FREE PRINTABLE - BEGINNER QUICK REFERENCE

American M ahjong Cheat Sheet

Tile vocabulary, Charleston order, jokers, groups, and turn flow on one page

1. KNOW THE TILES

5. JOKER RULES

A standard American game uses 152 playing tiles. Many retail sets
include 14 spare blanks, making 166 pieces in the case.

Dots: numbers 1-9, four of each (36)
Bams: numbers 1-9, four of each (36)
Cracks: numbers 1-9, four of each (36)
Winds: North, East, South, West (16)
Dragons: red, green, white/soap (12)
Flowers: eight interchangeable tiles (8)
Jokers: eight wild tiles with limits (8)

2. GROUP NAMES
Single = 1 tile

Pair = 2 identical tiles
Pung = 3 identical tiles
Kong = 4 identical tiles
Quint = 5 identical tiles
Sextet = 6 identical tiles

3. CHARLESTON ORDER

RIGHT - ACROSS - LEFT

First Charleston: mandatory. Pass three tiles each time. The third
pass may allow a blind pass according to the table procedure.

Second Charleston: optional only when all four players agree. The
order reverses: LEFT - ACROSS - RIGHT.

Courtesy pass: opposite players may exchange 0-3 tiles by
agreement after the Charleston.

4. EVERY TURN

Draw one tile from the wall.

Check whether the draw completes Mahjong.
Discard one tile face up and name it clearly.
Listen for calls before the next player draws.
Keep your rack at 13 tiles between turns.

Companion reference only - does not reproduce the annual NMJL card. Confirm current card and house rules.

JOKERS CAN:
Substitute inside groups of 3 or more identical tiles.
Be exchanged from an exposed group when you hold the matching
natural tile.
JOKERS CANNOT:
Replace a tile in a single or pair.
Be passed during the Charleston.
Be called from a discard by themselves.
Override a jokerless or concealed-hand restriction.

6. CALLING AND EXPOSURES

Call a discard only when it completes an allowed group of 3 or
more, or when it completes Mahjong.

Place the completed group face up on your rack.

After a call, discard one tile; play continues from the caller.

A concealed hand cannot use ordinary calls for exposures.

7. HAND-SELECTION SCAN

Sort by suit, winds, dragons, flowers, and jokers.

Circle natural pairs and groups in your mind.

Scan only card sections that match those strengths.
Keep one primary hand and one overlapping backup.
Use Charleston passes as evidence before committing.

8. BEFORE DECLARING MAHJONG

Confirm the exact line on the current official card.

Check suit-color relationships and any footnotes.

Verify concealed/exposed status and joker limits.

Count exactly 14 tiles in the completed hand.

Use the card value and your group's agreed payout rules.
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