
Japanese English Explanation
Closed, 
Open, 

Either?
Han Example

Patterns and Sequences

Pinfu No points or 
minimum fu

All sequences.  No triples, quads, dragons, player's seat wind, and round's 
wind.  A two tile wait or open wait or Ryanmen wait to complete the 
sequence.

C 1

All sequences and a pair.  Two tile wait for 6 Souzu or 9 Souzu.

Iipeikou
One set 
identical 

sequences
Two sequences of the same numbers in the same suit. C 1

Two 3-4-5 Manzu are winners.  Rest are triples and/or sequences and a pair.

Sanshoku or 
Sanshoku 

Doujun

Three color 
straight Three sequences of the same numbers in each of the three suits. C, O 2, 1

2-3-4 Manzu, 2-3-4 Pinzu, and 2-3-4 Souzu are winners.  Rest are a triple (or a sequence) and a pair.

Ittsu or Ikki 
Tsuukan

Straight 
through

Three sequences of the same suit numbered 1-2-3, 4-5-6, 7-8-9.  In other 
words, a single-suit straight from 1 to 9. C, O 2, 1

1-2-3 Pinzu, 4-5-6 Pinzu, and 7-8-9 Pinzu are winners.  Rest are a sequence (or a triple) and a pair.

Chiitoi or 
Chiitoitsu Seven pairs All seven pairs must be different.  Four tiles of the same can't be two 

separate pairs. C 2

Seven pairs.

Ryanpeikou
Two sets 
identical 

sequences

Two different sequences of the same numbers in the same suit.  In other 
words, two Ipeikos.  Does not combine with Chitoi. C 3

Two 5-6-7 Manzu and two 7-8-9 Souzu are winners.  Rest is a pair.
Triples or Quads

Toitoi or 
Toitoihou All triples All triples and/or quads. E 2

All triples and a pair.

Sanankou
Three 

concealed 
triples

Three concealed triples; Tsumo third triple okay, Ron third triple not okay.  
The fourth meld can be open triple, open quad, or open sequence. E 2

Triple 2 Manzu, triple 9 Manzu, and triple 3 Pinzu are closed triples winners.  Rest are a sequence (or a 
triple) and a pair.

Sankantsu
Three 

concealed 
quads

Three concealed quads; Tsumo third quad okay, Ron third quad not okay.  
The fourth meld can be open triple, open quad, or open sequence. E 2

Sanshoku 
Doukou

Three color 
triples Three triples and/or quads with the same number in all three suits. E 2

Triple 2 Manzu, triple 2 Pinzu, and triple 2 Souzu are winners.  Rest are a sequence (or a triple) and a pair.

Honroutou All terminals 
and honors Terminals and honors triples and/or quads.  Seven pairs closed okay. E 2

Triples and a pair terminals and honors.

Yaku Or Hands Japanese Mahjong Riichi
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Japanese English Explanation
Closed, 
Open, 

Either?
Han Example

Yaku Or Hands Japanese Mahjong Riichi

Type of Tiles or Consistency

Yakuhai Value tiles
Any triples or quads dragon(s), player's own wind, and/or round wind.  If a 
wind is both the player's own wind and round wind, then it's worth two han.  
One han per triple or quad.

E 1

Tanyao or 
Tan Yaochuu All simples All tiles between 2 and 8.  Open Tanyao is Kuitan. C 1

Triples, sequences, and a pair are between 2 and 8.  No terminals and honors.

Chanta or 
Chantaiyao

Terminal or 
honor each 

set

All triples, quads, and pairs must contain 1, 9, or honors.  Sequences must 
be 1-2-3 or 7-8-9.  Must have at least one sequence. C, O 2, 1

All triples, sequences, and a pair include terminals and honors.

Junchan or 
Junchantaiyao

chuu

Terminal in 
each set

All triples, quads, and pairs must be 1 or 9.  Sequences must be 1-2-3 or 7-
8-9.  Must have at least one sequence. C, O 3, 2

Sequences (and triples) and a pair include terminals.

Honitsu or 
Honiisou Half flush Number tiles are one suit and honors. C, O 3, 2

Pinzu triples, pinzu sequences, pinzu pair, and Haku.

Chinitsu or 
Chiniisou Full flush Number tiles are one suit only. C, O 6, 5

Manzu triples and/or sequences and a pair.

Shousangen Little three 
dragons Triples or quads two dragons and the third dragon is the pair. E 2

Two of three dragons Chun and Hatsu are triples and third dragon Haku is the pair.
Luck

Riichi Ready hand
Player in Tenpai ready to win.  Closed quad valid if wait(s) is or are the 
same.  1000 points required as a deposit to declare Riichi.  Riichi can't be 
declared when there are four or fewer tiles in the live wall.

C 1

Double Riichi 
or Daburu 

Riichi
Double ready Declare Riichi on the first discard.  Any call before the first discard negates 

Double Riichi.  Riichi rules apply. C 2

Ippatsu One shot A player declares Riichi wins within one rotation.  Any call for a tile cancels 
Ippatsu. C 1

Menzen 
Tsumo or 

Menzenchin 
Tsumohou

Closed hand 
and self draw A player with a closed hand draws the winning tile.  Usually say Tsumo. C 1

Haitei or 
Haitei Raoyue Last draw tile The last tile drawn from the wall completes the hand. E 1

 Houtei or 
Houtei Raoyui 

Last discard 
tile The last tile discarded completes the hand. E 1

Rinshan 
Kaihou

Tile from the 
dead wall The tile drawn from the dead wall completes the hand. E 1

Chankan Robbing a 
Kan

A player calls Ron robbing another player's fourth tile converting an open 
triple to an open quad.  Kan dora is not flipped.  A player can rob a closed 
quad to complete Kokushi Muso.

