimes Wan) or "m" for short, or Characters
or Craks in English. The front of each tile is marked with a red Man character in the lower half
(this will be & on a modern set or 75 on an older one) and a black number in the top half, using
the normal Japanese kaniji characters (see Numbers). Some mahjong sets made for export will
have Arabic numerals (1, 2, 3...) in the corner which makes it easier for beginners to recognise
them but at the cost of spoiling the aesthetics.

The Man character means "ten thousand", so the Dots tiles show individual coins, the so-called
Bamboo tiles show hundreds of coins and the Craks tiles represent hundreds of hundreds.
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ik P2 S LA PV 9 Ed PH P NP

The nine tiles of the Manzu suit (in sequence from 1 to 9)

Z5EK2 [rotohai / raotohai]

The suit tiles marked 1 or 9 are referred to as the Rotohai or Terminals. Since there are three
suits, there are six different terminals in the set.

®
thaRA%E [chunchanpai]l / B h# [tanyaohal]

The remaining suit tiles - those numbered 2 to 8 inclusive - are called the Chunchanpai or
Tanyaohai. In English they are most commonly referred to as Simples, although the names
"minors” or "middles" might also be used.

HRBEHRHHEHEEN Y BHEHE8AH

Fh& [jihai / tstpai]
The suit tiles above account for twenty-seven of the thirty-four different designs in a set. The

remaining seven are the four winds and three dragons, known collectively as the Jihai ("kanji
tiles") or Honours. As with the suit tiles, there are four copies of each one in the full tile-set.

ENCIRE SR

JEh# [kazehai / fonpai]

There are four Kazehai ("Wind Tiles") in a mahjong set, each representing one of the four
cardinal directions (compass points). These are marked with the standard Japanese characters
for East, South, West and North but, with the exception of South, the names used for them in
mahjong are not the usual Japanese readings for these kaniji; instead (as with the numbers)
there are special readings used in the game. East is Ton, south is Nan, west is Sha (or
sometimes Xia) and north is Pé (or Pei), these names being derived from the original Chinese.

%)

The four wind tiles - I8 is Ton (east), Fa is Nan (south), P4 is Sha (west) and Jt is Pé (north)

On some export sets the wind tiles will be marked with the letters E, S, W and N in the corner,
but if not that's another four tile characters for beginners to learn, making thirteen in total.
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=JTh% [san gen pai]
The other three of the seven honour tiles are the San Gen Pai, known colloquially in English as
the Dragons. Each is a different colour - green, red and white.

On sets with letters/numerals in the corners of the tiles the dragons are usually marked F, C and
P (based on their original Chinese names) but since each is a different colour, beginners should
have no difficulty distinguishing them without such assistance.

The three dragon tiles - # is Hatsu, A7 is Chun and the third is Haku

& / & [hatsu]

Hatsu is the "Green Dragon”, marked with the Hatsu character in green (Z%).

f [chun]
Chun is the "Red Dragon", marked with the Chun character in red (49).

H [haku]

The third is Haku. Although I've given the kanji for "white" here, the "White Dragon" tiles in
Japanese sets usually have totally unmarked fronts (and are therefore indistinguishable from
any blank spare tiles that may also be included in your set).

In mahjong sets from China or other countries the white dragon tile is often marked with a
hollow black or blue rectangle which gives the appearance of an empty frame.

s FUEE [yaochahai]

All the thirteen types of Terminals and Honours together - i.e. the ones, nines, winds and
dragons - are called the Yaochuhai or sometimes "majors".

8 | W[ @ b (B L

@D
@RS

E &

TER2 [hanahai]

A traditional Chinese mahjong set consists of 144 tiles: the 136 described above plus four
Season tiles and four Flower tiles, known collectively in Japanese mahjong as Hanahai
("flower tiles"). Unlike all the other tiles (where there are four copies of each design in the set),
each of these eight tiles has a unique design representing a different season or species of plant.

If you play using the Chinese classical rules all 144 tiles are used and any season or flower tiles
received by a player are declared, displayed and replaced; each one giving bonus points or
doubles. Under the standard modern Japanese rules however these tiles are not used and they
should be removed from the set before you commence play.
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The four season tiles (left) and four flower tiles (right) from a Chinese set

Although the contents of any given set could vary from the norm, it's common for a Japanese
tile-set to contain the standard 136 tiles plus four seasons and four red five tiles. The red fives
(see below) can optionally be included but the seasons will not be used in play.

The four seasons are spring (&), summer (£), autumn (Fk) and winter (%).

The four flowers are plum (#8), orchid (== or &), chrysanthemum (%) and bamboo (11). In
Japanese culture these are known collectively as P4 F [shikunshi] or "four wise men".

IRE [akago] / FRh% [akapai] / 7R BT [akadora]

One popular variant in Japanese mahjong involves the use of Red Fives, known in Japanese
as either Akago ("red fives"), Akapai ("red tiles") or Akadora ("red Dora"). These take the form
of number 5 suit tiles with totally red markings. If a mahjong set contains four red fives there will
usually be two in the Pinzu suit and one each in the other two suits.

The four red fives and four season tiles from a modern Japanese set

The house or tournament rules will specify how many red fives will be used - sometimes only
the two Pinzu tiles are used, or one in each suit, or all four. These are substituted for their non-
red equivalents so the game is still played with 136 tiles as usual. Each red five present in a
winning hand scores one extra Han, just like Dora bonus tiles. As with normal Dora, any Han
received from red fives do not count towards the one-Han minimum required for a win.

Red five tiles sometimes have an extra small dot engraved into their faces for the benefit of
certain colourblind players who would not otherwise be able to distinguish them.

Red threes and red sevens also exist but red fives are far more prevalent.

RA—/\—}% [sdpa pai]

Sapa Pai (literally "Super Tiles") are a similar concept to red fives, although I've only seen
them in one video-game (Mahjong Haoh: Dankyd Battle 3 on the PS3).

You can play with up to six green five tiles (two per suit) each worth two Han plus two chips and
with one gold seven tile (in the Manzu suit) which is worth one Han and three chips.

(These serve as an example of some of the more exotic tile options that can be used.)
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3. Format and Winds |

This section explains the format of each match, the four winds and the seating of the players.

Preliminaries and Seating

JL—ILRE [riru kime]

Even ignoring the many exotic options, there are several basic rules (such as Kuitan, Kuikae
and Atama Hane) which may be Ari (allowed) or Nashi (disallowed) in any given match so the
first step before commencing play with new players should always be Rule Agreement.

B [jikaze] / F9/E [menfon]

The four players sit around the table, one per side. Each of the four sides of the mahjong table -
and therefore each of the four players - corresponds to one of the four wind directions (east,
south, west and north), although these are not fixed - they rotate during the course of a game.

The allocated wind of a player during any given hand of play is called their Jikaze (literally "self
wind") or in English their Seat-Wind or Own Wind.

North It should be noted that the four winds are not laid out in the arrangement of a
compass or map, instead the west and east positions are switched; this is
equivalent to looking up at the heavens from below instead of looking down on
the world from above. You might find it beneficial to devise a mnemonic for the
sequence "E-S-W-N" which you can use to determine the seat-winds in a
South counter-clockwise order around the table starting from east.

1seq
West

A player can score by collecting tiles corresponding to their current seat-wind - a set of three or
four gives the scoring element Yakuhai worth 1 Han (and a pair of seat-wind tiles gives 2 Fu).

SRR [bashogime] / &R [bagime]

Before a game can begin, the relative seating positions of the four players must be determined.
This process is known as Bashogime which means literally "location decision”. Quite a long
and complicated ritual is used although there is ample potential for abbreviating it if you wish.

Initially the four players sit at the table in arbitrary positions. Six tiles are taken from the set: one
of each of the four wind tiles, an odd-numbered suit tile and an even-numbered suit tile. One
player shuffles these six face-down on the table and arranges them into a single row. The
player seated opposite then rolls two dice and, using the number obtained, counts around the
four people in a counter-clockwise direction, starting with themselves.

{RE [Kariton]

The seat selected by the first dice roll receives the Chiicha Maku and is desighated Kariton or
Temporary East. The seat to the right of this is Temporary South, followed by Temporary West
and then Temporary North.

The player at the Temporary East seat then rolls the two dice and counts around the table to
select a person. The selected player turns the six tiles face-up and moves each of the two suit
tiles to its nearest end, so the row of six tiles now has a group of four winds in the centre, the
odd tile at one end and the even tile at the other.
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The same player then picks the first wind tile from one end of the group of four; if the sum of the
last dice roll was an even number then they start from the end with the even tile and vice versa.
The other three players then in turn pick one wind tile each, working around the table in counter-
clockwise order and along the row in sequence.

Next the players change seats (where necessary) so that they are each sitting in the seat with
the same temporary wind designation as the wind tile they just picked, i.e. the player who drew
the west tile sits at the Temporary West seat, opposite the Chiicha Maku (at Temporary East).

#LZR [chiicha]

After the wall has been constructed for the first hand of the game (see Process of Play), the
player now in the Temporary East seat (the one who drew the east tile) throws the two dice and
counts counter-clockwise around the table. The player selected by this then rolls the dice one
last time and counts around the table again. This final roll indicates the player who will be the
Chiicha: the person who will have a seat-wind of east in the first hand of the game. This player
now receives the Chiicha Maku - the marker is placed at the player's right side and stays there
throughout the game.

The word Chiicha derives from the original Chinese "Ch'i Chia" meaning "beginning house".

# [oya] / HZ [chancha]

The player with the current seat-wind of east in any given hand of play is called the Oya. In
English this player is usually referred to as the Dealer, although no dealing is involved!

However the dealer is responsible for breaking the wall at the start of each hand. The dealer
also pays and receives double points (see Scoring) and has the ability to maintain the
dealership in an extra hand of play by meeting certain criteria (see Renchan).

Although some video-games show a dealer marker, the current dealer is usually indicated by
placing the two dice on the tabletop to their right for the duration of their dealership.

¥ [ko] / BXZF [sancha]

The other three players are known as the Ko or, less elegantly in English, as the Non-Dealers.
The Japanese word Oya actually means "parent” and Ko means "child".

B R [toncha] / FAZ [nancha] / FEZE [shacha] / dLZR [pécha]

The four players can also be given names according to their current seat-wind. The Toncha is
east (i.e. the dealer), the Nancha is south, the Shacha is west and the Pécha is north.

TZ [shimocha] / X [toimen] / LR [kamicha] / BR [jicha]

Three terms are used to refer to the other three players relative to your own seating position.
Your Shimocha ("lower house") is the player seated to your right, your Toimen is seated
opposite you and your Kamicha ("upper house") is the one seated to your left.

In the same scheme the term Jicha ("own house") indicates yourself.
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Game Format

15 [ba]

A game of Japanese mahjong is usually played over one or two Ba or Rounds.

158, [bakaze] / #£/E [chanfon]

Each round of the game has an associated wind called the Bakaze, or in English the Round-
wind, Prevalent Wind or Prevailing Wind. The round-wind is fixed for the duration of a round
and is unrelated to the players' seat-winds.

A player can score by collecting tiles corresponding to the current round-wind - a set of three or
four gives the scoring element Yakuhai worth 1 Han (and a pair of round-wind tiles gives 2 Fu).

15 [tonba]

The first round of a game is the Tonba or "east round". The round-wind is east.

15 [nanba]

In a game of two rounds, the second round is the Nanba or "south round". The second round
begins at the point where the seat-winds have completed a full rotation of the table (see below)
such that the first player to be east in the game (the Chiicha) has become east again.

BRE / A5 R [otakaze]

The winds which are neither a player's current seat-wind nor the current round-wind are known
as their Otakaze; the kanji & means "guest" so these are often called the Guest Winds in
English. A player cannot make a Yakuhai set with any of their guest winds.

¥ [hanchan] / FEEK [hanchansen] / EREFEL [tonnansen]

The standard length for a match under modern Japanese rules is two rounds. Such a game is
usually known as a Hanchan or sometimes a Tonnansen.

The kaniji ¥ [chan] is used as a countword for mahjong games. A standard game played under
the original Chinese classical rules would consist of four rounds (one for each of the four wind
directions). The term Hanchan, used for a two-round match, means "Half-Game". This can be a
little confusing - a full match under Japanese rules is called a half-game!

The name Tonnansen means "east-south match” indicating that the game begins with the east
round and ends after the south round has finished.

HRJEE [tonpusen] / — BB [iipdsen]
A match played over a single round is called a Tonpusen (literally "east-wind match").

This is sometimes called a Quarter-Game since it's half the length of a (so-called) half-game.

B [kyoku]

Each round is comprised of four Kyoku (although extra ones can be added - these are known
as Renchan or continuances). Kyoku are also referred to as Hands in the same way that you
play a "hand of cards" and a card game can be made up of several hands, although there is the
same confusion since you would also refer to the tiles (or cards) that each player holds as their
"hand". | will therefore tend to use the terms "hand of play" and "hand of tiles" for clarity.
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The seat-winds rotate one place counter-clockwise around the table at the start of each normal
hand. The grid below illustrates how the seat-winds change during the course of a match (with
the four players labelled A to D in counter-clockwise order). Remember that extra hands can be
added to a match (in which the seat-winds do not move) but in this example there are none.

Since there are four hands per round and four winds, each person will play as each of the seat-
winds at least once per round and therefore each player gets one turn at being dealer each
round. Exceptions to this would be if a match ended early due either to bankruptcy or to time
constraints in a tournament context.

First Round (round-wind east) Second Round (round-wind south)

R—B R=R | R=R ®EBE B8Rk |B=Rh E=Rh FEEB

Hand 1 Hand 2 Hand 3 Hand 4 Hand 1 Hand 2 Hand 3 Hand 4
Player A East North West South East North West South
Player B South East North West South East North West
Player C West South East North West South East North
Player D North West South East North West South East

Hanchan (two-round game)
Quarter-Game (one-round game)

Using English terms | define a complete "match" or "game" comprised of two "rounds" each of
four "hands". Some folks might refer to each hand of play as a "game" or a "round".

A —5 X [6rasu]
The term Orasu is based on the English words "all last" and is used to refer to the final hand of
play in a match, e.g. the fourth hand in the south round of a Hanchan (8 ™ /).

MTIES / THIIES / THIRSH / HH YRS [agari yame]

Under the optional Agari Yame rule, if the dealer (east) wins the final hand of the match and
they are leading on points they can choose whether to play a continuance as usual (and risk
losing) or finish the match early (and ensure their victory). Some video-games will give you the
option to finish when you're in this position while others will automatically end the match for you.

(The two characters 1E& spell Todome which is a word common in samurai fiction which means
“finishing blow" although the same two also form the core of the verb Yameru which simply
means "to stop". | prefer the first version!)

FERELIESD /| T8 08 / BEREDSD /| SRBEDT /34 58 [tenpai yame]

An uncommon addition to the above rule is Tenpai Yame. This allows a leading dealer in the
final hand to end the match if the hand resulted in a draw and the dealer was Tenpai (ready).

A2 &V [buttobi] / FE / &V [tobi] / K7R > [dobon]
Fm / /\NaR / /N3 T2 [hakoten] / /\3 [hako] / FEZEIH [hakoware]

These are various names used to describe a player whose score has dropped below zero,
making them Bankrupt. By extension, these terms also refer to the optional rule that causes a
match to end early as soon as this happens to one or more players. If this rule is not recognised
then the match continues with negative score/s (and it is therefore not possible to track the
points totals with scoring sticks as usual).
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In the Japanese language, Buttobi (or Tobi for short) is a slang term that describes "jumping
from one place to another significantly". In everyday usage Dobon is an onomatopoeic term
used to denote a large splash (Google Translate gives the English equivalent as "ker-plunk!").

FRUEIFF [tobi bappu] / FRU'E [tobi sho]

Optionally the player that got busted can be required to pay a Bankruptcy Penalty or Tobi
Bonus (for example 10,000 points, 20,000 points or one chip) to the opponent that busted them.

$&°T [sharyd]

The word Shuryo denotes "termination” or "completion” and indicates the end of a match.
A game will end under any of the following circumstances:-

o the final hand is won by a non-dealer

o the final hand ends in a draw in which the dealer does not qualify for a continuance

o a bankruptcy rule is applied and one or more players' scores drop into negative points

o the Agari Yame (or Tenpai Yame) rule is applied and the dealer elects to end the match
o the time allocation for a tournament match has been exceeded

The overall positions of the players are determined by their final points totals. If two players
have the same score then priority usually goes to the one that had the seat-wind of east earliest
during the match. For example if a match ends and the players at west and north in the final
hand are both tied for first place with the same score then the match win would be taken by
west (they were east in the second hand of the first round) and second place would go to north
(they were east later, in the third hand).

This determination can be applied at any stage of the match so, technically, even at the very
start of a game when the four players all hold the same starting score, the east player is 1st and
the north player is 4th.

If the Oka, Uma and Yakitori rules are in use then the final scores are adjusted accordingly.

The winner also collects any Riichi stakes remaining on the table at the end of the match.

k7 [toppu]
The player leading on points either during the game or at the end is designated Toppu ("top").

S A bk [rasuto] / T*Y [biri]
The player with the lowest score is Rasuto ("last").

4. Process of Play

This section summarises the process followed in each Kyoku (hand of play) during a match.

kg [shiipail
At the start of each hand the tiles are shuffled; of course this is a significantly different operation

compared to shuffling a deck of playing cards. All 136 tiles are placed face-down on the table
and mixed thoroughly. This Shuffling stage is referred to as Shiipai.

The kanji 3t means "wash" so sometimes the term "washing" is used to describe this process.
In some older texts discussing the Chinese classical game it is given the poetic name "the
twittering of the sparrows" because of the distinctive sound of the tiles.
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I/ R [yama]

After shuffling, each player gathers thirty-four of the tiles and builds a wall, seventeen tiles long
and two tiles high. With a little practice you can make two rows of seventeen tiles each and then,
carefully gripping and pushing together, lift one on top of the other. For the less adventurous
you can just make seventeen little stacks of two and push them together.

All four players push or lift their tiles into the centre of the table so that they form a large square,
known in English as the Wall. In Japanese mahjong it's called the Yama ("mountain").

& [ton]

The term Ton is used to refer to each Stack of two tiles in the wall.

FEL [tsumu]

The verb Tsumu (meaning "to stack") can be used to describe the act of building the wall.

1 e re vl oo RS VR WY TR A Sy e ko sy
4 e e SN WP SORY IR PN e oy T YT aoiy

A portion of the complete wall before play

The dealer then takes the two dice and throws them inside the square. He counts around the
four sides of the wall, counter-clockwise, starting with himself; the indicated side is the one
which will be broken. He then counts the same number of tiles along that side, starting from the
right end (as viewed from outside the square), to find the point at which to break the wall, pulling
the stacks of tiles apart slightly.

Y EL [tsumoyamal]

The majority of the 136 tiles in the wall (specifically the 122 tiles not included in the dead wall -
see below), constitute the Tsumoyama or Live Wall - this is the part of the wall from which the
players draw their tiles before and during play.

It's common for video-games to not depict the live wall so instead you are shown a simple
numerical counter which displays the number of tiles left there. This is typically labelled 5% Y k&
[nokori pai] which means "remaining tiles" but sometimes only the single character 5% is used.

FhE [wanpail

The seven stacks (fourteen tiles) immediately to the right of the break in the wall are called the
Wanpai (literally "king's tiles") or Dead Wall in English; if the dealer's dice roll gave a total of six
or less, the dead wall will wrap around a corner of the square wall.

The first two stacks of the dead wall are used as supplement tiles (after a player declares a
Kong). The dead wall in Japanese mahjong always has exactly fourteen tiles and is "effectively
replenished". For each supplement tile taken during a hand of play, one less tile from the back
end of the live wall will enter play and the hand will end "one tile early" - so, in effect, the
fourteen tiles of the dead wall are replenished by the live wall although you don't actually
physically move the tiles across.
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The other five stacks in the dead wall function as Dora indicators; the top tile on the third stack
along from the break is always turned face-up at the start of each hand of play to give the
normal Dora indicator. Some video-games show only these five stacks to save space on screen.

(The structure of the dead wall is illustrated later in the guide.)

The dead wall with the Dora indicator revealed

frmeee Sometimes the top tile from the first stack of
fi the dead wall will be placed on the table
adjacent to the bottom tile so that the two
ends of the wall can be distinguished clearly.

BECh# [haipai]

The tiles taken by the players at the start of each hand of play are called the Haipai (literally
"allocated tiles"). Working counter-clockwise around the players - starting with the dealer (east)
and drawing tiles in strict clockwise sequence from the wall starting from the break - the players
take two stacks each, then another two and then two more, giving twelve tiles each in total.

F 3 >F 3 2 [chon-chon]

After the initial twelve tiles, they collect a further one tile each and
finally the dealer draws one more tile, effectively taking his first draw
of the new hand of play. The dealer can take both of his tiles at once
2 4 (taking 1 and 5 together) and the others then take theirs in turn (2, 3
and 4). The dealer's double draw is referred to as "Chon-Chon".

FhE [tehali]

The term Tehai literally means "hand of tiles". Unless they have declared a Kong and taken a
supplement tile, each player's Hand will contain thirteen tiles.

Japanese mahjong is therefore known as one of the original "thirteen-tile" variants of the game
(in contrast to the Taiwanese version of mahjong for example where each player holds sixteen
tiles and makes one additional set).

IBRE [riipai]

Riipai means Tile Arrangement. It's traditional to arrange your hand of tiles into the following
order (from left to right): Manzu suit (1 to 9), Sozu suit (1 to 9), Pinzu suit (1 to 9), wind tiles
(ESWN) and dragon tiles (white-green-red). Most video-games will use this order.

In real life however you might arrange your tiles differently to confound your opponents!
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Y15 [kiru]

Since the dealer took a fourteenth tile as part of his first turn, he must now study his hand and
choose a tile to discard. The verb Kiru, which usually means "to cut" (amongst other things) in
standard Japanese, is used to refer to the act of selecting and removing a tile.

5 ThE [sutehail

The chosen tile is then discarded. A Discarded Tile (or more simply a "Discard"”) is called a
Sutehai, based on the verb Suteru which means "to throw away".

] [ho]

As it's necessary under Japanese rules to be able to determine who discarded each tile (and in
what order), each player's discarded tiles are placed face-up in neat rows of six directly in front
of them, inside the wall. The kanji :/l means "river" but each player's discard area is sometimes
called their Pond or Pool in English.

YE / B [tsumo]

After the dealer has made their first discard, each player takes their turn in sequence, working in
counter-clockwise order around the table, drawing a tile and then discarding one.

Although it is also more widely used to describe to a win declared on a self-drawn tile, the term
Tsumo is used to refer to the tile a player has just drawn from the wall.

A player can declare a win using either a self-drawn tile or an opponent's discarded tile to
complete their hand of tiles (see Win, Lose or Draw). Their winning hand must fulfil the two
criteria of having the required structure and qualifying for at least one Yaku. The declaration of a
win ends the current hand of play.

+2% [uwazumo] / D% [shitazumo]

A tile drawn from the top row of the live wall is referred to as Uwazumo while one taken from
the bottom row is called Shitazumo. Since the tiles are in stacks of two and the game is
(usually) played with four players, any given person will repeatedly take either a top or bottom
tile on each of their draws (unless the turn order is disrupted - see Calling).

