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Minimum S}rstem Requirements
for Windows 95°
» Operating Systenm: Microsoft Windows 95, English language version. _' s
» Processor: Pentium® Processor - 90 Mhz, 100% [BM PC*-compatible o

* RAM: 16 MB

» CD-ROM Drive: 2x (double-speed - 300K/second sustained ransfer rate).
2% CD-ROM users should use the standard or full installations ro avoid any
porential inferior game performance which may result from animations playing
from the CD-ROM.

+ Hard Disk Space: 40 MB, uncompressed

. Vldeofmsp{ay' 256-color SVGA (640x480), PCI or VLB video card with
IHE Eﬁ]‘u‘l :

Mmm M W'indnm ﬂﬁ-mmpmblt mouse and driver

e mmﬂﬁ Drivers: 32-bit Windows 95-compatible drivers for CD-ROM,
it %M Sound Card, Mo&em and inpur devices.

7 i

Minimum System Requirements
for Mam:ﬂnsh" '

=iy
DpcmnngSymw MacOS version 7.0 or higher, English language version,
including SeundManager® 3.1 and QuickTime”,

Pmnmr PowerPC* {m-_q.r Pmu:r Macintosh or compatible machine) ,W
; R&H lﬁ i.lﬂ!‘ ¥ e

?. mﬂmﬁ sustained transfer rate).
. the standard or full installations to avoid any
ich may result from animations playing



Additional Minimum System Requirements

for Multiplayer Play (Windows 95 only)

* [nternet: 100% Windows 95 compatible modem, 28.8 Kbps or faster or
TCP/P network

* Local Area Nerwork (LAN): 100% Windows 95 compatible nerwork or IPX
{LAN) nerwork

* Modem: 100% Windows 95 companble modem, 28,000 bps or faster

Note: In order to play Shanghai: Dynasty, the CD must be in your CD-ROM
drive ar all rimes.

As with all new and evolving rechnology, Activision is commitred to providing
upgrades that improve quahty.md performance. See the Customer Support area
of the Activision Web site for further upgrades ar www.activision.com. Also, see
the Help file on the CD for information that became available after going to

print with I&w
gctgg and Installation

Check: Readme file on the CD for the latest i improvements to the game and
*ﬂae m:uHﬁhuuuug information,

. Before installing the game, check the minimum system requirements and the
mfunnarmn below for additional important requirements and considerations.

S&mgbm Dynasty requires that the game CD be in the CD-ROM drive when-
mrmmpmhmmﬁ:wmmmﬁcmmm&uﬂmr
informarion stored on the CD. In order to allow you mere fexibility in your

 space requirements, Shanghai: Dynasty offers you the possibility of choosing
ﬂﬁmmﬂmm&nﬁmdﬂapﬂmﬂﬂemwmhuﬂdnwp
'Emmw that;whnﬂeuiﬂﬁrlﬁﬂh{ﬂavml:blc

Tequires
wmhﬂ&huﬁ;ﬂdlmﬁp option, all the files (with the exception
m’f’th: ‘bac - I;M to the hard drive during the install

eing loadec on!ywh:-nrh:r are used in the game. This
. liiwlﬂv ma;ﬁmmm and reward animations to your
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%ﬂﬂummqﬁrmnulyiﬂh{ﬂnfspammﬂmm
pse this option, only the Mah-Jongg tile M‘mﬁm -
ﬂihpmm]hﬂ:luﬁgmth m:%mmm ihe



Ebangﬁ.ﬂ': Dynasty and Mah-Jongg. The other tile sets, and respective m |
tions that will be played chroughout the game will be kept on the CD and wﬂ'
be loaded to your hard drive only when used in the game. -

« Custom Install: This option allows you to choose the number of tile ses aud

reward animations you wish to have installed on your hard drive, depending
on the space you have available. To select the tile scts you wish to have loaded

to your hard drive, click in the appropriate boxes.
Windows 95 Version
Please make sure your computer system is 100% Windows 95-compatible.
How to install (with AutoPlay):

L E!:-fhﬂ: md!mg, close all applications.

2 tmut;thm&hmghm Dynasty CD) into your CD-ROM drive and wair a few
hnnmﬁhﬂl the Shanghai: Dynasty splash screen appears. (If the splash
vd ‘ nunppur phme refer to AutoPlay in the Troubleshooting section

; i?ﬂrmmmwwﬁr Windows 95 by choosing
;- Programs/Activision/Shanghai: Dynasty from the Srart menu or by clicking

Mﬂﬂﬂ*’w Dynasty splash screen.
Hﬂwmw{nﬂﬁumﬁa}r}
i ___‘ﬁhunnkznm‘i?‘inuﬂ Memory (locat-

| 1mﬁmemwmm drive, double-click on
eyt Cor P ut _mmw '_ﬂn:lpu'ﬂghtvchckmmand:hm&l:



Macintosh ve:rulcm

i '_ 1. Before installing, close all applications. :
1o 1Ins:|1thf5hmghm Dynasty CD into your CD-ROM drive and wait a few
- moments for the Dynasty icon to appear on your desktop, g A
3 Double-click on the Dynasty icon.
' 'iL Double-click on the Shanghai Dynasty Installer icon in the Shanghai
ﬂmymnduw

]

E

T@H-MMH_E(WIH&GWE 95)




Common Problems and Solutions
[mmhmﬂm“u&mtﬁnﬂtﬁcﬁdpm :
From the Splash Screen, select More, then Technical Help to get Id:l'[llmlll

F z =
F :“'_ﬂ.

e .'ﬂ" 5

s T
e

= Program m’t install. R
One of the reasons for this may be that you have insufficient hard disk space for "
the program to copy the files it needs from the CD to your hard drive. You L
to free up more hard disk space by deleting more files. 1

G.— ; i 'm
Ti!ﬂpﬁiﬂmﬂ mﬁw b:f {ﬂﬁ‘l dlﬂtﬂrs on the hard drive.

M:ﬂu:e sure your computer has a least 16 MB of RAM.
2. Make sure you are using Windows 95 with the latcst 32-bit dnvm for all your
pﬁnphﬂm :

i gmé(ndacrbydoubk—dldnugunﬂ::q:ﬂkum
FOin N&SMMMMMMW



5. Make sure the Sounds option in the Preferences menu in Shanghai Dynastyis

_|_ ked

= ] H-‘jm: r:nmpmerhu:mrbu button, make sure it is ON mdsﬂmth:heghni

Hﬁ‘z possible.

lﬂﬁemmmmw Dynasty on a Penuum{-}'ﬂh-ﬂ-hm

'ﬁ'mblmhmtmg (Macintosh)

= ngunm’lm

_-_'l'- m : mﬂﬂﬁmmm& and adjust volume.

1. You mq“mm: hard disk space for the program to copy the files it
needs from the CD to your hard drive. Free up more hard disk space.

2. You may nuﬂg!&ﬁ;mgﬁ free RAM to run the installer. Make sure you aren't
running any other applications beforc installing.

3. Mﬁﬂ?ﬁﬂ are running System 7.5.1 or later. Shanghai: Dynasty may
have problems on older systems.

1. Make sure your computer has at least 16 MB of RAM.
2. Make sure RAM Doubler is disabled.

No sound, partial sound, or no veices or sound effects.

I I you have speakers, mﬁked:q#m in correctly, turned on, and the
wﬂm:ymdupmm&iﬂehd, ,_




Custumer Sumnrt

Before contacting Customer Support, please consulr the rechnical help ﬁ']ﬂ. % o
: kmsﬁ:mmmmcﬂnmm&m“u&yﬁndqmmdﬂ:" A
f - quickly and easily provide a solution to your difficulry. If afrer reviewing the .r’ :
& mhmdhdpﬁh}wmmllupumnnngpmhlcm&plm&dﬁﬂw
-_"’ us through any of the scrvices listed.
So:&uw:ﬂnhmhcl?ruu,plﬂnbeﬂfmrmmpuurmdhﬂe&f
Miﬂﬂmnrﬁr s

orted (if any) and a brief description of the problem '
.=~= wandapmd[e,g, Pentium 90) i

th Activision Forums,

Fﬂe Lil:rm'y Support




In the U.S.

(310) 255-2151, 24 hours a day
W E;ilsﬂ} iﬁﬁ-li!ﬂ 24 hours a day Eiie e
A upport, P.O. Box 67713, ;

I‘

“f.
PR
g;.
s

ﬁm: Cﬂwﬂhﬂ:wm&rm to our mmtfrcqmnﬂy
A nh&qumm (310) 255-2050. Or contact a customer service
 representative at the same number between the hours of 9:00 2.m. and
Eﬂm{hﬂﬂc’l"mﬂ Mmuhfﬂlmugh Friday, except holidays.

&

5 you can contact us in the UK. ar 0181 742 9400
D0 p-m. and 5:00 p.m. (UK. rime) Monday through
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WL atis Shangllai

The game Shanghai, and its sequels, use Mah-Jongg riles in an easy-to-learn yet

difficulr-to-master solitaire play pattern. Shanghai has become an addiction for
many thousands of players all over the world. While it’s possible to play Shanghai
with. amul Mah-Jongg riles, the mighty memory and computing power of per-
sonal computers provide numerous features that add enormously to the fun and
the ease of playing, Shanghai was originally created in 1986 for Activision by
Brodie Lockard.

|- # | These Chinese characters spell out the name of the ciry of Shanghai — the

name means “upper sea.” This city has long evoked an aura of mystery, danger,
and high adventure; thar’s why its name was chosen for the game.

Mﬂcwuapﬂ:dw memory, and luck. There are 144
riles, uﬂi@ﬁ'mﬁﬁtﬂfm layouts. There arc four of each rile, which can be
aium matching pairs.

To remove a pair of tiles during the game, simply select the rwo tiles you want.
To ﬂ:iﬂtlﬁmmgmh the mouse. If it's free to be removed, it will
S&mng a matching free tile removes the pair.

you ﬂ-«ﬁ'ﬂ: tiles from the screen, you have won — and a special reward
ence occurs. It's that simple. But wait = because there are four of each tile,

= }"ltu.-ma}" well find yourself stuck, with unmacchable dles blocking other key tles

50 you can’t clear the screen, As you play, you form winning strategics. And
because of the magic of computers, you can undo previous matches and try to
find any mistakes, shuffle the remaining tiles, put them all back to the way they
mmat:hrb:guuungmwuunwap:n,andnﬂwrabﬂmmnmmdaﬂemth
r:ﬂM:h-}nnE_u&:
Thwnflhh»]nnghan:ryuunﬂsﬂngmmdmmﬂegmdﬁbuutm:
- game abound. It is said that the game evolved from other games played in ancient
* China. These games were played with cards similar in appearance to the riles used
in ] mmm&em&m Mah-Jongg was introduced
mﬁmwwwmmﬂm@m Joseph P. Babcock
the ¢ JUmtﬁﬂumhymﬁngapnnmd |1st{.:-f:.m1pi|&¢d rules

g



WIIat‘s NEW : " T

?ﬁaug&m Dynasty introduces several new aspects to the game of Shanghai. m
is 2 new game entitled Dynasty, that allows gamers ro challenge each other over
the Interner in 2 multiplayer version of the tile-matching game. D’]III’.EIH_F alk:-m o
you to get an even greater challenge in the tile-marching game by pisting you .
against one to four opponents. Each player has an identical |a3.ruut of 72 tiles to
work with, and the player who is the first to clear the layout wins, You can
choose a game against computer opponents, of you can go online and find real
_people to match your strategies with. There is also a new feature called Power
Tiles in the Dynasty game. When two Power Tiles are martched, one of seven
available Powers is unleashed on the game.
B Whﬁjﬁtﬂm in Shanghai: Dynasty. It allows up to four play-
i 1‘.':['3 u.ehﬂlm#ﬂi other on the same layout, to see which player can march the
St pairs. there are no more moves available, the layout is automarically

: Jﬂﬂ game can also be played online over the Internet by up ro five
g ”’ Tﬁe maﬁo ﬁnﬂ.\c largest number of tile matches wins.
o1, w tﬂ:ntstndli}rnuts in Shanghai: Dynasty that are

:ful h:ﬁ‘."‘l'hc Kids' game in Shanghai: Dynasty provides an
) m“ﬁrﬂmwimicfﬂmly Onc of the tile sets made
' ildren to perfect their arithmetic. Other sets require a
mmm hruuumumﬁ:r mnamnguf?l




We've added Internet play to Shanghai, not only for Dynasty, bur also for Mah- =&
Jongg, Gamers with a modem can connect with other folks around the world for
challenging play (Windows 95 version only). And the Custom Tiles feature

- allows you import custom rile sets.

Classic Shangh a1

R“lﬂﬂ-

Classic Shanghai is a game of strategy, memory, and luck. Each game begins with
144 tiles, arranged in one of forty different layours. The object is to remove all
the riles from the layout, one pair ata dme. To remove a pair. the tles must both
match and h&’ﬁ!t at the same ame: A tle is considered free if no other tile is
on top of it and lfﬁmﬁtﬁﬂut to the left, to the right, or in both directions. If
a tile can ﬁnﬁrﬂlﬁm&mpm :heb-ormm of the layour, it is not free to be

thai will chal you for hnun-at: time. And you can make this
3- illengin, .a'. urning on the timer option and playing against the
m.gyuur own tile set and layouts (see Customizing
iqﬁuﬂﬂmummmg Tile Sets For The Shanghai Game).

,ilﬁ':ucmm boxes on the screen that contain useful informarion: one shows
y&u the name of the current game mode and the number of tiles left in the lay-

our, mddwniumﬂﬁﬁhmmpmmdmﬁmm abour

- playing the game. If the timer option is on, you will sce the clock ticking in the
- prompts box {instead of hints and informarion). While no score is kept in one-
pﬁﬁmwﬁmwﬂM}WMMytﬂm!nﬂmmnm

hhmum_m&mhimmﬁﬂ:ﬂmwmwuu




To start Classic Si‘mnghai -

1. Click the Shanghai burton on the Title screen.
2. To start from within another game, go to the Menu Bar, pull down ﬁrw

- menu, and select Classic Shanghai.
3. To change layouts or tile sets, go 1o the Menu Bar, or use kcybm:dshmm'li

4, To access ﬂmhtr game, go to the Game menu and click on the game of your

:‘ﬂ.'"‘:u

+ ¢chaoice.
5 &fwiﬂﬂﬂ of Menu options, see Using the Menus.
: f :.- mﬂﬂﬂ of Shanghai terms:

' '. ie : nu.ﬂﬂi after an actual Mah-Jongg tile.
Y #Mﬂi’l !ﬂﬂﬁ tiles, as used in Shil'lghﬂi, mmpnm: 144 riles
ney lemthﬂm number of tiles when playing Mah-

m%gg tiles can be broken down into four suits:

— numbered from 1 to 9; Dots — numbered from 1
T ']*m&ﬁum 1 to9: and Honors — this broad cate-

:? Faulm the Dragons, the Seasons, and Flowers.
mdl:hwmnlﬁmnundﬂnnnlmwmdwr
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o If all four of a tile are available, remove them all to unclutter the field,

» Don’t count on the computer to show you the best possible mave; the
computer only shows the first move it finds.