E 1
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Japanese English Explanation
Closed, 
Open, 

Either?
Han Example

Yaku Or Hands Japanese Mahjong Riichi

Yakuman

Kokushi Muso Thirteen 
orphans

One each dragon, one each wind, one 1 each suit, one 9 each suit, and a 
matching tile for the pair.  Two Yakuman earned when wait is for the pair 
called Kokushi Musou Shisanmen Machi.  May call Chankan to steal your 
14th tile in some rules.

C

One each of 1, 9, dragons, and honors and a matching pair 9 Manzu.

Chuuren 
Poutou Nine gates

A hand composed of 1-1-1-2-3-4-5-6-7-8-9-9-9 of one suit plus one tile 1-9 
of the same suit.  Two Yakuman earned when wait for any 1-9 tile called 
Junsei Chuuren Poutou.  The idea is any tile drawn there is always a way 
to create four melds and one pair.

C

1-1-1-2-3-4-5-6-7-8-9-9-9 Manzu only.  Also good for Pinzu and Souzu.

Suuankou
Four 

concealed 
triples

If the hand has two pairs and the fourth triple from one of the two pairs is 
self-drawn, then it's a Yakuman.  If the hand is a single tile wait to 
complete the pair, then it's worth two Yakuman.  Okay to Ron the pair 
called Suuankou Tanki.

C

All triples and one pair closed.
Suukantsu Four quads Four quads in one hand.  Open or closed. E

Daisangen Big three 
dragons Triples or quad all dragons. E

Triples all dragons.

Suushiihou Little four 
winds Triples or quads three winds.  Fourth wind is a pair. E

Triples three of four winds East, South, West and fourth wind North is the pair.

Daisuushii Big four 
winds Triples or quads four winds.  Worth two Yakuman in some rules. E

Triples all four winds.

Ryuuiisou All green Green dragon and bamboo 2, 3, 4, 6, and 8.  Green dragon is optional. E

Green colored tiles.

Tsuuiisou All honors
Triples or quads wind and dragon tiles.  Seven pairs is called Daichisei or 
Big Seven Stars.  Big Steven Stars must be closed and worth two 
Yakuman in some rules.

E

All honor tiles.

Chinroto or 
Chinroutou All terminals Triples or quads 1 and 9 any suit. E

All terminal tiles.

Tenhou Heavenly 
hand

Dealer only.  If the beginning hand draws a complete hand, it becomes a 
Yakuman.  Rinshan Kaihou doesn't count. C

Chiihou Earthly hand
Non-dealer only.  If the non-dealer is one tile away from a completed hand 
and draws the winning tile, it becomes a Yakuman.  Rinshan Kaihou 
doesn't count.  Any calls before non-dealer's draw negates Chiho.

C

Renhou Hand of man

Non-dealer only.  If the non-dealer is one tile away from a completed hand 
and calls a discard before their first draw, it automatically becomes a 
Yakuman.  Any calls before non-dealer's draw negates Renhou.  Renhou 
is an optional Yakuman.

C
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Non Dealer Wins.  ND = Non Dealer, D = Dealer
Han\Fu

ND D ND D ND D ND D ND D ND D ND D ND D ND D ND D ND D

300 500 400 700 400 800 500 1000 600 1200 700 1300 800 1500 800 1600 900 1800

400 700 500 1000 700 1300 800 1600 1000 2000 1200 2300 1300 2600 1500 2900 1600 3200 1800 3600

700 1300 800 1600 1000 2000 1300 2600 1600 3200 2000 3900

1300 2600 1600 3200 2000 3900
5 Mangan
6-7 Haneman
8-10 Baiman
11-12 Sanbaiman
13+ Yakuman

Dealer Wins.  ND = Non Dealer, D = Dealer
Han\Fu

ND D ND D ND D ND D ND D ND D ND D ND D ND D ND D ND D

500 700 800 1000 1200 1300 1500 1600 1800

700 1000 1300 1600 2000 2300 2600 2900 3200 3600

1300 1600 2000 2600 3200 3900

2600 3200 3900
5 Mangan
6-7 Haneman
8-10 Baiman
11-12 Sanbaiman
13+ Yakuman

Hands or Yaku Han value Set Fu based on hand
Close Open Pinfu Tsumo 20

Pinfu 1 Pinfu Ron 30
Iipeikou 1 Chiitoitsu 25
Sanshoku 2 1 Open hand with no triplets 30
Ittsu 2 1
Chiitoi 2 Calculate Fu
Ryanpeikou 3 Base +20
Toitoi 2 2 Closed hand +10
Sanankou 2 2 Tsumo win +2
Sankantsu 2 2 Edge wait or Penchan +2
Sanshoku Doukou 2 2 Closed wait or middle wait or Kanchan +2
Honroutou 2 2 Pair wait or Tanki +2
Yakuhai 1 1 Open wait or two sided wait or Ryanmen +0
Tanyao 1 1 Pair is round wind, seat wind, dragon +2 each
Chanta 2 1 Triple or Pon 2-9 +2 open, +4 closed
Junchan 3 2 Triple or Pon 1, 9, honor +4 open, +8 closed
Honitsu 3 2 Quad or Kan 2-9 +8 open, +16 closed
Chinitsu 6 5 Quad or Kan 1, 9, honor +16 open, +32 closed
Shousangen 2 2 Round the total upwards to the next multiple of 10 Fu.
Riichi 1 (A Ron doesn't open a hand.  The hand itself is not opened.  A Ron does open the group of tiles to win.
Double Riichi 2 Calculated the open group of tiles as open Fu.  Not closed Fu.)
Ippatsu 1
Menzen Tsumo 1
Haitei 1 1
Houtei 1 1
Rinshan Kaihou 1 1
Chankan 1 1

