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Mahjong is a tile-based game that originated in China in the early 19th century. It is a game of

skill, strategy, and luck and has become a popular pastime in many countries worldwide. The

game's popularity has spread rapidly since it was first introduced, and it has become an integral
part of many cultures.
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This game was first played in the eastern provinces of China and is said to have been
invented by a man named Confucius. The original purpose of the game was to teach
students discipline, strategy, and calculation.

Mahjong's original name was "Mah Tiae," which means "sparrow" in Mandarin, because
the tiles were decorated with images of birds. Over time, the name was changed to

"Mahjong," which means "hemp bird" and refers to the sound the tiles make when
shuffled.

The game quickly gained popularity in China, especially among the upper classes. It was
often played in social settings, such as teahouses, where players gathered to socialize
and compete. Mahjong was also played for money, adding an element of excitement and
risk to the game.
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MAHJONG SOLITAIRE GAME
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WINDS: DRAGONS:
Sl Sni D i LA L L Mahjong tiles include three suits of numbered tiles

% ‘ y% ‘I & I 1t ] EF ‘ %1;%»] D] (Bamboo, Dots, and Characters), four Wind tiles (East,
- | - &~ South, West, and North), and three Dragon tiles (Red,

FLOWERS: SEASONS: , L ) ]

PLUM  ORCHID GmumbW BAMBOO SPRING SUMMER AUTUMN WINTER Green, and White). Additional tiles in most sets are

4 B ETY B S04 0% & Flowers and Seasons, which can be bonus tiles, and
‘. :{; w’ %f\ \:\‘:X ':.:" % - ° o
. , ; .- | - Jokers, which act as wild cards.
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PLAYERS ANB EQUIPRAENT

BE B4/ IKER, Usually 4 players.

TEXEFE136T 1441 FIR (BUR The game uses 136 or 144 tiles
Fhezs) o (depending on the version).

Jzﬁ?EB‘ Tiles haye 3 sulits:
= (E) Dots (Circles)

, Bamboo (Sticks)
,_\_I,;j: (15F) Characters (Numbers)
+ A GXF) Plus Honor tiles (Winds & Dragons)

MERER (N5k), BKE and sometimes Bonus tiles (Flowers
B (fE5ZT) & Seasons).




3% = 3%
‘ SCRENMBLE THE PU22LE “

° j%ﬁﬁgﬁﬁgﬂb"‘gﬂ _FJWEE o Pr:ace all th?c tri]les fslce down in
the center of the table.
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Use your hands to stir the tiles

yyz_l,,(}‘jﬁ?pﬁﬁ’]ujﬂ’ﬂﬁ?iﬁ in a rotating motion. This

., I TFEK"E process is called "washing" the
Ego tiles.

\ After stirring, arrange the tiles
— 1 AV )
» B, RERAIIKET into a rectangular array two tiles

i;% K+ /) RBYFEFZ (&S high and eighteen tiles long.
XA HFRIg“I5" This is called a "wall."
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DEI'ERMINING PLAYER POS:TZON

Efﬁﬁ‘x_jr/% I EL /N e Roll the dice to determine
;ﬁ—/\r‘gﬁ (BE 2 who will be the first dealer

EHBRMNE), (usually the East position).

4 4 . he other players will
H 8 50 SRR I B 1 occupy the South, West, and

M SER. A Ak North  positions in a
B B o clockwise order.




AssLGN TELES TO EACH PLEYER
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- o) T i The dealer rolls the dice again to
* EXBRHEKRT, UREER determine where the tile distribution

ACEY IR & begins.
e MIEFTH 8, 51 I Starting from the designated point, each
MAEE" o 42 &I o 3K B = player draws four tiles from the "wall"

/87|10 pe g;r;ehe times, resulting in a total of 12 tiles
o AlE, ERBEGIFKE, MH The dealer then draws two additional
TR B L5 H—KhE, tiles, while the other players each draw
A, EXRFFHE 14K, MEM one tile.
IS 1385K R, As a result, the dealer will have 14 tiles,
while the other players will have 13.
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1. é;}ﬁy‘\z . 1.Starting the Game:
_ T — i | y— - e The dealer (the player in the East position)
o EXR (UFAHRMVITKR) MG L"E—IRE - - -

begins the game by drawing a tile from the
35)3’525& "wall."

~r - \/ N/, - o After drawing a tile, the dealer must discard
« HAFIR—IRERE, SWBLAMFHREF " S e e
_iﬂzﬁxﬁgo

3}3’;‘5@2“ . 2. Order of Play:
2.; e Play proceeds clockwise, from East to South,

ﬁ?S&AA-{F@Jﬁ AAT'-_@HB“@W'% ﬁ'/ﬁ'o West, and North.

o BNMNIIFRMKWINLE—NHIRHEEFT—NHIR, e Each player, in turn, draws one tile and

discards one tile.

3. IR
° )TE%‘(__[L/(}A“ii"l::léA%IJ—/\j’j‘ijQ, HBT LI 4 3. Capturing aTile:

e A player may either draw a tile from the "wall"
EU %{”J Jz=§ El]jj_ij%o or claim a tile that was just discarded by the

o Ul %M”ii"J:D H B, Hre i MFRIRRY ST previous player.
L = e |f drawing from the "wall," the player must take
BY i B I_ . Ell] ]§ the top tile from the remaining "wall."
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4. Discarding Tiles:
e After drawing a tile, a player must discard one tile from their hand.
e The discarded tile must be placed face-up in the center of the table.
e The player must clearly announce the name of the discarded tile.
5. Claiming Tiles:
e Another player can claim the newly discarded tile to form a set or win the game.
e A"Chi" claim can only be made by the next player in sequence.

e A"Peng" or "gang" claim can be made by any player, but has higher priority than a "Chi"
claim.

e |fatileisclaimed, the order of play changes and continues from the claiming player.
6. Forming Combinations:
e Players attempt to form valid tile combinations, such as a set of three identical tiles
(Peng) or a sequence of three tiles (Chi).
e Formed combinations are usually placed face-up in front of the player.
e Each player may only focus on two types of tiles.
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7. Winning the Game:

e When a player successfully forms a
"winning hand," they win the game.

e A winning hand typically consists of four
tiles and a pair.

e The player must declare "Mahjong!" upon
winning.

8. End of Round:

e A round ends when a player wins the game
or when all tiles on the "wall" are used up
without a winner (a tie).

e Scores are calculated based on the tile
combinations formed.

9. Next Round:

e The dealer position passes to the next
player (clockwise).

e The deck is reshuffled and the game begins
again.