FHL / T4 / THEL [tedashi]

Tedashi is when you discard a tile from within your hand instead of the one you just drew.

YELYY [tsumogiri / tsumokiri]

Tsumogiri is when you discard the new tile you just drew instead of one from your hand.

Some video-games give the option to highlight either Tsumogiri or Tedashi tiles since this gives
useful information which you would have if you were playing a real game. A tile discarded from
within the player's hand will often be related to a set they are building, for example if they have a

one-sided 3_5 wait and draw the 6 of the same suit they might switch to the two-sided 56 wait
and drop the 3 (see Ura Suiji).

Also, more simply, when a player repeatedly discards their drawn tile on every turn it's often a
sign that they are Damaten (either that or just unlucky with their draws!).
22 Y [karagiri]

Karagiri is when you draw a tile and then discard an identical tile from within your hand. This
creates the impression that you are still building your hand when perhaps it is already at a very
advanced state of completion or even Tenpai.
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|MEKYE / LA JE [mudazumo]
Mudazumo denotes a useless draw - a tile which doesn't help you to complete your hand.

# [jun]
The kanji Jun means "go-around" and is applied to the sequence of all four players taking one
turn each in counter-clockwise order around the table.

It can be used to denote a player's turn number, for example a detailed WWYD (What Would
You Discard?) training puzzle in Japanese might state 788 to indicate that it is the player's
seventh turn (discard) in the current hand of play. (The additional character B is an ordinal
suffix, effectively changing "seven" into "seventh").

MBIERE / /N4 T4 /N1 [haiteihai]

The final tile available to be drawn from the live wall is called the Haiteihai.

You cannot declare a Kong after drawing this final tile.

If this tile completes your hand and you declare a win you can claim the Yaku called Haitei.

SAIER / 7R—T 4 7\1 [hoteihai]
The final tile discarded by the player who drew the Haiteihai is called the Hoteihai.

The other players cannot call this discard to complete a set (see Calling) but they can declare a
Ron win on it and thereby claim the bonus Yaku called Hotei.

If no-one declares a win on the Hoteihai then the hand of play ends in an exhaustive draw.

5. Sets and Calling

I will be using the terms Chow, Pung and Kong to refer to the three types of sets that can be
made. These are the names | picked up when | learnt mahjong from an English translation of a
Japanese video-game and they have been standard in English texts about the game since the
great mahjong craze back in the 1920's.

Sets

HHY D2 [agari no katachi]

The required form for a win (Agari no Katachi) is a completed hand of tiles composed of four
sets and one pair, although two exceptions to this rule are permitted (namely Chii Toitsu and
Kokushimusd). Each of the four sets in the hand can be a set of three tiles - either a Chow or a
Pung - or exceptionally a set of four called a Kong. These are all described below.

%) 2 Mo ()&E%) (22

'8
A winning hand must also always have at least one Yaku (scoring element).

BE / 7R [atama] / EEE [jantd] / XIF [toitsu]

The Pair of two identical tiles required for a standard hand is most commonly known as the
Atama which means "head". Other Japanese terms for the pair are Janté and Toitsu. In some

older English texts the word "pillow" is also used.
BB | |Pmel®e (==
i 3)ed) (315) (L
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HE-F [mentsu]

Collectively the three different types of Set (Chow, Pung and Kong) are known as Mentsu.

IEF [shuntsul

A Chow is a set of three tiles from the same suit with consecutive numbers, for example 456. In
Japanese mahjong this is known as a Shuntsu and sometimes the English terms Sequence or
Run are used. | like to think of a Chow as being like a miniature version of a Straight Flush in
poker. Chows can only be made with the numbered suit tiles, not with honours.

BERNE EE

Unlike some versions of mahjong, in the Japanese rules there are no restrictions on the number
of Chows that a player can include in their hand of tiles.

Z|F [kotsu]

A Pung is a set of any three identical tiles. In Japanese mahjong this is called a Kétsu, or
sometimes in English a Triple or Triplet.

HHHIOOOIHHAAIGEE

s

EF [kantsu]

A Kong is a set of any four identical tiles. In Japanese this is called a Kantsu or sometimes in
English a Quad. There are three different ways to make a Kong, each given its own name (see
below). A collection of four matching tiles is not a Kong until you declare or call it as such.

HEEEY« <« SN

For any Yaku that requires Pungs you can use one or more Kongs in their place.

mERE /S Vo v Rhg /)L /A [rinshanhai]
Since it requires fours tiles instead of the usual three, declaring a Kong will leave you a tile short
overall so you take from the dead wall an extra tile called a Rinshanhai or Supplement Tile.

These are taken from the first stack of the dead wall for the first two Kongs to be made and the
second stack for the next two. Since only four supplement tiles are available there, no more
than four Kongs can be made during a hand of play. In the very unlikely event that all four
Kongs are made by the same player, they can make a limit hand called St Kantsu. If the four
Kongs are made by two or more players then under some rule-sets an abortive draw is called. A
fifth Kong can never be made under Japanese rules.

It is not possible to declare a Kong on either the final drawn tile or the final discarded tile in a
hand of play as there would be no tile remaining in the live wall with which to replenish the
fourteen tiles of the dead wall after the supplement tile is taken.

Each time a Kong is declared, another Dora indicator is revealed on the top row of the dead wall
(on the fourth, fifth, sixth and seventh stacks sequentially). These indicate the Kan Dora.

If the supplement tile received completes your hand and you declare a win on it you can claim
the scoring element Rinshan Kaiho.
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Calling

I8E [naki] / &EIFE [faro]

It is possible to "steal” a tile that an opponent has just discarded in order to complete a set - this
is known as Calling or Melding. Sometimes the term Naki is used, based on the verb Naku
which denotes the singing or "calling” of a bird. Sets made this way are said to be "exposed"
(see below); they are displayed to the right of the player and cannot then be discarded.

A tile can only be called immediately after the player discarded it. Once the next player takes
their turn, the previous discard tile becomes unavailable and stays on the table.

F— [chii]

If the player to your left (and only that player) discards a tile which you can use to complete a
Chow using two tiles from your hand then you can claim it with the declaration "Chii".

7R> [pon]

If you have a pair of identical tiles in your hand and any other player discards another of the
same kind you can say "Pon" and take the tile to complete a Pung.

512 [kan]

If you have three identical tiles in your hand (i.e. a Pung) and any other player discards the
fourth tile of that kind you can call "Kan" and take it to make a Kong, specifically a Daiminkan.

You also say "Kan" when using a self-drawn tile to declare either an Ankan or a Shominkan.

When you call a tile it becomes your turn. After completing the set, you discard as usual and
play continues normally in a counter-clockwise direction from your right. Consequently after a
call of Pon or Kan the normal sequence of play can be disrupted.

If two players claim the same discarded tile, a claim for Pon or Kan takes priority over a claim
for Chii, but the declaration of a win (Ron) supersedes any of these.

BWEZ / BULHAHZ / BUOVEZ / BUMEZ [kuikae / kuigae]

When Kuikae is allowed you can call an opponent's discard using two tiles from your hand and
then immediately discard a third tile which could've formed a set with the other two tiles.

There are two parts to this rule - Genbutsu (the same tile) and Suji (the other tile that can form a
Chow with the same two consecutive tiles). The Genbutsu aspect allows you for example to call
Pon on a 5 with 55 (to make an open 555 Pung) and then discard the fourth 5 in that suit and it
also allows you to call Chii on a 4 with 23 (to make an open 234 Chow) and then discard
another 4. The Suji aspect lets you call Chii on a 4 with 23 and then discard the 1.

Often a rule-set will disallow Kuikae. In Episode 6 of the Akagi anime, the eponymous hero
makes a meld and discard of this type and is subsequently required to take it back. Sometimes
the Suji aspect is permitted and only the Genbutsu aspect is disallowed.

(The kanji & denotes "eating" since it refers to capturing or (in a sense) eating an opponent's
discarded tile. The same Kui- prefix also appears in the mahjong terms Kuitan and Kuisagari.)

Open and Closed

A set made by calling a stolen discard is known as a Meld and is described as being Open or
Exposed. Once you've made one meld your whole hand of tiles is said to be open or exposed
too. This is a shortcut to completing your hand more quickly but it will often limit your scoring
opportunities, restrict your potential for defence and reveal your intentions to your opponents.
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FARIT / A > > [menzen] / PARIIE [menzenchin]

A hand of tiles with no melded sets is said to be Menzen, the equivalent English terms being
Closed or Concealed.

E [an]

The prefix An is used to indicate a concealed set in your hand - one composed only of tiles you
have drawn from the wall. The kanji i& denotes darkness or shade.

EE [anjun]
An Anjun is a concealed Chow - three sequential same-suit self-drawn tiles in your hand.
FEZ| [ankd]
An Anko is a concealed Pung - three identical self-drawn tiles in your hand.

fEHE [ankan]

An Ankan is a concealed Kong. It must be declared for it to be recognised as a Kong, otherwise
it's just four identical self-drawn tiles in your hand.

After the player has declared the concealed Kong they place the set flat on the table to their
right with the four tiles in a row - the middle two tiles face-up and the outer two face-down.

(I EEEIR I EE R IEED

Although the Ankan is placed to the player's side like a meld, it is still a concealed set.

BH [min]

The prefix Min is used to indicate an exposed set - one completed by calling a discard tile from
another player. The character BA denotes light or brightness and is composed of the two kanji H
and A which separately mean "sun" and "moon".

BANE [minjun]

A Minjun is an exposed Chow, completed by calling Chii from the player to your left. Such a set
is displayed with the stolen tile turned perpendicularly and placed to the left of the other two.

== % ) B[ B
BN =N
BAZI [minko]

A Minko is an exposed Pung, completed by calling Pon. The set is displayed with one tile
turned perpendicularly to indicate which player the stolen tile was taken from - the left tile
indicates the player to your left, the centre tile denotes the player opposite you and the right tile
is turned if the set was completed with a discard taken from the player to your right.

== HHEHH o R ey
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KBEAtE / K= 752 [daiminkan]

A Daiminkan is literally a "big" exposed Kong, completed by calling Kan on an opponent's
discard when you are holding a concealed Pung (Ankd) of the same tile. The set is displayed
with the first, second or fourth tile turned perpendicularly if the discard was taken respectively

from the player to the left, opposite or to the right.
mEEE s ERESEEET

'8
INBRRE / NS A [shominkan] / ANFE [chakan]

A Shominkan is a "little" exposed Kong, formed by adding a self-drawn tile to a previously
melded Pung (Minkd) thus "upgrading” it to a Kong. The fourth tile is placed on top of the
sideways tile and parallel to it. The kanji il in the alternative name Chakan denotes addition.

=) (Beel®) [B)8)e)

B
B

B

: g

\

6. Yaku (Part 1)

Since there are a lot of Yaku in the game I've split them over three consecutive sections, with
the middle one dedicated to Riichi only because it has several related terms to discuss. There's
also a section covering some Optional Yaku later in the guide.

& [yaku]

The rules of modern Japanese mahjong recognise a couple of dozen Yaku. These are loosely
similar to the idea of named "hands" or "combinations” in poker (Two Pair, Straight Flush, etc)
except that mahjong's Yaku can be combined and, although many are based on specific
combinations of tiles, others are instead awarded for meeting certain conditions; consequently
the use of the term "combination" to describe these is inadequate so my preference is to refer to
them in English as Scoring Elements instead.

Each Yaku present in a winning hand gives one or more Han (also known as Fan or "doubles").
In a low-scoring hand each Han will add a doubling factor to the points calculation, while in a
bigger hand the number of Han will determine which of the five limits is applied to the score.

If there are multiple ways of arranging the tiles in your winning hand into sets you must choose
one and use only this when reckoning your Yaku. For example if you have 333444555 in the
same suit and you count these tiles as three Pungs 333 444 555 to meet the requirement of one
Yaku, you cannot then additionally count them as three Chows 345 345 345 for another. To give
another case, if you have 66778899 in one suit and count this as a 66 pair and 789 789 for
lipEkd, you are not permitted to also count them as a 99 and 678 678 for a second lipekd.

In any hand that requires Pungs you can also use Kongs, for example you can make an "All
Pungs" hand with four Pungs, or three Pungs and one Kong, or two Pungs and two Kongs, etc.
The converse, however, is not true - you cannot count Pungs as Kongs.

In my Yaku summaries here I've listed them in order of how frequently they occur during play
(based on 2009 data from the statistical logs on the Tenhou website), starting here with the
most commonly occurring at the top. If you're just starting to learn the game and find the full
Yaku list a little daunting you should focus your attention on the ones in this section first.

(Just be grateful you're not learning the Chinese Official (CO) rules which use a list of 81
different scoring elements!)
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—FsEY / 1B LIEY (i han shibari]

Unlike several other variants, modern Japanese mahjong is played with an li Han Shibari or
One-Han Minimum. This means that, in addition to having the correct format (usually four sets
and a pair), a winning hand must also have at least one Han. You cannot count Han from Dora
towards meeting this requirement so it's perhaps more helpful to think of this as a "one-Yaku
minimum®”. In other words, a winning hand must always have at least one Yaku.

(See also Ryan Han Shibari for the conditional two-Han minimum rule option.)

Common Yaku

ILE / V)—F [riichi]
Since Riichi is the most significant Yaku in Japanese mahjong, I've devoted a whole separate
section to it (see Reaching). Riichi is worth one Han (but with the potential for bonuses).

W / B A L [tanyaochd] / 4 >4 [tanyao]

Tanyao (also known as All Simples or Inside Hand) is awarded for a hand containing only
Simples - suit tiles with numbers between 2 and 8 (inclusive). It scores one Han.

HEAINHINHEEIEAEY

5 B8

Usually the Kuitan rule is used - this allows the Tanyao scoring element can be claimed on an
exposed hand (otherwise it is only permitted with a concealed hand).

%k [yakuhai] / ERk2 / ERES [fanpai]
Yakuhai is a simple Yaku which awards one Han for each Pung composed of dragon tiles or
tiles of the round-wind or the player's current seat-wind. It is also called Fanpai.

When made with dragons, a Yakuhai set will sometimes be referred to by the name of the tile
(Hatsu, Haku or Chun). When made with wind tiles, the name of the wind can be used (Ton,
Nan, Sha or P&) or more generally &k [kazehai] (literally "wind tiles") for any scoring wind.

Since they can make a Yakuhai set (or give two Fu for a pair), the three dragon tiles, the round-
wind and a player's seat-wind are sometimes together called the Value Tiles.

EF /) E T [pinfu]

Pinfu is a common scoring element with a simple name but it has the most complicated
requirements of any Yaku. Essentially it is awarded for a hand which scores no extra Fu points
on top of those received for winning. To achieve this all four sets must be Chows; the pair
cannot be composed of dragon, seat-wind or round-wind tiles and the hand must be won on a
two-sided Ryanmen wait. Furthermore the hand must be concealed. Pinfu is awarded one Han.

[g]é][g Ig g HHH Eg Egg gg] [g g (examplewinningtile)

The word Pinfu comes from "P'ing Ho" in Chinese meaning "even harmony". Some folks use the
English name Peace for this Yaku because in Japanese the kanji *£#0 translate as "peace".

®
®
®
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FARIIE BEF0 [menzenchin tsumo ho] / FARTYE / * € > *YE [menzen tsumo]

If your winning hand is closed and won by Tsumo, i.e. if you drew all the tiles yourself directly
from the wall, you can claim Menzen Tsumo for one Han.

In English this is usually known as Fully Concealed Hand or Concealed Self-Draw.

—3% [ippatsu] / J—F—3F / ILE—F [riichi ippatsu]

If you declare Riichi and you go on to win the hand either with the tile drawn on your next turn or
by calling Ron on a discard before then, you receive a one Han bonus for Ippatsu (since your
hand must be concealed for Riichi, winning on your next draw also gives Menzen Tsumo). Your
opportunity to claim Ippatsu will be lost however if anyone calls Chii, Pon or Kan between your
“reaching" and your win. Although technically optional, this Yaku is included in most games.

The kanji % is a countword used when referring to a number of gun-shots and therefore Ippatsu
can be translated as a "One-Shot" win. The same term is also used for a home-run in baseball.

iB—f / R4V [honitsu/ honiisd]
Honitsu (Half Flush) is a hand containing only tiles of one suit plus honours. Honitsu receives

three Han if the hand is closed or two if it's open. For added value it can be combined with sets
of dragon, seat-wind or round-wind tiles to give Yakuhai.

e=lz]E) (B]8[8) [&]&]a] be[=)) [+]#]

The literal reading of the kaniji that spell the name is "mixed one colour".

—&O / A4 —~R—3— [iipeks] / — = [ii s6 ryan shun]

In order to qualify for lipéko (Pure Double Chow) you must have two identical Chows (same
numbers and same suit) in a concealed hand. Video-games usually sort your tiles in number
order so this will look like three consecutive same-suit pairs, e.g. 445566. It scores one Han.

EE (e

When written in romaiji without macrons or an initial capital the name is given as "iipeikou".

B

*tZF0 [toi-toi ho]

Toi-Toi (All Pungs) is awarded for a winning hand with four Pungs (and a pair, of course). It is
always worth two Han regardless of whether the hand is open or closed - you will usually need
to call Pon in order to complete all the sets required.

This scoring element is also known as All Triplets, Four Triplets or a No Chows hand.

HEEIHHBOOOHEH

BE8) 888 BEE
If three of the Pungs are composed entirely of self-drawn tiles then you can also claim the
scoring element San Ankd. If all four are self-drawn then it's a limit hand called St Ankad.
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=fREIE [san shokuddjun] / =8 / Y>3 % [san shoku]

San Shoku Dojun (Mixed Triple Chow) scores two Han in a closed hand or one Han if open
and is composed of three Chows, each with the same three numbers and one in each of the
three suits. It's sometimes called Three Colour Runs.

il (23] (2]2)2)

The literal reading of the kanji name is "three colours, same sequence". There are two standard
Yaku with names that begin "San Shoku..." but since the other one (San Shoku Doko) is so rare
this one is sometimes known as San Shoku (or even San Sho) for short.

txF / F—FAY [chiitoitsu] / [Z2ZIZZ / =3 =23 [niko-niko]

Chii Toitsu (literally Seven Pairs) is a special hand composed of seven pairs of matching tiles
and is therefore one of the two exceptions to the normal required hand structure of four sets and
one pair. You are not allowed to count four identical tiles (i.e. an undeclared Kong) as two pairs.

As there are no sets in the hand, it will always be closed. A Chii Toitsu hand scores exactly 25
Fu with no further additions and two Han (see Scoring).

Elz) @8 G5 HE b @

This Yaku is sometimes known informally as Niko-Niko. Ni is the Japanese word for "two" and
Ko ({&) is a general countword so this nickname implies a sequence of pairs. Another English
name for this scoring element is All Pairs.

Winning a hand with Chii Toitsu is the PSN trophy requirement for the mahjong minigame in the
PS3 video-game Ryd ga Gotoku 4 (subsequently released in English markets as Yakuza 4).

—SUBE [ikkitsikan] / L\2D D / A4 wY— |ittsi]

Ikkitsukan (Pure Straight), or Ittst for short, is a set of three consecutive Chows in the same
suit, i.e. a full sequence of all nine tiles in that suit: 123456789. It scores two Han in a closed

hand or one Han if the hand is open.
o c=fE BRI

B2 L [honchantaiyaochd] / & VA [chantayao] / F+ >3 [chanta]

For Chanta (Mixed Outside Hand) the four sets in the hand and the pair must all include at
least one terminal or honour tile (so any Chows must be either 123 or 789) and there must be at
least one Chow. It scores two Han in a closed hand or one Han when open.

=123 @lee] HEH a0 6]

The initial character ;& in the full name indicates that the hand is "mixed", i.e. suit and honour
tiles are both permitted. In the absence of honours you claim Junchan instead of Chanta.
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E—B / F A Y [chinitsu / chiniiso]
Chinitsu (Full Flush) is a hand composed only of tiles from one of the three suits. It's worth six

Han closed but you will often need to make one or more melds to complete it in which case it
scores five Han (still a guaranteed Mangan), although even without open sets your intentions

will be made quite clear to your opponents by your discards.
| (ALl
a2 (3%

HHEImHBIAAE

The literal reading of the kanji name is "pure one colour".

B

Related Terms

BULE / B2 Y / BEF kuitan] / BULMTYA [kuitanyao]
ISEWr / BT [nakitan]

Kuitan (or rarely Nakitan) is the rule option that allows the Tanyao (All Simples) scoring
element to be claimed on an exposed hand. If the rule is disallowed then you may only claim
Tanyao on a concealed hand.

The names Kuitan and Nakitan mean "eating Tanyao" and "calling Tanyao" respectively.

BULWTFAY [kuisagari]

The rule of Kuisagari applies to certain Yaku, making them worth one Han less if the hand is
exposed (i.e. if it contains one or more sets that were completed with a stolen discard).

Kuisagari means "eat and decrease".

BJELE [jikazehail / PIELE [menfonpai]

When you make Yakuhai specifically with a set of your current seat-wind this can be called
Jikazehai (literally "own wind tiles").

IZEE [bakazehai] / FEJEGE [chanfonpal]

Similarly, when you make Yakuhai specifically with a set of the current round-wind this can be
called Bakazehai (literally "round-wind tiles").

EERE [renfonpai / renfahail

If you are fortunate enough to make a set of your seat-wind when this coincides with the round-
wind (e.g. when you are dealer (east) in the first (east) round) this is known as Renfonpai or
Double Wind. With a set of double wind you claim the Han for both seat-wind and round-wind
so it gives two Han for two instances of Yakuhai in a single set.

4 JE [dabuton] / & TR [dabu nan]

A double wind can be referred to using the specific name of the wind preceded by Dabu which
is a shortened form of Daburu, a Japanese rendering of the English word "double”. Dabu Ton is
double east and Dabu Nan is double south.

Since Japanese mahjong is played over only two rounds - with round-winds of east and south
respectively - you won't usually see double wind in west or north (unless you're playing with the
Shanya rule option which allows additional rounds to be played).
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BiEFER / YEE2 T / YEFEH [tsumo pinfu]

EMBEE / FEFYE [pinfutsumo] / E 2 *JE [pinzumo]

Normally an additional two Fu (minipoints) would be awarded when scoring a hand won by
Tsumo (self-draw) but typically - if Tsumo Pinfu is allowed in your rules - those Fu are waived

S0 you can meet the "no points"” criterion for Pinfu and claim the two Han (one for Pinfu and one
for Menzen Tsumo).

AR VEY / FABRE [mentanpin) / Y —24R > E 2 [riitanpin]

Mentanpin is a popular abbreviation which denotes the common combination of Riichi (which
always has a Menzen hand), Tanyao and Pinfu.

IJ—E > T[riipin] / J—% > [ritan] / & > E > [tanpin]

Similarly Riipin is Riichi with Pinfu (the foundation of the majority of hands in modern Japanese
mahjong), Riitan is Riichi with Tanyao and Tanpin is Tanyao with Pinfu.