3

4

2

1

3

4

1

2

12000 (4000)

6800 7700 8700 9600 106002000 2400 2900 3900 4800 5800

2900 3400 3900 4400

18000 (6000)
24000 (8000)

36000 (12000)
48000 (16000)

11600 12000 (4000)

7700 9600 11600 12000 (4000)

3900 4800 5800 7700 9600

4800 5300

70 80 90 100 110

1500 2000 2400

12000 (3000, 6000)
16000 (4000, 8000)

24000 (6000, 12000)
32000 (8000, 16000)

20 25 30 40 50 60

8000 (2000, 4000)

5200 6400 7700 8000 (2000, 4000)

8000 (2000, 4000)

5200 5800 6400 7100

2600 3200 3900 5200 6400 7700

3200 3600

1300 1600 2000 2600 3200 3900 4500

1000 1300 1600 2000 2300 2600 2900

Scoring Japanese Mahjong Riichi

20 25 30 40 50 60 70 80 90 100 110

Sources:  YouTube Channel HanaYoriUta, Riichi Wiki, gamedesign.jp/flash/mahjong/mahjong_e.html
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Japanese English Explanation

Pon Triple or 
Triplet Convert a pair of idential tiles to an open three-of-a-kind.  Can be called from any player.

Chii Sequence Complete a sequence.  Can be called from the player on your left.  Pon and Kan breaks the tie for players calling the same discarded tile.

Kan or 
Kantsu

Quad or four-
of-a-kind

Convert any triple of identical tiles to an open quad.  A Pon with an extra tile.  The tiles are a triple plus one extra tile or 3 + 1 = 4.  Counts toward triple-based 
Yaku such as Toitoi and Sanankou.  Player draws an additional tile to replace the fourth tile from the dead wall.  Take the last tile from the live wall and move 
the tile to the dead wall because there must be 14 tiles in the dead wall.

There are three types of Kan:  Ankan or four identical tiles closed in hand; Daminkan or calling Kan to take the fourth tile from the discards matching the 
closed triple for an open Kan; or Shouminkan Or KaKan converting an open Pon to an open Kan.

Ron Win a hand from another player.  Not self-draw.  Priority over all other calls.  Does not open the entire hand.  Does open the winning tile group.
Tsumo Win a hand from your own draw.  Self-draw.

Dora Bonus tile
One extra Han or one bonus Han per Dora tile awarded to the winner.  The Dora itself is not a valid Yaku itself.  The Dora tile is the next tile in the sequence.  
Numeric:  1, 2, 3, 4, 5, 6, 7, 8, 9, 1.  Dragons:  Chun or red, Haku or white, Hatsu or green, Chun or red.  Winds:  East, South, West, North, East.  The third 
tile in the dead wall turned face up is the first Dora indicator tile.

Uradora Underneath 
Dora The declared Riichi winner reveals tile(s) under the Dora indicator tile(s) for additional extra Han or bonus Han.

Kandora An additional Dora indicator tile is revealed counter-clockwise on the dead wall after a Kan declaration.  The maximum Kandora is four.
Yaku A hand pattern like a poker hand or condition to win.  Each Yaku is worth a specific amount of Han.  Multiple Yakus can be combined.
Han The point value for a Yaku.  The winning player(s) add the Han.  The total Han determines the points won.
Oya Dealer The player in the East wind seat.

Break wall

1.  Dealer rolls dice.  2.  Count counter-clockwise starting with dealer being number one.  3.  End count at dice roll number for which the player's wall is 
broken.  4.  Start count from right side end of the wall.  Count the same number from dice roll of vertical tile stacks from right to left.  5.  The counted vertical 
tile stacks are separated.  6.  Players begin picking up their starting tiles in two vertical stacks three times.  The dealer draws starting tiles first.  Then the 
other players draw.  7.  Finish drawing the starting tiles the fourth time.  The dealer picks up one tile for the 13th tile and skips one stack to pick up one tile for 
the 14th tile.  Non-dealer players picks up one tile for their 13th tile.

Wanpai Dead wall 14 tiles or seven double stacked tiles are set aside from the live wall.  The dead wall tiles are for Dora indicators and Kan draws.  There are always 14 tiles 
on the dead wall.  A tile taken from the dead wall is replaced with the last tile in the live wall.

Rinshanpai Dead wall 
draw

A player must draw an extra tile from the dead wall when calling Kan.  Afterwards, the last tile from the wall is added to the dead wall because the dead wall 
must contain 14 tiles.

Standard 
flow of a 

player's turn

Turn order is counterclockwise.  Draw a tile, keep the draw and discard another tile or discard drawn tile, and next player to the right or counter-clockwise 
draws a tile . . .

Jikaze Seat winds Seat wind rotation is counterclockwise.  East, South, West, North.  East is always the dealer.  South is to the right of East, West is across of East, and North 
is to the left of East.  Players take turns in counter-clockwise order East->South->West->North.

Tonpuusen East wind 
match East round only.  One round only.

Tonnansen
East and 

South wind 
match

East and south rounds only.  Two rounds only.

