
Lecture 1 - Hand-building at round start: ~Standards 
for floating tiles~ 
Welcome. Starting today I'll be your assigned mahjong instructor, Yuusei. When explaining 
things my motto is to be so precise it enters the territory of fussiness. I look forward to working 
with all of you. 
The theme for today comes from the user ID "Gominchu"-san. 
 

Question: I more or less understand what to discard when my hand is close to tenpai, but 
when my hand is far from tenpai, like in a starting hand, I have no idea what to cut! Please 
teach me! 

 
Gominchu-san is gracious enough to write "I'm a Yuusei fan!" in her Twitter profile. Truly a 
personage who could be likened to an angel alighted into the modern world. She even said "I'll 
buy 10 copies!" of this strategy book. (laughs) 
 
Well then, It's time to begin the explanation of hand-building at the start of the round. 
 
East 1, South seat, Turn 1, Dora: [haku] 

 
 
Please take a look at the hand above. Now, what would 
you discard? 
 
Gominchu: "My first thought when I see it is I want to 
make the most use out of that aka [5sou], so I'd want to cut 
[8sou]..." 
 
*Clatter clatter clatter* (The sound I make as I trip over my 
desk and fall to the ground) As a gesture of gratitude for 
the favor from a fan... I certainly must give you a thorough 
explanation… 
 
Yes, well then... First off, I'll begin by describing the term "block," one of the key terms in this 
book. Everyone who already knows this, please go along with us for now. Aside from Kokushi 
Musou and Chiitoitsu, mahjong is a game where you build four sets and one head. We call the 
"things that can become a set or a head" a "block." Completed sets or closed triplets are 
counted each as 1 block, and ryanmen joints or pairs are also counted each as one block. 
 



 
 
Block 1↓        2↓        3↓          4↓               5↓ 

 
In addition, there are also times like when 5m is the dora and you have the aka version, i.e. tiles 
you absolutely can't cut. You think of that as one block. Or, when you think of a strong extended 
shape like 3456m as two blocks. On the other hand, while you do think of a kanchan or a 
penchan each as one block, they aren't very reliable so you may end up discarding them. Pairs 
are each counted as one block, but it's enough to have one head, so there are times where you 
cut a pair as well. It is very important in hand-building to simulate in your head things like what 
exchanges you can make for unreliable blocks, or what tiles you want to make blocks from. 
 

Key Point: A "block" is either a set or a head, or else a candidate for making one of 
those. 

 
East 1, South seat, Turn 1, Dora: [haku] 

 
Now, to return to the primary topic. Let's take another look at the hand from earlier. How many 
blocks are confirmed in this hand? 
 
Gominchu: "Ummm... [99man] and [345pin] make two... Ah, I get it, they aren't confirmed at all, 
are they? (laughs)" 
 
They certainly aren't. This is the #1 key point for today: at the start of the round when your 
blocks aren't 100% confirmed, it's critical to avoid missing out on joints or sets while you build 
your hand. In order to do that, you should choose your discards in order to "minimize the 
backfire tiles you can get." 
 

Key Point: When your blocks aren't 100% confirmed, choose the discard that 
"minimizes the backfires you can get." 

 
 
 
 
 
 
 
 



 
Now, I'll introduce the standards for cutting floating tiles. 
 

Key Point: Standards for cutting floating tiles at round start: 
Guest wind -> Yakuhai -> 1/9 -> 2/8 -> 3~7 
Cut them in that order. 

 
Among the floating tiles in this hand, the candidates for discarding are [1man], [1sou], [8sou], 
北, and 中. 北's only backfires are the 3 other copies of 北. 
 
"Huh?! It's not [1man]??" I can see that written on many people's faces. (laughs) [1man] looks 
unnecessary at first glance, but other than the 3 tiles of [1man], there is a chance that the 8 tiles 
of [2man] and [3man] could become a loss for you in the future. If it becomes [124man] or 
[134man] next turn, [1man] has gained a useful purpose, so cut 中. After that, if it becomes say 
[1234man] or [1345man] you would cut [1sou], ending up with: 

 
Seeing extensions like this, as long as there are no special conditions created by the point 
situation, it's standard to keep 1m instead of 北. This hand isn't an example of it, but in cases 
where you have no head you could set your eyes on the nobetan [1234man], or you could have 
a far-off ittsuu target ([14678man]). Even though [14man] is a floating tile there are various 
cases where it's usable. 
 