» Identify as many matching pairs as possible. Check for riles that need to be
unblocked.

+ Beware of triples (three matching free tiles); choose carefully which pair you
remove. Leave the one that's blocking the least important riles.

» Concentrate on removing pairs that will unblock the most riles.

_Shanghai For Kids

In Kids' mode, layouts are always comprised of 72 or fewer tiles. In Kids' mode,
you can hear a voice telling you how to play, and giving friendly encouragement.
Additional voice instructions are given by clicking on the Prompis box. Three tile
sets were created especially for kids: the Alphaber, Math, and Household Items
sets. Kids ﬂ*ﬁi}ﬁyﬂu Prehistoric, Quter Space, and Fantasy tile sets. There
are th&mm on screen ‘which let you change ale sets and layours withour
hﬁ'ﬂ! ﬁ-niﬂ:ﬁm the menus.

e

- To Start Kids' Mode:
1. To start playing from the Title screen, click on the Kids button. This will take
- you to 3 layour with fewer than 72 riles.
E;Tﬂﬂiﬁm Mcﬁﬁmﬂmnﬂlmmm?mr go to the Games
m&ﬁmmmﬂ@mmm




5. Listen to the audio cues for hints when playing the game. If you need add :
tional help, click on the Promprs box.
6. To look down into all the nooks and crannies of the layout, press ﬂi:m i

; qutndung:mmmangiﬂ . 1,&_.;5 .
~ 7. For more explanation of menu options, sec Using the Menus. w_;;gﬁ;ﬂ £
S g i -.j-:-. ':.-
. Strategy and Hints: Fig ol
Suumdtumﬂ;h;nurﬁpaﬂthlt{mﬂ:ﬂ!tmﬂlﬁtmmﬁﬂﬂfuiﬁ} T
 build your way up.

; irl.mmﬂizﬂnm
'"--'h@mmlﬁﬁﬂmmmm”w“m‘“'ﬂ
; *;Memwﬂﬂﬂﬂﬂmsuﬂdﬂm

ahea a5 ma mﬁﬂ‘jﬂ] Can.
f you no lon m m prompts, you can play Classic Shanghai using
et e T ‘m:hm&uchchcumﬂLayﬂuuhunum

m Tnurnament

ofiﬂpﬂmﬁmhéﬁalhﬂgnhnph?
Evrl.inTnnmm:n:mud: cach

mdnfﬁurmmm 7
1 ﬁmﬁithﬁFm iﬂitmﬂimn:ﬁ}rﬂliﬂmﬁh

es. Yo 'nu;r not shuffle or undo any moves,
mﬂmw you matches. You may, however,
1g @ game mﬁmﬂ altering your current

.....



Tﬂ Start Tnurna.ment Mﬂde: e L
1. From the Title Screen, dlick on Shn;hu ;

. 2. When the Shanghai layour appears on the screen, go to the Games menu in ;
- the Menu bar, and select Tournament. L

| 3. Play fast — the clock is ricking! You may want to turn off tile animations. To |
e ﬂﬂ]n.'i chick on Tile Animation in the Preferences menu.

i "'i Tﬂﬂ#ﬂtgﬂhﬁpﬂmﬂﬂi-l‘mﬂcﬂ?m from the File menu.

5. To sec the Wall of Fame and check ourt previous scores, go to the File menu in
Miﬂﬁnhﬂﬂdcﬁckmwmnfm

in ﬂﬂg the same mouse. Each player’s cursor is a different
fer voice announces the beginning of cach player’s turn and a
1 player's turn.
“here are w : ‘: _ ﬁpﬁtﬁ%g&m&d’ Classic Shanghai:
1) Most 'I'Hm (Count Down Timer)
_;;@-im Time (Count Umei:t]
3 Iﬁﬂa:MnstTdﬂ{Enunt[hwnT‘mu:lglmﬂ.timnhj-ectutnhavuhchlglms:
- score {tile count) at the end of the game. A turn ends when the player’s timer
- (counting the seconds down from the 30-second default setring) runs out, or the
~ player makes a march, whichever occurs first. Then the second player takes
his/her turn and tries o march a pair within che ser time limit, and so on. The
ﬂm#ﬂmmﬁm:mﬂWﬂWMdeﬂpﬂmﬁlf

: -Em phrﬂammdsunl}r when the player has
 the second player takes his/her wrn at finding a
Nmfﬂiumﬂa To Fﬂuﬂﬂ&ew}}rﬂum :



To Start Twa-plaFEr Shang‘hm :
1. From the Tite screen click on Shanghai, and when the layour appears on dlt
screen, go to the Games menu in the Menu bar and select 2-Player.
2, To start a two-player game from within another game, go to the Games menu
in the Menu bar and select 2-Player.
3. When the Two-Player setup screen appears, select your options, then click OK
to begin playing.
4. To change layouts, go to the Layout menu in the Menu bar and click on the
layout of your choice.
5. To change tilé sets, go to the Tiles menu in the Menu bar and dlick on the tile
set ﬂﬂjﬂﬁ‘:ﬂ-m
6. To changn m—ph}rr games, go 1o the Games menu and select 2-Player.
Make your selection on the dialog box.
7. To mm off tile animations, click on Tile Animation in the Preferences menu.

-B;. 'E&.ﬁ:mmg Classic Shanghai or another game from Two- Player mode, just
: the Games menu and select the game of your choice.

Strategf and Hints

. Phn your next move during your epponent’s turn,

« When the clock is running, you might want 1o turn off the tile animations.

-Whmsh:'ﬁﬁg:'me make sure you don’t click after your turn ends, or
you'll score points for your opponent!

= Listen for audible cues, especially in the Most Tiles game, .mdw:n:h the cur-
sor—if i it changes color, your turn has ended.

y ﬂuﬁ*@mﬂt one to four opponents. (Your

ed or human.) To play against real people over the
tiplayer Games Online section, In Dynasty, the goal is
" Th:gameuph.yudmﬂngmmmu]



tiles — no player has an advantage. The first player to clear the layout is declared

the winner.

You can only click on tiles in your own layout — vou cannot dick on tiles in
opponents layourts. Your lavour is always the one on the left. When you play
against one opponent, the opponent’s layour and tiles (on the right side of the
screen) are as large as yours — but when you play against multiple opponents,

_ your opponents' layouts and tiles are half the size of yours (and you can’t see tile
designs on half-sized tiles).

If you get "stuck” in Dynasty with no Power Tiles (the Power Tiles opuion is
turned off), a dialog appears telling you you have "No More Moves” and that
you are out of the game. When playing against A.l. opponents, the dialog box

- will tell you that the game is over {the game assumes that you don't care which
AL opponent wins). To play again, press OK. When playing against human
Opponents of a m of both AL and human players, when you ger stuck
and have no more moves available, a dialog box appears, asking vou if you want
to wait until the game is finished or quit. If playing with Power Tiles. you might
get sﬂtckaﬂ_" @ihﬂiﬂ; as another opponent’s Power Tiles might change
your m - Mﬁuﬂ‘ you to move again). For more explanation on

: hm&nﬁimTBrﬁmtphyumdmr his layout wins. The player
s awarded one point for each tile remaining on all opponent layouts. A normal
_ game is 3 rounds (one layout per round).

At any time during a Dynasty game, you can change your tile set or your prefer-
ences without affecting the game in progress. Most of the Help menu options
(i.c., Show all moves, Suggest a Move) are not available in Dynasty.

puwerTglel 3
E‘um"ﬁiu ﬂ:ﬁm:ﬁmtn&m ﬂf‘l&rmqr They can either help
~ you gain an ﬂnyﬂm‘ ot :Illﬂfmmﬂ'ltmalndsluwm:m
# : __EﬂmrhMmenln the dialog box

~ down. To,
it appears Mmm&um the Games menu. The Power Tiles
ol w ah Tiles is the same in all the players” lay-
ﬁhmmipm of Joker tiles is matched,
,' 4 hﬂuﬁt& mndﬂml}':l is unleashed upc-n rh:g:m:



3. B-::E'I'hm:l‘m When this Power is acrivared, thm:pn;rs{m les
had been removed from your opponents’ layouts are put back — your o
nents will have to play those moves over again!
4 Show All Moves — When this Power is activated, all available matches on your
e ’-_r;-' layout are highlighted for you. Take a quick moment to memorize ﬂ:&%@gﬂ
[

. tion, then start removing them! .
5. Take Three Pairs — When this Power is activated, three pmnfﬁqmm—
‘" i _' nuncdlyrmmedfmm your layour, giving you a jump on the competition! |

¥ E Fﬂﬂm When this Power is activated, all your opponents’ tiles are g

ﬁmﬁraﬂmnﬁdpunodufume (a gauge indicares how much

i : 1ir “i"br&ls Puww]..ﬁplayﬂwlmsenlcs are turned face down
e contes by clicking on tiles, turning them temporarily
el ) e W where matching tles lic.

E W this ng!g! ;ﬁﬂuﬂﬂ. all your opponents’ mouse controls

.m left becomes righ, etc.) for a limited petiod of
‘much time is remaining for this Power). This
yzainst a human player, but the A.L adjusts casily

fmgttsmckdurmgag;nmuf[)puﬂy you
ﬂhwmrm@ng;mmm :

ﬁ!“w’srﬂmﬁlﬁ#ﬂmmﬂﬂmﬂiﬁﬂﬁ“

-F?ﬂ*ﬂﬂ#ﬂﬁmpﬂﬂh&ﬂm "

the lapoal wire, Power tiles
look |l ok wrd cause

goosd or bad effects when you [ T O naad
maich them.



2, When you select Dynasty from the Games menu, a dialog box appears on
" screen where your can select one to four Arificial Intelligence ("A.L") oppo-
nents — simply check as many as you want. e
3. You can also change the difficulty serting for each opponent. Rt
4. Alsa in this dialog box you can decide whether you want to play Dynasty wach =~
Power Tiles or not by clicking on the box, When you're playing, the area at :
the bottom of your layour will give you Power Tile information.
5. When you ve finished making your selections, click OK to begin playing
6. Most of the Help menu options are not available in Dynasty.
7. To I'I;yDy‘haﬂrw people (over the Internet, LAN, or via modem) see
the section . yer G.l:m Ondine, elsewhere in this manual.

8. When ;Pﬁﬂ,ﬁmlm |'.1'_|"|:rl.tl1 the game stops and a dialog box will ask you
f}"ﬂﬂ mmhﬁﬂ:ﬁn ph'_vmg. {a‘tm;:ﬁkre game is won when a player wins

&t Dynasty m.gu to the Games menu and dlick on
ill _;:ugﬁnﬂynmjrdmhghm If you want to return to
. el Cpﬂui, Iqmtgmu:ﬁungsm their defaule (*facto-




Pﬂl‘ld amon lum

That's not a typo; we spell Pandamonium with a panda in the fmma: I_I.'M: g-:.'-
to Shanghai’s Chinese roots. In Pandamonium, all players play on one common
layout in a mad scramble to see who can remove the most tiles from this laruut. ¥
~ The opponents can either be computerized Artificial Intelligence (A.L) oppo-
" nents, ot human. To play against human opponents, see Playing the Mulsiplayer
Games Oniine section of this manual.
Up to five players can play on the same layour. Each player's cursor is a different
color. When one player highlights a tile, tha tile is highlighted with that player's
color. Another player cannot select a tile which has been already highlighted by
that player. However, to avoid "deadlock” situarions, two players can cooperate
to remove a msfquh phg.n:r gets onc point when this happens).
When thete are no more moves available on the layout (which is bound ro hap-

pen: wrﬂ‘i mﬂﬁpk players removing pairs as fast as they can), the computer auto-
the remaining tiles so play can continue. When all tles are

m{wﬁm:cﬂmp@dﬁ unplayable resolution has been reached), the game
tﬁw cl_i‘lplltcr compares the tile counts for the vanious players and declares
n 'ﬂwptmn w]m has remaoved the most tiles from the layour wins.

- Tﬂ Start Pandamonium:
1. From the Tide Screen: click on Shanghai. When the layout appears, go w the
Games menu and click on Pandamonium.
2. When you select Pandamonium from the Games menu, a dialog box appears
where you can select from one to four AL nppmmunlu&crthmspeod.
~ Press OK o begin playing.
= M&hmmmm&numhﬁﬂfhl players you want-
' and their di

i Wdﬁtﬂmm anemmdfﬁidtm»
' aﬁﬂmnuumﬂﬁnh.

i ’iigiin gutnﬁppments start removing pairs of riles -
o 3 uﬁ‘#&ttﬁ: scenery; get crackin'!

.F.I'-\.J'



- Mafn-Jﬂngg' R
- Mah-Jangg is the original centuries-old Chinese game which inspired the cre- i
 artion of Shanghai. Mah-Jongg requires four people to play, and is similar w the ""'
~ card game Rummy. Players are dealt a hand of 13 riles, Th:goalufd:eglmewm
: g0 out {declarc Mah- -Jongg) first, with a winning hand comprised of 14 tiles. Play
: countet-clockwise around the wable. Simply pur, each player in turn
2 -ﬁi‘mindd;lﬂrds:nk in an artempt to build a 14- tl]elundmmpnmdﬁffnm
- groups of three riles plus a pair of riles. A group of three riles can be either three-
of-a-kind or three-in-a-row,
Because each tile in the Mah-Jongg set has three identical mates, "three-of-a
~ kind" mthu:’ﬂm;ﬂtdu{uuhk:ﬂ:m}r in which you could form a
. upﬂﬁ.fﬂfmaiﬂwlnfﬁﬁdﬂ a Four of Hearts, and a Four of
Clubs, mMab-MdfﬁmaF}wr Fours would normally have to be from the
ﬂmcam} ‘hree-in-a-row groups of tiles have to be in the same suir,

S’ﬂlts

Mah- ]m ¥ N_ mriu:d ofthitee fuits of One through Nine: Craks (also
called W{Wﬂh or Ten Thousand), Bams (also called Bamboos or
Sﬂc@' ‘hd’ Dots (also called Balls or Circles) — and other tiles known as Winds,
Dragons, and Flowers {in Mah-Jongg, Seasons are referred to as Flowers).