Hanchan Half game Another word for Tonnansen.  Almost everyone says Hanchan instead of Tonnansen.
Oorasu All last The last round of the game barring Renchan.  It's Sourth 4 for Hanchan and East 4 for East only round.
Iichan East, South, West, and North rounds.  Four rounds.
Haipai Starting tiles The player's starting hand.  The first thirteen tiles for the nondealers and the first fourteen tiles for the dealer.
Tenpai Ready hand A player who needs one tile to win.

Iishanten One tile away from Tenpai.  The first letter is a capital i.
Ryanshanten Two tiles away from Tenpai.
Sanshanten Three tiles away from Tenpai.

Noten or No-
ten

Not ready 
hand

No Tenpai or not in Tenpai.  Noten penalty or Noten Bappu rule all Noten players pay a combined sum of 3,000 points split between players in Tenpai at the 
end of the hand.  No points awarded with zero players in Tenpai.  3,000 points awarded to one player in Tenpai by the three other players paying 1,000 each. 
1,500 points awarded each to the two players in Tenpai each paid by the two other players.  1,000 points awarded each to the three players in Tenpai paid by 
the fourth player.

Honba, 
Tsumibou, or 

Tsumi

A point bonus or bonus stick worth 300 points each.  A Honba is added on an exhaustive draw or the dealer wins.  A Honba is not added on Chombo.  The 
current dealer indicates the Honba count by placing 100-point sticks on the table as counters.  The Honba are returned to the previous dealer when seat 
winds rotate and the next dealer uses his 100-point sticks to continue Honba count.  Ron winner receives an additional 300 points per stick.  Tsumo winner 
receives an additional 100 points per stick from each player.  Honba points are unaffected by the dealer bonus.  The Honba is reset to zero when a non 
dealer wins a hand.

Ryuukyoku Exhaustive 
draw

All tiles in the live wall are drawn and no player won.  Players in Noten are penalitized, seat wind changes if dealer not in Tenpai, and a Honba stick added.  
Active Riichi bets remain on the table available to win on the next hand.

Tochuu 
Ryuukyoku

Abortive 
draw or null 

draw

Hand ends without a win and before all tiles in the live wall are drawn.  No Noten penalty, seat winds stays or no change in dealer, and a Honba stick added.  
Active Riichi bets remain on the table available to win on the next hand.  Examples include Kyuushu Kyuuhai, Suufon Renda, Suucha Riichi or four players 
Riichi, and Suukaikan or four separate Kans.

Agari Houki Dead hand

Player continues playing without a chance to win or make calls for tiles for the remainder of the hand.  The infractions are error call for Pon, Chi, or Kan; 
wrong number of tiles in hand; draw wrong tile; draw before another player discards tile; expose or feel the faceup side of a tile from the wall out of turn; 
expose an opponent's tiles; expose tiles from the dead wall; Kuikae; or fail to draw from the dead wall after declaring Kan.  Agari Houki is not considered in 
Tenpai even if the player declared Riichi with a valid Tenpai hand.

Furiten

Tenpai Permanent Fuirten is a player's discard can be used to win or a player missed calling a winning tile after declaring Riichi.  Tenpai Temporary Furiten 
is a player missed calling a winning tile not declaring Riichi must wait one turn; however, some rules allow all calls cancels Temporary Furiten.  Furiten 
applies to the totality of the hand.  A player can't win on another player's discard or can't Ron while in any Furiten; however, a player can Tsumo if the hand is 
valid.  Tsumo negates Fuirten.

Genbutsu Furiten tile A player's discard tiles and tiles discarded after the player declared Riichi can't be Ron from an opponent.  Also, tiles in temporary Fuirten.  100% safe tiles.

Kabe Blockade All four tiles of a particular tile are discarded.

Chombo

A penalty when a player commits an infraction against the rules.  Penalty is 8,000 for non-dealer:  2,000 to other non-dealers and 4,000 to dealer.  Penalty is 
12,000 for dealer:  4,000 to non-dealers.  Hand becomes null, reset, and repeat hand.  No change of dealer.  Declared Riichi bets are returned.  No Honba 
sticks added.

The infractions are invalid calling tiles, invalid winning hand, not showing winning hand, calling Ron while in Furiten, declaring illegal Riichi when revealed, 
declaring illegal closed Kan in Riichi when revealed, knocking lots of tiles on the wall, switching tiles from the wall, deliberate placement of tiles on the wall, 
violating optional rules, and making any calls playing with a dead hand.

Suji

A two tile wait to complete a sequence or waiting on either end of a two tile sequence to complete the three tile sequence meld.  For example, a 23 is a Suji 
wait 14 for a 123 or 234.  Suji is a defensive tactic to determine which tiles are safer against an opponent.  A Suji tile is impossible for an opponent to win 
from a certain type of wait without being in Furiten.  Suji applies to numerical tiles Manzu, Pinzu, and Souzu.  The Mahjong intervals Suji is 1-4-7, 2-5-8, and 3-
6-9.

Damaten or 
Dama Silent Tenpai A closed Tenpai hand not calling Riichi.

Common Terms Japanese Mahjong Riichi
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Japanese English Explanation

Common Terms Japanese Mahjong Riichi

Nomi A hand which contains one Yaku and no Dora.  The most common Nomi hands are Riichi Nomi or Riichi only Tanyao Nomi or Tanyao only, and Pinfu Nomi or
Pinfu only.  Nomi is not used for Yakuman hands.

