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WHAT YOU’LL LEARN IN THIS GUIDE:

AMERICAN MAHJONG
BY SO BAM FUN

Welcome to American Mahjong, a game of
strategy, skill, and a little bit of luck! This guide is
designed to help you learn the fundamentals and

fEEL CONFIDENT PLAYING ON YOUR OWN.
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GET TO KNOW THE TILES1

Each suit contains numbers 1–9 and is paired with a dragon (Bams with Green,
CrAKS WITH RED, DOTS WITH SOAP), WITH 4 OF EACH NUMBER AND 4 OF EACH DRAGON.

ThERE ARE 4 OF EACH WIND.

WINDS

SUITS

DRAGONS

JOKERS

ThERE ARE 8 JOKERS.

FLOWERS

ThERE ARE 8 FLOWERS.

NoRTH EaST SoUTH WeST

Don’t HAVE SUITS

AND CAN BE USED

INTERCHANGEABLY

ReD

CrAKS

SoAP

DoTS

GrEEN

BaMS

Important Note: Mahjong sets might have tiles that do not
lOOK EXACTLY LIKE THE BELOW.



Master the National 
MaHJONG LEAGUE CARD

22

In American Mahjong, the card lists all possible winning
hands — each a 14-tile combination. The goal of the game

is to build one of these lines faster than Opponents. 

CARD SECTIONS
The card changes every year, but
tHESE 9 SECTIONS REMAIN THE SAME
Year – contains current year
(sOAPS USED FOR “0")
2468 – eVEN NUMBERS ONLY
Any Like Numbers – all the same
nUMBER
Quints – 5-oF-A-KIND
Consecutive Runs – numbers in
oRDER
13579 – oDD NUMBERS ONLY
Winds & Dragons – mainly winds
aND DRAGONS
369 – oNLY 3, 6, AND 9
Singles & Pairs – only singles
aND PAIRS

COLORS
Colors show how many suits to

use, not what suit To use (e.g., green
does not mean to use bams, and red

dOES NOT MEAN TO USE CRAKS)
222 444 6666 8888 ⟶ if a line is
all black, it has to be in ONE suit
bUT CAN BE ANY SUIT
222 444 6666 8888 ⟶  IF A LINE IS
IN TWO COLORS, IT HAS TO BE TWO
SUITS
222 444 6666 8888 ⟶ if a line is
in three colors, it has to be in
aLL THREE SUITS
22 444 DDDD 666 88 ⟶ If a line
with a Dragon Is listed In one
color, the dragon must match
tHE SUIT OF THE NUMBERS

VALUES
the values tell you how difficult
a LINE IS: (E.G., 25 IS THE EASIEST)
C = Concealed: Cannot call
discarded tiles (except the last
one you need), but can Joker
sWAP.
X = Exposed: You can call
dISCARDS.

NOTES
Notes (in parentheses) explain
rESTRICTIONS OR OPTIONS
TErminology: 

SiNGLE: 1 SINGLE TILE
PaIR: 2 IDENTICAL TILES
PuNG: 3 IDENTICAL TILES
KoNG: 4 IDENTICAL TILES
QuINT: 5 IDENTICAL TILES



4 DrAW TILES
1.Dealer draws 4 tiles (2

stacks of 2) from the far
end of the wall 

2. everyone continues
grabbing 4 tiles in a
counter-clockwise order
uNTIL EVERYONE HAS 12 TILES

3. The dealer then takes the 1
and 3  tile to have 14 tiles

st

rD

4.Everyone else grabs 1 tile to
have 13 

1.DeALER ROLLS THE DICE AGAIN
2.counts that many tiles

from the right side of their
wALL

3.Places pusher one after the
last tile you counted to
“sPLIT" THEIR WALL

4.pushes the remainder of the
tiles towards the center
wITH THEIR RIGHT HAND

3 BrEAK THE WALL

Line up tiles against your
rack 19 tiles across and
stacked 2 high (19 stacks
oF TWO = 38 TILES TOTAL)

BuILD THE WALL

Everyone rolls the dice.
HiGHEST ROLL = DEALER

ChOOSE THE DEALER1 2

Set up the game 3

Reminder: dealer can make a tail
with 2 tiles on the left-hand side
of the pushed out wall to remind

players to pick tiles from the
rIGHT-HAND SIDE OF THE WALL

Dealing distributes the tiles to create each player’s
sTARTING HAND, SETTING THE STAGE FOR THE GAME.

Reminder: When the wall runs out,
the person to the left of the dealer

pushes out their entire wall. If
someone only received 2 tiles,

they complete their draw with the
nEW WALL



LeARN THE CHARLESTON4

Reminder: Do not pick tiles up until everyone passes! The First
ChARLESTON IS “ROL" – RIGHT OVER LEFT

The Charleston Is an exchange of tiles with other players
tO GET AN IDEA OF WHAT SECTION TO PLAY

RiGHT

1.PaSS 3 TILES TO THE
RIGHT FACE DOWN

2.PiCK UP AND RACK
THE 3 TILES

OvER

1.PaSS 3 TILES ACROSS
FACE DOWN

2.PiCK UP AND RACK THE
3 TILES

LeFT

1.PaSS 3 TILES TO THE
LEFT FACE DOWN

2.PiCK UP AND RACK
THE 3 TILES

ThE CHARLESTON (MANDATORY)

ThE SECOND CHARLESTON (OPTIONAL)