As in Shanghai, there are four of cach tile (the exceprion being the "Flower” tiles
and the Jokers ~ there are eight different Flowers and there are eight Jokers).
- Winds and Dragons are collectively referred to as "Honors.”

The suit of Craks (Characters, Wan, Ten Thousand).
There are four of each rile.

Giiitaiad

{ﬂthiﬂﬁlcks} There are four of each tile.
(8D °3 "% 37 8380 © gapREs
| nns* Hi 141 28 {1




o : ffast, South, West, and North Wind; W}m Gmm,
e b - and Red Dragon). There are four of each tile.

o




' Simples
That leaves us with the Twos through Eights of the suit tiles — these are collec-

' ._ tively called "Simples.”
. Simples (Twos through Eights)

]
w
el
40 0t

TIEIHE b
F1' 0

" : If* -';.-‘rv ' Grﬂu g5
S e T -_ ums) ;,u:h: nscd o make three-of-a-kind combina-
5. Honors can only be used to make three-of-

'_ mnut ;uad to make three-in-a-row combina-
roupings qnbeﬂﬁu mﬁt phfcr s hand {mncmkd} or melded

L
o

—nﬂy;&?"

gk .-'r
.ima-?:fr‘ﬁ;;uu-



Chows { Saquences',l A Chow of Craks and a Chuw ﬁf .
= =58 1 3 ¥
SR ¢

Kﬂng'

1 Teisalso pmﬂ:le to make a four-of-a-kind combinarion {nunm!i; these count
A _the same as a Pong or Tn.pll':}1 which is called a "Kong.” Many American players
: ﬂﬁtbkﬂhﬂr;l "Quad.”

Eﬁng {M A Kong of Red Dragons.

*;7 ***ﬂ

_ﬁcumpietﬂ Mah-Jongg Hand
all of this togethcr, a rypical complete Mah-Jongg hand might look like

i
=

Example of a complete Mah-Jongg hand:
~ four groups-of-three plus a pair.
' = o N, TR
%ﬁgmmﬁwﬁﬁﬁéﬁﬁﬁ
A |
‘I'Imehm’l contains a Chow (Sequence) of Craks, a Pong (Triple) of Craks, a
ﬁﬂ!ﬁf{-ﬁpqu:m:ﬁ ﬁfﬂmfﬂ’wﬁnﬂ:}ofﬂmﬂmgmu and a Pair of West
' Four _ﬂwapn:,faramn]nﬂéulﬁ
: th-Jonge hand can either be exposed or concealed, depend-
e nd of hand you're trying to build. A player may also
choose to b S;tu:l}hmtﬂ:dauamﬁntdmmhmmnn of tiles which is
¢ (see the Special Hands section),

g :-_'\-'i":'



ﬁlh‘?ﬂumwmitlwhlﬁ-]unggtdumdnefi:nnnqumm.ﬁ'_m :
- straigh ﬁﬁﬁﬂﬂmkdmhghfnmmhndeﬂmumhnuf%?

mmﬁ?hndmuhad in the Strategy

for starters if you are a novice to
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When you select Mah-Jongg from the Games menu, a dialog box :ppcaé:;' 1
dialog box you can sclect Chinese or Western Mah-Jongg, you can setup the 07
oprional rules for the game (by clicking Options), and you can select the difficul-
ty settings of your AL opponents (you must play against A.L opponents when f
you select a Mah-Jongg game from the Games menu - see Initiating a2 Muln- 7
~ Player Connection, later in this manual, for instructions regarding playing
-~ against other people). When you have finished making your selections, dlick on
OK 1o begin playing.
When the Mah-Jongg game begins, the game rable 1s displayed. Each player is
~ assigned a wind. The player who is East is the “dealer” and hefshe gers 1o go first.
- If the East player loses the hand, the deal moves on to the next player around the
*_uable. If the East player wins that hand, then he/she remains the dealer in the fol-
- Jowing hand. Your name is at the bottom left corner; your opponents’ names are

e ang 3 1 : :ﬂiﬁmﬁﬂfﬂlt screen. The computer builds the Wall, rolls the
m,aﬁ&% tiles, In-a real life game of Mah-Jongg, quite an elaborare
’ urrounds these events; but in Shanghai: Dynasty the computer handles
these s auromatically and “transparently” so that you can play quickly.
B is complete, if Flowers are used in the game, the computer
anges them off to the side. The Flower tiles are replaced from

2 g E

another Flower tile is drawn from the back of the Wall,
bonus points!) The computer then automatically
play can begin. If playing Western rules, three

o

-




Claiming Discards
If the discarded tile can be used by any player 1o form a Pong, Kong, or a win,

-~ thar player can claim the discarded rile now. (The only player who can claim the
discarded tile to form a Chow is the next player o play in wrn, counter-clock-

wise). [Fa player other than the next player in turn claims a discard for a Pongor |

Kong, the order of play is interrupted — the player who claimed the rile discards,
and play proceeds counter-clockwise from thar player (skipping the rums of any
players in berween).

Conflicting Claims

When two different players want o claim a discard, there are rules for how such
a conflict is resolved. A claim for 2 Pong or Kong always takes priority over a
claim for a Chow. A claim for a win always takes pnunr}r over a claim for a Pong

or Kong. A tile claimed by two different players for a win goes to the player who
would be "in line® to rake it. The computer handles these conflices automarically.

‘ s T]lﬁﬂ-ﬂttunﬁar

Thew {Ihﬁ'h"ﬂ:ﬂm of the screen allows you to perform all of the

- actions you _iudmm:h:n a game of Mgh-Jongg. The Action bar can also

be used as a “hint” for what actions you need to take. If you are new to Mah-

- Jongg and aren't sure whar to do, just watch the buttons in the Action bar: they’ll

light up when you can claim a tile, when you need o discard, and whenever you
can take an action. The buttons may be labeled in Chinese or Western syle. To
change the labels on the buttons, gamthnl’re&;ﬁmmmuandnhﬁm

hhdnthms-ehcrmhu{hmmﬂ# ¢

F-IllmdUrF{Fm‘__I.usﬂh:'}Kr]tl;Win

! tile comes from the play-
a ﬂnf;rnudnntmm:h:m

Pass Di'mdlll'r? -r:l'hip Quad | Sequ | > | X-Ray | Win |

&

ts that you are pﬂsm.g :




discarded, so that play can continue sooner. When you are playing agamit it
human opponents, you will need to press Pass each time a tile is discarded ™~ 5057

(see the Playing Mah-Jongg Online section). g+ 5
it Discard ; |
~ When you have 14 tiles in your hand, this button lights up. Highlight the dle |
~ you wish to discard (by clicking on an unhighlighted tile or by using the arrow
~ buttons to move the highlight,) and cither click on the highlighted tile or on the
 Discard h:t:-m. If you regret having discarded thar particular rile, you have three
~seconds mﬂ::knn the tile, taking it back into your hand. Your turn will then

ﬂz G 7 i 58 Unpe
SE v available when you play online against real people (it is not
oA aying against A.L opponents). Somerimes one of your oppo-
i Mlﬂghﬂttﬂk about hisher move. Pressing this burron causes

ge M uppumﬁ.m make his'her move,
- Pong/*Trip”

';uﬁ whur;nuhw two identical tiles in your hand and the dis-
xﬁed ﬁ'ﬂddq; Pong (Triple). Press the button or click on the
: ;ﬁﬁbﬁu}un aud your mm:]ungpmrurtﬂ be

fhng{&m rimliﬁalﬁumnud in your

...'.MHQWMMMMdnmm&immddﬂatm-mu |
-ty wﬂb@ﬂmﬁ?w — thus the Pong burtton does

;mnbrtamd::fmrdsmmhmgule{uﬂw

hy:h:amng it yourself from the Wall), you may
Hddnwnm l:a'muhi:,ﬁduﬁ:twmﬂlt




of tiles in your hand. The Kong does not disallow you from otherwise going out
with a concealed hand (which is worth extra points).

The Kong burton also lights up when you have a melded Pong (face-up on the
table where all can see it) and you draw the fourth marching rile fram rhe Wall,
You can add the tile to your meld and draw again (you cannor claim a player’s

discarded tile for this).

' Chow/*“Sequ”
This button lights up when the player to your left discards a tile you can use 1o
meld a Chow (Sequence). Just press the Chow button to claim the discard; if you

have to use the Arrow buttons to move the highlights (see Left/Right Arrows
below), press Chow again after the desired riles are raised and highlighted.
']_-Ef;cfﬂig}lt Arrows

These buttons ﬂ.ﬂ:iﬁfuﬂd to move the highlighe(s) to the left or right within the

riles in vour hand. You can use the arrow o select potential discards, and to rell

the computer how you want to use a discarded tile. For example, if you had a

One, Two, me:,gukﬁ;tﬂf Diots, and the player to your left discards a Three
Dﬂt, aﬂﬂ( ou clain the discard for a Chow, the computer cannot know if you

: 3 M Hitﬁn: and Two or the Four and Five (or the Two and Four)

. ﬂmmﬂ'ﬂm The computer raises two tiles in your hand — you can use

the Left and Right Arrow buttons to move the highlight to the left or right.

Simﬂ:l.rﬁ'. when playing Western rules with Jokers, you can use the arrow buttons

to tell the computer which tiles you want to use in a Pong or Kong,

X-Ray
This burton only lights up when the discard area in :he::mm*nfrh:uhl:n fudl,

and subsequent discards are placed atop earlier discards. Press X-Ray to look
uadmnﬂﬂtdlclmchwds Especially during the later portion of a hand. it
. _ . al __m#mwm:lhﬂ:r: {you don't want
: thi that Whﬂdﬁm order o win!).
520 _ﬁ_w’in, ='-”'

your hand (giving you the required
Ir.hmmm hﬁ dhmded a tile why:h




Be careful, though — make sure you are aware of the rules in effect in the M
you are playing. If the Minimum Score option is not set at zero Points { M
hand") and the False Declararion Penalty is on, the Win buzton is always lit uﬁl.
You should enly declare a win if your hand will score enough points, m‘hﬂm

you may incur a penaley!

. When any player goes Mah-Jongg, the Mah- ]ungg Results box is displayed.
' Study the Results ro learn more about how hands are scored. and you'll be on

©* yourway to developing your own strategy for playing
e 3 Mah-Jongg Scoring

-€

wwwﬂ} automatically scorc winning Mah-Jongg hands. However,
mmwm where the Minimum Score option is not set at zero

Chi d) need ro know how to score their own hands. I the False

i __"_'Mupnnn is on, and you go out with a hand that does not meet
 the necessa erﬂwﬂMtﬂnlyfulmwmthrhmd but you will
&Mﬂmﬁmﬂmmwﬂbﬂu&enahﬂy

To score _. : I:md as you play, simply add up the points shown below for
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Wﬁ"t tﬂum:l is East, l:h:n South, West,

“.ﬂ: t&m!nn direcrion written after

1 yodur own).

mm to the numbers on the Flower
1, §42, We3, Ned. E-S-W-N (the order of play).
lﬁﬂuyﬁaﬁﬁnﬁmmwﬂhagun i,




* Clean Hand — One suit with Honors. To qualify for the Bﬂuﬂn
no more than one Chow in the hand. ek
» Pure Hand — One suit (no Honors). To qualify for the three Doubles, d
must be no more than one Chow in the hand. 54

* Robbing the Kong ~ If a player draws a rile.which he adds to a melded i}‘m:;,_ :
and another player can use that tile to go Our immediately, that player can
claim the ule_ go Out, and double his score.

~ *Limit ~ If your hand scores more than 300 points in the Chinese game or 500
points in the Western game, your score tops off ar the limit. Unless East is in-
volved: East can receive double the limit (and East has 1o pay double the limit).
* Rounding Before Doubles — If a player’s score is not divisible by ten, then the

Mﬂmﬁd up to the next multiple of ten (if the score is 48, ir's rounded
upmﬁ[lz] Then that number is doubled as applicable.

: MM— When you have 13 tiles in your hand (no melded group-
ﬁmi #ﬂﬂﬂtﬂllﬂmﬂt&ﬁlﬂ

= Fully Concealed Hand ~ When you have 13 tiles in your hand (no melded
ihé“- ' ':::.F-.._::!-'; : :- E] ﬂlﬂ' I:lll I ﬂf-dfm Elﬂ
.;;_:# e Frmtjnﬁﬂr the Mah-Jongg Results

wﬂn Miﬁﬁ not have any built-in printer drivers, but your compurer
pmbﬂlydnu.ﬂmm to print Mah-Jongg results, follow these steps:

r@&gmahmmiu in Windows 95

]

Mﬂ Dynasey). If your mon-
}Im{mlgﬂ*HMﬁPﬂﬂbr
I your monitor is set to 640x480

i Mhmt&wmtﬁe
) :hnhiuumm:bu:mm,iiun]mu can use

FufietPats; by hiring CubY.
1 ?uugu un:m:rﬂﬂ ﬂﬁﬂr&m






Flowers/Seasons

In Chinese Mah-Jongg, the Flowers and Seasons are optionally used o givea x iy

player extra points. If you draw a Flower (or Season; for simplicity’s sake these
are usually referred to as just Flowers), it is immediately placed in your meld area
-~ and replaced by a tile from the back end of the Wall.