Keishiki 
Tenpai 

Yakuless 
Tenpai

A Tenpai hand without any built-in Yaku.  Can't win under normal conditions; however, the hand is considered Tenpai for the Tenpai and NoTen payment 
done at the end of an exhaustive draw.  A Yakuless Tenpai can win one Han with the following Yaku:  Menzen Tsumo, Haitei, Houtei, Chankan, or Rinshan.

Atamahane Head bump One player is allowed to win per hand.  If two or more players call Ron on the same tile, then the player closest to the discarder in the turn order wins.

Kyoku One hand.  For example, East 2 Honba 0 or East 2.  Another example is South 3 Honba 2 or South 3 bonus 2.  The hand starts when the tiles are dealt.  The 
hand ends when a player wins a hand, exhaustive draw, or an abortive draw.

Kuisagari Some Yaku worth 1 less Han if a winning hand is open.

Suukaikan Open four 
Kans

Four open and closed quads are formed by different players.  The Kans don't have to be open despite the English translation.  Abortive draw.  However, if the 
four Kans are from one player, then the hand continues to give the player an opportunity to earn Suukantsu.

Goal score The target score or minimum amount the first place must attain to end the game.  Players usually start with 25,000 points.  The goal score is usually 30,000 
points.

Manzu Characters Tiles labeled on the top with Chinese characters from 1 to 9.

Pinzu Circles, dots, 
or pins Tiles with the amount of circles is the number of the tile.

Souzu Bamboo Tiles the face of one bamboo is a bird design.  Other copies are numbered by the amount of sticks.
Ton East Wind tile.
Nan South Wind tile.
Shaa West Wind tile.
Pei North Wind tile.

Chun Red Dragon tile.
Haku White Dragon tile.
Hatsu Green Dragon tile.

Sanma Three player 
Mahjong

Yes Pon or Kan calls.  No Chi calls.  North tile is either North for a meld or Nukidora.  Declare Pei Nuki or Kita for the Nukidora tile placed on the side of the 
board counted as a Dora and an extra draw from the dead wall to replace the tile.  Ron overrides a Kita.  Kita overrides a Pon.  Scoring table is unchanged.

Sanma setup.  108 tiles.  Remove Manzu tiles from 2 to 8.  Keep Manzu tiles 1 and 9.  Each wall is 18 tiles long and two tiles high.  Dead wall is seven tiles 
long and two tiles high.  Dora indicator is flipped on the fifth tile for Nukidora calls.  All tiles removed from the dead wall must be replaced with tiles from the 
live wall.  Starting point value is 35,000.  East, South, and West are the seats.

Gonin Five player 
Mahjong There is no established ruleset governing five player Mahjong.

Sources:  YouTube Channel HanaYoriUta, Riichi Wiki, gamedesign.jp/flash/mahjong/mahjong_e.html
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Japanese English Ari or Yes, Present, Valid, In Effect Nashi or No, Absent, Invalid, Not In Effect

Kuitan
Open no 

terminals and 
honors

Tanyao allowed to be open or closed. Tanyao is closed only.

Akadora Red five One red colored five Manzu, five Pinzu, and five Souzu each adds one Han to the winning 
hand. All five tiles are regular.

Kandora

An additional Dora indicator tile is revealed counter-clockwise on the dead wall after a Kan 
declaration.  Some rules Kandora revealed immediately when all Kan declared.  Some rules 
Kandora revealed immediately on a closed Kan.  Some rules Kandoara revealed after player's 
discard goes through on an open Kan.

Kuikae Call exchange Players can't call a tile and discard the same tile called.  Also, player can't discard a tile after 
making a call which completes the same sequence.

Players can call a tile and discard the same tile called.  
Also, player can discard a tile after making a call which 
completes the same sequence.  Kuikae tiles are in 
Furiten for one rotation.

Noten or No-ten Not ready 
hand

Calculate the total points paid to players in Tenpai from players not in Tenpai during the Noten 
penalty.  Choose an amount divisible by 600.  Most common penalty is 3,000 total points.

Players call Tenpai without reward and No Tenpai without
penalty.

Renchan Dealer repeat

Dealer wins a hand or achieves Tenpai remains dealer for the next hand.  The new hand starts 
with no wind seating rotating or no new dealer rotating.  A Honba is added.  There are multiple 
variations:  Agari Renchan is dealer must win a hand; Tenpai Renchan is dealer must win a 
hand or dealer in Tenpai; Ryuukyoku Renchan is dealer must win or exhaustive draw for which 
all live tiles are drawn.

No dealer repeat if dealer wins a hand or in Tenpai.

Double Ron

Two players call Ron on the same discard win.  There are multiple rules regarding who gets the 
Riichi deposits.  One rule is all Riichi deposits go to the player closest to the player discarding 
the winning tile.  Another rule is current Riichi deposits are returned to the players; Riichi 
deposits from previous hands go to the player closest to the player discarding the winning tile.

Atamahane or the winner is the player closest to the 
discarder in couterclockwise order. 

Sanchahou Three players 
win

Triple Ron.  Three players call Ron on the same discard win or win by Nagashi Mangan.  There 
are multiple rules regarding who gets the Riichi deposits.  One rule is all Riichi deposits go to 
the player closest to the player discarding the winning tile.  Another rule is current Riichi 
deposits are returned to the players; Riichi deposits from previous hands go to the player 
closest to the player discarding the winning tile.

Atamahane or the winner is the player closest to the 
discarder in couterclockwise order.  Another option is 
abortive draw.  The three Riichi players reveal their 
hands.  Active Riichi bets remain on the table available to 
win on the next hand.