)—YJE / 1J—XE [riizumo]

Riizumo is a combination of Riichi and Menzen Tsumo. Your hand must be concealed in order
to declare Riichi so if you win on a self-drawn tile you always get Menzen Tsumo too.

D [nomi]

The Japanese word Nomi means "only" and can be appended when declaring a winning hand
with only one Yaku, for example you might say "Yakuhai Nomi".

FNHF [somete] / —BF [isshoku te]

Somete (literally "dyed hand") and Isshoku Te ("one-colour hand") are both collective terms
used to refer to Yaku containing a single suit, i.e. Honitsu (Half Flush) and Chinitsu (Full Flush).

A 2F > [menchin] / A >27Kk> [menhon]

These terms can be used to refer to the more valuable concealed versions of Yaku that follow
the Kuisagari rule (see above), for example Menchin is a shortened form of Menzen Chinitsu
(concealed Full Flush) and Menhon is Menzen Honitsu (concealed Half Flush).

ERER / BERY / /NH7ER Y [bakahon]

Bakahon is a slang term for an open Honitsu hand with no Dora and no other Yaku (therefore
worth only two Han). Baka means "stupid"!

7. Reaching |

This section discusses rules and terminology relating to the Riichi scoring element.

ME / YJ—F [riichi]
The most distinctive aspect of the modern Japanese game that distinguishes it from most other

forms of mahjong is Riichi, sometimes given as the English equivalent Reach. By extension,
this term can be used as a verb as well as a noun, e.g. "l reached" or "she's reaching".

Riichi is a special type of Yaku. | like to call it a "ready bet" - when a player declares Riichi they
are essentially gambling some of their points, betting on themselves winning the current hand.
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There are four requirements that must be met in order to be able to declare Riichi:-

o your hand of tiles must be concealed (with no sets completed with a stolen discard)
o your hand must be Tenpai (in a ready state where it can be completed with one further tile)
o you must have at least 1,000 points (this being the stake you wager)

o there must be at least four tiles remaining to be drawn from the live wall

You can declare Riichi only when it is your turn. You must place

——
[jt][qp][ﬂ»][ B ][\%] k one 1,000-point scoring stick above your first row of discarded
% | 8 - tiles, parallel to them. Also, to record the point at which this

= occurred, you should orient your discard tile perpendicularly to the
“% \@]‘é\é{ others (subsequent discards are then placed as normal).
If the tile you discard when "reaching” is taken by a Chii, Pon or Kan call then you should place

your next discard perpendicularly instead. If it's taken by Ron for another player's win then your
Riichi declaration is invalid and you keep your 1,000 points stake.

Once you've "reached" you cannot change the structure of your hand so each tile you draw from
the wall must either be discarded or used to declare a self-draw win (in video-games this often
takes the form of an "autopilot" with non-winning tiles discarded automatically). Some rules do
however allow you to declare a concealed Kong (see below).

If you declare Riichi and go on to get the tile you need to win the hand (either by self-draw or as
a stolen discard) you get your stake returned and you also receive one additional Han in the
calculation of your score. Since Riichi is a Yaku in its own right you can use it to give the one
Yaku required for a win, even if your hand has no other guaranteed scoring elements.

There are two other benefits from a win after "reaching”, although these are technically optional
rules which are sometimes not used. The first is the bonus Yaku called Ippatsu which gives one
extra Han for winning on or before your next turn after declaring Riichi. The second is that
additional Dora indicators come into play: the Ura Dora beneath the normal Omote Dora plus
the Kan Ura Dora under any Kan Dora that have been revealed during the hand (see Dora).

There are two variants of the Yaku - Daburu Riichi (when declared on your first turn) and,
optionally, Open Riichi (exposing your waiting tiles). It should also be noted that, under some
rule-sets, all four players declaring Riichi in the same hand can force an abortive draw.

The term Riichi comes from "Li Chih" in the original Chinese denoting a "standing hand".

|)—F# / ILE#H [richibo]

The 1,000-point scoring stick which is placed on the table when you declare Riichi is known as
the Riichibo (literally "Riichi Stick").

If you find that you have no 1,000 pts scoring sticks available you can ask one of the other
players to break or change a 5,000 pts stick for you.

5T [kyotaku]

Whenever there are one or more Riichi stakes on the table, the next player to win a hand claims
them all. If a hand ends in a draw then the sticks are collected on the table in an area called the
Kyotaku (literally "deposit”) and they will all be taken by the next hand-winner. If two or three
players declare a win simultaneously on the same discard tile then the one nearest to the
discarder's right gets the Riichi stick(s).

If there are still Riichi stakes on the table at the end of a match (i.e. if the final hand of play
results in a draw without a dealer continuance) then they are claimed by the overall winner.
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SIEMER [riichibd modoshi]

Riichibo Modoshi (literally "Riichi stick returning”) is an optional rule whereby any Riichi stakes
left on the table after a match will instead be returned to the people that played them.

2 )7 2V —F [furiten riichi]

Some rules allow you to declare Riichi when you're Furiten; unsurprisingly this is called Furiten
Riichi. The usual rule of Furiten applies so you can only win on a self-drawn tile (Tsumo).

I) —F B DEEHE [riichi gono ankan]

Some rule-sets let you declare an Ankan (a concealed Kong) after you have declared Riichi if
you already hold a concealed Pung and self-draw the fourth matching tile. You cannot do this if
doing so would change your wait/s or the interpretation of the overall structure of your hand.

This has the potential to add significantly to your score if you go on to win the hand as you will
have the benefit of two additional Dora - a Kan Dora and a Kan Ura Dora. For the same reason
it's usually a bad idea to declare a Kong yourself after one of your opponents has "reached"!

/J —7T 21)—F [néten riichi]
A player who is shown to have declared Riichi illegally (i.e. with a hand that was not Tenpai) is
required to pay a Chombo penalty for Noéten Riichi.

Bl1'1) — [sokurii]

If you declare Riichi as soon as your hand becomes Tenpai it is called Sokurii, or "immediate”
Riichi. In doing this you lock your hand and eliminate the possibility of improving your wait
(perhaps from a one-sided to a two-sided wait).

Se#ll1) —F [sensei riichi]

If you are the first player in any given hand of play to declare Riichi it is called Sensei Riichi,
meaning "head-start" or "pre-emptive" Riichi.

(The Japanese word used here is a different Sensei to the one that means "teacher".)

1B 2T —F [okkake riichi]

If you declare Riichi after one of the other players has already "reached" it is called Okkake
Riichi, or "chasing" Riichi.

5lo#+1)—F / Bl#ET) —F [hikkake riichi]

Hikkake Riichi is when you declare Riichi upon discarding one of the end tiles on a "Ryankan”
form (i.e. three tiles giving two adjacent Kanchan centre waits); an example would be if you had
the three tiles 4_6_8 in the same suit and declared Riichi discarding the 8.

This can be used as a tactic to trick your opponents into dealing into your hand as they might
work on the assumption that you've given yourself an efficient Ryanmen wait (a two-sided wait
on two sequential same-suit tiles) and therefore, using the "1-4-7 principle” (see Suiji), they
might also assume in the above example that - since you discarded the 8 - you are not waiting
on the 5 tile whereas, in fact, you are!
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8. Yaku (Part 2) |

This second section of Yaku lists the scoring elements which are seen less often in play. Again
the (relatively) more frequent ones are at the top and the rarer ones towards the bottom.

Remember: you can use one or more Kongs for any Yaku that requires Pungs.

Uncommon Yaku

=BEZ| [san anko]

San Anko (Three Concealed Pungs) is exactly what it sounds like - you need to have three
Pungs that are all composed entirely of self-drawn tiles. You cannot complete any of them by
stealing an opponent's discarded tile by Pon and if you declare a Ron win on a discard to
complete your third concealed Pung you cannot claim this either. The fourth set in your hand,
however, can be open.

wilEH 2[2]2) [=]ele)

B
Three Concealed Pungs scores two Han. It can be claimed in addition to Toi-Toi (All Pungs) if
the fourth set (open or closed) is also a Pung.

g
By

SJE¥S A [hoteiraoyui]l / IR—T A [hotei] / /N1 T4 B 2 [haitei ron]

Hotei (Last-Tile Ron) is awarded if you declare a Ron win on the Hoteihai - the final discarded
tile in the hand of play - and is worth one Han. The full name is adapted from "Ho Ti Lao YU" in
the original poetic Chinese, meaning "catching a fish from the bottom of the river".

L2 N [junchantayaochd] / fi€® 74 [junchantayao]

DavFyr / #F ¥ [junchan]

For Junchan (Pure Outside Hand) the four sets in the hand and the pair must all include at
least one terminal (so any Chows must be either 123 or 789) and there must be at least one

Chow. It's like a stricter version of Chanta, but you cannot claim Chanta in addition to Junchan.
It scores three Han in a closed hand or two Han in an open one.

G5 wiaE EER M

The initial character #f in the Japanese name denotes that the hand is "pure", i.e. only suit tiles
are permitted, no honours. The English name indicates that each set (and the pair) must contain
an "outside" tile, i.e. a one or a nine.

&
®
®

I\ @
k3 @

JBIEES A [haitei raoyue] / /N1 T A [haitei] / /N1 T4 *JE [haitei tsumo]

Haitei (Last-Tile Tsumo) is awarded if you declare a Tsumo win upon drawing the Haiteihai -
the final tile in the live wall - and is worth one Han. The full name is adapted from "Hai Ti Lao
Yueh" in the original Chinese, meaning "catching the moon from the bottom of the sea".

An alternate reading of the same four kanji gives the Japanese phrase "Kaitei Rogetsu" which is
used to refer to an impossible (and therefore pointless) task.
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2 EBATE / ') > v A A 7R— [rinshan kaihd]

Rinshan Kaiho (After a Kong) is worth one Han and is awarded when you completed your
winning hand with a Rinshanhai - the supplement tile that is drawn to make up the correct
number of tiles in your hand after you declare a Kong set. Optionally the Daiminkan Pao rule
may apply in cases where you completed the Kong by calling an opponent's discard tile.

The Yaku name comes from the Chinese "Ling Shang K'ai Hua" meaning "opening a flower on
top of a mountain”. Rinshan Kaiho is a speciality of the lead character in the Saki manga/anime.

AINY—F / BTJLILE / —E;E / WILE [daburu riichi]
A J'1) — [daburii]
If your initial draw of tiles gives you a Tenpai hand and you declare Riichi on your first turn (and

no-one has previously called Chii, Pon or Kan in the current hand of play) then you can claim
Daburu Riichi (Double Reach) if you win. It scores two Han instead of the usual one.

Since you make only a single discard, your opponents can infer practically nothing about the
composition of your waiting hand.

IN=3T [sho san gen]

Sho San Gen (Little Three Dragons) can be claimed when you have Pungs of two of the
dragon tiles plus a pair of the third colour dragon. It always scores two Han but you will also get
one Han each for the two Yakuhai sets making four Han in total. If you can complete all three
dragon Pungs then this becomes the limit hand Dai San Gen.

#w)e] ] #]#

If the other two sets are composed of number tiles of the same suit (or if there's one set of suit
tiles and one set of wind tiles) then you can also claim Honitsu.

The Yaku name is based on "Hsiao San Yuan" in Chinese which means "little three extremes".

JEZEE [honroto]

Honroto (All Terminals & Honours), as you might've guessed from the English name there, is
a hand containing only terminals (1's and 9's) and honours (winds and dragons), in other words
it's a hand without Simples. It scores two Han but, since such a hand cannot contain Chows,
you will always receive an additional two doubles for either Toi-Toi (for a hand composed of four
Pungs and one pair) or Chii Toitsu (for a hand of seven pairs) making it worth four Han in total.

| (8[8[8) bttt ]

Honr6td combined with Toi-Toi is called ;& *t & [honro-toitoi] and, similarly, Honrotd combined
with Chii Toitsu is called JEZ+tX*t [honro-chiitoi]. You can think of these as compound Yaku,
each with a total value of four Han.

=f[E%| [san shoku doko]

As we approach the bottom of this list we come to some of the particularly rare Yaku. San
Shoku Doko (Triple Pung) is the reclusive cousin of San Shoku Dojun. The requirement is
three Pungs with the same numbers (one set in each suit) and it scores two Han.

HHHIBBBIE:B
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B1E / F v 2 H 2 [chankan]

If you have a Tenpai hand and one of your opponents uses a self-drawn tile (that is one of your
waits) to upgrade an exposed Pung into an exposed Kong (i.e. a Shominkan), you can call Ron
on that tile and claim the scoring element Chankan (Robbing the Kong), scoring one Han. The
declaration of the Kong is incomplete so an indicator tile for a Kan Dora is not revealed.

In some rule-sets you are permitted to "rob" a concealed Kong (an Ankan) if specifically you are
taking the tile to complete the limit hand Kokushimuso (or sometimes any Yakuman hand) but
usually this Yaku can only be claimed when taking a tile from an exposed Kong.

The name Chankan comes from "Ch'iang Kang" in Chinese meaning "scratching a Kong".
Z&HAO / Uy R—1O— [ryanpékd] / & TI)LA —~R—I— [daburu iipéko]
—f = [ryan sb ryan shun]

Ryanpéko (Twice Pure Double Chow) is double lip€kd, i.e. it is a concealed hand containing
two instances of two identical Chows, and it scores three Han (and you cannot claim any extra
doubles for lipeékd). Such a hand will always be composed of seven pairs but, because you are
counting twelve of your fourteen tiles as Chows, you cannot also claim Chii Toitsu.

218 (E[2]8) (MR
=1EF / =ZH 2 [sankantsy]

San Kantsu (Three Kongs) is awarded for a hand with three Kongs. It sounds so simple but it's
incredibly rare, in fact match logs show that it occurs less frequently during play than half of the
elusive Yakuman hands in the game! Despite that, it scores only two Han.

HEHHOOOO)8E

This section covers the special, rare, high-scoring Yakuman scoring elements.

& / %~ > [yakuman]

A Yakuman is a special type of Yaku which automatically receives the maximum limit of points,
either 32,000 points for a non-dealer or 48,000 points for the dealer (this limit sharing the name
Yakuman - see Limits). When you make a Yakuman hand, any lesser Yaku or Dora present will
not be rewarded but you still receive any available Riichi stakes and/or Honba points.

In English such scoring elements are known as Special Hands or more usually Limit Hands.

(The latter term can be traced back to early English texts on Chinese mahjong but it's perhaps
inadequate when applied to modern Japanese mahjong with its system of five limits in which the
Yakuman limit is a quadruple multiple of the base limit, Mangan. Therefore you might prefer to
refer to the Yakuman hands specifically as Top Limit Hands instead.)

As with my earlier Yaku listing, I've given the common English names here in brackets and the
Yakuman are listed in order of frequency based on Tenhou stats. The first three are the most
common, although even these are pretty rare (each occurring in approximately 0-04% of all
winning hands).

(I've listed only the standard Yakuman hands here. See Optional Yakuman for some more
exotic combinations that can be included in your games.)
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A IIL&E / WS [daburu yakuman] / Z{&1%i# [nibai yakuman]

An optional rule allows certain hands to be recognised as Daburu Yakuman (Double
Yakuman). As the name suggests, these score twice as many points as a single Yakuman so a
non-dealer would get 64,000 pts and a dealer would receive a jaw-dropping 96,000 pts! The
four usual ones (all special versions of normal Yakuman) are listed in the second section below.

The letter W (short for Warau) is often used as the Japanese version of "LOL" but in this case
it's used in place of the phonetically similar "daburu” (double).
U L& [shinguru yakuman]

Where Double Yakuman are disallowed they will instead be recognised as a Shinguru
Yakuman (Single Yakuman) and score the same as any other Yakuman hand.

Single Yakuman

ELEN / 39 L) — [kokushimuso] / Bl [kokushi] / + =% 7L [shiisan yaoch]

Kokushimuso (commonly known as Thirteen Orphans in English) is a hand composed of one
each of all thirteen terminal and honour tiles plus a duplicate of one of these, i.e. it contains
three different 1's, three different 9's, four different winds and three different dragons and
another one of any of those thirteen to form a pair.

O RIGIER R RN

This is one of the two exceptions to the usual format required for a completed, winning hand
(four sets and a pair). Since there are no sets, this hand will always be concealed and you will
need to draw the first thirteen tiles yourself. If you already hold the thirteen unique tiles then you
have an awesome thirteen-sided wait which can optionally be awarded a Double Yakuman
upon completion.

Kokushi means "distinguished citizen" and Muso means "peerless" or "unequalled". The four
kanji together are a recognised term used to refer to a "distinguished person". The alternative
(older) name Shiisan Yaochu denotes "Thirteen Terminals & Honours".

K=JT [daisan gen]

Dai San Gen (Big Three Dragons) is the big brother of Sho San Gen (Little Three Dragons).
It's composed of three Pungs, one in each of the three types of dragon tiles (plus one other set
and a pair which can both be made with any other tiles).

L ez (¢ [#]#)

The Pao rule usually applies to this Yakuman.

PORE %! [sd anko]

Su Anko (Four Concealed Pungs) is a hand containing four Pungs that have all been made
entirely of self-drawn tiles; if a Ron win stole the tile required to complete the fourth Pung then
this Yakuman cannot be claimed. If the four concealed sets are already complete and the hand
IS won on a pair-wait then this can optionally be awarded a Double Yakuman.

z[2[2) @/e(®) [l
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F— [tsaiiso]
The elegant Tsuiiso (All Honours) is a hand containing only dragon tiles and wind tiles. If

multiple Yakuman hands are permitted then you stand a chance of combining this with either
Dai San Gen or Sho Su Shii for a monster score.

=) (o] et (I ()]

A Tsuiis6 hand can be composed of either four Pungs and a pair or seven pairs (as a special
case of Chii Toitsu). The latter version can sometimes be recognised as a Double Yakuman.

INGE //NEEFD [sho sa shii]

Sho Su Shii (Little Four Winds) is awarded for three complete Pungs of three of the wind tiles
plus a pair of the fourth wind (and one other set of any tiles). It makes no difference which is
your seat-wind or the round-wind.

| W= Blela) e @

The name follows "Hsiao Ssu Hsi" in the original Chinese which means "little four joys".

#&— [ryaiiso] / A—ILJ V) —> [6ru guriin]
Rytiiso (All Green) is a hand containing only the purely green tiles in the game, i.e. the 2, 3, 4,

6 and 8 of the S6zu (Bamboos) suit and Hatsu (green dragon); in some versions it must include
Hatsu but in others it's not required.

e= MR B e ESEHEH
The name of this Yakuman comes from the original Chinese "Ll Yi Sé€" which means "green

one colour". The alternative Japanese name Oru Guriin is a (somewhat contorted!) katakana
rendering of the English name "All Green".

JBZEE [chinroto]

The requirement for Chinroto (All Terminals) is that the whole hand is comprised only of
terminals - suit tiles numbered 1 or 9.

525 (E=% @e)8)

It's similar to Tstiisd (All Honours) but, because there are only six types of terminals in the
game in contrast to seven types of honours, it's significantly rarer and a Seven Pairs version is
not possible.

)
oM E V0
TAE
N5 S
20
A

#hF0 [chiiho]

Chiiho (Earthly Win) occurs when a non-dealer's first drawn tile from the wall completes their
hand. If any players have called Chii, Pon or Kan prior to this then Chiihd cannot be claimed.
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AKEE / KHEF] [dai sa shii]

Dai Su Shii (Big Four Winds) is another "big brother" hand, an improved version of Sho Su
Shii with four complete Pungs of wind tiles (necessarily one set of each wind). It can optionally
be treated as a Double Yakuman but if not it scores the same as the lesser version.

RL=IR] [B]0]5] (@]2]] tt[=)

The Pao rule usually applies to this Yakuman.

NEFE [chirenpotd]

Churenpoto (Nine Gates) is a concealed flush hand consisting specifically of 1112345678999
plus one additional tile from the same suit (and often restricted to the Manzu suit only). In the

) T [ )

If you play around with your tile-set or scribble on the back of an envelope you should see that
all nine possible permutations of this Yakuman form a valid hand of four sets and a pair.

If you make the required thirteen-tile sequence first you can complete the hand with any other
tile from the suit so you have a nine-sided wait, or nine ways of "going out" - hence "nine gates"!
This multiple-wait version can optionally be counted as a Double Yakuman.

XF1 / X [tenhd]

Tenho (Heavenly Win) occurs when the dealer (east) has a complete hand at the start of the
hand of play. In other words it's the dealer version of Chiihd.

iEF / WA Y [sikantsu]

If you thought the San Kantsu scoring element was rare you ain't seen nothing yet! The limit
hand Sa Kantsu (Four Kongs) requires fours Kongs in your completed winning hand. It's not
even listed on the statistical log I'm working from, that’s how rare it is!

Hen NN !

3
A completed hand of tiles in Japanese mahjong usually consists of fourteen tiles but for each
Kong declared an additional supplement tile is drawn. Consequently, with all four sets as Kongs,
a S Kantsu hand contains the maximum possible eighteen tiles.
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S0 Kantsu is an exception to the rule that forces an abortive draw after four Kongs are made.

Double Yakuman

PORSZIBEES 1S H / TURSZI4S > X135 [su anko tanki machi] / PARSZI BEES [st anko tanki]

Sa Anko Tanki Machi (Four Concealed Pungs on Pair-Wait) is a St Ankd hand where the
four concealed triplets are made first with self-drawn tiles and the hand is then completed by
matching the one remaining tile on a Tanki Machi (pair-wait).

HEGERHEEE I SRCITIEN -
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ELXEN+=mFL / EXTENI3ESFD [kokushimuso jd-san men machil
FIE EEEMN [junsei kokushimusd]
Junsei Kokushimuso (Pure Thirteen Orphans) is a Kokushimusd hand where you already

have one each of all terminal and honour tiles and you are waiting for a duplicate of any one of
the thirteen to form the required pair.

You could well have previously discarded one of the thirteen tiles to achieve this therefore
making yourself Furiten but with this dream thirteen-sided wait you'd have a pretty good chance

of winning fairly quickly with a self-drawn tile.
BRI RS R ——

BES
In the mahjong manga Mudazumo naki Kaikaku, prime minister Koizumi's signature hand is the
"Rising Sun" - a thirteen-sided Kokushi wait completed with the 1-pin tile.

KIUE [dai s shii]
This is the standard Dai St Shii (Big Four Winds) hand as listed above, completed on any wait.

RLIR] ([B]0]5] (@]2]] tt[=)

NEFELEFL [charenpotd kyd men machi] / $IENEFE [jlunsei charenpoto]

Like the other "pure" hand above, Junsei Chirenpoto (Pure Nine Gates) is a Churenpoto
hand in which you already have the necessary structure (a concealed 1112345678999 flush)
and therefore have a nine-sided wait, waiting on any tile from the suit to complete it. Again you

could well find yourself in a Furiten state.
=3 EElE) 2Ea) Ele) BEE [Eemmemmn
Related Terms

4

PAEF0 [sa shii ho]

If Sho Sa Shii (Little Four Winds) and Dai Su Shii (Big Four Winds) are both scored as a single
Yakuman then there is little need to differentiate between them and therefore sometimes the
name Su Shii H6 (Four Winds Win) is used to refer to both or either of them.