" Then if you go out, you'll get four peints for any Flowers you drew. Ifa Fluwer
that you drew matches your seat, and you go out, your score is doubled. Flowers

numbered 1 masch East, Flowers numbered 2 match South, Flowers numbered 3
g ﬂnﬁ"ﬂ"qt,mﬂ Flowers numbered 4 march North, E-S-W-N = 1-2-3-4 =
— {Miﬁ:uﬁu ﬁfph}ram;md the table). If you get four Flowers in a row

EHET: '[Ifﬁ IEEMH II li!: Fﬁhﬂi}; you get 1000 points immediately,
| e A ~ Special Hands

osing chis 0 ;dl;ows youl to score big points if you go out with any of a
r of spec a -hi:mmhuuﬁms. See the Special Hands section of this manual

ef : &dﬁ:{m rﬂmt;ﬂ:m of the Special Hands.

i Fﬂ#t I}:c.]aratmn l’ena]ry

55 5 P B M
Ifrmﬂhhh#mdm:&ﬂmimmwbudym;mhmmpa}rﬁu
Wﬁgfﬁwﬁcﬁm i

Payment To: Aﬂfﬁni-f Winnmg Hands ;
'."ﬁmupmmmwmwﬂgﬂpmnmﬂihtmﬂnhm&

out reccives points (Only Winning
ds are scored regardless of whether

Score

é“ﬁ:ﬂﬁ:rtheganm{}urdcfmﬂtmnguﬂhmkm
t ona Zero Fan, or z¢10 doubles, hand). Users can choose
a3- m{d&mdmﬂcs}mhndntquptm




m : Reser To Defaule ;
fj"Mnﬁm ||"II:$ butron resets all the settings of the Chinese game to their

-!-'Fi' - -::5-' :: 'I']]'E wuﬁstﬁrn Glme pa *p:l;'*:-i"-f- i
&Whmm mdnﬂmwdﬁmtﬁ.thﬂtmﬂuwdjﬂ'ﬂmtuﬁaf :
i hhh-inng rules: Narional Mah—]ung League, anht Pum:ﬂi

n.llﬁﬁnr Mnh_}mgg,':hur
' mmmdrlumlﬂﬁhﬁ g
dily available in bookstores




Charleston

Omne of the distinctive features of the Western game is the Charleston. Thh‘kll’. gt ;
very important aspect of the Western game — the player can mold and dupeﬂu
hand in this phase. After the deal, and before play begins, players exchange tiles *
with each other by passing three tiles o a player {and receiving three in rarm, =
. from another player) in this order: to the player on che right, across, and left. The
riles are automatically passed to that player by the computer. The game automari-
cally passes you ALL. players’ tiles — you need to highlight three diles in you hand
and press Pass.
A Hiiﬂpm"ufm two, or three tiles is permitted on the last pass of the
E'In!i:ﬂ!ﬁ: ﬁﬂwe. if you have only two tiles that you want to exchange
: eighbc Jhm?numndlckdmscmunk:s and one of the three face-
"', : rl.'lu by your other neighbor. The highlighred riles will be
% '_ = Hmrsfﬂeasuns
a term used to cover both Flowers and Seasons) is worth four points,
quet (all four Flowers, or all four Seasons) is worth 1000 points, paid

Jokers

Mymmghtmjnkmm‘ﬁ]d tiles” which can be used 1o represent any
other tile. jﬂhiﬂlh:usﬂmﬁﬂnutapmignﬂ(nngwcm but never to fill
npﬂﬂﬂﬂﬁﬁmﬁqasmﬂeﬂhd;#ﬂw“ﬂ“m 1861" for the Civil War
iund) mmmmhqm Jokers are just abour essential —
nnhmﬂmuppmumaﬂnmdyiﬂhdmﬂpmm' -
_ mmﬁuhm&mﬂmapﬁfﬂfim if an epponent has a melded
= £ wﬂ,&W{ﬂmfﬂHmuﬂjukﬂ},aﬂd}mum

tile, then dick on the melded Joker, to
nd. Effectively, your opponent keeps histher melded
-"“ mmdd'mmmm:thmgﬂf}rmumhmr If you
t _me&unnl}'ﬂummﬂmamddﬂra



cards an Eight Bam, and North then follows up by discarding a Joker, the Joker

is regarded as being an Eight Bam. If East then wishes to claim the Eight Bam for

5 a Pong, Kong, or Chow, he may take the Eight Bam (not the Joker). Jokers can-
~ not be passed during the Charleston,
Goulash (Wall Game)
When a game is played "to the wall” {all the riles arc drawn and nobody wins), a
- Goulash occurs, Essentially, another hand is played {starting with a Charleston).
East remains East throughout the Goulash bur the deal passes after the hand is
~complete, no marter who wins.

P&m%wl%ﬁmﬂm beginning of a hand; player can only claim the
ity if his hand knﬂhw;ﬂﬁmﬁ Additionally, more money can go in the

kﬂqrfa wmmm

TISE! T}
-.-_, ?_.

hinesc is in th ispm:!handsamiable for pla}f The Chinese
same recognizes around 20 ways of going out. In the various English-language
‘books an ¥ Mﬁmmn Mah-Jongg you will find many special hands
ﬁduﬁbai Shanghai: Dynasty supports 50 special hands which are fairly widely
 described in those books, For more information on the Special Hands recognized
i Shanghai: Mmmwﬁmunﬂﬂﬁm&mmmd

~ For novice players, we recommend nﬂimw Hands Required nor
 selecting Jokers. Once you have mastered the basics of Mah-Jongg, you can grad-

B wate ro the required use of special hands - w:ﬁu:lutmmdﬂ:mwutum
juhmmﬂmrmg:dmm vk
Bl _:_‘mw‘maﬂmmgmy

| th Mpﬁtmmm&d]ﬂ@ you can
any ﬁmnghlm:[munhc pure” (all one suit and



Playing a Complete Game of Mah-Jongg

A complere game of Mah-Jongg consists of four rounds. Each round has its own
special wind, and all four winds must be played for a hand or a round to be com-
plete. A round is complete when the deal has passed complerely around the rable.
The deal passes around the table only if the dealer (East at the beginning of the -
gamc] does not win that hand. So a complete game of Mah-Jongg normally con-
sists of sixteen or more hands. This should give you enough information to begin
playing Mah-Jongg. There are many fine points you'll need 1o learn (all described
hereafter), but if you are just starting, you should jump right in and play against

AL players and observe what goes on. When you have questions, consult this
manual or the onsceeen Help menu’s Rules And Straregies feature.

When pﬁrmgnﬂ:lme (against A1 opponents only), you can save an unfinished

game and continue again at a later time. When playing online (against other peo-
P‘Bh mﬂﬁw likely play as many hands as the four of you can manage -

m:q{lﬂii:nnl poﬂ: when playing online.

ﬁtrltlﬂiﬂ For Pla‘srl:ng' Mah- Jﬂngg

= Kee “Fm:xlt s harder 1o make a pair if you have only one tile than it is 1o

%m if you have a pair. So if you have a pair, don't be too quick to

| _.;'iz'v'." dﬂhdmamhmdn to form a Pang.

a-Hum When first learning to play. it's typical to grab every opportu-

mtymmlﬂnl!ﬂgwi;hmv In the early stages of a game, you should insread

k@«mwﬂmmﬂuﬁw tiles available for drawing from the
ind by nor 1 ymdmrdﬂtﬂmﬂmmmt




Some Answers to Commonly-Asked
Mah-Jongg Questions:

Q: I am new to the game of Mah-Jongg: is there a rutorial for learning how
to play?
A: There are many ways that players new to the game of Mah-Jongg can leamn
how to play:
L. This manual: it provides step-by-step information on starring a game,
3 R.ldﬂ & Sll'aﬁtg' in the He{p meniL: it also contains step-by-step instruc-
rions and informarion.
3. mﬂmﬂhh once you are in the game, the Status box under the
ﬁmﬂn Hﬁ: 'hﬂl&u‘lﬁ,’umfﬂi information on whar acrions have taken place
: and what you need to do. If you click on the box, you will get*
hﬁ'iﬂdw on what you necd 1o do.

v M ve: can either select this in the Help menu or by typing
oy M. Th mmpmmliwmamunﬁnr}-nu{n may not ultimately
I'If.'lp mmnihmqmﬂmmnbh@wugmng 3

: © 6. Context-sensitive ﬂiﬁ:-matm right-clicking on the tiles (anywhere on the
; uble}wﬂlgwmmﬁum&mmunnthﬂrmmdn&m}numa}rhe
able o do with them.

7. “The sink-or-swim” med‘md:jmtmﬂ:gam:mddmkun anything, You'll

ﬁnduuthﬂwﬁuwmmﬁbymmhmgp&qphm actions, watching
ﬂwmhﬂﬂnﬂwﬁbﬂmmllﬁh& up.,-ﬂ;d bymadmg:hamesmgu in
ﬂlﬁSt:mm"H“Hl:h:L

'_'_'ﬁmm ulum < SRS mm

"_.l‘.ll-ﬂ'h:lﬂ :mﬁmﬂ you to “Play Wh:u pln:fmg against
amuim most of the rime,




Q‘nﬂmhMﬁtﬁlﬂmﬂﬂhmd]m:hﬂﬂ _
hand. What do | do next? 3

A: 1. First, look 1o see if it's your wrmn, by Iuﬂlung at :.mu:nmu:atﬂ:
of the screen on the left. (If your name is highlighted in yellow, it's 5'I:II.’H' ;
turn). If it's not your turn, wait for your turn. L

2. If it's your turn, then you need to draw and discard a rile. Drawing hﬂppﬂlﬁ o
automarically if the player to your left discards a dle thar you canpot claim.
Look ar the Action bar to sec which buttons are lit up {the Discard burton
- should be lit and you should have 14 riles, one of which is highlighted). To
discard, click on a nile to select it, and then click on the Discard button or
click on the tile again. After discarding a tile, you have three seconds to
~ change yout mind. Click on the discarded tile while it's flashing ro take it

: qejﬂm discard a tile. What tile should I discard?
..!er Mnﬂ tﬁ! Status/Hint box for additional instructions or more infor-
ﬂhui.

;ﬁ- F’m look at your hand and see what tiles you have in each suit, and which
tiles you cannot use to make a Chow, Pong, or Kong (see the explanation
- of suits, terms, and examples in the manual). Discard a dle char is least use-
ful {that scems to be by itself”) and thar you have the least chances of
doing something with. For example, if you have a 3 Dot in your hand, and
. there are three 3 Dot tiles already discarded or in someone’s exposed
melds, then you will have less chances of making a Pong with your 3 Dot
{unless you have Jokers) and you will not have a chance of making a Pair
- with it. Discard it.

1Eﬂmm,dﬁm$w&nﬂmmdwi—1ﬂp menie. 'I'hecnmput:r
il a C _.""';ﬂmuiwnn whar it “thinks” is a rea-

= ,.L'-
= - T
_:-n- 1

:_.[mi;n:pmath] players), thar means you can use the
m.iqd_chackwlmmhﬂhummhtmth:
what action is available. If you don’t want to claim that

_J'Mu:-lu the Cﬂfﬂpﬂtﬂkm dmyw}_ Etjg:ﬂﬂni

o e : 3 " - e
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.-.;_.r&:- 5 gt -_;.-_- s :_.. o o ?.;J:F_ﬁ_-g; -'_ E .i‘j&‘

:, o Te 1 1 i B e ot g T
R RS ST o g Tl . AR



s Muugthtuh[!udwmnuﬂfgrmﬂmmﬁ}munmumw_ .;.:,.
and ro let the other players take their rurns. g7

I you're playing online (against other human players), then you need to press
the Pass button every rime a player discards a tile, wo signal that you are not
thinking about claiming thar tile and to keep the play going. 1f you don’t do
that quickly enough, ather players will hit the Urge burton to tellyou o~
hurry, If you take oo long, the computer will take over for you. -

ESUR

Q: Someonc discards a tile and I can use it. What do I need to do?
A: 1. First of all, see if it’s vour turn (the player whose name is highlighted).

2. If it’s not your wurn, check to see if these burtons on your Action bar are lig;
Pong/Triple, Kong/Quad. or Win. If any of them are lit, then check your
hand to sce where you can use that tile (see this manual for explanations of
termis and rules), then dlick on the button to claim the tile (see the section
ﬂﬂﬁmqw in this manual). -

3. If ir swmm {tfjm:r name is highlighted in yellow), then check to see if

these butrons rpurﬂmuu bar are li: Chow/Sequence, Pong/Triple,

5 nﬁ"ﬁ"m If any of them are lit. then check your hand 1o see

b, whete you can use that tile and click on that burton to claim the tile (see

~ this manual for explanations of terms and rules and the Claiming Discards
section for rules on claiming discards).

~ 4.1f it's not your turn and none of the above-mentioned buttons are lit, then

vou cannot claim that discarded nile @RM&SW mthﬂ H:Jp
mmufmmnmmﬁ:mmn or check this manual). :

QIMlmqmmmlmﬂnu
| this m "":-ﬂimﬁ;sjwpmrmm

'. ”nuﬁ:__ e ke [f
ules and you have selected the False

e

"iﬁnbmmnwdlaluuysh:lm rcgmilm.]
; F@Mmmu Fcnﬂtym:m EUFF,
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check the Spﬁﬁfffﬂn&s section in the manual or on the Reference ¢
see if your Special Hand is recognized by the game. Ifit’s not on
then the game does not support that hand. i
4, If the Win burton is not lit, then check the tiles in your hand ta ll,l;fﬁi:

hand scores the required minimum. If below the required minimum, &l : ;;_-..-
‘you can’t win (see the manual or Rules & Strategy for more information).

e

Ql’ﬁmwhmhluﬂtmwmmnrw“mw&nl =

on: ﬁwdhyu:hmhﬂn&mmgamﬁhtmm
me is the basic game from which most other ways of playing
! Wmmuiﬁmmmmphﬂrﬂdﬂ'yﬂumtm
: mmmmalmh!: against three other people, then
¢ #wﬂmmduul}'rﬂmhlﬁﬂxmlﬁ

_ilm'ﬁm just click OK in the Mah-Jongg
: pﬂ:ﬂmn,m'{hngm&mdtﬂmltﬂmng&

"'-uﬁne ﬂm&mpym mnhmg the set-
u, select N :ﬁitlﬂ:‘ﬁahe
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Special Hands

This secrion illustraves the special hands recognized by Shanghai: Dynasty. There
are many other special hands recognized by players around the world; we wanred
to allow for the most widely recognized or most “logical” parterns. And we have
also added one new special hand in recognition of the history of Hong Kong,
which has been very important to the history of Mah-Jongg,

Special hands are used mosr widely in the Western game. The Chinese game rec-
ognizes a small number of special hands. In the West, some players require spe-
cial hands ~ thar is to say, a normal legal hand of chows and pongs and a pair
does not qualify for a win. When playing “special hands required.” it is recom-
mended to play with the Jokers (otherwise, most players believe that Jokers make
the game oo easy). Some players prefer to play without special hands. Mose play-
ers allow their use and just award bonus points when one is atrained.

Sometimes you can find a special hand descrnibed one way in one book, and find
a different description of thar hand in a different book — or find the same hand
with two different names. And sometimes even different spellings. Sometimes
“honors” ;m:uwim;[ as including only Winds and Dragons - somerimes as
lndud:l,ﬂ ‘Winds and Dragons and Terminals. Mah-Jo ngg players have to be
Huﬂqkiﬁhﬁmdam shown here in their natural state (withour Jokers).

By their very nature, many special hands must be concealed. It is nor possible to
meld (cxpose) a pair or a single “unconnected” rile during the course of play, and
“knitted” pongs or pairs also cannot be melded. Each of the hands below is
marked as to whether it is Concealed or Expesed, and how much it earns.