Dobon Game ends immediately when a player(s) becomes negative.  In other words, player(s) is Tobi 
or bankrupt.

Game continues.  Player(s) in zero or negative continue.  
They play with negative points.  Some rules allow players 
with less than 1000 points to declare Riichi.

Agari Yame Ending at 
Tenpai The game ends when the dealer is in first place after the last round is played. Game continues.  Game ends when a nondealer player 

wins or the dealer doesn’t make Tenpai.

Enchousen Sudden death

The game continues when the first place's score is below the goal score at the end of 
regulation.  The game ends when a player wins a hand and scores above the goal score.  For 
example, if the goal score is 30,000 and nobody scored 30,000 or above at South 4, then the 
game continues with West 1.  Some rules limit the overtime round to West only for which the 
game ends at West 4 regardless of score.

Game ends regardless of score.

Suukaikan Open four 
Kans

If two or more players cal four Kans either open or closed during the same hand, then abortive 
draw after the player with the fourth Kan discards safely.  Some rules the hand ends before the 
fourth Kan player draws a tile from the dead wall.  If the four Kans are from one player, then the 
hand continues to give the player an opportunity to earn Suukantsu.

Hand continues as normal.  However, abortive draw 
immediately when a fifth Kan is called because there are 
no more tiles in the dead wall.  Some rules players are 
not allowed to call a fifth Kan to invoke the abortive draw.

Suufon Renda
Discard four 

winds 
consecutively

All four players' initial discards are the same wind tile.  All calls negates Suufon Renda.  
Abortive draw. Hand continues as normal.

Kyuushu 
Kyuuhai

Nine kinds of 
honor or 

terminal tiles

The player's starting hand has nine or more nonmatching terminals and honors.  Must reveal 
hand.  A pair counts as one type of tile.  All calls negates Kyuushu Kyuuhai.  The player has the 
option to declare Kyuushu Kyuuhai for an abortive draw.

Hand continues as normal.

Suucha Riichi Four players 
Riichi

All four players declare Riichi successfully.  Nobody claims the fourth player's Riichi discard.  
Abortive draw.  All four players reveal their hands.  Active Riichi bets remain on the table 
available to win on the next hand.

Hand continues as normal.

Honba, 
Tsumibou, or 

Tsumi

A point bonus or bonus stick worth 300 points each.  A Honba is added on an exhaustive draw 
or the dealer wins.  A Honba is not added on Chombo.  The current dealer indicates the Honba 
count by placing 100-point sticks on the table as counters.  The Honba are returned to the 
previous dealer when seat winds rotate and the next dealer uses his 100-point sticks to 
continue Honba count.  Ron winner receives an additional 300 points per stick.  Tsumo winner 
receives an additional 100 points per stick from each player.  Honba points are unaffected by 
the dealer bonus.  The Honba is reset to zero when a non dealer wins a hand.

No bonus sticks are added.

Uma Final payment The bonus and the penalty for the player's placement at the end of the game. No adjustments is made to the final scores.

Oka Jackpot All players pay a set amount or the ante at the start of the game.  The set amount is added to 
the starting points.  The Oka is given to the first place player. No Oka payments paid.

Karaten Empty Tenpai

A Tenpai hand which can't win.  All winning tile(s) or all wait(s) are discarded or visible.  Visible 
includes dora indicators and opponents' open hands.  Tenpai may be called at the end of the 
hand for Ryuukyoku or exhaustive draw.  An exception is the player has all four tiles of the 
winning tile for which the player needs a fifth tile or fifth copy of the same four tiles to make 
Tenpai.

Tenpai may not be called at the end of the hand for 
Ryuukyoku or exhaustive draw.

Atozuke Backdoor waits A Tenpai hand with no guaranteed Yaku.  The hand can gain a Yaku by obtaining a specific 
winning tile or a conditional Yaku such as Haitei or Rinshan Kaihou.

Sakizuke.  A hand is not allowed to be in Atozuke.  One 
variation is a Tenpai hand with guaranteed Yaku before 
winning.  Also, a specific Yaku must be confirmed when 
calling tiles.  A specific Yaku is confirmed without needing
to make another call and without needing the winning tile. 
A second variation is the hand must have a Yaku no 
matter which tile it wins on.  The player can win when the 
hand has any Yaku.

Double 
Yakuman

Player awarded Double Yakuman for Suuankou Tanki, Daisuushii, Chuuren Poutou nine tile 
wait, Kokushi Musou thirteen tile wait, and Daichisei seven pair honors. Double Yakuman is scored a single Yakuman.

Kazoe Yakuman Counted 
Yakuman Any hand which scores 13 Han or greater.  Include dora in the Han sum. Kazoe Yakuman is scored a Sanbaiman.

Pinfu Tsumo Pinfu Tsumo awarded 20 Fu.  No +2 Fu for Tsumo on a Pinfu. Pinfu Tsumo awarded 30 Fu.
Basengo Honba is 1,500 points. Honba is 300 points.

Kokushi Musou 
Closed Quad 

Chankan
Allow a player in Tenpai for Kokushi Musou to call Ron on Chankan. Disallow a player in Tenpai for Kokushi Musou to call 

Ron on Chankan.

Optional Rules Japanese Mahjong Riichi
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Japanese English Ari or Yes, Present, Valid, In Effect Nashi or No, Absent, Invalid, Not In Effect

Optional Rules Japanese Mahjong Riichi

Wareme Split
The player's broken wall is the Wareme.  The Wareme player gains double points and loses 
double points.  If the hand is won by another player, then the Wareme player pays double 
points.  All points are doubled before bonus sticks are applied.