% EFE [yakuman chofuku] / EE R [fukugd yakuman]

Some rule-sets allow Yakuman Stacking which lets you claim two or more Yakuman on the
same hand of tiles, for example combining Tsuiiso with Dai San Gen or Sho/Dai Sa Shii.

FEILLY [sekininharai] / 8 / BBl / /\A [pao]

The rule of Pao or Sekinin Harai (literally "Liability Payment") can be applied to either Dai San
Gen (Big Three Dragons) or Dai St Shii (Big Four Winds). It penalises a player for discarding a
tile which is taken by an opponent to complete the final required set for the limit hand but only in
cases where all the other required sets are already complete and exposed (so the opponent's
potential for making the Yakuman is quite evident).

If a player has two exposed Pungs of dragon tiles and another player discards the tile that lets
them make the third set for Dai San Gen, or if a player has three Pungs of wind tiles exposed
and someone discards the tile that lets them complete the fourth for Dai SG Shii, then the
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discarding player has to pay. If the hand is won by Tsumo the discarding player pays the full
amount or if the hand is won by Ron from a third player then the two discarders pay half each.

Optionally Pao can be extended to apply to any other Yakuman that can be claimed on an open
hand, i.e. Tsuiiso (All Honours), Su Kantsu (Four Kongs), Chinrdtd (All Terminals) and Ryuiiso
(All Green). The liability rule can also be applied to optional Yakuman such as St Renkd (Four
Consecutive Pungs) and li S6 St Shun (Pure Quadruple Chow).

KBAEDE [daiminkan no pao] / KBAED E{E$LLY [daiminkan no sekinin harai]

An optional version of this rule known as Daiminkan Pao can be applied in cases where a
player completes a Kong (specifically a Daiminkan) using a discard tile called from an opponent
and then declares a Rinshan Kaiho win after completing their hand with the supplement tile. The
discarder is liable and has to pay for the win in full, just as they would with a Ron win.

(In Chapter 24 of the Akagi manga Ichikawa makes a point of stating the Daiminkan Pao rule
quite clearly in advance for Akagi's benefit.)

10. Dora

k< [dora]
One of the distinctive features of modern Japanese mahjong is the system of Dora bonuses.

For each Dora tile present in your winning hand you receive one additional Han (double) in the
calculation of your score, so if you have a pair of Dora you get two Han.

In every hand of play there will always be at least one Dora but rules commonly allow the
addition of an Ura Dora and one or more Kan Dora and Kan Ura Dora (see below).

The optional red five tiles are also recognised as a special type of Dora.
The term Dora is a contraction of Doragon, the Japanese form of the English word "dragon”.

The quantity of Dora tiles in a winning hand is usually expressed using the standard Japanese
numbers, for example "Dora Ichi" (one), "Dora Ni" (two), "Dora San" (three), "Dora Yon" (four),
etc. Sometimes a single Dora is counted simply as "Dora" and two are given as "Dora Dora",
also Ura Dora might be counted separately, for example "Ura Icihi".

K5 RTEE [dora hydji hai] / & < Y EE [mekuri pai]

The Dora are determined by the Dora Hyoji Hai or Dora Indicator Tile(s) in the dead wall.

For any given indicator, the Dora will be the tile that follows next in sequence. For example if the
Dora indicator is the 3 tile in the Pinzu suit then the Dora will be the 4-pin. If the indicator is a 9
tile then the sequence wraps and the Dora is the 1 tile in the same suit.

Since the honour tiles lack numbers, they are assigned the following sequences:

A MC I R VR LI B

East South West North East Red White Green Red

So for example if the Dora indicator is a south wind tile then the Dora is west, or if the indicator
is a green dragon (Hatsu) then the Dora is the red dragon (Chun). You'll notice that the order for
the wind tiles is the same as the arrangement of the seat-winds in counter-clockwise order.
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ATIKS /WK [daburudora] / # 7 K5 [dabu dora]

If the same tile appears twice among the various Dora indicators then the effects are cumulative
and you get a Daburu Dora (Double Dora). For example when there are two 7-man indicators
and you win with a hand containing a set of three 8-man tiles you would receive six Han.

Dora bonuses stack with doubles from red fives so if the Dora indicator was 4-pin and you had
one red 5-pin then that would also be a double Dora worth two Han.

However each red tile always gets only one Han for being red (this effect does not get doubled
when there are multiple matching indicators).

(The term Dabu Dora can also describe an exotic optional rule in which two Dora indicators are
always flipped at the start of every hand of play.)
5 K5 [omote dora]

The top tile of the third stack is always flipped at the start of each hand of play (shown as tile A
in the diagram below). This is the indicator for the standard Dora bonus tile, the Omote Dora.

. Omote Dora _—
Supplement tiles indicator Kan Dora indicators
A
1 3 B C D E
2 4 F G H I J
Ura Dora

Supplement tiles Kan Ura Dora indicators

indicator

This diagram illustrates the internal structure of the dead wall under modern Japanese rules, as
viewed by the player nearest to it. The initial tiles drawn by the players (Haipai) are those
immediately to the left of this section and the back end of the live wall is to the right.

BKFS / A2 K3 [kandora] / #83 K< [kan omote dora]

Each time a player declares a Kong they collect a supplement tile, these being taken from the
first two stacks of the dead wall starting with 1 for the first Kong, then 2, 3 and 4. Additionally
they also flip Kan Dora indicators on the top row, one per Kong, in the order B, C, D and E.

(For each consecutive supplement tile taken, the tile which would be the Haiteihai - the final tile
available to be drawn from the back of the live wall - will change. For example, the last tile to be
drawn is normally X - the bottom tile of the final stack of the live wall - but when a player
declares the first Kong they would take 1 as their supplement tile and, although it isn't moved, X
would effectively become one of the fourteen tiles required in the dead wall and the final tile
available for drawing would then be Y.)

It is crucial that any given rule-set specifies whether the Kan Dora indicator is revealed either as
soon as the Kong is formed or not until the player has taken their supplement tile and safely
made a discard, thus completing their turn. This becomes significant if another player declares a
Ron win on the discard, determining whether or not they have the benefit of the Kan Dora.
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EFZ / 93 F3 [uradora]
If a player wins a hand after declaring Riichi they also use the tile underneath the Omote Dora
indicator (F) - this becomes the indicator for the Ura Dora or Underside Dora. If you grab both

tiles at the ends you can pick them up together to inspect the face of the Ura Dora indicator, but
you can only do this after the win has been declared - the Ura Dora remains secret until then.

(A player who has not declared Riichi may not apply the Ura Dora upon winning a hand, even if
one or more of his opponents had "reached" themselves.)

HURRFS /EBERFS / EY5 K5 [kanuradora]
In the same situation, if any Kongs had been declared then the hand winner can also apply

Dora indicators directly beneath the active Kan Dora indicators (i.e. G, H, | and J with each
successive Kong declared). These act as indicators for the Kan Ura Dora bonus tile(s).

For example if a hand of play saw two Kongs being declared then tiles 1 and 2 would be taken
as supplement tiles and B and C would be flipped to become indicators for two Kan Dora. If a
player declared Riichi and went on to win the hand they would also apply indicators both for the
Ura Dora (F) and for two Kan Ura Dora (G and H). Combined with the normal Omote Dora, this
would give six active Dora to potentially add doubles to the calculation of the hand score.

11. Ready and Waiting

This section discusses terms relating to the process of completing your hand of tiles.

T iNA / EEhE [tenpali]

A hand which requires only one more tile to become complete is referred to as being Tenpai,
(literally "listening [to the] tiles"). In English you are said to have a Ready hand or sometimes to

be "waiting”, "fishing" or "calling”. The original Chinese term is "T'ing P'ai".

As can be seen from the examples of waits below, although a Tenpai hand is only one tile away
from being completed, there could be two or more different types of tile that would achieve this.

J—TY / FEE / KX [noten]

A hand of tiles which is not Tenpai is described as being Noten (literally "no Tenpai").

Usually when a hand ends in an exhaustive draw the players with Noten hands must pay points
(Noten Bappu) to those that are Tenpai.

A player must have a Tenpai hand to legally declare Riichi; when a hand ends in a draw any
player who declared Riichi must display their hand and if this is shown to be Noten they must
pay a Chombo penalty.

ENEE / A <EE [damaten] / A < [dama] / FBEEE / BT > [yamiten]

If a player becomes Tenpai with a concealed hand but then chooses not to declare Riichi they
are said to be in Damaten which means "Silent Tenpai". A less common name for this is
Yamiten (literally "dark Tenpai").

When you declare Riichi it draws attention to your hand - you are effectively announcing that
your hand is Tenpai - and will therefore often cause your opponents to start playing defensively
(or at least more cautiously). If they don't realise that your hand is Tenpai then they are more
likely to discard a tile you can steal for a win.
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FRXEERE / X T /31 [keishiki tenpail

Keishiki Tenpai (loosely "Tenpai form") is a rule option that recognises a hand of tiles as being
Tenpai even if it has no Yaku. This can have an impact on the distribution of Noten Bappu and
in meeting the conditions for Renchan.

ZEEE / HhS T2 [karaten]

Your hand is Karaten (literally "empty Tenpai") when all of your waiting tiles are unavailable, e.g.
already discarded or locked in melded sets. The initial Japanese character in the kanji spelling
is the same one found in the words "karate" and "karaoke".

Your rule-set should specify whether a Karaten hand is considered Tenpai or Noten. Typically it
is recognised as Tenpai unless all four instances of the tile that would complete it are already in
other sets in the same hand, as in the example below (the hand would be completed only with a
3-man but all four copies of this tile are used in other sets).

L] (®l®] ZlmE] (e 2[2) 5)3)

[IE [shanten] / — @& [ishanten] / Z[AEE [ryanshanten]

Your Shanten is a count of how many tiles away you are from being Tenpai. This term is
preceded by the usual Japanese renderings of the Chinese numerals used in mahjong (see
Numbers) to indicate the number of tiles required. Shanten means "approaching Tenpai".

You are Ryanshanten when you need two more tiles to make a Tenpai hand. When you get
one of these you are then lishanten - you are now only one tile away from being Tenpai and
therefore two tiles away from having a complete hand.

— R EERNER [iishanten jigoku]

Often a player will struggle to draw one of the tiles they need to achieve a Tenpai hand. In this
situation they might say they are stuck in lishanten Jigoku (literally "lishanten Hell")!

1&F [tatsu]

A Tatsu is any group of two suit tiles which have the potential to form a Chow.

There are three types of Tatsu which correspond directly to the three types of basic waits where
a winning hand is completed by finishing a Chow (i.e. Ryanmen, Penchan and Kanchan waits).

B g8 —[=1= :
Ryantatsu: [H H]E EIEHE][HHH] Pentatsu: 3515 Kantatsu: %ﬁ
MEEF [ryanmen tatsu] / WEF [ryantatsu] / MIE [ryantd)

A Ryantatsu is a "serial pair" of two sequential tiles which could form a set by the addition of a
tile at either end, for example a _45 element completed with either a 3 or a 6.

JDERIBEF [penchan tatsu] / iB3EF [pentatsu] / LIE [pentd]

A Pentatsu is like a Ryantatsu but it contains either a 1 or a 9 and can therefore only form a set
directly by adding a tile on one side, for example by adding a 3to a 12_ element.

EXERIEF [kanchan tatsu] / #R¥EF [kantatsu] / BRIB [kanta]

A Kantatsu consists of two tiles that can form a set by the addition of a tile in the middle, for
example a 6_8 element requiring a 7.
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A Kantatsu always has the potential to make either one or two types of Ryantatsu if you draw an
adjacent tile, for example if you have a 3 5 Kantatsu you can make a 23 Ryantatsu if you
draw a 2 or a_56_ Ryantatsu if you draw a 6.

2+ A4 [uke-ire]
Your Uke-Ire is the total number of tiles currently available that would reduce your Shanten.

If your incomplete hand has one Ryantatsu and one Penta then there are three types of tiles
that would allow you to progress. There are four copies of each tile in a mahjong set but usually
some of those will be unavailable (e.g. if they've already been discarded). So for example if two
of them are unavailable your Uke-Ire in this scenario would be ten (3 x 4 - 2 = 10).

FEEE [hairi] / REZNEE [haikoritsu]

The terms Hairi (pronounced "hai-ri" not "hairy"!) and Haikoritsu both refer to the theories of
Tile Efficiency. Converting a Kanta into a Ryantatsu usually increases your Uke-lre and
therefore improves the "efficiency” of your hand - it increases your chances of making Tenpai.

FERE [ukihail
The term Ukihai (literally "floating tile") describes an Isolated Tile - one that is not part of a set,
a pair or a Tatsu (so you cannot make a set with the addition of just one tile).

2 B [urame]

Urame means "Backfire" and can refer in mahjong to a situation where you made an unlucky
choice, for example if you had a less efficient 7_9 Kantatsu element and decided to discard the
9 but then immediately drew an 8 tile in the same suit (which would've completed the set).

Basic Waits
#H / <F [machi
Machi means Wait (or Waits) and refers to the tile (or tiles) that would complete a Tenpai hand.

The five basic types of wait are the Ryanmen, Penchan, Kanchan, Shanpon and Tanki. These
are described and illustrated below along with some related terms and variations.

m / *»> [men]

The term Men is used to describe the number of "Sides" to a wait, i.e. how many different tiles
could complete it. For example, a Penchan wait is a one-sided wait.

(It should be noted that the katakana spelling * > is also used as an abbreviation of Menzen.)

MEF 5 [ryanmen machi] / WE [ryanmen]

A Ryanmen Machi (literally "Two-Sided Wait"), or simply Ryanmen, consists of the serial pair
of a Ryantatsu element. Two different tiles could complete the Chow and therefore the hand.

-
B 8|88 waitst|§ B]EEE

Of the five basic wait types this one gives the highest chances of winning - you are waiting on
two different tiles and there could be as many as four of each still available, for eight in total.
(Some of these might be unavailable though if already discarded, in a melded set, in the dead
wall or being retained by one of the other players, so eight is the theoretical maximum number.)

A hand must be won on a Ryanmen wait in order to qualify for Pinfu.
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AiRFEL / ROF v UFS [penchan machi] / R F + > [penchan]

A Penchan or Edge Wait is based on a Pentatsu element and will always be completed by
eithera 3 (on a 12_ wait) ora 7 (on a _89). You will be waiting on up to four copies of that tile.

#RAR1FD / A F v UFDH [kanchan machi] / 71> F 4 > [kanchan]
A Kanchan is a Centre Wait or Closed Wait formed from a Kantatsu element. You wait on one

type of tile and up to four copies of this will be available.
't
BB8 Bl wait|ggg

O RVEFDL / WHfFED [shanpon machi] / 7R [shanpon] / L %X [shabo]

A Shanpon wait is a case where you have three completed sets and two pairs. One of the pairs
must be made into a Pung to complete the hand. With this one too you are waiting on four tiles
but this time two each of the two different waits.

[%][%] [][ waits:
HEGFS / 2 UFFD5 ftankimachi] / BEF [tank] / 72 Y5 [atama machi]

A Tanki or Pair-Wait is a hand with four complete sets leaving only a single tile waiting for
another of the same type to make the required pair. As there are four copies of each tile in the
game - and you already have one of them - you are waiting for only three tiles.

®
wait:

The word Tanki means "lone horseman".

BEES / NS HBES [hadakatanki] / R k1) T [sutorippu]

A Hadaka Tanki is literally a "naked" (exposed) Tanki wait or a "strip" hand where you have

four open sets which leaves a single concealed tile to match for your pair.
L RE
% | wait | %

Winning a hand on such a wait is the PSN trophy requirement for the mahjong minigame in the
PS3 video-game Ryd ga Gotoku 3.

Akagi confounds his rival with a Hadaka Tanki wait in Episode 12 of the anime - and then
spends most of Episode 13 explaining it!

#ERFFD [jigoku machi] / HUIEREEES [jigoku tanki]

A Jigoku Machi (literally a "Hell Wait") or sometimes Jigoku Tanki is a Tanki wait where two
of your three winning tiles are unavailable so you are waiting on a single instance of a single tile.
(In the example below the other two 7 tiles are locked in the melded Chows.)

: ;
BEB . |ggg
[HEH] wait: HEJ
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FE7RT [harabote]

A Harabote wait is a Tanki or half of a Shanpon wait embedded inside a Chow. In the following
example it's a pair-wait and only two tiles would complete your hand.
OC/ @@

The name Harabote means "visibly pregnant” - the wait is "showing" inside the Chow like a
pregnant woman's bump!

=B [takame] / &H [yasume]

In a situation where one of your waiting tiles would give you more Yaku than the other, the more
valuable wait tile is the Takame and the other is the Yasume. Taka means "expensive" and
Yasu means "cheap".

In the following example the Takame is the 1 tile as this would give you the additional scoring
elements Chanta and lip€kd; the Yasume is the 4 tile. You might choose to skip an opportunity
to call a Ron win on a discarded 4 if you think you can get the 1 later. If you self-draw the 4 and
discard it you will be Furiten and only able to win if you draw another winning tile later.

HEEIEEE
ZF [yasude]

The term Yasude (using the same kanji as Yasume above) literally means "cheap hand".

HbHiEDL [mochi-mochi] / X3E [toisq]

Mochi-Mochi is the situation in which two players are both sitting on a pair of the same tiles
waiting for a third one that never appears because the other player has them. The other name
for this is Toisu which literally means "dead pair".

Complex Waits

JENE [nobetan]

A Nobetan ("stretched Tanki") is a wait based on a sequence of four sequential tiles in the
same suit giving a Tanki wait at each end. In the example below you could complete the hand
with either a 2 (giving 22 345) or a 5 (giving 234 55). You are waiting on up to three instances

each of two types of wait tile so six tiles in total.
B [BoE
HE RN HE
=HEHE [sanmentan]

An extension of the previous concept gives the Sanmentan ("three-sided Tanki") which you get
from having a sequence of seven consecutive tiles. This gives you three pair-waits and you are

waiting on a potential total of nine tiles.
/\
waits:

HHHBBAEG
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B [pentan]

A Pentan wait is a combination of a Penchan and a Tanki. There are two forms this can take -
in the first example you have either a 111 set with a 2 pair-wait or a 11 pair with a 12_ Penchan
and in the second there's either a 222 set with a 1 pair-wait or a 22 pair with a 12_ wait again.

ODOB™E|
CHBE

waits:

HREL [kantan]
Similarly, a Kantan wait is a combination of a Kanchan and a Tanki.

EREHR [kantankan]
A Kantankan consists of two Kanchan waits and a Tanki pair-wait in combination.

Bl B8 8.8 BB|B,B(BEE
[H H][H B][H H][ ; ][EE][H][EE] waits:
EA [tatsumaki]

B
A Tatsumaki (literally "tornado™) wait has a similar form to the previous type but it can be

completed with five types of tiles instead of three.
[H H][H H][H H][HHH][HHH][HHH][HHH] (B ][E H][ ][HHE][ 55]
B B8|EE §88) 888|888 waits:|§ B|H B 888 )58
ZHEfFH [tamen machi]

B°8
Tamen Machi is a general name for any wait with three or more sides. I've given a few more
examples below, all based on groupings of same-suit tiles.

BB
3l

e és][séalsés
R A e R
HEEBBEArESHGES
HEBHRESHrE RS E T
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The best possible waits occur when you have the core structure of either the Chirenpotd (Nine
Gates) or Kokushimuso (Thirteen Orphans) limit hands in which case you can complete the
hand by matching any tile you already hold, giving you a nine- or thirteen-sided wait respectively.

-

HHARARREEE

&) (] & [ @] bt (2] #)

Furiten and Defence

RYEE / REE / 2 T2 [furiten]

Alongside Riichi, Dora and the one-Han minimum, Furiten is one of the trademark features of
modern Japanese mahjong. Although sometimes unpopular among players who learnt the
Chinese version of mahjong first, Furiten is an important part of the Japanese game and crucial
to the defensive play required in a rule-set where the discarder pays in full on a Ron win.

—

| &2

] [ee®
200
@08
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A player is Furiten when they have a Tenpai hand and have previously discarded during the
current hand of play any of the tiles that would now complete their ready hand. The penalty for
being Furiten is that the player is forbidden from calling Ron on any discard which they could
normally take to complete their hand; they can however still win by Tsumo with a self-drawn tile.
The player may attempt to change the structure of their hand so that they are no longer Furiten.

=I=1=] (=== [EEB] 2. |3RE) (=, [==] [=]=
glgﬂg] g][:g][g] G EEE B ) CRI N Y
Y& [~ [ For example say a player has the ready hand illustrated above.
&
)t\é’%\ )i % fg\ g They have a Ryanmen wait for the 2-pin and 5-pin tiles and either
I e of these will complete the fourth set (and the hand). However,
B88 g“ because their discards (shown to the left) include the 2-pin, they
BERIS are not permitted to call Ron on either the 2-pin or the 5-pin.

If the same player then went on to draw a 4-pin they could discard the 3-pin to give themselves
the hand shown below. This is also a ready hand but it now has a Shanpon structure, waiting on
either a 4-pin or a 2-man to complete a set. Since neither of these tiles are among the player's
discards, they are no longer Furiten and can now legally declare a win by Ron (when available).

—~[=1=) [—=]=]=] (e88].E,|[B~E ==
HEEIEEENH. 56
A player enters a Temporary Furiten state if they pass on a discarded tile which would

complete their Tenpai hand (even if without Yaku). As with normal Furiten, such a player cannot
declare a Ron win. They will remain in temporary Furiten until their next turn.

® @
® @

® @
® e

However if the player has already declared Riichi and they pass a winning tile they will remain
Furiten until the end of the current hand of play.

RNAELY [betaori] / B&Y B / A ') B [oriry]

Origami isn't the only Japanese pastime that involves folding! Although a player is not permitted
to actually drop out of a hand of play (as in poker), they may choose to stop building their hand
of tiles and instead switch to purely defensive play, discarding only tiles which they think will be
safe. A player might do this if one of their opponents has declared Riichi or has otherwise given
indications of having a Tenpai and/or high-scoring hand.

Barticle's Japanese Mahjong Guide page 44 Jump to: Contents



In English this is known as Folding. The Japanese use the term Betaori or the verb Oriru
(which means "to climb down" or "to disembark") to describe this type of play.

BEHHEH B [awaseuchi]

Awaseuchi is when you discard a tile immediately after the player to your left discarded the
same one. This is always safe because the discarder would be Furiten on that tile and the other
two players would be in temporary Furiten if that tile would complete their hand.

< Ak [rasuhai]

The Rasuhai (literally "last tile") is the fourth remaining copy of any type of tile after the other
three have all been played. The fourth copy of an honour tile is a very safe discard because it
can only be taken for a win with Kokushi (Thirteen Orphans) and that scenario could be readily
identified from an opponent's discarded tiles.

I8 [genbutsu]

One core defensive technique relies on the Furiten rule. If you've decided to fold because an
opponent has declared Riichi you know that you can safely discard any tile that they have
already discarded themselves with no risk of that player stealing it for a Ron win because if they
were waiting on that tile they would be Furiten from it and therefore not allowed to call Ron.

The word Genbutsu means "actual thing" (i.e. "same thing") so in the context of defensive play
it refers to a tile that matches one in another player's discard pool.