Jewel Hands

To understand the “jewel” hands it is u:qm-mnt o keep rwo concepts in mind.
Ft!ﬁ])r the Bams suit is comprised of "green” nh{,?.,i 4,6, B) and “red” tiles

. _{] 5, _F and.$ -ﬁrﬂmg&upmu&hjﬂd I'iaﬁ:k. the other suits also are bro-
: ) Relare. ot ':'._.": 5 :;- rl"- = 7 L g

o ;
f i
- The Red Bams
‘! ;il 33 Hli
I"l'la:- b "._ﬁ = :
., g Lty



Secondly, in Western Mah-Jongg each suit is associared with a &r:agm The ﬁl i
Dragon is associated with the Craks (and, in the case oV200 St
f Ruby hands, with the Red Bams), the Green Dragon is associared with the -
Bams, and the White Diragon is associated with the Dots. S

Craks Bams Dots
Red Dragon  Green Dragon White Dragon

 Z % T@ji% omE

Fm‘ ﬂ&m:ﬁ;uﬁ. tht;ﬂut in }-:}ur Iumi are sorted differently when you play

: p masty's Mah-Jongg game depending on whether you have chosen
s or the Chinese rules (in the Chinese game there is no associa-
and M-m Chinese players sort the winds ESWN

r of play) bur Western players sort chem NEWS.

Mﬁ‘ own wind” and “round wind” are significant. Each
ated w __“iwiud, and ¢ach round is associated with a wind,

| atlow: "ﬂxchtquuLqu:mnmﬂﬂm
I -1 A _-.-:. ; ‘| | " HIThEhand (ﬂ'ﬂm hmdﬂm
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This is how a pair of 2-3-4 Chows would look when mncmlr:d in the hand.

II'I']._PE rial J‘:‘ldt:

Exposed Double Limit Western and
Chinese games
(Also called: Jade Diragon)

‘ g‘ # # SEEREEECE '3 373 g ;

" VAR HEHEHE § 3388 i iii
Pongs or Kongs (may include no more than one Chow) of Green Dragons and
Green Em,m;#q;mrnf Green Bams.
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Ruby Hand
Exposed Limit Western game

L

Pongs or Kongs of Red Bams with a pair of Red Dragons.

Imperial Ruby
Exposed Double Limit Western and

Chinese games

(Also called: Royal Ruby)

0 ity i 1 O@

Fmg or Kongs of Red Dragons and Red Bams, with a pair of Red Bams.

B Tada
Exposed Limit Western game

P o b LAk A BRI R NN T T |
PP PRAI N gl §
Pongs or Kongs of Red Dragons, Green Dragons, Red Bams, and Green Bams,
with a pair of any Bams.




Rqur Crack
Exposed Limic
(Also called: Red Coral)
== = e e s

FEEEEE LS

PPPE®

~ Pongs or Kongs (Chows allowed) of 2, 3, 4, 6, 8 Craks and Rcdﬂmgmﬂmuf
_-m:fﬂ'nﬂpnmmluum

- b i_; Py :'-\.-". I;"'__:' £ P‘H“ Hﬂ.ﬂ&ﬂ-
g o R : g " -\."' s : X

Western and
Chinese games

:% Hi*‘i*i@Q




All Pair Honors
Concealed . Limit

[P 0@ limmEE

Seven pairs of Terminals, Winds, and/or Dragons only.

All Pair Terminals

Concealed Limit Western game
 {Also called: Earchly Twins)

;iﬁzaiéomﬁ@@aa

Wﬁﬁﬂhuﬂh only (Kong is counted as two pairs if concealed).

:‘}' _:r o _ Hmrahle Twins
.,:. : Wﬁtf:m game
¥ ;ﬂ: ;n: ﬂz .15 b ﬁ %%
und m:hﬂﬂqﬂm
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All Pair Ruby

Concealed Limir Western game

e e ]

Pairs of Red Bams and Red Dragons (Kongs are counred as two pairs if
concealed).

All Pair Ruby Jade

Limit Western game

88| |, [iituGaGy

Pairs of Green Dragons, Red Dragons, Green Bams, and Red Bams.

Gertie's Garter
Concealed Limit Western game

[ Wﬁﬁu‘?'t' 2@ (
&ﬁ&ﬁﬁﬁ%@.%mgﬂag gg\

-?mmymusum This can also be thoughr of as 7 sequential "kniteed” pairs in
any twu.'ilm:. “Knitting" refers to the marching of identical numbers across mul-

@%EEETM




Knitting
Concealed Half Limit Western gamt

Gz2d%x2®1 Hiduhs

‘Any seven "knitted” pairs in any two suits. No Winds or Dragons. Shown here as
it might look in the hand.

B‘rn_gﬂnqs Breath

gilian iy - Limit Western game

uoe E;sn = "W"W?’E’ N, Sm
o Eﬁﬁ_i HEFET

phl"ﬂﬁt of each Dragon, plus any one Dragon (mak-

Se!;m:ncﬂ Hands
an_g_]; Snake

. of B Limit Western game
Lﬁlwﬂﬁckﬂm‘ﬂaml News !‘.am:-np} '




Grand Sequence
Concealed Limit Western game

—= iaiwlsé 7% (5 AR N ZT o
% % % % % B 5%
ETRFETEFEFEFF Lo

1-9 in one suit plus a Pong of any Dragon plus any other 2 riles from the same

suit {making for two paired tiles in the suit). Here it's shown as it might look in
the hand.

Grf:tn s Garden
Concealed Limit Western game

D iz § ; i*! i "*:ﬂsi@ % P %E




Five Odd Honors
Half Lim'n Western game

e@ =< ‘@ ggﬂz ?ﬁ %]

M@ﬁ

1-9 in one suit plus five single Dragons and Winds in any combination {must
not be any pairs). Shown above as it might look in the hand.

Run, Pung‘. and a Pair

Limit Western game

D ; YRR Ry AT

-ﬂmmﬂpﬂ a Pong and a pair in the same suir (effectively making for a
w a Pong in the gmupmg} Shown above organized as a run, a Pong (also
p\.tﬂg"} and a pair.

D b {g ; iﬂgi !ll Hllil ifl l i iz Lﬁ)

Run, Pung,anda?mras::mght look in the hand.

Gate Hands
Confused Gates
T i"_'.n' E.-.ﬂ_ led ” e Limit Western game

'3 37 538 HEHE S
nni* AR "'@“‘




Heavenly Gates

Exposed Half Limit Western and
Chinese games
Concealed Limit Western and

Chinese games

@®® Lol Nlinns

(EREND) (oA (EaENE)
(Also called: Nine Unin:d Sons, Nine Connecred Sons, Nine Gartes)
Pong of ones and nines, plus 2-8, all in one suic.

Drﬂ.gnn Gates
Cunoulcd Western game
— 1::: 1 E_.l-- [ 8 w.,_ 'E"# * cP ‘
_ﬁﬁ% %%%ﬁ%ﬁﬁ
Pong of any terminal, 2-8 of same suit, and Pong of associated Dragon (sce previ-
* ous discussion of how Dragons are associated with suits).

Tru: Gntea

Concealed Limit  Western game

$'3 '3 TR CHE 8 Hﬁl IR
D‘ iznnmmmmzmﬂ

Etnﬁﬂi'wn Pmﬁm ﬁﬁ-ﬂﬁ!ufl 4,6, 8 all in one suit only.

ottt
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Number Hands ate
Chop Suey g
Concealed Limit Westesn game . =

1720 L0k BBt

Chows of 1-2-3 in all three suits, plus NEWS plus any Wind (making for one

Limit Western game

*ﬁ?ﬁ:ﬁa‘.:sﬂtﬁ\iyﬁtﬁi




For
-. «;
Numbers Racket :
Exposed Double Limit Western game

{Alm ﬁllui Parallel Hand, Tri-Numbers)

s e 88888 88NN 3
1% ﬁ # M ™M M 8888 88
Pongs of the same number in all three suits, plus a Pong of Winds and a pair of
Dragons (or a Pong of Dragons and a pair of Winds).

Cnnaﬁiud ” | Limit Western g:l.me

- Down You Go

- Concealed 1 Double Limit : Western game
(Also called: Descending Even) |

FRENREHHHE IR

Km; nf tﬁg—ﬁﬂﬂ‘;ﬂ inm;gdn&mm, and mag eight all in one suit, plus




| Up You Go oy
Concealed Double Limit Western game

.......

. {Also called: Ascending Even) £ 2

@ 3ttt

One two, pair of fours, Pong of sixes, and Kong of eights all in one suit, plus

e

Hnnﬂr Hands
All Winds and Draguns

Limirt Western and
Chmcse games

# 2 Fungi or ngkm‘iﬂi pair of Winds and Diragons only.

: All Hm;m-,.
s g Szt

e

M;f Wﬂﬂh ﬁtﬂgﬁns and Terminals.
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HEBI]E anﬂ Tﬂﬂﬂ

E‘:;pmcd Limit Western E_llf.l.%
; : Chinese games

TRl

Unique Wonders
Cﬂnmlﬂi Fiar ~ Double Limit Western and

Chinese games

5 T
y g

(Also called: m Orphans, Thirreen Impossible)

ﬁ,@&if’%ﬁﬂhé‘f’

e ufm:ﬁmm&fl?um*ﬂ}r,a “kniteed pong” of ones and nines) plus
plus one of each dragon plus one additional tile of any of the above

f;ﬂ'rmve{y making one pair in the hand).




Biﬂ' Three Dragﬂns
Exposed - Limit

 {Also: Three Great Scholars)

Eh@nfﬂﬁmmﬂmgnm plus any Pong or Chow plus a pair in the same suit
i {wnﬂﬂm

o

B‘lg‘ Fnur Wm::ls

I:.lmlt Wesrern and
B Chinese games

ﬁ%fmirﬁndummh ﬁnuhmgint“ﬂfmdapiwapur
m HHHEJM "Fin#mh a pwr frat the glgeé




Windy Chows
Concealed Half Limit Western game

EEFILE DL

A Chow in each suir plus NEWS plus any Wind tile (making a pair of that
Wind).

Odds & Ends

Tri !.'rle K n itting

Concealed Half Limirt Western game
(Also called: Crocher)

;3....-- 2 2@ 35: 3* Eaﬁ‘!i; @E}
|-% f © -\% it @93 1%

Four *eniteed” Pongs plus a kniteed pair. As dmrlhﬂi previously, "knitring” is
!ht praﬂi-:e of marching numbers in different suirs.

=5 x% 't & N"@ 009 88
iﬁﬁ # % 3 Iiiiim

Triple Knitting as it would be seen in the hand.




Civil War
Concealed Double Limit Western game

D NE!H’ = ﬂ-—

1861 inone suit, 1865 in another su, plu:-: Pongs of North Winds and South
Winds.

% — Yz, m*”?ﬁ ikt ddd

- Civil War as it mighe look in the hand.

: '_ .a:, Hnng’ Kung‘
I, " ﬂa - Double Limit Western game
= ‘ TEg E4 E¢t ¥
z Mﬁie =1 88 ki

L_ lﬁ'ﬂ”ﬂl mnﬁ, jﬁﬂmm nﬁ:, pius Pangs of East Winds and West

e
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Usmg‘ the Menus in Shanghax Dynasty

When playing E&m:gfm: Dynasty with your monitor set to 640x480 pixels {:hr
recommended serting since thar way the game fills the screen), you can cause the
menus to be displaved by moving the cursor to the top of the screen. Whar
menus you see depends on whart game mode you are playing. Many of the menus
' arc unavailable when playing online (connected o other players via the Interner,

Local Area Network, or modem).

File Menu

Wall of Fame...

The Wall of Fame keeps track of the top ten scores for games of Timed
Shanghai, 2 I%'cr . Tournament, Dynasty, Pandamonium, and Mah-Jongg,
Click the applicable button ro display the top ten scores for the game of your
choige. Thm, click the Exic Wall Of Fame button to continue your game.

_Tﬁ:ﬁuﬂh‘l’aﬂ Of Fame, follow these steps:
B ﬁmtmgthc Wall Of Fame in Windows 95

ﬁﬁm?ﬁ:ﬁlli of Fame is displayed on screen, press the Print Screen burton

on your keyboard.
s Switch to MSPaint, the picture accessory that comes with Windows 95, or any

paint program (you do not need to quit Shanghai: Dynasty). If your monitor is
running at a resolution higher than 640x480, }ruumnganSth}ruﬂng

the Start button\Programs\Accessaries. If your monitor is running ar 640x480,
mmmﬁwW@mqbymmngdwmmﬂwmpuhh:
mnml:htndmhnganﬂwhhnm:hﬁum then you can use Start 1o

navigate o MEP:mt. __
. lnMS,me’. you can l"n.-mt b%nﬂhgﬂ&iﬂl‘utc or by hirting Curl-V.
ﬁw' u can print or save m:mm: can use any of a variety of widely
g g@mﬁﬁﬂp the picture or convert it to a picrure formar

=

up. w‘lﬁﬁhﬂéﬁupmma BMP file does.
W Of Fame on a Macintosh




» Look in the root directory of your hard drive for the file "Picturel.” This is the
snapshort you just made. If you made multiple snapshots, cach one is assigned a
higher number.

» Open the picture with a graphics program (more info on graphics programs
can be found elsewhere in this manual). Once you are looking at the Wall of
Fame in a graphics program, you can print it.

To clear the Wall of Fame (if the Wall of Fame gor filled up by your visiting ten-

year-old nephew, for instance, and his scores sit there forever our of your reach,

mocking, MOCKING... er, ahem... sorry...) just look in che Dynasty folder

{on your hard drive), find the WOF file, and rename it or delere it If you delete

it, a new Wall of Fame will be created.

New Game

~ Select this l.':hplzlﬂn to start 2 new game of the currendy selected game (re-shuffling
till:.'.i'rhmg]m ulﬂ,ﬂtmdmlmgﬂwhiah}unﬂ tiles).

tic dmiﬂtpmr of tiles you removed. You can keep

Mlﬂﬁﬁt mjr o the start thh: ‘game if your heart so desires. This
Nw out until you mﬂh:m:le:lsl:m:mw. of course. Back One
- Mewe is nor available i i all game mud:s (it is not available in any multi-player
' game, Tournament, or Ehh-}mg}
- Find A Match.

_'H:,-auneadlwlpﬁnd.lq:m:h ﬂmlﬁmwﬁm and the computer will high-
'hghram:m&rmﬁwmmmﬂﬂﬂ:maﬂm:nmdﬁ{uumr

o
Fﬁ’yﬁﬂ.,‘kﬂd a.P;evmud}' saved game. ]ust select Load Game... and
gl:zw want 1o resume. Click OK to load the game. This option is

pla.jrmg agtlm: other players online.




Save A Game...

You can always save a game in the middle of gameplay, and continue it hhm. just

- name your game and file it in the folder of your choice. This option is not mul- 77
able when Fkl:r'ltlg against other ph}-:rs online. = i ; !
Pause Game -

Select this option o pause any timed game, like Two-Player uraTmunnrmrm
_game. This option is not available in all game modes (it is not available in any

muhvplam gmﬂ: online, for example).
Quit Game
f&dns& ﬁﬂ@ﬁm o q‘m MM Dynasty.