No double payment calculations for the player whose wall 
was broken.

Sekinin Barai Rule of Pao

A liability payment when a player confirms an opponent's hand is a Yakuman.  The opponent is 
one group of tiles remaining for a confirmed Yakuman.  In other words, the opponent is in 
Tenpai for a Yakuman because of the liable player.  Some Yakuman hands cause Senkinin 
Barai.  Some rules vary which Yakuman causes Seknin Barai.  The most common hands are 
Daisangen, Daisuushii, and Suukantsu.

If the opponent wins a Yakuman by Tsumo, the liable player pays the full amount plus Honba.  If
the opponent wins by Ron, the player discarding the winning tile and liable player pays half.  
The liable player pays all Honba.  If multiple Yakuman is valid, then either the liable player plays 
for one Yakuman and the other players pays for the second Yakuman or the liable player pays 
for multiple Yakuman.  An example of multiple Yakuman is Tsuuiisou and Daisangen.

No liability payments.

Ryanhan 
Shibari Two Han limit Players must win with a 2 Han minimum hand if there are five Honba in play.  Some rules Two 

Han Limit applies to the dealer only.  Some rules Two Han Limit applies to all players. Hand continues as normal.

Paarenchan 
Eight 

consecutive 
dealership

A player keeps dealership for eight continuous rounds or win eight consecutive hands.  The 
dealer's eighth winning hand is scored a Yakuman.

There are three variants:  1 Any player wins eight consecutive hands regardless of being dealer 
or not.  Honba counter is irrelevant.  2 Dealer wins eight consecutive hands.  Seven Honba in 
play.  The eighth Homba dealer winning hand is scored a Yakuman.  3 A player accumulates 
eight consecutive Honba on their own which includes dealer Tenpai.  The dealer's eighth valid 
winning hand is scored a Yakuman.  Some rules allow dealership to rotate after Paarenchan or 
allow the dealer to continue the next loop of Paarenchan progress.

Hand continues as normal.

Sources:  YouTube Channel HanaYoriUta, Riichi Wiki, gamedesign.jp/flash/mahjong/mahjong_e.html
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Final Scoring Procedure
Raw scores are converted to end game scores.  The end game scores are the plus-minus +/- score which sums to zero.

Uma

Uma is optional.

Oka

Procedure
1.  Take the raw scores from the end of the game.
2.  If Oka, then add the Oka to the first place winner.
3.  Subtract the target score from the starting score.
4.  Divide by 1,000.
5.  Round to the nearest integer.  0.5 and lower are rounded down.  0.6 and higher are is rounded up.
6.  Apply the Uma spread.
7.  If the sum doesn't equal zero, then the first place score is adjusted for a zero sum.  Some rules the fourth place score is adjusted for a zero sum.
Formula:  End score = ((Raw points + Oka - Target score) / 1000) + Uma
Usually the first place final score is the sum of the second, third, and fourth players' final scores.

Ties are broken based on wind seating.  East breaks the tie with South.  South breaks the tie with West.  West breaks the tie with North.
Another tie breaker is split the Oka and/or Uma bonuses evenly.

Example 1:  Starting score 25,000 with no Oka.  Uma +20/+5/-5/-20.  Fill in the Starting points, Oka, Uma bonus, and Uma penalty.
Starting points 25000
Oka per player 0
Starting score 25000
First place Uma 20
Second place Uma 5
Third place Uma -5
Fourth place Uma -20

Raw score 
end of game

If Oka, then add 
Oka to first place 
winner

Subtract 
starting 
score

Divide 
by 
1000

Gross 
Uma

Uma 
Spread

Final 
score

First place 56800 56800 31800 31.8 32 20 52
Second plalce 32400 32400 7400 7.4 7 5 12
Third place 19100 19100 -5900 -5.9 -6 -5 -11
Fourth place -8300 -8300 -33300 -33.3 -33 -20 -53
Sum 100000 100000 0 0.0 0 0 0

Starting points 25000
Oka per player 5000
Starting score 30000
First place Uma 20
Second place Uma 10
Third place Uma -10
Fourth place Uma -20

Raw score 
end of game

If Oka, then add 
Oka to first place 
winner

Subtract 
starting 
score

Divide 
by 
1000

Gross 
Uma

Uma 
Spread

Final 
score

First place 56800 76800 46800 46.8 47 20 67
Second plalce 32400 32400 2400 2.4 2 10 12
Third place 19100 19100 -10900 -10.9 -11 -10 -21
Fourth place -8300 -8300 -38300 -38.3 -38 -20 -58
Sum 100000 120000 0 0.0 0 0 0

The Uma doesn't need to be symmetric; for example, +30/-5/-10/-15 or +15/-5/-5/-5.  Uma adds up to zero; although, Uma doesn't have to add to zero 
technically speaking.

For example, if two players tie for third and the Uma for third place is -10 and fourth place is -20, then the two players take the average of the third place and 
fourth place (-10 + (-20)) / 2 = -15.

Example 2:  Starting score 25,000 plus 5,000 per player for the Oka totaling 20,000.  Uma +20/+10/-10/-20.   Fill in the Starting points, Oka, Uma 
bonus, and Uma penalty.