East 1, South seat, Turn 1, Dora: Haku 

 
By the way, if you make the mistake of discarding [1sou], the 11 tiles of [123sou] become 
backfires. The ryankan [130sou] you get when you draw [3sou] is especially important. With one 
more draw, you could have [1340sou], [1230sou], [1306sou], [1307sou], all of which have 
become shapes where you can picture making two blocks out of them. You mustn't just 
immediately cut 1s because you have the aka [5sou]. Have any of you ever cut this 1s without 
thinking about it? 
 
For the [8sou] chosen by Gominchu-san, the 11 tiles of [789sou] are backfires. Let's say you 
missed out on a penchan [89sou] or a ryanmen + a base for an extended shape such as 
[078sou]. At the start of the round when your blocks aren't particularly locked in, these count as 
backfires. Otherwise, if you cut [1pin], the 14 tiles of [1236pin] would be backfires. Particularly, if 
you draw [2pin] you get a ryanmen wait with [12345pin], and if you draw [6pin] you get a 
ryankan with an extended shape in [134568pin]. That's why you must keep [1pin]. 
As you see, at round start when your blocks aren't locked in, it's standard to "treat extensions as 
precious" and value number tiles. 



As an addendum, when you are holding the [1man] in [14man] as a floating tile, since you can 
use [2man] or [3man] "immediately" if you draw them, there are cases where it's better to cut the 
[1man] ahead of time, such as "the hand is cheap, and the shapes are bad across the board, so 
I want to keep the yakuhai or guest wind for defense," or "I have 2 or more dora so the value of 
yakuhai is high and I want to keep those honor tiles for offensive reasons." (We will cover 
handbuilding when you are in 1st place in South round in Lecture 7.) 
 

Key Point: Standards for cutting [1man]([9man]) 
when both of [14man] ([69man]) are floating tiles: 
1) The hand is bad, so you want to keep honor tiles 
2) Hands where you're glad to stack yakuhai 

 
With that said, I'll repeat it as many times as I need to: the standard discard order for floating 
tiles is guest wind -> yakuhai -> 1/9 -> 2/8 -> 3~7. To those who glanced at the hand and 
answered [1man] or [1sou], from today onward, I recommend that you thoroughly compare to 
yourself: "If I cut this tile, which are the backfires and how many tiles is that? And what are the 
backfires for this other tile?" 
 
That level of "making thorough comparisons, discard by discard," is extremely important not just 
in the early game but in all aspects of mahjong. 
 
With that, this lecture is complete. Thank you for coming! 
 
 

Remember at least this much! 
Standards for cutting floating tiles at round start: 
  Guest wind -> yakuhai -> 1/9 -> 2/8 -> 3~7 

 

 

 
 

Lecture 2 - The “6 blocks in early game is cool with 
me!” playstyle 
 



Let us begin the lecture. The theme this time comes from user ID “Yuuki Yuragi”-san. 
 

Question: “I don’t understand the timing to hold safe tiles… I find myself gathering up too 
many of them, and missing out on wins because of it. Yuusei-san, please teach me what to 
do!” 

 
What an adorably charming way to ask that question. (laughs) 
 
Yuragi-san is a co-worker who works at the same mahjong 
parlor as I do. And, out of nowhere, people on Twitter started 
saying she has a “Tenhoui-level face.” One way or another, 
it’s not entirely clear whether those people are being 100% 
serious, or if they’re just simply poking fun at her. 
 
Leaving that aside, please take a look at the hand below. 
 
East 1, South seat, Turn 3, Dora: [3man] 

 
This is 3-shanten for a standard hand, but there are already 5 prospective blocks here. 
([23man]/[56man]/[23pin]/[135sou]/[78sou]) 
What would you discard here, everyone? 
 