T e*:.

Prefmncﬂ Menu
“Timer

| 'mMMQﬂy{cﬁmmmlhr it is another way o
Mﬂfndlnm?uumsmnanmﬂu:hulhm
'&uﬂl'}gﬁmfmﬁmhﬂnmmm@dnnm&wﬂ]l

Muslc
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.:-" e Cursor Effects

Turn Cursor Effects ON and your cursor will change when ir's orer s sl in et . :

T ym'.r know thar thar rile is free to be removed or nor; turn this oprion OFF T
you're on your own! This option only applies to Shanghai (tile-marching) gamu, i
not mH&h—]m:rgg '

Guaranteed Winnable

ﬁunptmn appll:n only to the Shanghai games (not applicable in Mah-_]nng‘;
When this option is checked, every ame the computer builds a new arrangement
Hfﬁmﬁtmmm thar there is at least one path to success. IF you

~ prefer the challenge of a purely random arrangement of riles (which may or may
.mthw dmﬂpmu OFF.

: LT - Prompts

ﬂm&mynm prompts telling you how

mﬂwwk@&wﬂﬂﬂmm
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New Game e ﬁ.
Select this option to start a new game of the currently selected game option. f Eh
Classic Shanghai S

Mm'.h tiles in the classic tradition of Shanghai. Click on this option to start a
new mm-ph}mr Classic Shanghai game.

: Kids
C’ﬁhﬁf mwﬂtﬂ&ﬂmﬂaﬂmﬂi smaller layours, ah:lpful voice, and
lly fearures.
: .I...._:__,__Ib =

..'ﬁnmw’fwnamc It's kind of like sertling
i —:f!"munmtmmm of a series of 40 solimire
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Tiles Menu

Fora change in scenery, or an enhanced or reduced challenge, you can play on

one of nine themed tile sets (Shanghai games only; Mah-Jongg can only be
played using the Mah-Jongg tiles, of course) - just pull down the Tiles menu o

- choase the tile set of your choice.

Custom Tiles. ..

- Ifyou have created or acquired any custom tile sets, click here to open awm-.‘mw

to find and access them. To be viewed in this window, your custom set must be
MI*MMM your computer (floppy drive, hard drive, Zip drive, erc.).

| _hwmmmmmmmmm

J e MTH'IHESL-E =

low § 4080 2 quick preview oFthe nine tile sets thar come
: “’ilmﬂ Hﬂﬂ’l one tile from each uftht: nine T.IIE sers will

o Gt | Layuut&Manu
huﬁnm !i'-nm -i{i inereasingly difficult Classic Shanghai layous (which are

 also playable in Pandamonium and 2-Player), 17 layours for Dynasty, or 11 lay-
outs for Kids. Select the game firsy, and then the layour you'd like wo play.

“Create A Layour...

Want to try your hand at creating your own layour® Click here and you can.
Discover what makes a layout easy or difficult.

it R click hiere to open a window
ﬁﬁlﬁ%& ?ﬁmcum ia:mut st



Help Menu

| Rules & Strategy... 5
~ Open Rulc:ﬁ & Strategy by selecting it from the Help menu for a mmp:ldu : ;rf .
~ on-screen guide to playing the Shanghai: Dynasty games. il g
“ Check this option for development, version, copyright, and credits information
Hm:: In #Mﬂnmh version, About. .. is found under the Apple menu.
\ Back One Move

Ml‘f u:ﬂasslc Shanghai and Kids' mode. Choose this

Lt 1B or - Backspace) to replace the last pair of tiles you
"'-hi:prcp&dingtdcsaﬂt!wwa}r to the stare of the game if your

. FndAMah

e
- _,ﬂummeramﬂa for you
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{Shmglﬂ.l game only.) Wish you knew where thar mqt;hmgtﬁfwﬂgsdﬂt:hﬁ' : ':

L f
;

X-Ray Mode

~ option, then click on any tile to see through it with the help of your cursor’s * i
.;;'mﬂﬂﬂmurugammmﬂlmughmenmumhmpmmdm'“’
the next one under that and so on, until you see the background image. -

(3 M—Farmdeapmmrmunegumpl

Starr Over

Wmm}ﬁIfymdnntﬁmihkeyuuuuﬁmagmdsm[hutwmt
 to try the same tile arrangement again), select Start Over to restart your game
tumgdtewmtut’nh.
Keyboard ands for Windows
Curl-N

Carl-R
'tﬂ-lnrﬂadupm
Cerl-F

- Curl-M (Shanghai game)
- Curd-M (Mah-Jongg game)




Keybﬂaﬂl Com rnam'ls for Macinto;];l

New Game

Ru-t'ﬁ & Sl:l’g_'[,lg}r1 3

' Back One Move
i Shuffle Tiles
Find A March
Suggest A Move

%-N R
g ks

. 8
8B A
g TR L i

38-M (Shanghai game)
38-M (Mah-Jongg game)
#-0

#-S

#=-P

#-Q

PRS2

##-E

+ (Layour Editor)

- (Layout Editor)

\ (Layour Editor)

#*-P {L“F“"“_F.d.im:}

- #-C (Layout Editor




Initiating Multi-Player Connection

The best (fastest) way to initiate a Multi-Player Connecrion is from the AutoPlay
- screen that appears when you put the Shanghai: Dynasty CD into your CD-
ROM drive or by clicking the Dynasty Online icon in the Start menu (note that
mn either case, the CD must be in your CD-ROM drive). You can also start
Shanghai: Dynasty and click the Muld-Player Connect button on the Title screen,
or select the Mult-Player Connect option from the Games menu — burt these
methods of initiating a Multi-Player Connection take more time since the game
must launch the multiplayer component and close the Shanghai: Dynasty pro-
gram.

After launching the mul!:lpla}wr component, you will be presented with a list of
r:nnmc&nﬁ ﬂwliucll.. :

Intcm:

Ifjmu M'ﬁw Emnm,,m can cofinect to Activision's game server
and &iﬂwﬁﬁ .wu WWI&I

= ther cof haﬂn}"’!"{ ;ﬂﬁ! Area Network, choose this method.
' ’“E; ::-'_ . b o ! f de
M ﬂ:umthud Erﬁnm mdﬂhfnm;is mmimm wf, friend is

2 w&ﬂmmw

NuliMn&n‘r

Choose this ﬂ:ﬂlﬁtil"_;wm &mnd'smﬁputerumnwmd 0 piu-avnha null

Each nhhcahw:nﬁ:haduﬂnmmmjniﬂ&rﬂﬁﬁ:ig&m:

Quick Start

E; S&acr-anmpaﬂ{mmn) s;,r-'pc anm thtim {:g Internet or 1PX).




'El'ﬂtﬁ. i :
7. Wait for other human players ro 5|mn vour game or Add compurer quug- :t o
options if necessary, then select Launch to start your multiplayer game. ik

_ For further information, select the ? icon after launching the multiplayer
' component or select Technical Help from the Start menu.

Online Eﬁquettﬂ

“Be nice to others and others will be nice 1o you. Vulgar language and harsh words
will not win you mffnenfls (and may ger vou kicked our of the game server].

.__Us: msuphy to start sentences and names with capital letters, typing mostly
= {the way you sec it here in this manual). Typing in all upper-
d “shouting.™ And (s, eliot aside) typing in all lower-case

 Sett p a Dynasty Game

asty can be p ayer _;Eé‘yn’ ml:nmum of five players. The player with the crown

st (th Wﬂnmﬂl! game). The other players can be any com-

rion of hum: ,mi,ﬂ playmgﬂi] human players' names automarically
chose players | th:gam:.aﬂhlphyw{:ﬁd:ﬁnedhy

called “AdL. #3° or "All. #4,

M}m}ﬁ;&m%m&mﬂnwﬁbﬂnﬁmnm and you can
ﬂmﬁtﬂwhjnmwﬁiﬂtdmwmﬂhphyd You can select a
"mw‘wﬂﬂhﬂmwammwmmﬁ@m
have created or acquired by clicking the Browse button and selecting the custom
layout file from your hard drive. (The other players do not have w have that cus-
mhmm*qﬂﬁe&h:ﬂtﬁiﬁ — the game will provide the layour and the
emen ﬂﬁ:mmhmmﬂm after the game is done, the
1 layour wil :nﬁ:ﬂ#;ﬂx}ﬂs hard drives, if it was not pre-

_E?ymhytmﬁn: {against other people over the Internet, modem, or
a Merwark), vou will see a fow differences from when you play Dynasty

r}fﬁ“ﬁﬂﬁ you don't have to go through the Title screcn before you
Mjm:m items which were available when playing offline are no
ible whe: phg.rhgnnlmt Chﬂf'&le Hun is ﬂhl‘l'tdtﬂiﬂl‘fil new



i,

When Power Tiles are used online, your game is not necessarily over when you
hit 2 No More Moves situation — since there are real people playing (not just arti-
ficial beings inside your computer), somebody cares who wins — and somebody
might get a Power Tile which gives you another chance to continue playing. So if
you see the No More Moves box, hang in there — you still have a chance!

The player who clears his layour first is declared the winner of the round. The
first player to win two rounds wins the game, There is no Wall of Fame when
playing online.

All players can be playing with their favorire tile sets — the game does not care if
Player 1 is using the Mah-Jongg tiles, and Player 2 is using the Fantasy riles, and
Player 3 is using a custom rile set, for example.

If any player's computer is disconnected (intentionally or accidentally) from the
game during play, that player is automatically ourt of the game. His'her layour is
marked as though it Iﬂd reached a Nu More Mmrn: situation, and s'he is ineli-
g]b;cfm 1,;,,_ i

1 Up a P‘a.ndamunmm Game

ﬂhﬂ,ﬁn l:n: played by a maximum of five players. The player
wn is the Hose (the player who created the game). The other players

;ﬂﬂ, _ﬂrcﬁﬁlﬂﬂlﬂl of human and A.1. players. All human players’ names

- auromatically appear when those players have joined the games all AL players (as
;"-&:ﬁm&hjrﬁ:Hmﬂm*mmﬂe@'ﬁI #3" or _ﬁ[ #4," etc.

As Host, you mm&wwmm the game will be played.

i r._ ; ‘&'uu::an miwwmm M;*I&W or a custom Shanghai

- layout which you have created or acquired by clicking the Browse butron and

selecting the custom layout file from your hard drive. (The other players do not
have to have that custom layout on their hard drives - the game will provide the

.....

Wfﬂdﬂtmﬂfﬁ#ﬂﬁlmmwm Note: after the
 game s done, the custor , ,

other players’ hard drives,

'Hm@fﬁkmﬂmzﬁwmiﬁmmﬁmﬁmm
ne. For example, you don't have to go through the Titde
-mwlmﬁﬂmaummm;




When a No More Moves situation occurs {as it is bound 1o do, with so many T
people playing simultaneously on one layout), the game automarically shuffles

the tiles. The game ends when all the tiles are gone or the game is unplayable.

The winner is the player who removed the most tiles. In the case of a Draw

Game, you'll just have to play again (and ain't that just a shame)!

All players can be playing with their favorite tile sets — the game does not care if
Player 1 is using the Mah-Jongg tiles, and Player 2 is using the Fantasy tles, and
Player 3 is using a custom tile set, for example,

If any player’s computer is discon nected (intentionally or accidentally) from the
game during play, thar player is automatically out of the game. His/her rile count
cedses being added to, and sihe is incligible for a win.

Setting Up a Mah-Jongg Game

Mah- Jongg requires four players. If you cannot find three other people 1o play
with, ﬂzm mmpqﬂer will fill in the remaining seats with AL players. All human
ph}‘un names automatically appear when those players have joined the game;

olayers are simply called “A.1. #3" or "A.L #4,” as appropriate. As Host,
1ake sur rmm:ln:t Chinese or Western, and make sure you set up the game
wptions the way you andfmu friends wanr to play.
' Pia:ﬂng Mah-Jongg Online

When plapnghf:;h-f}ﬂ% online (against other people over the Internet,
modem, &rimlfﬂﬂ Nerwaork), you will seea few differences from when you

p&tyh{ah—]mgﬂﬁne For cxample, you don’t have to go through the Ticle
screen before you play. And many menu items which were available when playing
nﬂhmauﬂnhngﬁ:ﬂnﬂ:ﬂ:ﬁmﬁmgnn!m Only the Host is allowed to
start a new game, for example. .

When playing online, an lﬁ@:ﬁm ud:;plqed in the interface burton array.
: 'Mmmhmﬂmw aaluwphyernnmhurrg.-lugup and making his

ke x-=~_': P et

reantly 'ihB'Ml‘mn H:ds o be used more often when playing
flﬂaﬂ’ﬂqns to hﬂE a full uppcmumr}r to consider whether
catded tile or not, the computer waits a predetermined amount of time
all huma plsym to press “Pass” before the next player can draw from the



the game. If a game ends while the computer is playing for a player who dropped
out, the win is credited o that player's number or scat position {rather than o
the name of the player who dropped out).

Customizing Layouts for the Shanghai Game.;s

You can create your own layours for the Shanghai games (Classic Shanghai, Kids,
2-Player, Pandamonium, and Dynasty). Press Ctel-E (for “Edit”) anytime you

- are playing Shanghai: Dynasty offline, or select Creare Custom Layouts... from
the Layours menu (this menu is only visible in the Shanghai modes. not when
playing Mah-Jongg).
While in the layout editor, you can use the Layouts menu to change edit modes,
or you can use Cerl fihqmmblmnnm

Clu,ngm I:m'ﬂt Mﬂﬂ:‘: : 4 +
& \
| hgm: and Recich & Gaoe Crl-C
Em.- Layout {Layout must mmt nqpurtmn:s] Curl-5
: Dpcn Layour to edit- _ Crerl-O
Play This Layoue . Curl-P
Clear the Layout Curl- X

When you enter the Ediror, the program immediately purs you in Insert Mode.

There are no les present. Just puratﬂ:whmruﬁm it, and elick to leave one
| Tﬂdducalﬂﬂ;prmdrt-fh)r#a&it&fm Se]mMudn Then click on the tile

j’ﬂlﬁﬁntmﬂﬂﬂtlﬂﬂfmhﬂw}.ﬁmﬂpﬁmﬂmﬂﬁmkq Use
hm Tocedy ”ﬁr%hﬁ.