Uma And Oka Scoring Japanese Mahjong Riichi

The Oka is the ante.  All players pay a set amount at the start of the game.  The set amount is added to the starting points.  The Oka is given to the first 
The Oka is the difference between the starting score and target score.  For example, the starting score is 25,000 and the target score is 30,000.  The 
difference is 5,000.  The first place receives 5,000 * 4 = 20,000.  20,000 is the Oka.  The first place player net gains 20,000 - 5,000 = 15,000.  The three 
other players lose 5,000 each.
If Oka is not collected, then no Oka payments are paid.  It doesn't matter if a target score is set.  No Oka payments are paid.

The Uma is the bonus and the penalty for the player's placement at the end of the game.  The typical format is +A/+B/-B/-A.  First place receives +A, 
second place receives +B, third place -B, and fourth place -A.

Sources:  YouTube Channel HanaYoriUta, Riichi Wiki, gamedesign.jp/flash/mahjong/mahjong_e.html
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Optional Scoring Option 1 Option 2 Option 3

Kiriage Mangan or 
rounded up Mangan

4 Han 40 Fu and 3 Han 70 
Fu are considered 
Mangan.

4 Han 30 Fu and 3 Han 60 Fu are considered Mangan.

Double win pair Fu

Award 4 Fu to a pair of 
wind tiles matching both 
the round wind and the 
winning player's seat wind.

Award 2 Fu to a pair of wind tiles matching both the round wind and the winning 
player's seat wind.

Seven pairs score 2 Han 25 Fu 1 Han 50 Fu
Dealer keep conditions Dealer must be in Tenpai. Dealer must win. Exhaustive draw.

Rinshan Fu 2 Fu awarded for Tsumo. 2 Fu not awarded for Tsumo.

Selected local Yaku or old Yaku are not used in the standard Japanese Mahjong.

Optional Hands Japanese Optional Hands English Explanation Closed, Open, 
Either? Han

Nagashi Mangan

Player discards terminals and honors only, hand must be closed, nobody called 
player's tiles, no tiles remain in the live wall, and nobody wins a hand.  Nondealer wins 
8000 and dealer wins 12000 as a Mangan Tsumo regardless of hand in Tenpai or not.
If the dealer scored a Nagashi Mangan and hand not in Tenpai, then dealership is 
rotated.  If Double Ron and Triple Ron are allowed or multiple players win, then each 
nondealer is awarded 8000 as a Mangan Tsumo and dealer is awarded 12000 as a 
Mangan Tsumo.

Some rules the player's hand can be open.  

C or E 5

Nagashi Mangan as a 
winning hand

Winner can score Honba bonus and Riichi sticks.  Other players don't reveal hands in 
Tenpai.  Players with Noten Riichi are not punished with Chombo. C or E 5

Nagashi Mangan as a 
bonus payment

Winner can't score Honba bonus or Riichi sticks.  All players reveal Tenpai hands.  
Chombo takes precedence over Nagashi Mangan payments.  If there is no Chombo, 
then hand progression depends on whether dealer is in Tenpai.

C or E 5

Akadora Sanshoku Red Dora three colors All three red fives are in a hand. E 2

Isshoku Sanjun Three same sequences Three sequences of the same numbers in the same suit; for example, three 1-2-3 Pin 
sequences. C, O 3, 2

Sanrenkou Three consecutive triples
Three triples of consecutive numbers in the same suit; for example, 4 Character 
triples, 5 Character triples, and 6 Character triples.  Each triple is one higher than the 
previous triple.

E 2

Sanshoku Renkou Three colored consecutive 
triples

Three triples of consecutive numbers in different suits; for example, 4 Character 
triples, 5 Pin triples, and 6 Bamboo triples.  Each triple is one higher than the previous 
triple.

E 2

Daisharin, Daichikurin, or 
Daisuurin

Big wheels, bamboo 
forest, or numerous 

numbers

A hand of seven pairs that are sequential, the same suit, and consist of only simple 
tiles between two and eight.  22334455667788. C 13

Suurenkou Four consecutive triples Four triples of four consecutive numbers in the same suit; for example, 3-4-5-6 
Character triples.  Each triple is one higher than the previous triple. E 13

Paarenchan Eight consecutive wins

Must win eight hands in a row without drawn hands or null hands in between.  The 
eighth win is an automatic Yakuman.  This is the standard.  There are variations:  
player must be a dealer eight times, eighth win doesn't need a Yaku, every win after 
the 8th is a Yakuman, next Yakuman happens on the sixteenth win.

E 13

Shiisanpuutaa or 
Shiisanputou Thirteen unconnected tiles Thirteen tiles number tiles 3 or more apart from one another plus an additional tile 

from any of the tiles for the pair. Can only be claimed by a player on their first draw. C 13

Shiisuupuutaa or 
Shiisuuputou

Fourteen unconnected 
tiles

Fourteen tiles number tiles 3 or more apart from one another plus an additional tile 
from any of the tiles for the pair. Can only be claimed by the dealer. C 13

Chiishin Uushii Seven star unconnected

Fourteen different tiles consisting of seven different tiles 1-4-7, 2-5,8, and 3-6-9 in 
different suits and all seven different honor tiles.  There are no pairs.  For example, 1 
and 4 Characters; 3, 6, 9 Pins; 5 and 8 Bamboos; all Winds; and all Dragons total 
fourteen different tiles for a win.  Another example is 2 and 8 Characters; 1 Pin; 3, 6, 9 
Bamboos; all Winds; and all Dragons for which the fourteenth tile is waiting on 5 
Character, 4 Pin, or 7 Pin.  Scoring can be a Mangan or Yakuman.

C 13

Optional Scoring Japanese Mahjong Riichi

Optional Local Yaku Japanese Mahjong Riichi
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