Ah, just an aside, but I bet you don’t hear the term “3-shanten” very often? (laughs) 
Well, it’s true that strategies for what to do in 3-shanten have not been very frequently discussed 
in general. 
 
 
 
 
 
 
 
 
 
 
In the previous lecture, I explained how one should “choose the tile with the least backfires” 
during the earliest part of the round. Overall, throughout the early game (defined as around 
Turns 1~6. This may need to be adjusted based on the speed of the other players. Reading 
other players’ speeds is covered in Lectures 15~17) you should do the same thing. Keep 
number tiles wherever you can, and make choices that reduce your backfires! 
 



 
If you cut [7pin] here, this leaves behind 5 tile types, for a whole 19 tiles of backfires. 
([56789pin]) 
 

5 blocks after cutting [7pin] 

 
              → 32 tiles of acceptance toward 2-shanten 
 
6 blocks after keeping [7pin] and drawing [6pin] 

 
              → 40 tiles of acceptance toward 2-shanten 

 
I’m sure it’s clear at a glance which one of these is closer to a good shape 2-shanten, and of 
course closer to 1-shanten or to a win. 
 
There is also another aspect here. If you discard [7pin] in the early game, and then cut honor 
tiles from your hand later on, it would become easier for other players to discard the tiles next to 
[7pin] against you, such as [8pin] or [9pin]. That is a disadvantage to this discard as well. 
 
During the first stage of your discards, it’s best to keep full access to these offense-focused 
excess tiles such as this [7pin]. This is the “6 blocks in early game is cool with me!” playstyle 
that I advocate! 
 
Yuragi: “(Yuusei-san, I have to admit you don’t seem like the type to say “that’s cool with me”... I 
wonder if you could’ve come up with a better name…)” 
 
 
 
 
 
One of the key points for this strategy is that many hands have the extra space to accommodate 
6 blocks.  
 
Because the “5-block playstyle” is so commonplace now, maybe people feel distaste for the idea 
of even using 6 blocks. Or, maybe it’s because people feel unskilled at selecting blocks to 
discard during midgame, and so they avoid the scenario. There are many people who instead 
use the extra space for safe tiles and arrange their hand in a slim fashion. 
 



However, it is true that using that playstyle also means that chances to complete a block will slip 
right under your nose, and you can very well miss out on your chance to win. 
 
Also, recently the spotlight has been placed on -just how important it is to act first.- For that 
purpose as well, it is important to avoid missing chances to complete your blocks and increase 
the speed of your hand. 
 
With that noted, in order to increase the speed of your hand even a little bit, you should -do all 
you can to keep number tiles so you can build good-shape blocks- while you’re still in the early 
game. Aim for the win, even if it seems tactless! Who cares if I have 6 blocks, that’s cool with 
me! Indeed! 
 
So, anyhow. Yuragi-san, the short version is that in the early 
game, you should think more about your own win than about 
having safe tiles. 
 
Did that make sense to you? 
 
 
 
 
 
 
 
 
 

Mm-hmm! 
 

 

Key point: the “6 blocks in early game is cool with me!” playstyle 
 
Up until turn 6, use your extra space to keep as many number tiles as you can, 
in order to minimize backfires. Be comfortable with a 6-block hand if it comes, 
and aim for the win. 

 
This theory can also be applied to 2-shanten. 
 
East 2, East seat, 29900 points, Turn 3, Dora: 西 

 
The hand this time is 2-shanten, and its acceptance is 24 tiles. 
 



Whether it’s Tenhou rules (aka ari, values last place avoidance) or whether it’s parlor rules, 
since you have 5 good-shape blocks lined up, I think most people would discard [2man] and go 
slim here. Among those who love competition rules (aka nashi, ippatsu and uradora ari, etc.) my 
impression is that 80% of them would cut [2man]. 
 
And yet, even here, I recommend preparing for 6 blocks and keeping the [2man]. 
 
If you draw [14man] or [3man] next, then your blocks have increased by 1. In the case of 
drawing one of [14man], your acceptance increases to 28 tiles. With [3man], it increases to 32 
tiles. 