- '_Hmwﬁhm&:m Baxes Mode. Move the
‘wher }ﬁ*ﬂﬁhmphmabm If you cannot see a box
Tm'ﬂmuhmmduhmmmnulesmmahe




sEpeE |
A
;f‘ﬁg,
“Dynasty” layouts are used only in the Dynasty game. “Kids™ hg.routs are mtﬁll-
ed only for use in Kids' mode, but can be used in other modes. There arc folders
for these three types of layouts, and there is also a fourth folder, named :

*Custom.” Layouts which you create should go into the Custom folder.

Shanghai layouts ideally should have two boxes. If you fill the screen with dlés
and there is no place for boxes, then the resulting Ia;.mut will not be useful for a
game of 2-Player, Pandamonium or Timer. While playing chese modes, it is very -
important to see the onscreen status information (players’ status, timer reading,
dle count, etc.). If you create a layour withour any boxes, you can nevertheless
enjoy the layout in Classic Shanghai mode — once you've mastered the game, you
don’t need the Prompis box, and you can get by without the Tile Count. There
 are several such "box-less” layours in the Custom folder for you w enjoy in
f'unumld'-'} M;nd‘m You can make layouts of less than 144 tiles if you
l'lﬂt- but the number of tiles must always be a multiple of four, and must be no

i"uw“ B tiles. It is possible for tiles stacked high ar the edge of the screen o
: ! Ihtu'l'ﬂ!'l hhk:im:yﬂutcﬁzn}' lavour you create beforc

f_ w e . &mwﬂﬂ' than 7 tiles, otherwise the layouts will not be
 able to "mmm place any boxes in Dynasty !ayuuts (they won't be
Fmﬁﬁyﬁp program). Dynasty layouts must be comprised of 72 tiles only.

thrmm&kﬁthmﬂnhﬁ and must have four info boxes, The theo-
ry is that once a young player has mastered layouts of 68 tiles, and desires layouts
comprised of more than 68 tiles, that that player is most likely ready 1o graduate
to Classic Shanghai (with !ﬂni:s,wnhnunhcmmd withour the extra
onscreen buttons).
Whﬂ:mlmmd: your cursor is used o place tiles and build a layour. Jlﬁt
click when you see the rile in the desired location 1o place a tile there.
Tumﬂ:aﬂhmmﬂtm&ﬂmmd:.m the cursor is over a tile you wish
mmdﬂ:ﬁw&.ﬁﬁmdﬁﬂdmkq

B mn&ﬁmmmm&xmdrthmmpuhm}mdmhc

}g;ﬁu:l:#' e ﬁ? ﬁtwyﬂu create, unless you are creating a 72-tile Diynasty
£ gﬂntmmhmm'htrtmphc:thcﬂbﬂkh} Use Inscrt
Boxe d -i;-,;lﬂ::: ﬂﬂ‘hﬁm The first box you place is the Game Name/Tile
ond box is the Prompts box. If you do not define locations for
will not include these pesies.




If you are going 1o share the layout with your friends or post it on the Internet,
keep in mind that somebody else might use the same layout name you do if you
don't make a good effort o come up with a truly unique layour name.

The game will not allow you ro save the layout if it does not meet the following
three criteria:

1. There must be at Jeast 28 dles in the layour,

2. There must be no more than 144 tiles in the layour.

3. The toral number of tles in the layour must be evenly divisible by four (the
number of tiles in the I;ynut must be a multple of four).

If you rename a layout (by giving it a different extension) to try to “fool” the

game into using it in a game mode other than described here, the game may

crash (so don't complain o us if you do this!) - cven if the game crashes, no

damage will occur o ]ﬁﬂrmmpum Keep in mind that it is not recommended

whtmuhg%m ar the same time as Shanghai: Dynasey,

T ' S
".""'--IIP_

- h:;m:izmg Tile Sets for
-.='_'E" tﬁe Sllanj‘]:m Games

'I'htShmgl'n:ganrnmd:ﬁmm Dynasty support the use of custom rile
- séts, (The Mah-Jongg game, of course, can only be played with the Mah-Jongg
tﬁcs]'[']mrcunu"uiﬁn:hw'bmhmmthnpmf,hm there are a variety of
graphic and paint utilities widely and cheaply (if not freely) available for the
creation of custom rile sets (bmp files).

Customizing Tile Set Graphics
Windows 95 users can use MSPaint (which comes included with Windows 95) -
Macinrosh mhutm,mam&mqum programs and graphics
mmwﬁnq. :
¢ the Shanghai Iﬁpﬂym mﬂmﬁﬂﬁfﬂmnm folder. There you will
plate.bmp. This universal template can be used for a Mah-

fwith two Mﬂgmups} or for a pairs-style tile set {like the

Shanghai: Grear Moments” Romance and Inventors rile sets) or for a
{i :ﬂmﬁﬁnly exactly-identical riles can be marched with one
mthurtmplﬂc file, a rile set is composed of 34 pairs of

o % Ihmmathrh:ma:huphﬁdlﬁwﬂtﬂmk

s T . : -*




ing (yet logically marching) tiles, or of two identical tiles. Each of the four uhh‘i‘:;ﬁwﬁz
the two groups-of-four can be unique and can be matched with any one ofthe: "
tiles in thar group. The total maximum number of tiles you can have in a tileser

is 144 tiles. :
The template can be used tor three different kinds of tile sers (which are

. explained in more detail later in this chaprer):

F

1. A Mah-Jongg-style tile set, which has rtwo special groups of four tles that are
unique; each tile in the special group matches any of the four riles in thar
iy R

2. A pairs-style tile set (like the Math and Alphabet sets) which has two identical
pairs in cach of the two groups-of-four.

3A 'regtdax" ulnrmtm which only exactly-identical tiles can be matched with
mmﬁ:gmiéﬂﬁmar tiles in each of the two groups-of-four are identical.

1:1_-.";&5: u&w file, the number determines which riles match one anather, while

ﬂh{ﬂgw the variety which is possible within a rile number.

vake a co r_ of the remplate file and save it under a unique name. You can then

paint, draw, or paste graphics into the remplate. Make surc not to alter the

paletre of the template file as you work on it. Check the manual or online help

4 :- ﬁﬁﬂﬂ?:fﬂﬂf El‘ﬁphlﬂ program if you need more information abour palerres. If

e e
- A1 ot 3
3

you're using MSPaint you can make sure that you do not change the palerte set-
tings when you use the Save As. . . feature in the File menu, The Save As. . . dia-
log box has a field entitled “Save As Type.” Make sure this ficld reads 256 Color
Biemap.” The tile st bitmap (bmp) file that you create must use the paletee of the
original remplate file. When you draw, paint, and paste your graphics, make sure
to “stay in the lines” or your graphics won't look right when imported into the
game, Your tile can have a one pixel-wide black border (aleeady provided in the
template) or you can alter the color of the border if you desire. Experiment and
play around with the remplate file until you are pleased with the result. You
voik Ehure theprgtan of your compates,
tile set is ready to be imported, make sure you know where
the file is locared, then start Shanghai: Dynasty. From the
1 Shanghai {or Kids). Go to the Tiles menu and select Custom
ste to your fle and there you are. If the colors are not right,
1e palette. Not to worry, it can be fixed. Check the




utilities allow you to make manual adjustments to the palerte. March or import
the paletre from the template {(on your Shanghai: Dynasty CD),

Mah-Jongg-Scyle Tile Set

In the Mah-Jongg rile set (and in the Fantasy, QOuter Space, Prehistoric,
Household, and Egyptian tile sets), all of the A tiles from 01 though 34 are iden-
tical to the corresponding B rile. (Both of the riles numbered 01 are the same,
both of the riles numbered 02 arc the same, etc.) Only tiles 35 and 36 are com-
prised of different-looking (yer logically matching) rile graphics. Each of the tiles
in 35 or 36 (A, B, C, and D) marches any of the four: so A can macch cither B,
C, or D. Open the file MJGTSET.BMP (Windows 95 users can use the
Start\Find Eal;umm ﬁn& iton the hard drive or CD) 1o see an example of this.

_Sﬁ ﬁ:r-ﬂdnﬂ- 1, paste the identical picture into boxes 01A and 01B (or
 after mdﬂ'h%ﬂhd:ﬁrﬂm drawing into box 01B). For your tile num-
ber 2, paste 4 differ re into boxes 02A and 02B both (or after creating a

f %ﬂpﬁﬁ n b ! ,H;nhm 02B). And so on, until you get to your tile
35, Ler's say you want your spe Wm: anrplm:, and “birds.”

gt 9. 13y i eyl b L the Eynuqm i Dowes Tilehie ON),
L ﬁk‘# rour with 2 logical and unique name. If you are going to share
- the il mﬁ& A e b i, Lcp i i s .

- body else might ame t mpu do, rf you don’t muk:: good
r_.-:::: ’ ':I‘Il 8 | oza | 0w | 03A | 008 | oA | 048 | esa | 058 | 06A | 068

= ;
S0 | OTA | OTE | BRA | 0BE | DRA | 090 | 04 | 0B | 1A | 118 | 1RA | 128

Tyt

=

A [T S s | 10w | vea | e | osa | o5 | e | sem | 1a | 17 | ma | e

B0E | FA | 2B | ZBA | EEE | A6 | 738 | J4A | M4E

BB | ITA | 2TE | MA | 788 | 75A | 798 | A | 38

W0 | TRA j J0E | MA § MB | T5a | 358 | 35C | 350
=
A

:.;_;‘.'i

mplate fil 'nn. hnidnwgcuﬁlludmﬂ:gnglgmruunn %
resh blank :ﬁ!mlﬂéﬁﬁmthtﬂ[] i £l



~ Pairs-Type Tile Set

An example of this type of tile sct is the Math rile ser. Open the file MIHT :
SET.BMP (vou can Find this file on the CD if you did not install it on your hnrd.- i
drive during the installation process) to see how it is laid out in the rile set P
Imlplm-
In this type of tile set, there should be two different-looking (yet logically match-
ing) tiles for cach tile number. So you might draw a lefi-facing view of your cat in
box 01A in the template file, and a right-facing view of your catin box 01B. Or
you mighr put a grown-up cat in box 01A, and a kitten in box 01B. Or you

might put a male lion in box 01A, and a female lion in box 01B. Get it When
you get to tles 35 and 36, you need to make two copies of the "A” picture, paste
 them into boxes A and B, and two copies of the "B” picture, and paste those into
bu:mﬂ-ﬁhﬂ 1. You can create a special Back and Joker, wo (they'll be used in
game when Power Tiles are ON).

Hﬂ-mlm{ﬂcmm;lﬂgmalmd unique name. |f you are going to share

Mnﬁﬁ ﬂ.ﬂ‘ffwndﬂﬂrpnﬂttﬂn the Internet, ir.eep in mind rhat some-
else might uise the same tile set name you do, if you don't make a good

__ e up with a truly unigue layout name.

ff f che blank template file on your hard drive gets flled with graphics, you can
¥ MWaMﬁhﬂ!M&M&:CD

Legita e W'ﬁk&t
regula® il se ke the Astology e st o cample) you shovid ignore
and just paste the same picrure into all of the boxes
: the same numbe smmhmhmanmm#aé you would
PHM"'_’.' ;'..Wwﬁhduwﬁaﬁmmwmnm |
imes. For an cxample, look in the file ASTTSET.BMP (you can
ynasty CDif it is not on your hard drive). You
» {they'll be used in the Dynasty game
new tile set with a logical and unigue
¢ set with your friends or post it on the
wehody else might use the same tile ser name you
'-ﬂiﬁmupwidlauulfwuque"' layout name.
h::n:ldﬂvegmﬁhdmd&g:ghm.ymm
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Impﬂrtlng Custom Tile Sets

Thm: is a Custom folder inside the Dynasty folder on your compurer's hard
drive. After creating or acquiring a custom tile set, go into the Custom folder and
put the custom ule set file ((bmp files) in thar folder,

If the creator of a custom tile set was not careful to preserve the rile set’s palerte,
you may notice different colors on the menu, dialog boxes, and background
when Phjrll'l-g with the custom rile set. These different colors (while _pﬁssih]}r hard
to “read”) will not affect the game. Playing with one of the tile sets that came
with the game will restore the game's colors (the different colors will enly be seen
while playing with a custom tile ser which was not properly palertized). If a cus-

~ tom tile ser has so thoroughly confused the game's p&lcm: that you cannot read
the menus 1o de-select the custom tile set, you can go into the Dynasty folder on
your hard drive, and delete the file *Dynasty Preferences” to restore the menu

- colors. Thﬂ#ﬂ‘ﬁn-ﬁ:ﬁ:mm to their original “facrory” sertings.

CISBN0-8048-03927 . .
This hnukdu-:ﬁhﬁﬁm Wmﬂﬂtm and Japanese rules as they
werc ﬂmm Th:fjlppuc tﬂnhw&anpdmim {there's no

MAH JONG, ANYONE? 1964 by K. Smmu a:,L e AChisles F. Tiwlc
Co., ISBN 0-8048-0390-0

wm&wﬁmmh.{m the NMJL rules) of
Mﬂl}-}ﬂﬂﬁ P

CTH Eﬂwﬁm JONG HLLUSTRATED 1990 by P. Thompson & B:
Ma{mﬁ !Emw Press, ISBN &Eﬁil?-ﬂll#

85



e

o ks -i'i,'l:. g
[MPROVE YOUR MAH JONG 1991 by P. Thompson & B. Maloney,
Kangaroo Press, ISBN 0-86417-398-9 55 e
Australian {(Western) rules for le;rcrs who have already mastered the basics. -

MAH JONGG MADE EASY 1984 by National Mah Jongg League (No ISBN #)

This uniquely American M] game is widely played. Write to 250 W.. 57¢ch 5.,
New Yﬂrrk, NY 10107

: L'LEHM WRIGHT PATTERSON RULES 1963- lﬂﬂﬁbyergh:=
: Wﬁhw (Mo ISBN #)
: it kﬁgmﬁe&m mth:ﬁ:}rbas:s WHEWWPAFE

mhnﬂwywere 45 years ago. The Japanese
dnhoohdﬂesnnt describe Dora, for example.

NG !Fﬁby Samuel K. Perlmen md
ﬁﬂ mﬁ:-ma&lﬁ&

il mﬂ#ﬁmmf |
;?mﬁi?mnﬁmby Bum;rsﬂmmma 1990, Federd
_=.hm1m Eﬁz-aﬂz-m—: =
itk Dﬁﬁm ' Im?hn: o Federal Publications Ltd.,

; me.ﬂ %wﬂummﬂ Centre, 37 Ma Tau Wai
i e :, 0 Eﬂam ngm Tel 334-2421.



