
Tournament Style Play - Q&A, Rules, Scoring 
A Mini-Tournament for Intermediate/Intermediate Plus Players playing 15 minute games.

Perfect for players new to tournament style play and seasoned players alike. 
Tournament play will follow NMJL Standards and Rules, 8 Jokers and No Blanks

•Please bring your 2026 NMJL card and display it on the table during play. 
•Play of Two Rounds. Each Round (4 games) timed at 60 minutes. 
•Players will draw for tables/positions upon arrival. (Exception - EAST will be designated by Director.)
There will be one rotation among tables/players between Rounds 1 and 2. 
•EAST will begin the Round by rolling the dice (2) and breaking the wall. For successive games (2, 3, 4)
in the Round, players will take turns as dealer following normal rotation. 
•Timing for each Round will begin when the Director says “GO” at which time designated EAST will roll
the dice and break the wall. When time is called, play stops. 
•For each game, dealer will roll the dice, break the wall, start the deal. Continuing in normal rotation,
each player will take their own tiles from the wall until deal is complete. 
•Each game within the Round begins when the dealer discards the 14th tile.If a player makes a mistake
during the deal, there is NO penalty. All tiles are to be thrown back in, reshuffled, deal begins again.
The timer does NOT stop during this correction. It is, therefore, to the benefit of all players in making
sure this part proceeds correctly. 
•The 1st Charleston is mandatory (4 players at the table). The 2nd Charleston is optional and may be
stopped by any one player.If ANY player has already picked up AND RACKED tiles from the 2nd left,
the 2nd Charleston must continue in full. 
•At tables of 3 players, there is NO Charleston and NO passing of tiles. Deal, rack, play. 
•A discarded tile may be called for an exposure or Mah Jong up until the next player has RACKED (not
tapped) the next tile OR the player has DISCARDED the next tile.
•A player may pause/call for a tile in deciding to take it for an exposure or Mah Jong. The player is not
obligated to take the tile (unless the tile has been touched). 
•When calling a tile for an exposure or Mahj, the called tile is placed on top of the rack. The player
completes the exposure or Mah Jong by adding tiles to the top of the rack. 
•If 2 players call for a tile, the player calling for Mah Jong gets preference. In calling for an exposure,
the player next in rotation of play gets preference. 
•For joker exchanges, a player initiates turn by picking/racking the next tile, then presenting/requesting
a tile for the joker exchange, hand to hand. If the tile is not announced for exchange and/or is placed
on the table, it is considered dead to all players. 
•Jokers exposed in a turn PRIOR to a hand being declared dead CAN BE used for joker exchanges by
remaining players. 
•If a tile is misnamed on discard, the tile name should be corrected, by any player, before game
continues. Game continues and there is no penalty. Exception - If the mis-named tile is called for a Mah
Jong upon hearing the name spoken, the Mahj can stand. 
•A player’s hand can be declared dead if a player has too many or too few tiles, if a player picks a tile
from the wrong end of the wall, or if a player picks out of turn from the wall.



Pink Tile Social Club
Tournament Style Play - Scoring & Best Case Practices

Mah Jong! Initial point value is shown next to the hand on the 2026 NMJL card. 
      +10 Points if player picks own Mah Jong

+20 Points for a hand made with NO Jokers, EXCEPT for Singles and Pairs category
No point deduction for player throwing Mahj to player who has no (zero) exposures. Player

receives a 0 (zero) on the score card. 
-10 points to player throwing Mahj to player who has 1 exposure.

-20 points to player throwing Mahj to player who has 2 exposures. 
-25 points to player throwing Mahj to player who has 3 exposures. 

10 Points to all players in a Wall Game, EXCEPT to player whose hand had been declared
dead during game play. 

0 (zero) score on the score card for player whose hand declared dead during gameplay
0 (zero) score to all players on the score card for incomplete games

The ScoreCard
At the end of each Game, players record personal score on scorecard . East will verify all
scores and initial. West will verify East and initial. At the end of each Round, players total the
scores for the four games in that Round and record on personal scorecard. East will verify
Round totals and initial. West will verify East. Upon completing both Rounds, players will add
both Round totals and provide an Overall Total Score. East will verify all Overall Total Score
and initial. West will verify East. Players turn in scorecards. 
 
  
     

1st, 2nd and 3rd Place Winners Announced and Prizes Awarded
Featuring OMM Tiles & Other Mah Jong Accessories

In case of a tie, the overall number of Mah Jong wins will be used to break the tie (followed by
highest single Round Total if needed). 

Please silence your cell phones during active tournament play. 
For emergency calls, simply declare your own hand dead and step away to address call. 
Mind your own tiles during play. If it’s not your own wall or tiles to touch, please don’t :)

Familiarize and practice with stated guidelines, timing, rules and scoring prior to tournament. 
In case of disputes, Director’s ruling is final. 
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