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Only the winner is paid. What each player owes depends

on the hand’s value on the card, how the winning tile

arrived, and whether the hand is Jokerless.

How it works

Who pays what

How the hand was won The player who threw it Each other player

Called a discard for Mahjong 2× the value 1× the value

Drew the winning tile from the wall (self-drawn) No discarder 2× the value (all three)

Jokerless, on a discard 4× the value 2× the value

Jokerless, self-drawn No discarder 4× the value (all three)

Example: a 25 hand

Situation Payments Total

On a discard Thrower 50, others 25 each 100

Self-drawn Everyone 50 150

Jokerless, on a discard Thrower 100, others 50 each 200

Jokerless, self-drawn Everyone 100 300

Jokerless fine print

When things go wrong Table rules (not official)

Our table

Each point is worth     Pie per player Kitty for wall games   No money, just a tally

Other house rules 
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Every hand on the card has a value printed beside it, usually 25 to 50. Harder hands are worth more.

Groups that play for money usually count the value in cents: a 25 hand is 25¢. Many groups keep score on paper instead.

There is no bonus for the dealer. East pays and collects like everyone else.

No Jokers anywhere in the winning hand, concealed or exposed.

Announce it. Say “Jokerless” when you declare. The League has

ruled that the bonus isn’t owed if you don’t.

Singles and Pairs hands never get the bonus. They can’t use

Jokers, and the card value already reflects it.

Quint hands don’t get the bonus either.

Wall game: no winner, nobody pays.

Dead hand: stops playing, still pays the winner.

Dead-hand challenge: if the challenged player denies it, check the

hand at the end. Whoever was wrong pays the other 50.

False Mahjong: the caller’s hand is dead. Check every win against

the card before anyone pays or mixes tiles.

Pie: each player brings a fixed amount; once it’s gone, they play on

at no further risk.

Kitty: a pot paid into after wall games, collected by the next

winner.

Hot wall / cold wall / pay for the party: extra penalties late in a

hand. Officially, the thrower only ever pays double.

Agree any of these before the first hand.