Tips on Bu}ring Mah-Jongg Tiles L4

If you are interested in buying a Mah-Jongg set (either to play the game of Mah-

- Jongg or to try to play Shanghai), there are many places to shop. You should base

your selection on the type of Mah-Jongg you wish 1o play (Shanghai can be
played with any Mah-Jongg set; keep in mind chat flac-backed tiles stack betrer
than rounded-back riles). If you want to play Chinese/Hong Kong Mah-Jongg,
you will find a wide variety of plastic or bone-and-bamboo tile sets at board game
stores or toy stores. To play Chinese Mah-Jongg, vou do not need hard-to-find
Jokers. Most Chinese sets also do not come with racks or chips. Just choose a set
that looks attractive o you {and, assuming you cannot read the Chinese charac-
ters on the Craks, make sure thar the set has Arabic numerals). If you're truly
_ mmatﬂmifﬁmrﬂwm up owning more than one set
If you want lu Mﬂuﬂ Mah-Jongg, and especially if you wanr o play

: ngg League rules, you need an American style Mah-Jongg set,

eight Flowers, eight ]ﬂkl:ts, four racks, and 1 complete set of chips.

ﬂ.mummm;nn cost more than twice as much as Chinese sers due

; rior l!ﬁ White I}l.'agum and Flowers) as Jokers, cither applying
dﬂ or just writing on them with an indelible marker. Japanese Mah-Jongg sets
may not come with both White Dragons and blank tiles (in Japan, blank riles are
used for White Dragons), and may not come with Flowers (Japanese plavers do
not play with Flowers). :
Many stores thar sell board games can order a Mah-Jongg set for you. Just make
sure you know what you'll be gerding. If vou live in a large city, there may well be
a Chinatown, or Chinese import shops, where the chances are very good that
you'll find a selection of Chinese MMM&I sale.
There mwmwlmmmwﬁnduah -Jongg sets for
_mxl'ﬂﬂ mﬂmmwmﬁ ) such sites. Whenever shop-
- i pour credic card number and




Credits

Designed, Produced, and Directed by: Tom Sloper
Associate Producer: Eveline Cureteu
Original Shanghai design by: Brodie Lockard

Programming and Technology: Quicksilver Software, Inc. (Irvine, CA)
President: William C. Fisher
Lead Programmer: Michael "mig” Gerard
Producer: Gary Graeper
Mah-Jongg Programmer: Dan “Boy Hero” Clarke
Shanghai Programmers: Terry Koken, Ron Meyer

Programmers: Rob Barris, Justin Butler, mig, Tung-mei “Rita” Lin,
Michael Donovan Mandap, Gregory Marsters, George Shackleford, Bill
Snyder, David Steffen, Barry Sohl, Vincent Tagle

ActivLink Technology: Activision

Associate Producer: Rick Baumgartner

Network Programmer: Dan Kegel

Net Shell Programmers: Leif Bennett, Loren McQuade

. Graphics and Mwmﬂmu, Inc. (San Rafacl, CA)
_;mmm Spder




Voice-Over Director: Derek Sorrentino

Music By: Jechun Hwang

Music Advisor: Kelly Rogers

Voiceover Recording Facilities: Laughing Tiger Studios (San Rafael, CA)
Audio Engineer: Daniel Daniel

Mah-Jongg Voices: Bruce Inoue (Japanese Voice), Chris Pflueger (American
Voice), Lisa Valdex (American Voice), Samantha Wong (Cantonese Voice).
Kids' Mode Voice: Amelia Rosenberg

Mult-Player Voice: Lisa Valdez

Audio Post Production Services Provided By: WaveGroup Sound (Santa Clara,
CA)

Audio Post Production Supervisor: James Allen

Sound Designers: Mark Lee & Akemi LeVa

Assistant Sound Editor: Rob Erdmann

Apprentice Sound Editors: Dave Crane & Sue Pelmulder

Activision Art Direction: Larry Paolicelli
Additional Art: James Mayeda, Wyndham Chow

Mah-Jongg Consultants: Ricky Shiraishi, Carol Kaiserman (Mah-Jongg
Network) -

Mjmmmm hm Toshikatsu
Yamamoto, Hiroshi Seno, Doris Waiyee Cheuk Sloper, Ed Clune, Michacl
mmmmlﬁlﬂm Kathy and Dave Teater,




Director of Quality Assurance: Jim Summers = ?'
Manager of Quality Assurance: Dave Amnspiger o
QA Project Lead: Tanya Langston dereT
Testers: Mike Denny, Joe Favazza, Dan Hagerty, Winnie Lee, Rick Moreno, o
Kip Stolberg, Brian Ullmer, Nelson Grande, Jerry Pao, Jai Polidore
QA External Test Coordinator: Jonathan Moses
External Testers: Paul Amala, Deidre Anderson, Marc Baime, Michele Case,
Chtis Chao, John Chiu, John and Siu-Quan Chow, Greg Crowder,
Matthew,Michael, Angela, and Tim Czubakowski,. Tony Evans, ].R. Fitch,
Don Geppert, Mary Craig, Pany Haritatos, Adam Heller, Steve Holiday, Wei-
Hmﬂung,ﬂmw]m Ted Kao, Lenore Kaye, Michael Kelly, Lori
MM Hm,,l.pﬁ Moses, Terry and Bryna Olson, Tom Pister,
Fred Philipp, Theresa Rohr, Joe Ruffolo, Ethan Sherman, Rex Thomen,
Tmthym Karen Woys, Dimitri Zelepuhin, Eric Zolnowski, Dr, and
~ Mrs. Tak-On Ko, Julien Bressler, Somalia Goldsby, Ani Janszyan, Louis
Mj#ﬂuﬂuﬂ. Stevan Weibel, Scott Weibel, Neal Thompson

m Ed Clune, Tanya Martino, Heather Maxwell, Laird Malamed,

Siﬁnh Lee, Carolyn Pedego, Jim Summers, Jenny Park, Maria Flagg, Neysa
Harna, [Dan Adkins, Julie Grovdahl, Paul Trowe

Installer: Activision

Programming: Ben Siron

Production Coordinators: Tanya Martino, Kevin Cohen
Production Coordinator E:Te-u:-lmiedﬂdp Files: Jason Feffer

mmmﬁ-mwhms,m
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IMPORTANT - READ CAREFULLY: USE OF THIS PROGHAM 15 SUBJECT TO THE SOFTWARE LICENSE TERMS 5E
BELOW. “PROGRAM” INCLUDES THE SOFTWARE INCLUOED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA ANY .~ = =
PRINTED MATERIALS, ANY ONLINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE - .
WORKS OF SLICH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, ANDVOR USING THE PRO-
GRAM. YOU ACGEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION") i U
LIMITED USE LICENSE: Activision grants you the non-exclusive, nan-transferabie, fimited right and hcenge foinstall and use
one copy of this Program solehy and exclusively for your pErson Lse All rights not specifically granted ander this 3
Agresment are reserved by Activision. This Program is Bcensed, not sold. Your license conters i {itle of cwneership in this
and shawld not be constred a5 a sale of any rights. in this Program # i
COMSTRUCTIDN KIT: This Program contains 2 feature that allows you 1o create customized tie sets ["Custom Thes”} for
your personal use in connection with the Product. In creating such Custom Tiles you agree 10 abide by the restrctions of this -
license agraesment &5 provided beiow.
DWNERSHIP: Al title, cwmership rights and intellectual property rights in and 1o this Program and any and alt copies tharao!
{inchuding hut not Gmied to any tites, computer code, themes, obijects, eharacters. character names, stories, dialog, catch
- phrases, kocations, concepts, arwork, animation, sounds, musical corpositions, audio-visual effects, methods of operstion,
moral rights, any relaied docusientation, and “applets” mcorporated mto this Program) are awmed by Actrvision or its lcen-
sors. This Program is proscted by the copyright tws of the Uinited States, imternationa| copyright treaties and convenions,
wmmmimmm maierials and Activision's licensors may protect their rights in the
' w Explgit this Pragram or any offts parts commercialty, wckuding but not Bmited 19 use at a cyber cale. computer gaming
ation-bised site. Activision may effer a separate Site License Agresment to permit you to make

" mrﬂ#t from any person or entity bo create amy Cistom Tiles for

stom Ties created by you 10 other gamers, uniess you do 50 sotely without charge
igned to be uSed as 3 stand-alone product
| WHWMrm.mmmmmm
o (without approgriate irrevocahle licenses granted specifically for that purpose) any Trade-

samé time. e it
« Make copies of this Program or any part therea, or make copies of the materials accompanying this Program.
 Copy this Program onl-a hard diive o oiher storage device; you mast run thes Program fram the included CO-AOM
mwm_ ﬁnmﬁﬂrmiwmurmwmmmhmmmmm
-l@mmmﬂﬂ_mﬂmm.hlmmemnMMm.
including any onting wuse. except as otherwise explucaly provided by this Program.
o Sall, rent, fease, license, Wistribute, or oiherwise transler this Program. or any copies of this Program, without the
axpirass prior wiitten consent of Actvision.
: wmmMﬂmmm.ﬂmmmﬁmm.m
- wReaave, disable or cirTumvent any roprietary nalices or labels contained on o7 witin the Program.
- wExport or re-export this Program of any copy of adaptation in viokation of any applicable lws or reguiations, By using
o this Program you are “ﬂﬂﬂﬂﬁt‘hﬁm.'ﬁmhu.ﬂ.wwmrﬁ.ur
ivigion warrarts b e original consumer porchaser of this Program that the TeCorting medin on
¥ 5 recorded wi hwmm'mrmtﬂmmuwrhmrarﬁﬂmiﬂmshummdaHMpurcm.
it is found defiective within 90 days of original purchase, Activision agrees fa Tepiace, fres af Gharge,
liscoue d 10 be dafective within such period ugan its receipt of the Product, posiage paid, with proal of the
a2 160 25 the Program is s1ill being manutactired by Activision. i the evant that the Program & no longar
50T ﬂ;ﬁmm right to Substitute 3 simikar program of equal o greater valwe. This wamanty i [iimedtesd 4o thé
_ mmmumenmmamwmmﬂmmw
hall iot b applicable and stiad be void it the delect has arisen thiough abuse, mistreatmnt, or negiact, Avy
i vel By statute are expresshy imited to the S0-day period described above.
THIS WARRANTY FS TN LIEL OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN,




-'i:

, e
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITMESS FOR A PARTIGULAR PUR-
POSE, OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING
OM OR DBLIGATE ACTIVESHON. '
When refurning the Program for warranty replacement please sand the odiginal prodisct digks only in protecthe
paciapéng and include: (1} a photocopy of your dated sales receipt: (2) your name and return address byped or clearly
printed: (3} a briet note describang the defect. the problemis) you are encountering, and the system on which you ane
running the Program, {4) il you are returning the Program after the 80-day warranty perod, bul within one year sfiar

the date of purchase, plaasa include check or maney order for §10 U5 (A$17 for Australia, or £10.00 for Europe)
currency per CO-or floppy ek repiacement. Note: Gartified mail recommendad

LIMITATION OM DAMAGES: it NO EVENT WiLL ACTIWSION BE LIABLE FOR SPECIAL, INCIDENTAL, OR

""-.':"
R

kn ihe L5 sand io; In Ewrope send to: In Amsiralia send o
Warranty Replacermsents Activision Warranty Replacements
Activisaan, Inc, Gemin: House Activision
PO, Box 67713 133 High Strest PO, Box 873
Log Angeles, Calitorniz 0067 Yigwsley Epping, NSW 2121, Australia
West Draylon
Middlesex [JBT TOL
Uinited Kingdom

COMSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE. OR MALFUNCTION OF THE PROGRAM,
INCLUDING mmw LOSS OF GOODWILL, COMPUTER FAILURE, R MALFUNCTION AND, TO THE
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSOMAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR
THE Mmaﬁmm SOME STATESTOUNTRIES DO MOT ALLOW LINITATIONS ON HOW LONG
AN IMPLIED WARRANTY LASTS ANDVOR THE EXCLUSHIN OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
mmﬁmmm AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO
YOLE THIS 'lm YU SPECIFIC LEGAL HHI'IE AND YOU MAY HAVE OTHER RIGHTS WHICH VARY

FROM JURISDICTION 10,

Ru Enviranment software and docamentation |~ Java Software™) is
ation of Sun Microsysteens, I8¢ {"5un”) and title 10 ail copees is retained by Sun and/or

upﬂmmﬂm' r such purposes.
© TERMINATION: Without y other rights of Activision, this Agreament will terminate automaticaily f you
mﬂwwfum. nditians. | such even. you must destroy all cogies of this Program and all of s

0.5 mmﬁmmmmmmmmnm
expense and are provided as “Commercial Computer Software” or “restricted computer software.” Use, duplication, or
desclosure by the U5, Government or 2 U_S. Government subcontractor & subsect to the restrictions set farth in sub-
paragraph () 1)(it} of the Rights in Technical Data and Computer Software clauses in DFARS 262 227-T0T3 or as set
HmMﬁi}ﬂmWWWWWMMﬂHﬂHE
- 19, as agplicabie. The ContractorManufacturer is Activision, I, :mmmmm
; m“mmnmminmﬂmmmmm
m . othar . or proof of damages, to approgriate
“.‘Il I:MMMBEMM

mﬁMMWm
: Whuﬁ.mmmmmmwmﬁum
it s tesmis of this Agreemant
mmmmwmm

5 Belwesn them. I ey e amended only by 3 writing

s held to ba unenforceabie for any reason, such pravision
twﬂuMMHﬁm
mmhummmm :
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SHA.NGHA] Two Classic

R R Tile-Matching
| | ' Games — In
One Money
Saving
Package !
Only $26.95*

To Order Call : 1-800-477-3650
Mention special offer code : XSM0O16

Shanghai I1: Dragon’s Eye - With more of everything that made Shanghai
a compurter game classic! Soliraire, Challenge, and Tournament for one of two
players. Dragon’s Eve, the ultimate challenge for even the most scasuned player.

Shanghai: Great Moments — The ancient rile-matching obsession returns to
tantalize strategic minds with four intense action-puzzrle games. Challenge
Shanghai’s intricate structures in a multimedia spectacular of film, video, and
audio rewards!

Windows®95/3.1 and Macintosh CD-ROM
*Plus $6 for shipping and handling ($10 for Canadian orders).

GA, WA, NG, Y. O resagents add applicable sales fax. (tfar RHpATES BFI0AE, Offer valid s US a6t Canada oaly

Wi whiene profitited by . Mest be paid for in US dolians. | S ardiar _._._:,'n. grt will b responsihie for 8y ;.,I|I"".'I["a-
duties/tanes, Activision 5 a fegistersd trademiark and Shanghai Deoble Pace i a Irademark of Actision. nc, £ 1997
AbBvisian inc. All rights teserved. Alf other trademans and trade names ané the properies of thair respact m* WS
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