Since a player who has declared Riichi becomes Furiten on any "missed win" tiles, you can also
safely discard any tiles that have been dropped by the other two players since the Riichi player
"reached" - but don't overlook the possibility of the other two being or becoming Tenpai too!

B/ AT [suji
More advanced defensive tactics involve "discard-reading” whereby you attempt to determine a
player's waits by studying which tiles they've discarded already (and in what order).

Some methods work on the assumption that your opponent has given themselves an efficient
two-sided Ryanmen wait (with up to eight winning tiles available). The term Suji refers to the
tiles that would complete a Ryanmen wait, for example a 2 or a 5 would complete a 34 wait.

Each Suji consists of two numbers, three spaces apart, e.g. 3 and 6 or 4 and 7. The Suji can be
combined to form three sequences: 1-4-7, 2-5-8 and 3-6-9.

Say your opponent has discarded a 5-pin tile then you might infer that they have neithera 34
wait (for the 2 and 5) nor a _67_ wait (for the 5 and 8) in which case both the 2-pin and 8-pin
tiles might be safe too.

E A [ura suji]
As you build and improve your hand during the course of play you will be discarding tiles which
betray your actions. If you're holding a one-sided 5_7 wait and then draw a 4 in the same suit

you would probably drop the 7 giving you a more efficient two-sided _45 wait. The 7 discarded
from your hand is an Ura Suji, revealing a Kanchan wait that was converted into a Ryanmen.

The Ura Suji ("back Suji") tile will have a number that is one higher or lower than one of the two
sides in the Ryanmen wait. In the previous example the Ura Suji was the 7 tile and this was
adjacent to the 6, one of the two tiles in the 3-6 Suiji.

Ff-F XY [matagi suiji]

Another possible scenario is when you have a surplus pair of tiles in your hand and then draw
an adjacent tile which you retain, dropping one of the original pair to give a two-sided wait. For
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example if you have a pair of 3's in your hand, draw a 4 in the same suit and then discard one of
the 3's leaving you with a 34 wait. In this case the discarded 3 is a Matagi Suji.

In such a case the Matagi Suji ("branch Suji") will be one of the two tiles in the serial pair
forming the new Ryanmen wait, although your discard-reading opponents will not be able to tell
which one. In my example the dropped 3 could indicate a 34 _form in which case the waits are
2 and 5 or it could be a _23_ form waiting on 1 and 4.

FUEF / fE4%F [aida yon ken]

Often you will see two or more discard tiles that are revealing information about the same
waiting set. One simple case is named Aida Yon Ken (loosely “four-house interval®) - a
situation where there are two discarded tiles in the same suit with a gap of four numbers
between them, the two discards both being Ura Suji (one above and one below) for a Ryanmen
wait sandwiched between them.

For example a 4 and a 9 are both Ura Suji for a _67_ element which waits on a 5 and an 8.

AR/ BE [kabe] / / —F ¥ >R [nd chansu]
Another useful concept - in both offence and defence - is the Kabe ("wall").

If you have sight of all four copies of a specific suit tile (in your hand, among the discards, in
melded sets and/or flipped as a Dora indicator on the dead wall) you will know that certain types
of Ryanmen waits are impossible - there is "No Chance" that a player will have one.

For example if you can see all four 7-man tiles then you know that no-one is holding either a
_67_ora _78_ wait in that suit so the 8-man and 9-man might be safer discards. However a
player could still be waiting on the 5-man with a _34_ wait or the 6-man with a _45  wait and
they could even have a Tanki or Shanpon wait on the 8-man or 9-man. The discard-reading
techniques rarely give the complete picture but they do provide useful information.

The table below shows the tiles that are potentially safer discards for each type of wall.

Kabe: 2 3 4 5 6 7 8
Safer Tile/s: 1 1land 2 2and 3 3and 7 7 and 8 8and 9 9

Kabe (wall) should not be confused with the tile wall which is called the Yama (mountain).

J 2 F -+ >R [wan chansu]

Slightly less reliable than the Kabe is the situation where you can see only three copies of one
specific tile instead of four. Now there is One Chance the fourth tile is used in a Ryanmen wait.

SEEEK [kanzen shinko] / &Y w/N / €Y wiN [zentsuppa]l / €'Y [zentsy]

Kanzen Shinko (literally "complete attack") or Zentsuppa is when you push to complete a
winning hand with no consideration of defence. This is the opposite of Betaori.

B L3THE / £ LITH [mawashiuchi] / FTHEIL [uchimawashi]

Mawashiuchi is when you try to discard safe tiles while also still building your hand.

#= LA [sashikomi]

Sashikomi is when you intentionally deal into another player's hand, perhaps to end the match
or to prevent another opponent from completing a big win.
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I#% L [yamagoshi]

Yamagoshi is when you declare a Ron win on a tile that matches one discarded by another
player in the previous go-around - the player that discarded the second copy probably thought it
was fairly safe because the previous copy wasn't taken for a win.

This might occur incidentally if you were lishanten on the first cycle and then your next drawn
tile made you Tenpai. Alternatively you might do it deliberately if your hand was already Tenpai
- passing a win on the first tile would put you in temporary Furiten but only until your next turn.

(This is not possible after reaching since a missed win then would put you in permanent Furiten.)

TZeh / BE/\1 [anzenpai] / Tk [anpali]
An Anzenpai is a tile which is totally safe to discard.

fEPRh% [kikenhai]
Conversely a Kikenhai is a potentially dangerous one that might help one of your opponents.

12. Win, Lose or Draw
Each hand of play in a game will always end in either a win or a draw - as described here.

Wins

7HY / MY [agari] / FAT [hora]

The term Agari refers to a player declaring a win on the current hand of play (as opposed to
winning the overall match). Their hand of tiles must have the required structure and contain at
least one Yaku. In older English texts this is sometimes called "going out" or "going mahjong".

If the dealer wins a hand then they stay on as dealer in an extra hand (see Renchan).

There are two ways of completing a winning hand: Tsumo and Ron.

YE / BIE [tsumo] / VESHHMNY [tsumo agari]

Although it can also describe any "self-drawn" tile that the player takes from the wall on their
turn, the term Tsumo refers to a win declared using such a tile. The player says "Tsumo" and
displays their tiles on the table, keeping the winning tile separate so the wait can be determined.

The word follows the original term "Tzu Mo" in Chinese, meaning literally "self-drawn".

Tsumo is usually written as *J & using katakana script.

If the hand of tiles is concealed, i.e. if all the tiles present were self-drawn, then the player can
claim the scoring element Menzen Tsumo. Such a hand is described as being "strongly closed".

Ay / % [ron] / HHHNY [de agari]

The other way to achieve a win is to steal any opponent's newly discarded tile to complete your
hand - this is called Ron. Your spoken declaration of "Ron" takes precedence over any call of
Chii or Pon/Kan and, unlike those, the captured tile can be used to complete any part of the
winning hand - a Chow, a Pung or a pair (or the required structure for Kokushi).

As with Tsumo, the katakana form B > is the one most commonly used for Ron.

A player is not permitted to declare a Ron win when they are Furiten.
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P98I A > [menzen ron]

Menzen Ron describes a concealed hand that is completed by Ron. Such a hand is referred to
as being "weakly closed" - it still meets the condition of any Yaku that requires a concealed
hand (e.g. Pinfu) but if the winning tile was used to complete a Pung then that set is counted as
being exposed when it comes to reckoning the Fu (minipoints) for the hand's score.

A case of Menzen Ron receives an additional 10 Fu on top of the 20 Fu normally given for a win.

BT+ / BF / B DT [atozuke]

The Atozuke rule allows you to claim a Ron win with a hand that did not previously have any
confirmed Yaku. Atozuke is also known as After-Attaching or Backdoor Win.

S I/ Feftlt [sakizuke]

Sakizuke is the opposite of Atozuke (so Sakizuke Ari is the same as Atozuke Nashi).

8% [hojal
The term HoOju denotes a situation where the player discarded the tile that was taken by one of

their opponents for a Ron win. In English you would commonly say that the first player "dealt
into" the other's hand or that they got "ronned".

RYAH / RAH / A/ TS [furikomi]

In a Ron win the player who discarded the winning tile is required to pay the full amount of the
hand's points value (see Scoring). The word Furikomi describes such a payment.

BIEF A Y [doji agar] / ZZRF [ta cha ho)

It is possible that more than one player will declare a Ron win off the same discard tile. This is
called Doji Agari or "simultaneous win".

A J)LAY [dabururon] / & 7B [daburon] / =ZFF [ryan cha ho]

When two players declare a Ron win on the same tile it's called Daburu Ron (literally "Double
Ron") or Dabu Ron for short.

If Double Ron is disallowed in the local rules then Atama Hane (see below) applies and only
one of the wins is recognised.
k1) Z)La Y [toripururon] / k1) B [toriron] / =ZFH [san cha ho]

The term Toripuru Ron ("Triple Ron") describes the situation where all three other players
simultaneously declare a win on a tile discarded by the fourth.

In cases where house rules do not permit all three players to claim their wins, they will instead
either allow only a single player's win (according to Atama Hane order as explained below) or
force an abortive draw (with no winners).

f£# 0 > [fukusa ron]

Fukusi Ron (Multiple Ron) refers to both Double Ron and Triple Ron.

BEBkta / BH/\A [atama hane]

The Atama Hane or "Head Bump" rule applies in any cases where multiple Ron wins off the
same tile are disallowed. Only one winner is recognised, this being the one sat nearest to the
discarder's right, working around the table in counter-clockwise order.
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Exhaustive Draws

R [ryukyoku]

A hand of play is deemed to have resulted in a Ryukyoku (draw) when a player has drawn the
final available tile from the live wall and made the discard that follows (i.e. the Hoteihai) without
a win being declared. Specifically this is an Exhaustive Draw - the supply of tiles in the wall has
been totally depleted (or "exhausted").

REESIFF / AFES / / —T 2 Si%F [noten bappu]

In the event of an exhaustive draw, each player in turn (starting with east) can reveal their tiles if
their hand is Tenpai (ready). If a player declared Riichi then it is mandatory that they show their
tiles (to confirm that the Riichi was legal) but in other cases showing the hand is optional (a
player might occasionally choose to keep the contents of their hand a secret).

An exchange of points called Noten Bappu ("Noten penalty points") then occurs in which a total
of 3,000 points are paid to the players with revealed Tenpai hands by the players whose hands
were Noten (unready). The possible outcomes are summarised in the following table.

Number of Players with Tenpai Hand
no players 1 player 2 players 3 players all players
Tenpai player/s each receive: nil 3,000 pts | 1,500 pts | 1,000 pts nil
Noten player/s each pay: nil 1,000 pts | 1,500 pts | 3,000 pts nil

EiE / LYF ¥ > [renchan]

If a hand of play results in either a dealer win or an exhaustive draw where the dealer is Tenpai
then an extra hand is played; this is called a Renchan or Continuance. Such a hand does not
count as one of the four standard hands played per wind-round and the seat-winds do not move
(so the east player "stays on" as dealer in the next hand of play).

Variations of the rules can change the conditions for Renchan. Sometimes the dealer only gets
a continuance if they win and not in a draw, or sometimes they get a continuance on a win or
any draw (regardless of whether their hand was Tenpai or not).

FAEAEE [nanba noten]

Yet further variations can apply different Renchan conditions in the first round and second round
of a match. Perhaps the most common is Nanba Noten (literally "south round Noten™) whereby
the dealer gets a continuance for a win or a Tenpai draw during the first round and the
conditions are relaxed to additionally allow a continuance on a dealer Noten draw in the second.

Some video-games allow various permutations of Renchan condition options; the most flexible
games allow all nine possible combinations.

FEAE / Y IH [tsumibd] / BB [hyakutenbd]

Each time a hand of play ends in either a dealer win or an exhaustive draw, regardless of
whether the local rules give a continuance, a Counter is placed on the table. Since mahjong
sets don't contain suitable counters, one of the dealer's 100-point scoring sticks is used. These
are known as Tsumibo (loosely "heaped sticks") or Hyakutenbo ("hundred-point sticks").

If an exhaustive draw occurs in which the seat-winds move and the dealer changes (for
example if the rules allow dealer Tenpai continuances but the dealer was Noten) then the
former dealer must take back their sticks and the new dealer should replace them with their own,
adding one to the total for the draw that has just occurred.

The number of counters on the table is significant if the Ryan Han Shibari rule option is used.
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K15 [honba]

The accumulated counters on the table indicate the Honba count. Each time a player wins a
hand they receive an additional amount of points equal to the Honba count multiplied by 300, so
for example with three counters on the table they get an extra 900 pts. On a Ron win the payer
must pay the full amount but on a Tsumo win the three losers all pay an equal share.

After a non-dealer win (with the Honba points added to the total) the counters are removed from
the table, reclaimed by the current dealer, and the Honba count is effectively reset to zero.

Although it's always nice to get more points, the 300 multiplier doesn't usually have a major
effect on game scores. Some video-games give the option to change the amount to 500, 900,
1,500 or even 3,000 points, but this is uncommon in practice.

15 [hiraba]

A Hiraba is a hand of play with no counters on the table (so there will be no multiples of 300
points added to a winning score).

¥EH15 [tsumiba]

A Tsumiba is a hand of play with one or more counters.

#%E [rinchan / ronchan] / AL [oya nagare]

Rinchan is the opposite of Renchan - it's the situation where the following hand is played after
rotating the seat-winds as normal. This is described in the term Oya Nagare which means
"dealer flow", this showing that the dealership passes (flows) to the next player in turn after a
draw in which the dealer doesn't receive a Renchan.

Abortive Draws

BB [tochd rydkyoku]

Optionally the rules of Japanese mahjong recognise the following five situations which can
cause a Tochu Ryukyoku or Abortive Draw to be called. This is when a draw occurs either
during a hand of play or at the beginning of one.

Tochi means "midway" - unlike an exhaustive draw, the abortive draw occurs during the hand
instead of at its end.

PO & ES$T [sifon renda] / PHEF3EFT [st fontsu renda]

The draw of Si Fon Renda (literally "four winds barrage") occurs at the start of a hand if all four
players discard the same wind tile on their first turn.

NFENKE [kyd shu kyd hai] / JLFE 2 FUREEIRE [kyd shu yao kyd hai t6 hai]

If, after taking their first draw from the wall, a player holds nine or more different terminals (1's
and 9's) and honours (winds and dragons) they can, at their discretion, choose to declare a
drawn hand. This draw is called Kyu Shu Kya Hai which means "nine types, nine tiles".

=ZH [sanchahd] / SABHHY [san nin agari]

The draw of San Cha Ho ("three player win") occurs if three players simultaneously declare a
Ron win on the same tile after it is discarded by the fourth player.

If your local rules do not recognise this optional abortive draw then they will specify either that
all three players' wins are valid (Triple Ron) or that only the player immediately to the discarder's
right takes the win (by Atama Hane order).
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PURIIE / PZE ') —F [stchariichi] / 4AN') —F [yonin riichi]

The Sa Cha Riichi ("four player Riichi") abortive draw is declared when a player calls Riichi
after his three opponents have already "reached" in the same hand of play. As with any drawn
hand, the players that declared Riichi (all four in this case) must reveal their tiles.

POBATE [stkaikan] / EEEFRMN / dh Vi / ™A VRN [so kan nagare]

The fifth abortive draw is St Kai Kan (four declared Kongs). This applies when a player
declares a Kong after three Kongs have already been declared in the same hand. The only
exception to this is when all four Kongs were declared by the same person, in which case the
game continues and he can attempt to make the almost impossibly rare St Kantsu limit hand; in
this scenario the declaration of a fifth Kong will either cause an abortive draw or be disallowed.

Although the abortive draws are mostly founded in superstition, the limit of four Kongs per hand
is also a practical one - in the dead wall there are only four tiles available as supplement tiles
and there are only four tiles that can be used as Kan Dora indicators. Consequently, if the St
Kai Kan abortive draw is disallowed under local rules, the declaration of a fifth Kong in any
given hand must be prohibited.

13. Scoring |

Scoring in any form of mahjong can appear a little complicated at first sight and the Japanese
version is no exception. The video-game from which | learnt mahjong described the basic rules
and Yaku but made no attempt to explain how the scoring worked. | thought I'd never
understand how the game derived all those numbers, but luckily | found some resources that
explained clearly the various stages of scoring calculation - and | will now try to do the same.

M [ten] / m#X [tensa]
Ten means "point” or "points"”.

JR A [genten] / IR L [kaeshi] / 3® L5 [kaeshiten]

Each player usually buys into a match with 30,000 points; this is known as the Genten (literally
"starting point" or "original points") or Kaeshi.

BER#AIR s [haikyd genten] / 35 B [mochiten] / #EAEFH B [shoki mochiten]
A3 — b [sutato]

The Haikya Genten or Mochiten is the allocation of points that each player holds at the start of
the match; the most common amounts are 25,000 pts, 27,000 pts or 30,000 pts.

The katakana word Sutato is simply a Japanese spelling for the English word "start".

— Z P8+ [ichi nii yon t5]

With standard 25,000 pts starting scores the scoring sticks are distributed in a 1:2:4:10 ratio:
one x 10,000 pts + two x 5,000 pts + four x 1,000 pts + ten x 100 pts

ZA 7 [oka] / kv TE [toppu shd]

When the Haikyl Genten differs from the Genten, the difference is paid into a pot which then
forms a bonus called the Oka which is paid to the winner at the end of the match. For example if
the four players all start with 25,000 pts they will each pay 5,000 pts into the jackpot so the Oka
will be 20,000 pts (4 x 5,000). This can be likened to the Ante in a card game.
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Calculation

The points value of a winning hand is calculated using two quantities - Fu and Han.

v [fu]

The Fu are usually known as Minipoints in English. They're awarded for winning the hand and
for the type of win, the type of wait, the types of sets and the type of pair.

The Fu are summed and then rounded up to a multiple of 10 before the next step of the score
calculation, for example a total of 22, 24, 26 or 28 would be rounded up to 30 Fu.

If a hand has Yaku and Dora totalling five or more Han (see below) then there is no need to
determine the Fu since the hand will always be paid at one of the five tiered limits.

BlE [futei] / &M M [daino ten]
You receive 20 Fu for winning the hand. These points are called Futei.

The one exception is the Chii Toitsu (Seven Pairs) hand which scores exactly 25 Fu with no
further additions and no rounding up.

A hand gets an extra 2 Fu for any win by Tsumo (self-draw). These points might be waived
under local rules in cases of Pinfu to meet its "no points" requirement (see Tsumo Pinfu).

FHREIANSF [menzen kafu]

Alternatively a hand gets 10 Fu for a Menzen Ron win (completing a concealed hand with a
stolen discard). These are called Menzen Kafu (literally "Menzen added points").

M UVER [kuipinfu] / IR = EF] [nakipinful

Exceptionally 2 Fu are added for a Ron win with a Kuipinfu (Open Pinfu) hand. The scoring
element Pinfu can't be claimed on an exposed hand but this bonus is applied if your winning
hand meets the other three requirements of Pinfu, i.e. four Chows, a non-scoring pair (see
below) and a Ryanmen wait. This quirky rule is a legacy of pre-war Japanese mahjong.

(Since Pinfu is invalid in an open hand under the modern rules, such a hand must qualify for
at least one other Yaku - typically Tanyao - for a legal win.)

By definition the hand qualifies for no other Fu so the total will always be rounded up to 30
and therefore a Ron win with either proper closed Pinfu or "open Pinfu" is always worth 30 Fu.

As it is the easiest type of set to make, a Chow receives no Fu. An exposed Pung of Simples
is awarded 2 Fu. This score will be doubled if the set is concealed or if the tiles are either
terminals or honours, and if the set is a Kong instead of a Pung it receives four times as many
minipoints. These factors are cumulative so a concealed Kong of terminals or honours gets
32 Fu (2x2x2x4=32). Aset completed by calling Ron counts as being exposed.

In addition to the four sets, the pair is also considered. If it's composed of dragon, round-wind
or seat-wind tiles (the so-called "value tiles") then it scores 2 Fu; if the pair is in double wind
(when the round-wind is the same as the player's current seat-wind) it will receive either 2 or 4
Fu according to your local rules. Any other type of pair is worthless (and suitable for Pinfu).

The hand receives a further 2 Fu if it was completed on a one-sided wait, i.e. a Penchan
(edge wait), Kanchan (centre wait) or Tanki (pair-wait). The two-sided Ryanmen and Shanpon
waits are deemed easier to complete and therefore receive no minipoints.

(These rules are summarised in tabular form in the Reference section later.)
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Here's an example winning hand with four different types of set:-

=214 (elele] ([0 CE B&) o

Win 20 Fu Exposed Pung of Honours 4 Fu
Tsumo (self-draw win) 2 Fu Concealed Pung of Terminals | 8 Fu
Kanchan (centre wait) 2 Fu Concealed Kong of Simples 16 Fu
Pair of Dragons 2 Fu Chow 0 Fu

These components sum to 54 which are rounded up to give 60 Fu in total. I'll complete this
example below after explaining the rest of the calculation process.

(The highest possible minipoints total on a one-Han hand is 110 Fu as seen on the following
hand from Episode 18 of the Saki anime (the player was seated south in the south round). The
two concealed Kongs score 32 Fu each, the Pung completed by Ron counts as exposed and is
worth 4 Fu and the double wind pair also gets 4 Fu. A further 20 Fu are awarded for the win
plus a 10 Fu bonus for winning by Ron on a concealed hand but no minipoints are given for the
Chow or the type of wait. The total score is 102 Fu which is rounded up to 110.

&l (el k) @) &z (o

As explained afterwards by Hisa (and YUki in her impromptu mahjong lesson), this was only
possible because the tournament rule options specified 4 Fu for a pair of double wind.)

&/ B/ /N2 [han] / EREL [hansd]
The next step in calculating the score is to total the hand's Han, also known as Fan. Each Yaku

present in the hand will give one or more Han (for example Toi-Toi is always worth 2 Han) and
every Dora bonus tile (including red fives) will give an additional one Han each.

The score calculation involves a doubling process with the rounded Fu total being doubled once
for each Han. For this reason Han are also known as Doubles.

%Y 0 [bazoro] / /\>/\> [ban-ban]

In the modern Japanese rules a winning hand always automatically receives two extra Han just
for getting the win; these are known as Bazoro or Ban-Ban. These will double the minipoints
twice more, equivalent to multiplying them by four.

Some guides, score tables and video-games will show the Bazoro in the reckoning of the total
Han while others will not, so it's important to know which is the case. If a table lacks columns for
1 and 2 Han then the Bazoro are included. In this guide | will not include the Bazoro in the Han
count of a winning hand.

&4 [kobun]

The next stage in the scoring process is to calculate what | call the Base Points for the hand.
This is done by taking the rounded Fu total and doubling it once for each Han, including all Han
from Yaku and Dora plus the additional two for the Bazoro.
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Mathematically this can be represented by the following formula where "Han" represents all the
Han from Yaku and Dora, 2 is added to this for the Bazoro and then the rounded Fu count is
multiplied by 2 raised to the power of the overall Han total, i.e. it's doubled (Han + 2) times.

Base Points = Fu x 2 Han*2)

You might prefer the version below which is equivalent but slightly simpler in appearance. The
Fu total is doubled once for each Han from Yaku and Dora and then multiplied by four (for the
two doubles from the Bazoro).