LeFT

1.PaSS 3 TILES TO THE
LEFT FACE DOWN

2.PiCK UP AND RACK
THE 3 TILES

OvER

1.PaSS 3 TILES ACROSS
FACE DOWN

2.PiCK UP AND RACK THE
3 TILES

RiGHT

1.PaSS 3 TILES TO THE
RIGHT FACE DOWN

2.PiCK UP AND RACK
THE 3 TILES

ReMINDER: EVERYONE MUST AGREE TO THIS, ANY ONE PERSON CAN NIX IT! THE
SECOND CHARLESTON IS “LOR" – LEFT OVER RIGHT

CoURTESY PASS

ReMINDER: THIS HAPPENS EITHER AFTER THE FIRST OR SECOND CHARLESTON

Each player tells the person across from them how many tiles they
wish to pass (0-3 tiles). Players then exchange the number of tiles

eQUAL TO THE LOWER OF THE TWO NUMBERS

BlIND PASS: ON THE THIRD PASS (FIRST LEFT AND SECOND RIGHT), PLAYERS MAY CHOOSE TO MAKE A ‘BLIND PASS.' THEY
CAN PASS 1–3 OF THE TILES THEY JUST RECEIVED DIRECTLY TO THE NEXT PLAYER WITHOUT LOOKING AT THEM. IF THEY PASS

FEWER THAN 3, THE REMAINING TILES MUST BE SELECTED FROM THEIR OWN HAND TO COMPLETE THE PASS.



The only tile that can be “called”
is the one that was just

discarded. All other tiles in the
center can no longer be picked

up ever in the game. They are
kNOWN AS “DEAD TILES"

StART TO PLAY5

OvERVIEW OF PLAY

When a player discards a tile,
they must place the tile face up
in the middle of the table and
announce the name of the tile

oUT LOUD (EX. FOUR BAM)

ReMINDERS

1

2

3

When the wall that Is pushed out runs out of tiles, the player to the left pUSHES
OUT THEIR ENTIRE WALL. THE ONLY TIME THE WALL IS “SPLIT" IS WHEN THE DEALER BEGINS THE

GAME.

PuSHING OUT WALLS

The next player draws a tile from the wall and
discards one in turn. They can keep the tile they
drew and discard from their rack or discard

tHE TILE THEY DREW.

If nobody wants to “call” that tile, play
cONTINUES COUNTER-CLOCKWISE.

The dealer begins the game with 14 tiles while
everyone else starts with 13. The dealer discards

oNE TILE TO BEGIN THE GAME.



HoW TO CALL6

any player can pick up the discarded tile if they can
complete a group of 3 or more like tiles or if it is the last

tILE REQUIRED TO WIN MAHJONG

sTEPS TO "CALL":
1 sAY “CALL"

2 PiCK UP THE DISCARDED TILE

3 DiSPLAY THE GROUP ON YOUR RACK

4 DiSCARD A TILE

5 GaME CONTINUES TO THE RIGHT

ReMINDERS

once you expose
a group of tiles
on your rack, it
stays that number
of tiles (ex: three
3 dots can never
bECOME 4 3 DOTS)

YoU CAN CALL FOR
A SINGLE, PAIR, OR
UNLIKE TILES IF IT IS
THE LAST TILE YOU

NEED TO MAHJONG

ThE PLAYER MUST
“CALL" THAT TILE
BEFORE THE NEXT

PLAYER DRAWS A TILE
AND PUTS IT IN THEIR

RACK

If YOU NEED TIME TO
THINK ABOUT

CALLING A TILE, SAY
“PAUSE" TO STOP THE

GAME. SAY
“UNPAUSE" TO
RESTART PLAY



PlAY WITH JOKERS7

Jokers can only be used In groups of 3+ like tiles and can
bE USED IN PLACE OF ANY TILE (E.G., NOT PAIRS, NEWS OR 123)

1 sAY “CALL"

2

AlWAYS DRAW FIRST1

SaY “JOKER SWAP"

RePLACE THE JOKER WITH THE NECESSARY TILE

ReMINDERS

jokers can be used in
place of any tile: suits
(including dragons),

fLOWERS, WINDS

if someone discards
a joker, it is dead and
cANNOT BE CALLED FOR

JoKER CAN'T BE USED
FOR PAIRS, SINGLES OR
UNLIKE TILES (EX. NEWS,
135, 2468) BECAUSE

THEY ARE NOT GROUPS
OF 3 OR MORE LIKE TILES

JoKER SWAP

Reminder: if you draw or have the tile needed to replace a joker on
someone’s rack (including your own), you can take the joker and

replace it with the necessary tile only on your turn 

2

3

4 RaCK THE JOKER

5 DiSCARD A TILE



Never draw tiles from
the discard pile, only

fROM THE WALL

WiN MAHJONG8

Never REMINDERS9

your rack will always have 13 tiles, but you need 14 tiles to
win. You must draw or call for the 14  tile tH

2

DrAW OR CALL FOR THE WINNING TILE1

SaY “MAHJONG"

ExPOSE THE WINNING TILE3

4 Tell the group what line you went for, so
tHEY CAN VERIFY YOUR WIN

Reminder: You can call for a tile that does not complete a group of 3 or
more like tiles if it is the last tile needed to Mahjong (e.g., pairs, NEWS, 123) 

NeVER CALL FOR A TILE IN
A SINGLE, PAIR, OR

GROUP OF UNLIKE TILES
(UNLESS IT IS THE LAST
TILE YOU NEED TO WIN

MAHJONG)

NeVER LOOK AT A TILE
BEFORE A BLIND PASS

never call for a joker
that has been

dISCARDED

nEVER ADD OR CHANGE
A GROUP OF TILES THAT
HAS BEEN EXPOSED ON
YOUR RACK ONCE YOU

HAVE DISCARDED

never use a joker in a
single, pair, or group

oF UNLIKE TILES
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