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Most dead hands are spotted by the other players. And

when your own hand is out of reach, defense saves you

money.

Spot a dead hand

1 No such hand. The exposures together fit no line on

this year’s card.

2 Concealed hand exposed. The only lines they fit are

marked C.

3 Incorrect exposure. An exposed pair, NEWS or year

group, or a Joker in a pair.

4 Unwinnable. They still need a pair and three of that

tile are visible, or a single and all four are visible.

5 Wrong count. Concealed plus exposed tiles isn’t 13

(14 on their turn).

Playing out of turn and picking ahead also break the rules.

How a challenge works

Playing defense

Switch when…

Then

Discard Risk

A Joker (can never be called) None

A tile whose other three copies are visible (still

callable with Jokers, or as a final single)

Low

A tile just discarded and not called Low

A tile outside every exposed hand you can

read

Moderate

A tile you hold two of and haven’t seen thrown High

A Flower, late in the hand High

Read exposures against the card. Every exposure has to fit a real line, so each one narrows what a player is building. A set

has 8 Jokers: every Joker you can see is one nobody is holding. A player with no exposures late in the hand may be playing a

concealed or Singles and Pairs hand.
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Say it out loud. Asking “is your hand dead?” counts as a

challenge.

Base it only on tiles everyone can see, never a guess

about a concealed rack.

The player either accepts and stops playing, or denies it

without revealing their hand. Play continues.

If denied, check at the end of the hand. Whoever was

wrong pays the other 50.

You can’t declare your own hand dead. Keep playing,

safely.

A dead hand still pays the winner. Jokers in its earlier,

legal exposures can still be exchanged; an incorrect

exposure goes back into the rack.

The wall is short and you still need three or more tiles.

An opponent has made a third exposure.

The tiles you need (especially for a pair) are already

gone.

Hold tiles others clearly need, even if it breaks your

hand. A wall game costs nothing; throwing the winner

costs double.

Don’t call tiles just to expose them.

Exchange for Jokers when you can: a Joker is a

perfectly safe discard later.