Base Points = Fux 2 " x 4

The final stage is to determine the payments to be made - this depends on two factors. The first
is whether the hand was won by Tsumo (self-draw) or Ron (stolen discard); on a Ron win only
the player who discarded the winning tile pays but on a Tsumo win all three opponents must
pay a share. The second is whether the player that won the hand was the current dealer or one
of the three non-dealers.

The Base Points (BP) total represents the standard payment made individually by a non-dealer
on a Tsumo win by another non-dealer player. You'll recall that the dealer "pays and receives
double" so they pay two lots of BP in a Tsumo win by a non-dealer or receive twice the BP from
each of the three non-dealers if they get a self-draw win themselves.

In a Ron win the player who won the hand receives the same number of BP units as a Tsumo
win but all from a single player, i.e. a non-dealer gets 1 x 2BP plus 2 x 1BP for a Tsumo win so
they receive 1 x 4BP for a Ron win and similarly the dealer gets 3 x 2BP if they win by self-draw
so they take 1 x 6BP from a player they ronned.

These payment ratios are summarised in the table below.

Player wins by Tsumo Player wins by Ron

Dealer pays 2 x Base Points and

Non-dealer wins hand other two pay 1 x Base Points each

Discarder pays 4 x Base Points

Dealer wins hand | Non-dealers pay 2 x Base Points each Discarder pays 6 x Base Points

Each player's individual payment amount is always rounded up to the nearest multiple of 100
(since this is the smallest denomination of scoring stick available) which in some cases has the
effect of the total payments for a Tsumo win differing from the equivalent Ron amount.

(For example in a win with 1 Han and 40 Fu the Base Points are 320 pts (40 x 2 x 4). On a
dealer Tsumo win the hand winner would receive 2 x 1BP from each player (640 pts) and each
player's payment would be rounded up (700 pts) so the dealer would receive 2,100 pts in total
(700 x 3). However on a Ron win they would get 1 x 6BP from the discarder (1,920 pts) and
again this would be rounded up to the nearest hundred to give a payment of 2,000 pts.)

Continuing with my previous example winning hand with 60 Fu, let's say it was the east round,
the player has a seat-wind of west (making him a non-dealer) and Hatsu (green dragon) is the
Dora. The Pung of east tiles gives him one Han for Yakuhai and the pair of Dora yields a further
two doubles giving three Han overall from Yaku and Dora.

Base Points = Fux2 M"*2 =g0x2C*2 =60x2°=60Xx2x2%x2Xx2x2=1920

So the dealer pays 3900 points to the hand winner (BP doubled then rounded up to the next
hundred) while the two other players pay 2,000 points each (BP rounded up).
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Instead of performing these calculations every time, players can use scoring look-up tables to
reckon the payments for a win. I've included these in the Reference section later.

The player who won the hand receives any Honba points (from the payer/s) and any Riichi
sticks (from the table) in addition to the calculated score for the hand.

If the Base Points for a hand come to 2,000 or more then a limit will be imposed.

Z L [6ry]

In a dealer Tsumo win the three other players all pay the same amount of points and these
payments are sometimes expressed using the term Oru which is the Japanese rendering of the
English word "all". For example in the case with 1 Han and 40 Fu you would say that the
payments were "700 oru" or "700 all".

Limits

Due to the doubling factor in the score calculations it is common to play mahjong with a points
limit. Under the modern Japanese rules, mahjong is played with a series of five tiered limits
which are multiples of the standard limit (Mangan). Any winning hand worth five or more Han
will always be paid at one of the levels given here.

As with smaller hands, the discarder pays the full amount on a Ron win and on a Tsumo win the
payment is split and paid to the winner by the three other players (the limit points being split in
the ratio 1:1:1 for a dealer win and 2:1:1 for a non-dealer).

e [mangan]

The lowest limit is Mangan. Although sometimes defined as only applying to hands with 5 Han,
the correct definition of this limit is 2,000 Base Points (see above) and therefore this payment
level applies to any hand with 5 Han, or 4 Han and 40+ Fu, or 3 Han and 70+ Fu. The Mangan
payment is 12,000 points to the dealer or 8,000 pts to a non-dealer.

Bk / 7\ [haneman]

The second limit is Haneman (sometimes Hanemangan). This applies to any hand with either 6
or 7 Han and it pays 18,000 pts to the dealer or 12,000 to a non-dealer (i.e. 1% x Mangan).

& [baiman]
The third limit is Baiman (or Baimangan) which is achieved with a winning hand worth 8, 9 or 10

Han. It pays 24,000 pts to the dealer or 16,000 pts to a non-dealer so it's twice as big as
Mangan (hence the name - the kanji & means "double" or "times").

={&#& [sanbaiman]

The next limit is Sanbaiman (or Sanbaimangan). You need 11 or 12 Han to hit this limit and the
payments are three times those of Mangan, i.e. 36,000 pts and 24,000 pts.

The kanji spelling looks like "three Baiman" but it actually means "three times Man[gan]".

%% [yakuman]

The top limit is Yakuman (or Yakumangan). This is obtained by completing one of the special
limit hands which collectively are also referred to as Yakuman. The payment level for this limit is
48,000 points for a dealer win or 32,000 points for a non-dealer (quadruple Mangan).

Where allowed, the Yakuman limit can also be achieved by winning with a hand worth 13 or
more Han; this is called Kazoe Yakuman (counted Yakuman). If your rule-set disallows this then
such a hand will be capped at the previous Sanbaiman limit instead.
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Although exceedingly rare, some rules recognise special variants of limit hands that score as
double Yakuman and the combining of limit hands to give multiple Yakuman points.

(The five limits are summarised later in the Reference section.)

Related Terms

HEUIY LI / BEULIF / BEYL [mangan kiriage]

Mangan Kiriage literally means "Mangan rounding up”. A winning hand with either 30 Fu and 4
Han or 60 Fu and 3 Han gives a total of 1920 Base Points which is just short of the 2,000
required to be classed as a Mangan but under this optional rule the score is rounded up in
either of these cases and scores as a normal Mangan (8,000 pts for a non-dealer or 12,000 pts
for the dealer). This results in a gain of no more than 400 points so it's a fair approximation.

FHXFH [aotenjo]

Aotenjo is an optional scoring rule, most commonly seen in manga, where the limits system is
not used and so, for example, a non-dealer's winning hand with 40 Fu and 7 Han would be
worth a mighty 82,000 points instead of the usual 12,000 (Haneman limit).

Also Han from Yaku and Dora are included if you make a Yakuman hand so it's possible for
your score to be doubled more than thirteen times which makes for some truly astronomical
scores that will probably break your calculator!

The word Aotenjo means "skyrocketing” or "blue sky".

i [oyaman]

Oyaman is a contraction of Oya Mangan. When the Oya (dealer) achieves a win at the Mangan
limit they receive 12,000 points (compared to 8,000 pts for a non-dealer) - a reminder that you
should be especially careful to avoid dealing into east's hand.

Z& / E [gomi]

While there are slang terms for most common hand values and payments this is a more
interesting example. A hand worth only 1,100 points on a non-dealer Tsumo win (where the
dealer pays 500 pts and the other two players pay 300 pts each) is known as Gomi.

This is a play on words - the numbers five and three can be pronounced "go" and "mi" but also
the word Gomi means "garbage"!
2407 /Z—E4OZ [nii yon maru zetto]

A hand worth 24,000 pts (i.e. a dealer Baiman) is sometimes known by the slang term 240Z - a
reference to the 70's sports-car the Nissan Fairlady Z, also known as the Datsun 240Z.

14. Penalties |

This section describes some of the errors and illegal moves that may occur during play and the
penalties that apply to them.

AHE / F3 2R [chombo]

In Japanese mahjong the maximum penalty, imposed for major errors, is called Chombo.

The player who made the error pays an amount of points equal to the Mangan limit, split in the
same distribution as a Mangan payment received - i.e. a non-dealer pays out 8,000 points
(4,000 pts to the dealer and 2,000 pts each to the other two players) while the dealer pays
12,000 points (4,000 pts each to all three non-dealers).
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Any Riichi stakes from the current hand are returned to the players. The hand is then replayed
with the same seat-winds and no counter added.

Often in tournaments an incurred penalty will not be applied until after the game has ended. The
match is scored as usual and the penalty is then simply deducted from the cumulative points
total of the player who fouled. In this case the other players do not receive any extra points.

7 73 ) IRZE [agari hoki]

For lesser infractions, the player's hand of tiles is declared a Dead Hand. The player continues
to take his turns as normal - drawing and discarding - but he is not permitted to call tiles and he
must not declare a win (this would be punishable by Chombo). Furthermore the hand cannot be
recognised as Tenpai so he will not receive Noten Bappu if the hand of play ends in a draw.

The term Agari Hoki means "win renunciation”.

A Dead Hand is the penalty for a player acting out of turn or looking at another player's hand.

F5F — [go-chii] / F2a7R > [go-pon] / 27 > [go-kan]
ZEF— [ka-chi] / ZZAR> [ka-pon] / ZBH Y / ZEHE [ka-kan]
These terms signify incorrect calls of Chii, Pon or Kan when attempting to steal an opponent's

tile to complete a set. The player who made the False Call returns the tiles involved and is then
penalised with a Dead Hand. Where disallowed, the same penalty applies to cases of Kuikae.

In some rules the player must pay a 1,000-point scoring stick into the Kyotaku.

The kanji 88 means "false" and ZZ means "empty" or "null".

SAHMY [misuagar] / 22A > [go-ron] / IRBEE [go-tsumo]

Misu Agari or Mistaken Win is an incorrect declaration of a win. If the player revealed their full
hand of tiles to their opponents then the penalty is Chombo.

Go-Ron is a false win on a stolen discard and Go-Tsumo is a false self-draw win.

BOY (EFEDHA) [go-ron (hassei nomi)]

If a player's invalid win declaration was verbal only, i.e. if they did not reveal their tiles, then
instead of Chombo they get a Dead Hand.

FEHHHY [muhan ) agari] / &% L [yaku nashi]

If a player declares a win and their hand is shown to be Yaku Nashi ("without Yaku") then
Chombo applies. A winning hand must always have at least one scoring element.

2T - ar®HhY [furiten ron agari]

When a player declares a Ron win on a stolen discard but they are shown to be Furiten they
must pay Chombo for a Furiten Ron Win.

/J —T 2 = 1)—F [néten riichi]
If a player declares Riichi and either they win the hand or it ends in a draw then they must

display their hand of tiles to show that they "reached" legally with a Tenpai hand. If the hand is
seen to be Noten (unready) they must pay Chombo for N6ten Riichi.

1) —F & DHEEHE [riichi gono ankan]

This phrase describes the declaration of a concealed Kong (Ankan) after Riichi. If this changes
the waits or overall structure of the hand then the declaration is illegal and, when discovered on
revealing the tiles in the event of a drawn hand, the Chombo penalty applies.
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T — LG AT = AAIREIC S H1T4 [gému zokko o fukand ni suru koi]

This phrase refers to an action that occurs during a match making it impossible to continue the
current hand of play, for example if someone reveals a significant number of tiles after knocking
over a portion of the wall or someone's hand. The Chombo penalty applies in such a case.

%h% [tahai] / 4h# [shohai]

A player will normally hold thirteen tiles in their hand so that drawing a tile from the live wall on
their turn gives them fourteen tiles which is the number required to form a complete hand
consisting of four sets of three tiles each plus a pair. For each Kong declared by the player they
will take a supplement tile giving them one extra tile overall.

If a player is seen at any time during play to have fewer tiles than they should this is called
Shohai or a Short Hand in English. Conversely if they have too many tiles it is known as Tahai
or a Long Hand. Both situations are punished with a Dead Hand.

15. Optional Hands

An article on the Japanese Wikipedia site lists a remarkable sixty-four different optional Yaku
(and Yakuman) that can be allowed in Japanese mahjong under "local rules" or house rules but
I'll only be listing here the more prominent and/or interesting examples that I've encountered.

Some of these are archaic and most are quite uncommon in standard play.

Optional Yaku

RLUBE / ML~ > HY [nagashimangan] / % FLiRY] [yaocha furikiri]

The most common of the entries here is Nagashi Mangan (All Terminal & Honour Discards).
This is a special Yaku which can be claimed if a hand of play ends in an exhaustive draw, the
player has discarded only terminal (1's and 9's) and honour (wind and dragon) tiles and none of
these have been called by other players; they do not need any structure within their remaining
hand of tiles. The player receives a Mangan payment from their opponents.

BIME / A—TFVME / A—F 2 1) —F [opunriichi] / Z> ') — [punrii]

Open Riichi is a special variant of Riichi in which either the whole hand or just the waiting
portion of it is exposed to the other players at the point of "reaching". With a concealed Tenpai
hand the player has the choice of declaring either normal Riichi (worth one Han) or Open Riichi
(worth two Han), in either case paying 1,000 points as usual. This might be used early in a hand
of play with a many-sided wait (giving you a good chance of winning on a self-drawn tile) or in a
situation where one or more of your opponents have already "reached" and are therefore unable
to play defensively.

In an optional variation of this rule, any player foolish enough to discard a tile which is claimed
by Ron to complete an Open Riichi hand must pay the top limit (Yakuman) instead of the
normally calculated amount of points. There are two cases of Open Riichi in Episode 11 of the
Akagi anime; in that example they play the version that requires the full waiting hand to be
revealed but disallow the option where dealing into it counts as a Yakuman.

=3&%l [san renkd]

San Renko (Three Consecutive Pungs) is awarded for having three Pungs in the same suit
with sequential numbers, for example 222 333 444. It can be played in either an open or a
closed hand but both ways give two Han.

HHHRR =
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— BB =g [ii s6 san shun]

li SO San Shun (Pure Triple Chow) is made by having three identical Chows (with the same
suit and same numbers). You'll notice that this would have the same form as San Renkd above
(for example 234 234 234 is equivalent to 222 333 444) but, whereas San Renko is a Pung-
based hand, this one is a Chow hand like an extended version of lipeko (except that it can be
played open). It gives three Han in a concealed hand or two Han in an exposed one.

HRGHR=EE

£ FEIMIT [kinkei dokuritsul]

Kinkei Dokuritsu is awarded for winning on a (fully exposed) Hadaka Tanki wait specifically
winning with the 1 tile in the S6zu suit; the character ¥ means "chicken" and is obviously a
reference to the bird on the tile. Kinkei Dokuritsu gives a Mangan.

(e 2| 2] (3|8 [2)e0] 2] @R

HHH
An alternative version of this rule can be found in the Nintendo DS version of Mahjong Taikai.
There the open hand can be completed with any tile but the Yaku is worth only one Han.

ZE=%| / A3 E =% [otakaze san k5] / BB =JE [ko fon san fon]

Otakaze San Ko requires three Pungs composed of Otakaze ("guest winds"). It is therefore
only possible to achieve when your seat-wind coincides with the round-wind and you make the
required sets from the other three winds. It's worth three Han in a closed hand or two if open.

] (winning tile)

It could often be combined with Toi-Toi (All Pungs) or Honitsu (Half Flush).

bla]a] (@]a]a) t[=]H

EMF / EME / EFME / BMEE [Gmensa] / BEHFD [go zoku kydwal

U Men Sai is awarded for a closed hand of four sets and one pair featuring all three suits, one
type of wind and one type of dragon. It's worth two Han.

a3 R EENRAEIEE

Alternatively it can be recognised as a Yakuman if all four sets are Pungs (or Kongs) and it has

a pair of your current seat-wind.
[ ][ [E g8 E]E 8 [\ /\I/\ “P]‘P H:,

HE NS b

Another name for this hand is Go Zoku Kyowa (Harmony of the Five Nations).

HoiRY /48R / BTV [kanburi]

Kanburi is a one-Han scoring element which can be claimed when you declare a Ron win off a
tile discarded by a player after they have just declared a Kong, taken their supplement tile and
then discarded.

® |®
@‘
@ C’@
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#EIR L [tsubame gaeshi]

Tsubame Gaeshi (literally "swallow reversal”) is an optional Yaku worth one Han, given for
declaring a Ron win on the tile discarded by an opponent at the point of declaring Riichi.

Confusingly it's also the name of an infamous and audacious mahjong cheating technique in
which the player loads a complete hand into the bottom layer of their section of the wall after
shuffling and then, if their section remains intact after the dice roll and initial draw, switches their
drawn tiles for the loaded ones and then declares either a Chiihd or Tenhd win as appropriate.
This technique should be instantly familiar to anyone who's watched the mahjong anime
Shobushi Densetsu Tetsuya (Legendary Gambler Tetsuya); if not then see Episodes 3 and 20.

(Tsubame Gaeshi was also a sword-fighting technique employed by the legendary 16th-century
Japanese swordsman Sasaki Kojir0. It's the name of a counter-throw in Judo too!)

=f@E [san shoku tsikan]

San Shoku Tsukan (Mixed Straight) is a hybrid of San Shoku Dojun (Mixed Triple Chow) and
Ikkitsukan (Pure Straight) and it's worth the same - two Han in a closed hand or one Han if open.
The requirement is a 123-456-789 straight composed of one set in each suit.

=515 Eofe)d) (R

/N=E [sh6 san shii]

Sho San Shii (Little Three Winds) is a reduced version of the limit hand Sho Sa Shii (Little
Four Winds). It requires two wind Pungs (instead of three) and a wind pair. It's worth two Han.

o) et (@)

Dai San Shii (Big Three Winds) is a reduced version of the limit hand Dai St _Shii (Big Four
Winds). It requires three wind Pungs (instead of four). It's worth three Han but you will nearly
always get additional Han for Yakuhai, Honitsu and/or Toi-Toi.

R[4 |@)@]@] p)[=)

EE

BEUEZ [gusa renko]

Gusu Renko (Consecutive Even Pungs) requires 222 444 666 888 sets in any suit/s. It's
worth two Han in a closed hand or one if open. You can also claim Toi-Toi on such a hand.

HEE i12[3) BalRaEs
BEHOEZ [chin gasd renkd]

Chin Guasu Renko (Pure Consecutive Even Pungs) requires 222 444 666 888 sets all in the
same suit. It's worth three Han in a closed hand or two if open. In addition to Toi-Toi it would be
easy to combine this with either a full flush or a half flush.

T [ (R R
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FHGEZ| [kist renko]
Kisu Renko (Consecutive Odd Pungs) requires 111 333 555 777 sets and a 99 pair in any
suit/s. It's worth two Han. You can also claim Toi-Toi on such a hand.

Elzlz) ey (2]2]%) Elilss) G

EFFHGEZ [chin kist renkd]

Chin Kisu Renko (Pure Consecutive Odd Pungs) requires 111 333 555 777 sets and a 99
pair all in the same suit. It's worth three Han in addition to the guaranteed doubles from Chinitsu
for the flush and Toi-Toi for the sets.
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Optional Yakuman

#Z 1%i#m [kazoe yakuman]

Kazoe Yakuman (Counted Yakuman or Natural Limit) is awarded when you win with a hand
worth a total of thirteen or more Han from Yaku and Dora (all named Yakuman hands like Dai
San Gen also have a nominal value of thirteen Han). If counted Yakuman are disallowed then
the top limit for "natural” hands becomes the Sanbaiman limit.

(Unusually my first ever Yakuman was a counted one. The hand had two Kongs and, even
though | wasn't playing with red fives, a total of eleven Dora! Combined with Riichi and Tanyao
it gave me the thirteen Han required.)

AFD [renho]

Renho (Human Win) is related to Chiihd but, instead of winning on your first turn, you win
before your first turn by calling Ron on an opponent's discard. Like Ippatsu, Daburu Riichi and
Chiihg, if any of the others players call Chii, Pon or Kan prior to this then it cannot be claimed.

Renhd can be scored as a Yakuman but in some rules it's only awarded a Mangan.

J\:EJE [pa renchan]

Pa Renchan (literally "eight Renchan") is awarded for eight consecutive dealer wins (including
any consecutive hands won immediately before becoming east). Despite the name, the streak
will be broken if the player earns a Renchan by having a Tenpai hand in a draw.

Since this Yakuman can only be achieved by the dealer it's always worth 48,000 points.

+ =F1E [shiisan pata]

Shiisan Puta (Thirteen Unrelated Tiles) is awarded to a player who begins a hand of play with
thirteen tiles that cannot form sets together (e.g. having either 3 and 4 or 3 and 5 in the same
suit would not be permitted) plus a duplicate of one of the thirteen. Like Renho above it can be

scored as a Yakuman or sometimes as a Mangan. I've made this on the Mahjong Taikai IV
video-game on the PS3, although of course it took no skill on my part - it's purely luck-based.

BHIGI81H] ] EE ]IS

+= means "thirteen", &~ means "bad" or "non-" and the final kanji & is the same one that
appears in the term Tatsu - so the full name indicates that the thirteen tiles do not include any
groups of tiles with the potential to form Chows together.

®
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+ PO AIE [shiisd pata]
Shiisi Puta (Fourteen Unrelated Tiles) is a less common variant of Shiisan Pata above - it
requires fourteen unconnected tiles instead of thirteen unconnected tiles and one duplicate.

HlHIGR B o) [@] bt (5[]

KE#H [dai sharin]

Dai Sharin (literally Big Wheels) is awarded specifically for a hand of 22334455667788 in the
Pinzu suit; this is treated as a Chii Toitsu (Seven Pairs) hand so it cannot include open Chows
and the hand must always be played closed.
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Even if this hand is not recognised in your rule-set you would still always get closed Chinitsu
plus Tanyao, Ryanpékd and Pinfu for a guaranteed minimum of eleven Han.
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> | @ A @ @ TIEL ’
®|® e o eeo|lee| |eo|lee| (&€& %@ %@ %%

INEEER [sho sharin]

Sho Sharin (Little Wheels) is a less common but slightly more flexible version of Dai Sharin. It
can be made with a Pinzu flush of 11223344556677 or 33445566778899.
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KIT#K [dai chikurin]

The rare hand Dai Chikurin (Big Bamboo Forest) has the same 22334455667788 structure as
Dai Sharin but in the Sozu suit.

| i L8 ) el (BEIEE) (edlied) RRGRE il BEEH

The rare hand Dai Sarin (Big Neighbouring Numbers) has the same 22334455667788
structure as Dai Sharin (and Dai Chikurin) but in the Manzu suit.

zlz &lE B2 B3 EE EE &

EZ [st renkd]
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Su Renko (Four Consecutive Pungs) is an extension of the optional scoring element San
Renko. It's made with four Pungs in the same suit with sequential numbers, e.g. 333 444 555

666. Open sets are permitted.
][HHH] [HHH][HHE][HHH]
8°8) (BBE)BBE)BRE

[HEH][HHH][EHH] [E EIE E][E E] [E]EHE

(In the English translation of the CO rules this is known as Four Pure Shifted Pungs.)
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— B MM|IE i so st shun]

li So St Shun (Pure Quadruple Chow) is made by having four identical Chows (with the same
suit and same numbers) - an extension of the optional Yaku li S6 San Shun (Pure Triple Chow).