 
That’s an incredibly fortunate speed-up right there. Imagine you cut [2man], and then you have 
a full set of [231man] lined up in your discards… Has that ever happened to you, I wonder? 
 
There’s also this kind of hand to consider. 
East 1, North seat, Turn 3, Dora: [7sou] 

 
This one is also 2-shanten. If you cut [1pin] here, it’s not just your speed that gets worse. 
There’s also a chance you miss out on value this way. If you draw [2pin] or [3pin] next, then you 
can naturally start to see ittsuu here. 

 
6-block hands have good compatibility with yaku-building, so let’s do what we can not to miss 
out on those yaku. 
 
And as for [2sou], your acceptance increases if you draw one of [134sou]. So, even in 
2-shanten, as long as you have the space to keep these offense-focused excess tiles, you can 
make use of them for speed and value purposes. 
 
 
 
As you can see, not thoughtlessly going slim in the early game, but instead holding those 
offense-focused excess tiles, can help you avoid missing out on speed and yaku. That should 
lead to an increased win rate, and even become a key factor in creating a better first-place rate 
in your long-term results! 
 
Okay, then. Now that we’ve discussed that, it’s time to introduce 3 points to be wary of when 
using the “6 blocks in early game is cool with me!” playstyle. 
 
Warning (1): When your hand advances, you will have to thin out your blocks. 



 
When choosing what blocks to keep, you might keep joints whose acceptance is larger, or keep 
joints where the tiles surrounding the wait have been cut, so it looks like the wait will be better. 
It’s very important to keep a close eye on the table and judge what to do based on the players’ 
discards. There may be people among you who don’t feel confident in making choices like 
these, but I suggest referencing the lesson on block-reading (Lecture 18), and trying as best as 
you can to make sure that you carry good blocks into 1-shanten and into tenpai. 
 
And when you reach 1-shanten and drop a block, from midgame (Turn 7~12) onwards, prioritize 
safety and discard from the inside first (the closest to the center.) 
 

(Dora: [7sou], Turn 9) 
→ Cut from [4man]. 

 (Dora: [7sou], Turn 9) 
→ Let’s keep [34sou]. It has a slight chance of sanshoku, and also aka [5sou] acceptance. 
In that case, let’s clear out the [78pin] block, starting from the inside with [7pin]. 
[8pin] can be swapped with a safe tile. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
On the other hand, however, if it’s still early and you have the legroom to do so, 
then you have the option to use some tricks to make it harder to narrow down your wait. 

 (Dora: [7sou], Turn 3) 
→ Cut from [2man]. Hang on to [4man] while it’s still early, making people misread your likely 
wait as [36man]. This increases the amount of tiles that are difficult to push against you, and 
gives you an opportunity to thin out your opponents’ possible counterattacks. 

 (Dora: 7sou], Turn 3) 
→ Here you clear the [78pin] block, but after cutting [7pin], why not try holding onto [8pin] until 



the borderline moment? If you manage to make [8pin] your riichi declaration tile, then I’m sure 
you can see it makes your wait look like [69pin]. You gain the advantage of increasing your 
opponents’ unpushable tiles, and also the advantage of possibly increasing your ron rate on 
other ryanmen that the other players might discard instead because they read your wait as 
[69pin]. 
 
This playstyle is all about -not missing out on wins.- May as well use as many clever tricks as 
you can. 
 
Warning (2): In midgame, the danger level of the excess tiles increases. 
Once you’ve made a joint out of a lone tile, the increased tenpai rate and win rate more than 
make up for this downside, but until then, holding the lone floating tile into the midgame carries 
risk with it as well. At that point, prepare for offense from your opponents. To make it easier to 
fight back, it’s better to swap those dangerous tiles for safe tiles to avoid having to push them 
later, unless the floating tile is especially strong (like the [3sou] in [3456sou] when [4sou] is the 
dora) or when your hand is very expensive. 
 
Warning (3): This will be explained in the next lecture. 
 
That’s all for today’s lesson. Good studying, everyone! 
 