BHAIHAGEHRIAE

I\

%

g['g‘

"Papa Bush" makes a flush hand of this form in Chapter 17 of the mahjong manga Mudazumo
naki Kaikaku (a.k.a. The Legend of Koizumi) but it's not recognised as a limit hand there,
instead only scoring as a special case of Ryanpékd (combined with Chinitsu).

BAHAE / BESR [hyakuman goku]

Hyakuman Goku (One Million Stones) is awarded for a full flush in the Manzu suit in which
the numbers on the tiles sum to 100 or more.

The first character in the name is B which means one hundred and the second character is
either 73 or & (from old or new Manzu tiles) and both mean ten thousand - hence "one million".

21413 el 82 R2]s) B=ldE) 33
#T—m [koitten] / — m#&L [ittenko] / F3fkEEH— ML [ban ryokusd chi ittenkd]

Koitten (Crimson Speck) is a minor variant of Ryuiisd (All Green) which uses the same five
pure green Sozu tiles but with Chun (red dragon) permitted instead of Hatsu (green dragon).

B (BB (BB[EB|EH| |BRE[REE|EAR BRE| B~
==ale o) (ElEElR ) EIERRGRD) (PPl el
The name is a poetic expression meaning "a single spot of red (a flower) that stands out in a

field of ten thousand green thickets" or by extension "one item of quality among many other
items" or commonly "the only woman in a group of men".

#TFLZE [beni kujaku]

Beni Kujaku (Crimson Peacock) is another variant of Ryuiiso which swaps out Hatsu for Chun
but it also uses only the Sozu tiles with green and red markings (the 1, 5, 7 and 9) instead of the
E

a0 (CHETER (eLel+)

It's significantly harder to complete than Rytiiso or Koitten (which are already very rare anyway)
because only five types of tile are permitted instead of six and also Chows are not possible.

GANGE
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B DR [ao no domon]

On a loosely similar theme Ao no Domon (Tunnel of Blue) only permits the 2, 4 and 8 in the
Pinzu suit and any wind tiles, plus sometimes Hatsu (green dragon). Since no sequential
number tiles can be used, such a hand must always have either an "all Pungs" or an "all pairs"
structure (much like Honroto).

ELELE) EEEl) w]m]a) befselse) (B2
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FFETE [apin kaihg)
Upin Kaiho is the "Gathering the Plum Blossom from the Roof" limit hand from the Chinese
classical rules. It's awarded for the scoring element Rinshan Kaihd (After a Kong) when

achieved specifically with the Gpin tile - the number 5 tile in the Pinzu suit which is marked with
five blue circles said to resemble plum blossom.

— @5 A [iipin raoyue]
lipin Raoyue is the "Plucking the Moon from the Bottom of the Sea" limit hand from the Chinese

classical rules. It's awarded for Haitei Raoyue (Last-Tile Tsumo) when achieved specifically with
the iipin tile - the 1 tile in the Pinzu suit which has a single large circle resembling a full moon.

—ZRHEHE [ryanso chankan]

Ryanso Chankan is the "Scratching a Carrying Pole" limit hand from the Chinese classical
rules. It's awarded for Chankan (Robbing the Kong) when achieved specifically with the ryanso
tile - the 2 tile in the Sozu suit.

K+t 2 [dai chisei/dai chiishin] / E w4+ J > XA — [biggu sebun suta]

Dai Chisei (Big Seven Stars) is arguably the most beautiful and perfect hand in the game.

A Double Yakuman is awarded for making Tsuiiso (All Honours) with a Seven Pairs format - two
each of all four winds and all three dragons.

IR (o)) [@)@) bt [ [ ] [#E (2l

£ 945 [kinmonkyd]

Kinmonkyo (literally "Golden Gate Bridge") is a hand containing four overlapping Chows 123-
345-567-789 in the same suit and any pair. Sometimes either a full flush or a concealed hand is
required and a concealed flush hand might be recognised as a Double Yakuman.

JHERRHERETE R

B8 (B°
TEER A [kacho fugetsu]

The term Kacho Fugetsu is a Yojijukugo (a four-character idiom) used to refer to the traditional
Japanese aesthetic themes of Nature's beauty. It's written with the four kanji meaning "flower",
"bird", "wind" and "moon" respectively and the requirement for the Yakuman of the same name
is four Pungs, each corresponding to one of these!

)

The flower is the 5-pin tile (blossom), the bird is the 1-s0 of course, the wind is either the
player's seat-wind or the current round-wind and the big circle on the 1-pin is the full moon.

Jooofoco
BIEE B [fuka setsugetsul]

Faka Setsugetsu is a similar hand that also represents the beauty of Nature. It has the same
wind, flower and moon sets but it has "snow" represented by a set of Haku (white dragon)
instead of the 1-s0 bird set.

EEAEY L [@]]#]
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16. Optional Rules |

This section lists a few optional rules in addition to those I've already mentioned on previous
pages (I've added a hyperlinked list of these at the end of this section). Even some features of
the game in widespread use are technically optional, for example the Ippatsu scoring element.

JL—IL [riru]
Ruru is a Japanese rendering of the English word "rules” (or "rule").

HY /7)) /BY /EF [ai

Ari means "with" and is used to indicate a rule that is in use, e.g. "Kuitan Ari".

BwL /Y / EL / E [nashi]
Nashi means "without" and denotes a rule that is not in use, e.g. "Kuitan Nashi".
(As a mnemonic you can remember that Nashi has the same initial N as "not" and "negative".)

7 Y7 JIL—IL [ariaririry]
Ari Ari is a common rule-set in which Kuitan and Atozuke are both allowed (Ari).

(Also when ordering coffee at a mahjong parlour you can say "ari ari" to specify that you want it
with both milk and sugar!)

+ <3< )L—JL [nashi nashi raru]
Nashi Nashi is the opposite of Ari Ari - Kuitan and Atozuke are both disallowed (Nashi).

ZERAEY / 28ALIXY / ZERLIEY / Z\24EY [ryan han shibari]
FEARIZZEFNHE Y [go honba ryan han shibari] / ') ¥ > / U A L [ryan shi]

The Ryan Han Shibari rule (Ryan Shi for short) applies a Two-Han Minimum (instead of the
standard one-Han minimum) when there are five or more counters on the table from preceding

consecutive hands of play that ended in either a dealer win or a draw. A hand of tiles must have
Yaku with a value of at least two Han in order to be able to declare a win with it.

(The word Shibari ("binding") is used in English to refer to the aesthetic and elaborate Japanese
forms of erotic bondage and can therefore yield some quite exotic results on internet searches!)

B/ 9% [uma] / IBALE / BRI [juniuma] / IBRLE [jun'ten]

The Uma is a final exchange of Position Points at the end of the match. Usually the player in
third place pays a pre-defined amount to the player in second and the player in fourth pays a
larger amount to the one in first. These are often written as two numbers, showing how many
thousands of points are in each payment, for example with a "10-30" Uma the player in 3rd pays
10,000 points to the player in 2nd and then 4th pays 30,000 points to 1st.

It's also possible to have an asymmetrical Uma, for example +25/0/-10/-15.

Uma means "horse" and Jun'i means "position” (i.e. placing).

LA [shizumiuma] / JFE DT [ukiuma]

With a Shizumi Uma (Sinking Uma) each player with a negative final score pays 10,000 pts to
the winner so the payments are therefore +30/-10/-10/-10, +20/0/-10/-10 or +10/0/0/-10.

With an Uki Uma (Floating Uma) each player with a positive final score receives a share of
30,000 pts and the payments would be +30/-5/-10/-15, +20/+10/-10/-20 or +15/+10/+5/-30.
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E >4 [binta]

Binta is a type of Uma in which the players exchange multiples of a pre-defined amount (either
points or money) at the end of a match but the multiples applied depend on how many people
finished the game with a score equal to or greater than the starting score (e.g. 25,000 points).

Considering all six pairings of the four players in turn (e.g. AB, AC, AD, BC, BD and CD), within
each pair the player with the lower score pays the other, so 4th always pays 1st, 2nd and 3rd;
3rd pays 1st and 2nd; 2nd pays 1st (and 1st pays no-one). In each pair the payment will be the
specified Binta amount if both players have points totals less than the starting score or if they
both have totals equal to or greater than the starting score. If, however, only one player's points
are less than the starting score they must pay double the Binta to the other player in that pair.

There are only three possible outcomes and these are summarised in the table below which
shows the overall multiples of the Binta amount paid or received by the four players.

First Second Third Fourth
Three players under starting score | +6 x Binta +0 -2 X Binta -4 X Binta
Two players under starting score | +5 x Binta +3 X Binta -3 X Binta -5 X Binta
One player under starting score | +4 x Binta +2 X Binta +0 -6 X Binta

| first encountered this rule option in the Nintendo DS game based on the Mukoubuchi manga
where the high-stakes gambling games allow a maximum Binta amount of 20 million Yen so the
player in first place can receive up to ¥120 million per match! (sadly not real money)

—iE [iichan] /—¥£8f [iichansen]

Optionally a match can be played over the full four rounds of the Chinese classical mahjong
rules (instead of the standard Japanese two-round Hanchan). Such a match is called an lichan
(literally "one game") and would require a round-wind indicator that shows all four winds.

B ILEE [tonpésen]

A Tonpeésen ("east-north match") is played over two rounds: an east round and a north round.
This follows the pattern of Chinese classical rules - starting on east and finishing on north.

Evidently this option is most common in the north-east of Honshu and on Hokkaido.

B A Bf [tontonsen]

A Tontonsen is a match with two east rounds, or rather one long east round played over eight
hands (east 1 to east 8). The < symbol in the name is used to denote a repeated character
(also used in Toi-Toi) so A& is read as X (which sounds a bit like a smelly animal).

FAA [shanyd]

Under the Shanyau rule, if all players have failed to achieve a specified target score by the end
of the second (south) round of a Hanchan (two-round match) then a third (west) round is played.

Shanyu means "entering west" - after the south round you enter the west round.

(If you were playing an exotic match with two east rounds then you would play a third east
round with east 9, east 10, east 11 and east 12 hands or if you were playing an east-north
match the third round would be another east round.)

&IE R [saiteiten]
The term Saiteiten (literally "minimum points”) can refer to the target score for Shanya.

A typical target is 30,100 points which represents a player making a profit over the 30,000
points Genten (buy-in).
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dEA [penya]

Penyu is an extension of the Shanya rule. If the target score is still not achieved at the end of
the west round then a fourth (north) round is played (effectively giving a four-round lichan match
of the Chinese classical rules). PEényd means "entering north".

1R Y B [kaeriton]

The Kaeriton rule is a further extension of the Pényd rule that allows the match to continue
beyond the north round, starting with another east round. Kaeriton means "returning east".

HA [hakunyd] / F&A [hatsunyd] / A [chunnyd]

Instead of continuing with a second east round, the exotic options Hakunya, Hatsunyd and
Chunnyu allow you to play fifth, sixth and seventh rounds where the dragons are "round-winds"!

FA A [nanny]

When playing a Tonpusen (one-round match) the Nannya rule causes an additional south
round to be played if the target score is not achieved.

B A [tonnyd]

When playing an uncommon lichan (four-round match) the Tonnya rule causes a second east
round to be played if the target score is not achieved.

SEREX [enchosen]
The term Enchosen describes any additional rounds played as "overtime".

H K> 7 X [sadon desu]

A variation under Shanya, etc, is the Sudden Death rule whereby the match will end as soon as
someone achieves the target score if you are already playing "overtime".

ZNB /BB / JLE / bhéh / TL A [wareme]

Wareme (meaning "gap" or "split") is a luck-based gambling rule which doubles the points paid /
received by the player whose section of the wall was broken at the start of the hand of play.
This doubling effect is in addition to the usual multiplier applied to east so a dealer Mangan is
worth a massive 24,000 points. Points from Riichi stakes and the Honba count are not doubled.

In video-games that allow the Wareme option the player affected by this rule is often indicated
with a small table-top marker, usually marked with the | kanji. If the game has no marker then
you would need to use the dice throw to determine which side of the wall was broken.

KE|HL B [dai wareme]
Dai Wareme (literally "big Wareme") is a more extreme variant of the Wareme doubling rule.

If the same number shows on both dice the Wareme player pays/receives four times the
standard amount instead of double! Since the dice total will always be an even number this
effect can only ever be applied to players in the north and south seats.

BN HR [dokasen]

Dokasen (literally "fuse™) is another variation of the Wareme rule. The doubling effect is applied
to the player sitting adjacent to the end of the live wall from which tiles are being drawn.

The wall gradually shortens like the fuse of a bomb. When all the tiles on one side of the wall
have been depleted the doubling effect passes to the next player in turn.
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vy T3TBEY / by THTHIY [toppu uchikir] / KB / THRA [teppen]

When Toppu Uchikiri (literally "top ending”) is allowed, the match will finish early when one
player's score exceeds a predefined level, typically fifty, sixty or seventy thousand points.

A specific setting for this rule might use the kanji /5 which denotes a multiple of 10,000. For
example with 6 5= FTHE1Y the game would end if someone achieved a score of 60k or more.

BEs /BE / vX L)/ pEEY |yakitori]

In Japanese cuisine Yakitori is a dish consisting of pieces of chicken grilled on a skewer. Under
this rule in mahjong each player is given a Yakitori marker, usually depicting a cartoon image of
a skewered bird - this sits next to them on the table from the start of the match. When a player
wins a hand their marker is inverted or removed. Any players who have not won a hand by the
end of the match (their marker is still face-up on the table) must pay a penalty or forfeit, for
example 3,000 or 5,000 points to each player, or an amount determined by rolling the dice.

(The initial character it is one of my favourite kanji - | think it looks like a little man putting his
arm around the shoulders of a robot. Yes, | have an overactive imagination.)

FEZEX [yakibuta]

Yakibuta is another term from Japanese cookery, this time denoting roast pork. In mahjong it's
an extension of the Yakitori rule - if a player avoids the Yakitori penalty by getting their first win
in the final hand of a match by winning off an opponent's discard (Ron) then it is the discarder
who must pay the penalty instead.

BEZE L [yakinaoshi]

Yakinaoshi is a variant of the Yakitori rule. It's also known as the "Phoenix" rule because if all
four players win a hand then the Yakitori markers are reset - reincarnated like the mythical bird.

BE=ER L [yakitori kaeshi]

The Yakitori Reversal rule can be applied either throughout the whole match or only when
there is one Yakitori marker remaining. If a player with a marker wins by Ron then their marker
is transferred to the discarder.

If the rule is always in effect then it's possible for one player to have two or more Yakitori
markers in which case each hand win removes only one marker and the standard penalty must
be paid for each active marker at the end of the match.

F v 7 [chippu] / & [shagi]

When playing a game for money, circular Chips (essentially casino chips) can be used to track
any luck-based bonuses that a player receives during play, for example when they make
Ippatsu, get an Ura Dora, use a red five or complete a Yakuman.

These Shigi (Tips) can then translate at the end of the match into either points (e.g. 2,000 pts
or 5,000 pts per chip) or a cash bonus (e.g. ¥100 or ¥500 per chip).

In the case of the Nintendo DS version of Mahjong Taikai each chip is worth 5,000 points. A
player receives two chips from the discarding player for Ippatsu Ron or two chips each from
their three opponents (six total) on an Ippatsu Tsumo win. Similarly with Ura Dora they receive
one chip per Dora from the discarder on Ron or one chip each on Tsumo and for a Yakuman
win they get fifteen chips (worth 75,000 points!) with the discarder paying all fifteen on Ron or
the three other players paying five each on Tsumo.

With other optional rules applied the chips can also be paid as Arisu, Toriuchi and bankruptcy
bonuses or for declaring a win using a Haku Pocchi tile.
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T 1) R [arisy]

Under the Arisu (Alice?) rule a player who wins with a concealed hand (or optionally with Riichi
or any winning hand) they get to flip the next tile on the top row of the dead wall immediately
after the active Dora indicator(s). If the revealed tile matches one or more in their hand then
they receive one additional Han or chip per matching tile and they get to flip another tile,
working counter-clockwise along the dead wall and into the live wall if necessary. This process
continues until either the latest flipped tile gives no matches (so if the first tile to be turned has
no matches then the player gets no extra doubles or chips) or they reach the end of the wall.

(It should be noted that a tile in the hand must exactly match that on the wall to give the bonus;
it is not like the Dora system where the lucky tile is the next tile in sequence after the indicator.)

BE%5 [toriuchi]

This is an interesting one! When playing with the Toriuchi ("shooting birds") rule, the & (Tori)
in the title means "bird" and refers to the 1 tile in the S6zu (Bamboos) suit. The winning player
receives one chip from the discarder for each bird tile in their winning hand on a Ron win.

There are two complications though. Firstly the 7p tile (in the Pinzu suit) is the EX kJL
(Pisutoru or "pistol") and if the discarder holds any pistol tiles in their own hand then all birds
are shot and the payment is not made. However, secondly, the 8s tile is the &M Z (Torikago
or "birdcage") and any such tiles in the winner's hand will protect their bird/s from incoming
gunfire, nullifying the effect of any pistol tiles, so the chip payment is still made.

7E
2 @ | = Pisutoru (pistol) = Torikago (birdcage)

H7R Y F [haku pocchi] / A—IL A T 4 —k& [6rumaitii pai]

A Haku Pocchi is a special version of a Haku (white dragon) tile marked with a single red gem
or red dot in the centre of its face. One or more of these can be added to the tiles in play
replacing the standard Haku tiles (in the same way as red fives).

If a player draws one for an Ippatsu win (or sometimes any Riichi win) it can be used as a
wildcard in place of any other tile to give an automatic win, but at other times it's treated as a
normal Haku. Such a wildcard may also be referred to as an "almighty tile".

EZLE / Y& [sashiuma]

A Sashi Uma is a Side-Bet between two players who agree to pay a specified sum to
whichever wins the match (or finishes with the higher score). There's an example of this in the
first episode of the mahjong anime Shébushi Densetsu Tetsuya (Legendary Gambler Tetsuya).

$EJK [hakuhyd]

Hakuhyo means "thin ice" and is the name given to a special variant of the game played over a
single wind-round and with each player starting with only 13,000 points. If a player is busted
then the match ends early and they have to pay an extra bonus to the player in first place.

(The following rules, features and scoring elements can also be added, removed or adjusted in
any given rule-set: red fives, Agari Yame, Tenpai Yame, bankruptcy, Kuikae, Ippatsu, open
Tanyao, Atozuke, Tsumo Pinfu, concealed Kong after Riichi, Double Yakuman, Pao, Yakuman
stacking, Kan Dora, Ura Dora and Kan Ura Dora bonus tiles, Keishiki Tenpai, Double Ron,
Triple Ron, Noten Bappu, continuance conditions, Honba value, abortive draws, starting score,
Oka, Fu for a double wind pair, Mangan rounding, skyrocketing scores and Riichibd Modoshi.)
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17. Miscellaneous |

This section contains a random list of terms which don't really fit into the others.

X [taikyokul]

Taikyoku means a game or the act of playing a game.

#BF [aite]

Aite is the Japanese word for Opponent.

B [sen]

A Sen is a match (or more generally it can mean "fight" or "battle").

F2EE [paifu]

A Paifu, usually known in English as a Hand History, is a record of the evolution of a hand of
tiles including all draws and discards made by the player. It's similar to the term #£& [kifu] which
is a record of the moves made during a game of shogi (Japanese chess).

BAk% [tohai / topai]
Topai (meaning "tile war") is another name for mahjong sometimes used in mahjong media.

v FFRE [nettomajan] / A>T A RBRE [onrain majan]
Net Mahjong or Online Mahjong is mahjong played with a computer via the internet.

1) 7 JLRRE [riaru majan]

Real Mahjong is, of course, mahjong played with actual tiles and proper people.

R E / R [kenko majan]

Kenko Majan (literally "Healthy Mahjong") is the principle of a campaign launched in 1988 to
promote mental and social stimulation for the elderly in Japan, with hundreds of special parlours
established in which gambling, drinking and smoking are forbidden.

A 27U [infure] / 4 > 7 LEKE [infure majan]

Infure is short for "infuréshon" which is the Japanese version of the English word "inflation". It
describes Inflated rules where larger amounts of points exchanged, for example in the PS3
game Mahjong Taikai IV the Infure rule-set includes the Wareme doubling rule and a large
20-30 Uma. Such a rule-set might also include excessive numbers of red fives.

R+ > [ponjan]
Ponjan (also Donjara) is a simplified version of mahjong for kids. Start them young!
£ [taikai] / b—F A 2 b [tonamento]

A Taikai (literally "big meeting") is a tournament, hence the name of the long-running Japanese
video-game series Mahjong Taikai (F&x#X%). Tonamento is the Japanese rendering of the
English word "tournament”.
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ZERBS [junkessho] / RBF [kessho]

In a tournament with a standard elimination format the Junkessho are the semi-finals and the
Kessho is the final.

ZH| [shinpan]

Shinpan is the Japanese word for Referee, for example an umpire at a tournament.

£ [jansd]

A Janso is a mahjong parlour where you can play against other customers or resident players,
using the equipment provided (usually including automated tables). Mahjong is very popular in
Japan - an article in Japan Times in June 2010 reported that there were approximately 8,900

Janso across the country in 2009 (although it noted that the number had declined significantly
from a total of around 50,000 at the end of the 1970's).

7 1) — [furii]

At a parlour you can play so-called Free games against other customers.

L— bk [réto]

Gambling games at a parlour are usually played at a specific monetary Rate which states how
many hundred Yen the players pay per thousand points, e.g. on a higher "1-0" rate you pay 100
Yen per 1,000 points or on a lower "0-3" rate you pay only 30 Yen per 1,000 pts. If three
numbers are given then the second and third denote the Uma, for example with a "1-2-3" rate
you would pay 100 Yen per 1,000 pts and at the end of the match the player in 3rd would pay
2,000 Yen (or 20,000 points) to the one in 2nd and 4th would pay 3,000 Yen (30,000 pts) to 1st.

An advertising sign outside a mahjong parlour will sometimes show Pinzu

tiles or dice to illustrate the rate/s and Uma available, so 1p, 2p and 3p

together would indicate the 1-2-3 rate. Such signs will also use images of

tiles to show if (and how many) red fives are used there.

The 0-3 rate is called Ten-San (literally "point three"), 0-5 is Ten-Go and 1-0 is Pin.
/J —L— b [noréto]
If you lack the confidence/funds to gamble you can look for a parlour offering No Rate games.

vk [setto]

The alternative to playing a free game at a parlour is to bring your friends and rent a table for a
Set hourly fee.

BwR~<— v > [tetsuyamajan] / <Y / TDOFEA [tetsuman]
Tetsuman means "all-night mahjong".

K#TH [daiuchi]

A Daiuchi or Rep Player is an expert player brought in to play on behalf of an individual or an
organisation (typically representing a Yakuza family in mahjong-based manga).

#i3E [shoshinsha]

Shoshinsha means Beginner.

Barticle's Japanese Mahjong Guide page 71 Jump to: Contents



WHES [kenshikail
A Kenshukai is a training session or workshop.

1) —4" [riigu]

Riigu is the English word "league" converted into Japanese.

B [kya]

Some mahjong leagues (and the excellent video-games of the Mahjong Fight Club series) use
the same system of Kyd and Dan grades that are used in some martial arts schools.