Remember at least this much! 
Having a 6-block hand is perfectly fine in the early game, 
so keep those offense-focused excess tiles! 

 
Real-match training 
 
Problems: What would you discard? 
Both questions: East 1, West seat, dora: [7sou] 

 (Turn 3) 

(Turn 9) 
 

 
Answers: 
 
A1: Cut 北 
 
This hand is in 2-shanten. 
About this [4pin]... Drawing one of [23pin] produces 6 blocks with sanshoku chance. 
With a [4pin] draw, you have the option to move toward pinfu, or you could pon the 中. 
And if you draw [4sou] next, then you could even upgrade to a riichi/tanyao/pinfu hand. 
 



As for the [1man]... With another [1man] or [4man], you could move toward pinfu or become 
able to pon the 中. 
 
A2: Cut [2sou] 
 
Now that you’ve advanced into the midgame, and you’re still 2-shanten, the chance of the 
opponent taking the initiative is large. The most dangerous of your excess tiles is [2sou], so get 
it out of there in order to prepare for the dangers of riichi or open hands, and aim to push back 
cleanly against them in the endgame with your slimmer remaining hand. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Lecture 3 - Peak 1-shanten style 
 
East 1, South seat, Turn 5, Dora: [haku] 

 
Let us begin the lesson. This time is a continuation of the last lecture: The 3rd point to be wary 
about when using the “6 blocks in early game is cool with me!” playstyle. Please take a look at 
the hand above. Yuragi-san, what do you think would be good to discard? 



 
Yuragi: “This is 2-shanten! I would discard [3sou] and set up my 6 blocks! 
6-block hands are cool with me!” 
 
…Thank you very much for the beautiful mistake. (laughs) I guess it’s not only your face that’s… 
Oops, sorry, my apologies. Wait, I wasn’t making fun of you! I absolutely wasn’t! 
It was a compliment, really! C’mon!! 

 
 
…Let’s return to the lesson. The third warning for the “6 blocks is cool with me!” playstyle is, 
when you have 6 blocks all with good shapes, and one of the ryanmen shapes includes a paired 
(vertical) support tile making a total of 2 pairs, in that case the standard play is to aim for 
“perfect 1-shanten” and switch to a 5-block hand. 
 
You may have doubts about whether it’s really a good idea to reduce your number of good 
shapes after you just built this many of them, but if you set up 6 blocks in this situation, you will 
cause trouble for yourself when you reach 1-shanten. 
 
 
 
 
 
 
In the case where you cut [3sou], your acceptance in 2-shanten becomes 32 tiles: 

 
And then, if you complete a ryanmen, for example by drawing [9sou], now you’re 1-shanten. 

 
Here, you have no choice but to pick when ryanmen shape to keep. 
So, let’s say you cut [6pin]. How many tiles is your acceptance toward tenpai now? 
 
It’s 16 tiles:  



 
Looking at these numbers, you can tell that when you reach 1-shanten with 2 ryanmen shapes, 
your acceptance toward tenpai is drastically smaller than what your acceptance was in 
2-shanten.  
 
So, let’s return to the 2-shanten hand, and see what would have happened if you had cut [6pin] 
instead of [3sou]. 

 
Now your acceptance adds up to 28 tiles: 

 
 
Yuragi: “That’s smaller than cutting [3sou]! This is fraud! Give me my money back!” 
 
…Hey, now. Calm down. Here, look in the mirror. Give it a nice smile. 
Anyhow, let’s say we drew [9sou] like before, and reached 1-shanten. 

 
How many tiles bring you to tenpai this time? 
 
The correct answer is 20 tiles: 

 
Comparing that to before, you can see that the number has increased by 4 due to the extra 
shanpon wait. In exchange for the acceptance in 2-shanten decreasing by 4 tiles, the 
acceptance in 1-shanten has increased by 4. You can picture it like you moved those 4 tiles 
somewhere else. 
 
If you discard [6pin], and then draw one of [25sou] into the ryanmen with a paired support tile, 
then you do still end up with only 16 tiles of acceptance. However, completing either of the other 
2 ryanmen becomes the 20-tile “perfect 1-shanten.” 
 
So, to progress to the key factor in this strategy, comparing these two patterns, what we can say 
is that the acceptance in 1-shanten is smaller than the acceptance in 2-shanten, yes? To give a 
rough summary, it’s far, far harder to get to tenpai than to get to 1-shanten. 
 
In comparison, the acceptance from 2-shanten to 1-shanten is already large, so it’s not too hard 
to advance to 1-shanten even if the acceptance decreases a little bit. if you have a choice of 
where to add 4 tiles of acceptance, you ought to use it to bulk up your 1-shanten, which is 
harder to advance from. 
 



So, foreseeing later developments, when you’re at the 3-shanten or 2-shanten stage and have a 
full set of good shapes which include 2 pairs, keeping the paired support tile and dropping one 
of the other joints, leaving you with 5 blocks so you can strive for perfect 1-shanten… That is 
what’s called “Peak 1-shanten style.” It’s possible you may have heard the term elsewhere, but 
never mind that. (laughs) 
 
To sum it up, the 3rd warning about the “6 blocks in early game is cool with me!” playstyle is that 
if you discover an opportunity to go for “perfect 1-shanten” because you have good shapes 
including 2 pairs, you should swap over to peak 1-shanten style! 
 
The “6 blocks in early game is cool with me!” playstyle maximizes the acceptance that brings 
you to 1-shanten. In contrast, peak 1-shanten style strengthens the number of tiles that take you 
to tenpai during 1-shanten itself. The spot where they make their greatest effects is different for 
each, but they do butt heads with each other anyway because peak 1-shanten style requires 
you to make preparations during 3-shanten or 2-shanten before you reach perfect 1-shanten. At 
some point, the time will come when you need to swap over. 
 
As I mentioned before, -reaching tenpai- is more difficult than -reaching 1-shanten,- and there is 
a fairly significant difference in the number of tiles between each. So, if these different playstyles 
butt heads with each other, peak 1-shanten style should take precedence. Make sure you keep 
aware of that point where you should switch styles! 
 
 
 
 
 
 
 
 
 
If you’re going about your hand in a straightforward manner, then it proceeds like this: 

Very early game: Cut the tile with the least backfires. Keep your losses to a minimum. 
→ Early game: Use the “6 blocks in early game is cool with me!” playstyle, 
       so that you don’t miss out on good joints or full blocks. 
→ If you end up with nothing but good shapes, 
       and one of those has a paired support tile attached bringing you up to 2 pairs, 
       then you use “peak 1-shanten style” to aim for perfect 1-shanten. 

That’s more or less the picture you get… 
But there’s more in the next lesson! Good studying so far! 
 
 

Remember at least this much! 
“6 blocks is cool with me!” playstyle 

Warning #3 



 
When you have a full set of good shapes, and you can see a route toward “perfect 
1-shanten,” you should drop 1 of your other joints and keep 5 blocks. 

 
 
Real-match training 
 
Problems: What would you discard? 
Both questions: East 1, East seat, Turn 5 
 

 (Dora: [3sou] 

(Dora: [8sou] 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Answers: 
 
A1: Cut [4pin] 
 
Aiming for iipeikou by discarding [4man] would be a bad move that loses out on all this: 

 
If these manzu tiles remain until 1-shanten, then you’re left with a wide 1-shanten that might as 
well be called super perfect 1-shanten: 

 



Incidentally, if you draw the aka [5pin] next turn, having [5pin] as your pair also makes the hand 
more flexible with the tanyao addition, so you should cut [4pin] before [5pin]. 
 
A2: Cut [7man] 
 
You must not be transfixed on sanshoku and cut [3man]. Cutting [7man] instead allows the 
following tiles to lead you into an even wider 2-shanten: 

 
And not only that, but it also becomes easier to reach perfect 1-shanten. 

 
And, of course, the chance of sanshoku still remains. 
 
Another attractive point of this discard is that if you draw the dora [8sou], 
you now have 3 pairs and can call easily for tanyao. 
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