The Kyua grades are the lower of the two schemes. There are ten numbered grades, players
starting at 10 (lowest) and working up to 1 (highest). Each is written by prefixing the Ky
character with the appropriate numeral (see Numbers), e.g. P&} is Yonkya - the 4th KyG grade.

The Japanese PS3 game Janline-R uses twenty Kyu grades, from 20 up to 1.

E% [dan]

Promotion up from the top Kyu grade leads to the higher Dan ranks (equivalent to black belts in
martial arts!). There are nine such ranks, numbered from 1 (lowest) up to 9 (highest). Again
these are written using the number kaniji, so 7<E% is Rokudan - the 6th Dan rank.

#EX [shodan]

Instead of being labelled with the character for 1, the first rank in the Dan series is Shodan
(literally "beginning Dan").

Z B / HE% [nidan]
The second Dan rank is Nidan. This is sometimes written using the kanji =X which is a formal

Daiji character for the number 2 that would be used in legal and financial documents (since it
would be so easy for someone to change a normal — into a =!),

= / 2B [sandan]

Similarly the third Dan, Sandan, can be written using the Daiji kanji for 3 which is 5.

& A [meijin] / YRS — [masuta]
Meijin and Masuta both mean "master".

2’0 [puro] / A% [purojanshi]

Puro is a Japanese version of the English term Pro, denoting a professional player.

7075 X b [puro tesuto]
A player is required to pass a comprehensive Puro Tesuto (Pro Test) to become a pro.

BARZJOREES [nihon puro majan renmei]

Nihon Puro Majan Renmei - also known as the Japan Pro Mahjong League, the JPML or
simply "Renmei" - is a major mahjong federation consisting of ten leagues of professional
players (Al, A2, B1, B2, C1, C2, C3, D1, D2 and D3).

Their official site for online play is B >* (Ron2) and Konami's Mahjong Fight Club video-game
series is accredited by the JPML and features forty-eight of their pro players as opponents.
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BAR 7 ORMERHE [nihon puro majan kyokai]

Another prominent professional body is Nihon Puro Majan Kyokai, alternatively known as the
Japan Pro Mahjong Association, Nihon Pro Mahjong or just "Kyokai".

Sega's awesome MJ5 mahjong arcade game is accredited by this organisation.
T RFEE [kindai majan]
Kindai Majan (literally "modern mahjong") is a long-running mahjong manga publication.

fill 59 D+ PUH [sawarazu no jd-yon mai]

The phrase Sawarazu no Ju-yon Mai (loosely "fourteen tiles without touching”) refers to the
fourteen types of tile that possess rotational symmetry and look the same when inverted.

HHE]H L ROH S =l

Often tiles drawn from the wall will arrive in your hand upside-down and need to be rotated in
order to have the proper orientation but you will never need to touch these ones.

3 2< [yonma]
Yonma is an abbreviation of Yonin Majan - standard Four-Player Mahjong.

B2 / =% [sanma]

Sanma is an abbreviation of Sannin Majan - Three-Player Mahjong.

]RZE FZ [nukidora]

In some Japanese rule-sets for three-player games the north wind tiles (which will never be
used as seat-winds) are treated as bonus tiles like the flower tiles in the Chinese classical rules
- the tile is declared, removed from the hand and replaced by a new one. These special Dora
bonus tiles that are taken out of your hand are called Nuki Dora or Extracted Dora.

Z+Z@E / 7—ILI—TF—JL [arushiiaru majan]
Arushiiaru Majan or Twenty-Two Mahjong is the form of the game that was prevalent in pre-
war Japan. It was closer to Chinese mahjong, with matches played over four rounds and with no

Dora, fewer Yaku, eight Hanahai (four flowers and four seasons) and Pinfu allowed in an open
hand. The lowest possible score for a hand was 22 points (hence the name).

In order to preserve this defining feature of the game, any Pinfu hand (open or closed) was
granted an additional 2 points (even though Pinfu is the "no points" hand) to give a total of 22.
This exception carried over partially into the modern Japanese rules where an open hand with a
Pinfu shape (Open Pinfu) receives an additional 2 Fu (which is then rounded up to 30 Fu).

L [mai]

Mai is a countword used to indicate a specific number of flat objects, such as mahjong tiles.

B hE [koppail

Koppai means "bone tiles" and refers to traditional mahjong tiles made from bone. During the
mahjong craze in the 1920's, demand for mahjong sets in the U.S. was so high that there was a
shortage of cattle shin-bones in China and a supply from America had to be arranged.
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A4 HY < [ikasama]

Ikasama means "cheating”, a popular feature of mahjong fiction. Many cheating techniques
involve using sleight of hand to arrange and exchange tiles illegally.

(I've decided not to cover cheating techniques in this guide but if you have an academic interest
then check out my GameFAQs guide to the Nintendo DS game Akko de Pon: lkasama HOoroki.
The video-game includes an impressive range of twenty-five cheating techniques (76 variations
in total) and these are explained in detail in the guide, complete with ASCII-art diagrams.)

BhE / 1=hE [mopai]
Mopai is the ability to identify an engraved mahjong tile by touch instead of sight.

In the manga Akagi a special version of the game called Washizu Mahjong is played - three
quarters of the tiles are transparent (one instance of each type of tile is opaque). Since tiles are
drawn blind from a hole in the centre of the table (instead of from a wall) it is required that all
players wear a leather glove to prevent them from being able to discern tiles by touch.

EEBK [jankyd]
Jankyiu (literally "mahjong ball") is a curious hybrid of mahjong and pachinko.

Rt [nagare]

Nagare is usually translated into English as "flow". It describes the streaks of good and bad luck
that a player might experience during a match.

Z 7Lk [okaruto]

Devotees of the Occult school of thought believe that events in a game are determined by luck
and chance. Such a player will make decisions based upon their perception of Nagare.

T AL [dejitary]

Adherents of the rival school, Digital, believe that games are governed instead by the laws of
mathematics and probability. They make their choices based on statistical analysis.

— ANiZFE kw7 [hitori uki toppu (?)]

If only one player has a positive score after the final score adjustment process, i.e. if they were
the only person to make a profit in the match, this is referred to as "one person floating top".

Barticle's Japanese Mahjong Guide page 74 Jump to: Contents


http://www.gamefaqs.com/ds/944770-akko-de-pon-ikasama-hourouki/faqs
https://en.wikipedia.org/wiki/Pachinko

18. Reference \

This appendix gives an overview of the standard Yaku, look-up tables for scoring, a quick guide
to the use of numbers and a simple list of menu options you might encounter in video-games.

Yaku Summary

. Japanese Name _ English Name/s Han Value
Script ROmaiji Closed | Open

ME Riichi Reach 1 -
T2 T Tanyao All Simples* 1 1
%h2 / BRE | Yakuhai/ Fanpai Set of Value Tiles, Dragon/Wind Pung 1 1
SEF Pinfu Pinfu 1 -
REIWVAS Menzen Tsumo Concealed Self-Draw 1 -
—F Ippatsu One-Shot Win 1 -
BE—f Honitsu Half Flush t 3 2
— &0 lipeko (iipeikou) Pure Double Chow 1 -
¥ < Toi-Toi H6 (Toi-Toi) | All Pungs 2 2
=aRE San Shoku Dgjun | Mixed Triple Chowt 2 1
+ 5t F Chii Toitsu Seven Pairs, All Pairs 2 -
—SEE Ikkitstkan (ltts0) Pure Straightt 2 1
ot N Chanta Mixed Outside Hand t 2 1
-l =) Chinitsu Full Flush+t 6 5
=Rzl San Ankd Three Concealed Pungss 2 2
SEE A Hotei Last-Tile Ron 1 1
e E Junchan Pure Outside Hand t 3 2
BIES A Haitei Last-Tile Tsumo 1 1
&2 FBATE Rinshan Kaihd After a Kong 1 1
A JJLILE | Daburu Riichi Double Reacht 2 -
IN=TT Shé San Gen Little Three Dragons 2 2
EEEE Honroto All Terminals & Honours 2 2
=aEA San Shoku Dokd Triple Pung 2 2
=R =] Chankan Robbing the Kong 1 1
—_&0 Ryanpéko Twice Pure Double Chow 3 -
=EF San Kantsu Three Kongs 2 2

* Tanyao can only be claimed on an open hand if the Kuitan rule is allowed.

T Observes the property of Kuisagari making it worth one Han less in an open hand.

1 Daburu Riichi scores two Han instead of the one received for standard Riichi.
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Yakuman Summary

, Japanese Name . English Name
Script Romaiji
Edfmugi: PV Kokushimuso Thirteen Orphans
K=JT Dai San Gen Big Three Dragons
PORE %l Sa Anko Four Concealed Pungs
F—& Tsiiso All Honours
INOE Sho Sa Shii Little Four Winds
x—a Rydiiso All Green
EEEE Chinroto All Terminals
HoFN Chiiho Earthly Win
KOO= Dai S Shii Big Four Winds
NEFE Chuarenpotd Nine Gates
X Tenhd Heavenly Win
migF S Kantsu Four Kongs
PUREZI| BES1FH | ST Ankd Tanki Machi Four Concealed Pungs on Pair-Wait*
fF ETEN Junsei Kokushimusé Pure Thirteen Orphans*
KOE Dai St Shii Big Four Winds*
MEFNEFE Junsei Chirenpoto Pure Nine Gates*

* These four variations can optionally be scored as a double Yakuman.

Scoring Tables

The tables below summarise the allocation of Fu (minipoints). These are totalled for the winning
hand and then rounded up to the next multiple of 10; the exception to this is the Chii Toitsu
(Seven Pairs) hand which receives exactly 25 Fu with no additions.

Fu for Wins Fu for Sets
Open | Closed
Win| 20 PuNg Simples| 2 4
Extra points for Tsumo win| 2 Terminals or Honours| 4 8
Extra points for concealed Ronwin| 10 Kong Simples| 8 16
Extra points for "Open Pinfu" Ron win| 2 Terminals or Honours| 16 32
Chow 0 0
Fu for Waits
Fu for Pair
Penchan (edge wait)| 2
Kanchan (centre wait)| 2 Dragons 2
Tanki (pair wait)| 2 Seat-Wind or Round-Wind 2
Ryanmen (two-sided wait)| O Double Wind 4+
Shanpon (double pairs)] 0 Any other pair 0

* Double wind is when the seat-wind and round-wind coincide. Some rules only give 2 Fu for such a pair.
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The next set of scoring tables can be used to find the payment(s) required for any given
combination of Fu and Han thereby removing the need to perform the calculations yourself.

The top tables are for Ron (stolen discard) wins and the bottom ones are for Tsumo (self-draw)
wins. The left sides apply to wins by the dealer (east) and the right sides to non-dealers.

The Han totals listed along the top only count Han from Yaku and Dora, not the extra 2 Han
(Bazoro) received for the win. For hands with 5 or more Han use the limits table that follows.

Dealer Ron Wins

Non-Dealer Ron Wins

Han Count Fu Han Count
4 Han 3 Han 2 Han 1 Han 1 Han 2 Han 3 Han 4 Han
- - - 20 - - -
11,600* 5,800 2,900 1,500 30 1,000 2,000 3,900 7,700*
7,700 3,900 2,000 40 1,300 2,600 5,200
9,600 4,800 2,400 50 1,600 3,200 6,400
11,600* 5,800 2,900 60 2,000 3,900 7,700*
6,800 3,400 70 2,300 4,500
Mangan 7,700 3,900 80 2,600 5,200 Mangan
12,000 8,700 4,400 90 2,900 5,800 8,000
9,600 4,800 100 3,200 6,400
10,600 110 - 7,100
9,600 4,800 2,400 25t - 1,600 3,200 6,400
discarder pays full amount discarder pays full amount
Dealer Tsumo Wins Non-Dealer Tsumo Wins
Han Count Fu Han Count
4 Han 3 Han 2 Han 1 Han 1 Han 2 Han 3 Han 4 Han
2,600 | 1,300 700 - 20 - 700/ 400 1,300/ 700 |2,600/1,300
3,900* | 2,000 | 1,000 500 30 500 / 300 1,000/500 | 2,000/1,000 |3,900/2,000*
2,600 | 1,300 700 40 700 / 400 1,300/ 700 | 2,600/ 1,300
3,200 | 1,600 800 50 800 / 400 1,600/800 | 3,200/ 1,600
3,900 | 2,000 | 1,000 | 60 | 1,000/500 |2,000/1,000 |3,900/ 2,000*
2,300 | 1,200 | 70 | 1,200/600 |2,300/ 1,200
Mangan 2,600 | 1,300 | 80 | 1,300/700 |2,600/ 1,300 Mangan
4,000 2,900 | 1,500 | 90 | 1,500/800 |2,900/ 1,500 4,000/ 2,000
3,200 | 1,600 | 100 | 1,600/800 | 3,200/ 1,600
3,600 - 110 - 3,600/ 1,800
3,200 | 1,600 - - 25t - - 1,600/800 | 3,200/ 1,600

all non-dealers pay amount shown dealer pays first amount / non-dealers pay second amount

* Hands with either 3 Han and 60 Fu or 4 Han and 30 Fu can optionally score as Mangan under Mangan Kiriage.
T The bottom row (25 Fu) applies only to Chii Toitsu (Seven Pairs) hands.
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Limits

This table summarises the five limits used in Japanese mahjong. In the case of a Tsumo win the
payment amount is divided by the usual ratios - 1:1:1 for a dealer win or 2:1:1 for a non-dealer
win. For example on a dealer Sanbaiman win the three losers each pay 12,000 points and for a
non-dealer Haneman win the dealer pays 6,000 pts and the other two pay 3,000 pts each.

Limit Requirement Dealer Win Non-Dealer Win
3 Han and 70+ Fu

= Mangan 4 Han and 40+ Fu 12,000 points 8,000 points

5 Han
. 6 Han . .

Bk il Haneman 18,000 points 12,000 points
7 Han
8 Han

T Baiman 9 Han 24,000 points 16,000 points
10 Han

={&i# | Sanbaiman E EZ: 36,000 points 24,000 points

&% | Yakuman Lllf’ntti?l:d 48,000 points 32,000 points

* Some rule-sets do not allow Kazoe Yakuman (counted Yakuman) and the hand is capped at Sanbaiman.

Numbers

Instead of using the standard Japanese readings of the number characters, most terms in
Japanese mahjong (for example Ryan Han Shibari and Chii Toitsu) use the Chinese readings
rendered into Japanese. These are given in the fourth column of the table below.

The tiles of the Manzu suit are marked with the kanji for the numbers 1 to 9 as shown in the
second column.

Arabic Kaniji Standard Japanese | Japanese Mahjong English
1 — ichi ii one
2 _ ni ryan two
3 = san san three
4 shi / yon su four
5 HorE go a five
6 7% roku ryd six
7 + shichi / nana chii seven
8 J\ hachi pa eight
9 N kyQ cha nine
10 + ja shii ten
11 +— ja-ichi shii-ii eleven
12 += ja-ni shii-ryan twelve
13 = jo-san shii-san thirteen
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Final Scores

At the end of a match the scores will sometimes be presented in a more concise format using
the following process:

Step 1 The Oka bonus (if any) is awarded to the player in first place.

Step 2 The 30,000 points Kaeshi (buy-in) is deducted from each person's score. The four
scores will now sum to zero.

Step 3 Each score is divided by 1,000 and rounded up or down to give an integer. A result
ending in -5 will be rounded down, so for example 34,500 pts would become 345 after
division and be rounded down to 34. The winner's score is processed after the other
three and may need to be adjusted so that the zero sum is preserved.

Step4 The Uma payments (if any) are applied.

In the following example the buy-in was 30,000 pts and the starting scores were 25,000 pts, this
giving a 20,000 pts Oka. The Uma is 5-10 so the payments in Step 4 are 5,000 and 10,000 pts.

Player Placing Score Step 1 Step 2 Step 3 Step 4
Alice 1st 40,300 pts | 60,300 pts | 30,300 pts +30 +40
Bob 2nd 38,400 pts | 38,400 pts 8,400 pts +8 +13
Carlos 3rd 11,600 pts | 11,600 pts | -18,400 pts -18 -23
Diane 4th 9,700 pts 9,700 pts | -20,300 pts -20 -30

So the final scores would be presented as Alice +40, Bob +13, Carlos -23 and Diane -30.

In this format the players' individual scores will always sum to zero and the adjusted totals given
by this process reflect the relative profits and losses incurred during the match. A running total
of such scores can be kept across a series of several matches in league or tournament play.

The title character in the Saki manga/anime has acquired a peculiar talent for being able to
engineer the exact values of her winning hands such that her final adjusted scores consistently
come out as +0. This score would be called 75 < 4 £ B [puramai zero] which is a shortened
form of "purasu/mainasu zero" (literally "plus/minus zero" in English).

Uma is a quite common optional rule but there are several less common rule options that can
further complicate the process given above. Any penalties for Yakitori, Dobon and chip bonuses
must be paid after the Uma since they might cause the placings to change. If any Sashi Uma
(side-bets) have been made then these must be settled at the very end of the process after all
other adjustments have been made.

Barticle's Japanese Mahjong Guide page 79 Jump to: Contents



Gamin

Here are some words you may encounter when playing mahjong in a Japanese video-game or
on a Japanese website.

Japanese . Japanese )
Script Romaiji English Script Romaiji English
4R hai yes F— chii chow
AIAY-4 iie no R pon pung
A=a— menyd menu Ay kan kong
EIR sentaku selection ) —F Riichi reach
fEx kakunin confirmation Ay ron ron
T settei setting Y E Tsumo Tsumo
RE kettei decision 7HY agari win
HEE=S chosei modification INR pasu pass
Tyt kyanseru cancel RZEY miokuri let pass
TIHILE deforuto default RN tsugi e next
)ty k risetto reset RIL— surd ignore
R3 modoru return t+t—J sébu save
PHB yameru quit 254 ofurain offline
®RT sharyo end o354 onrain online
XC& hajime begin A4 > roguin login
R N randamu random g b kidd suru log on
ARR L kasutamu custom INXTJ—F pasuwado password
=H saiyo apply A7 k roguauto logout
iEH fusaiyo do not apply 2Bl namae name
JL—IL rdru rule(s) AV a4 pureiya player
7Y/ HY ari with o1t anata you
+< /L nashi without OE— robii lobby
AR ay opushon option(s) () Bk (tai)sen match
BGM BGM music F— L gému game
BE onryo volume %t B taikyoku (play) game
R"A R boisu voice Xt Hanchan 2 rounds
=9 onsei voice HE ton nan 2 rounds
WEBRE kokaon sound FX A ton pi 1 round
#1| PR B RS seigenjikan time limit T—AR RXR—X | détabésu database
HRE sokudo speed [a] kai count
=LY hayai fast = ritsu percentage
8 futsu normal i 7 chadan pause
E LD 0SO0i slow 1|k kako history
24 kL taitoru title screen iES sho win(s)
£ (L) k®) noko(ri pai) tiles left B hai loss(es)
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19. Japanese \

This appendix gives a brief insight into aspects of the Japanese language.

Scripts

Written Japanese uses a combination of three separate character-sets: hiragana and katakana
(known collectively as kana) and kaniji.

The Kanji are a system of ideographic characters borrowed from the Chinese; most have more
than one meaning and more than one possible reading (pronunciation) and they can be
combined to form compound words. For a general level of literacy you need to learn a standard
list of 1,945 kaniji, although a comprehensive twelve-volume dictionary will list over 50,000 in
total'! The kanji are generally more complex than the kana characters - it takes up to twenty-
three pen or brush strokes each to write the ones in the standard list.

Examples of kanji words: i & [mangan]
% k% [yakuhai]
R [tenbo]
The two Kana scripts are phonetic syllabaries where each character represents a unique
syllable (or more correctly a Mora or Moji) in the Japanese language. Both schemes consist
of forty-six symbols, each written with between one and four strokes, although there are also

variations of these used to represent palatized syllables, voiced consonants and bilabial
syllables (see below).

The more rounded Hiragana characters are used to spell Japanese words in situations where
kanji are not used and also in grammatical roles as prepositions and to apply inflectional
endings to kanji words.
Examples of hiragana words: %Y [agari]
A2 &V [buttobi]
7% L [nashi]
The more angular Katakana characters are used mainly to spell foreign names and "loanwords"

from other languages (for example % 7 /L [daburu] is a rendering of the English word "double").
You might also have seen them used in manga for onomatopoeic sound effects ("pa-chin!"), on

advertising signage or scrolling down the screen in The Matrix!
Examples of katakana words: *J & [tsumo]
k< [dora]
T 27\ A [tenpail
Japanese text is written without spaces and presented either horizontally, reading from left-to-
right and then top-to-bottom, or vertically, reading from top-to-bottom and then right-to-left.

Like the English word "sheep”, Japanese nouns do not take a plural form, so you could have
one Yaku or (with a suitable combination of luck and skill) six Yaku.
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Pronunciation

The Japanese language is composed of the following "building blocks" which are represented
directly by the two kana scripts.

Standard: a, i, u, e, 0, ka, ki, ku, ke, ko, sa, shi, su, se, so, ta, chi, tsu, te, to, na, ni, nu, ne,
no, ha, hi, fu, he, ho, ma, mi, mu, me, mo, -n

Palatized: kwa, kya, kyu, kyo, sha, shu, sho, cha, chu, cho, nya, nyu, nyo, hya, hyu, hyo,
mya, myu, myo, rya, ryu, ryo

Voiced: ga, gi, gu, ge, go, za, ji, zu, ze, zo, da, de, do
Bilabial: ba, bi, bu, be, bo, pa, pi, pu, pe, po
Combinations: gwa, gya, gyu, gyo, ja, ju, jo, bya, byu, byo, pya, pyu, pyo

You'll notice that most of these consist of a consonant sound followed by a vowel. This shows
the proper way to parse Japanese words and names, for example it's "Mi-tsu-bi-shi" not "Mit-su-
bish-i" (the car company) and "Hon-i-tsu" not "Ho-nit-su" (the scoring element).

Each syllable should be pronounced, with even stress and fairly quickly. The exceptions are
stopped (double) consonants and extended (double) vowels, for example "Noten Bappu”
contains both. In this guide I've used macrons (horizontal overscores) to denote extended 3, €,
0 and U sounds, for example "kd" is a long "ko" sound. (It would often instead be represented
with an extra letter as "kou" which can lead to errors in pronunciation - certainly | had to un-learn
some bad habits!)

There are only five vowel sounds in Japanese and these are pronounced as follows.
a-asin"car" / i-asin"we" / u-asin"soon" / e-asin"get" / o-asin"rope"

Two adjacent vowels are both pronounced so for example "ai" is spoken like the English word
"eye", e.g. in the word in "Tenpai" (also see below).

Most consonants are pronounced how you would expect them to be (in English) so I'll only list a
few cases.

g-asin"go" / j-asin"jar" / s-asin"sit" / y-asin"yet" / tsu - as in "hot soup"

r - somewhere between an R and an L sound

The -n sound at the end of a syllable is pronounced as in English except when it occurs before
a bilabial consonant (B, P or M) in which case it is pronounced as -m. For example, although
the word Tenpai would be spelt using the kana for -n, it is spoken as "tempai”.
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