Reach Austria Tournament Battle Plan
List about the important things you should remember when going to tournament
1. Review rules, just to make sure you don’t forget anything

2. Wear loose clothing in order for good blood flow to the brain

3. Meditate and concentrate, to keep yourself calm and alerted

4. Be in good spirits and respect your fellow players

5. Always check the winners discard pile, just to make sure there is no furiten

6. Try to aim at least to 2nd place in every table. Uma score is very important

7. Keep track what happens in the table, if you see that someone is really close, safe play will prove itself useful
8. No open tanyao is allowed, don’t go for that
9. Make sure you know your waits
This battle plan tries to take couple of aspects to tournament play when playing riichi mahjong. Different situations are taken to consideration by the form of 1st/2nd position and 3rd/4th position. The 8 hand system is good because in the limited time that’s about all you can manage to play. If the game should last more than that, reviewing the closest hand strategy is recommendable. 
Strategy 1 – Turtle Tactics

The first strategy is based on a defensive style of play, where you don’t throw the winning tiles, and still make it at least to 2nd place. This strategy highly enforces defensive play. I mention “Folding Point” alot; this basically means that you should give up the hand at this point, although it’s advisable to just use them as a reference and according to the situation at the table. In order to use folding points effectively, keep track of your shanten. If you need specific tiles and it’s long way to tempai, this strategy tells you to let go of the hand. Folding points don’t necessarily mean that you have to fold the hand, as long as you deal 100% safe tiles.
1st hand 

EAST: If close to tempai in the start <4-shanten, go for it. If not, try to gather information about other players playing styles while trying to make a hand. If situation gets dangerous, fold. No point losing score in the first round.
ELSE: Gather information; be ready to fold if you are not close after 6 discards. Losing points in the first hand is going to affect your mental state, and it might mean loose game, meaning you lose more points in the next hands.

2nd hand

Renchan: be sure you’re not the one losing points in this hand. Gather safe tiles if not even close after 8th discard or so. 
East: Go where the draws lead you to, big hand if possible. Not in hurry though, as long as you haven’t lost score. Folding point is somewhere around 10th discard, depending what other players do.
Else: 1/2: Try to keep yourself ahead by making open plays for hands like Full Straight(Ittsu) or Half-Flush(Honitsu). This will startle the other players and limit their game. 
Else: 3/4: okay you screwed up first hand, don’t screw up this one. try to regain at least same amount of score, preferably from the leader. Bit more aggressive play is the way to regain the usual pace. No need to fold hand at any point, as long as you can deal safes.
3rd hand

Renchan: Easy hands if in the lead Don’t try too hard, blinded by greed will lead to score loss. Fold when things get suspicious.

East 1/2: Doing good so far, see if you can go for renchan, BUT BE CAUTIOUS! Folding point is 8th discard. 
East 3/4: Aim for the 1st place with a 3-5han hand. Fold after 12th discard or 2 riichis.
Else: 1/2: Try to knock the dealer off his/her position by making a fast play. Open handed play will scare the opponents, and tempai without riichi is option for that silent win. 
 Else 3/4: If you’re far behind, now is probably the time to make a mediocre play for at least 3han hand. Almost half of the time gone, you’re going to need regain points now.
4th hand

Renchan: Try to keep dealer position. If you’re in lead, a bigger hand is the way to go, widening the gap for the rest of the game. If 3/4 you want to score mediocre hands. 
East 1/2: Hold tightly to your position, CAUTIOUS PLAY! Go for the fastest yaku without riichi. Folding point is 6th discard or riichi by opponent. 
East 3/4: Half game gone, if you don’t make a play here, you will end up last. Try to make use of the red fives. No folding point.
Else: 1/2: Doing good, concentrate on defense by going for Half Flush(honitsu),  while gathering all the honors you can get. Folding point around 8th discard.
Else: 3/4: All is not lost, yet. If the gap is small, try to make a fast play and cheap hand. If you’re a mangan from 2nd place, that should be your aim for this hand. As long as you get to 2nd place everything goes.
5th hand

Renchan: Ok, half of the playtime gone, check scores and act according to them. If you’re in the lead, slow play to kill the remaining time is ok, aim should be on a big hand, and the folding point is around 10th discard. 
East 1/2: Defensive play should keep you in the game. Others are struggling to regain the lost score, but you just have to make sure they don’t regain it directly from you. Fold when it gets dangerous. 
East 3/4: Go for it with a fast hand and make the big play when you get the chance afterwards.
Else: 1/2: If current east is 1st, don’t give him/her chance to widen the gap and dealer continuance, fast and preferably direct hit with a 1-3han hand. 
Else 3/4: Time is running out, go for points to less painful end results. If you’re last with a huge gap, there is no time for safety at this moment and your mind should be on a big hand combo.
6th hand

Renchan: If previous hand was a huge success, ease up if big hand is far out of reach and vice versa. 
East 1/2: Start collecting safes after 6th discard; defense is the key for victory at this point. 
East 3/4: Mangan or Haneman minimum, make use of those red fives!

Else: 1/2: At this pace you will achieve good start for the tournament. try to finish the session stealthy, don’t sacrifice the riichi ante in order to widen gap, just win the games out of nowhere. 
Else 3/4: Do or die biggest hand you can make with the 15 or so discards you got.

7th hand

Renchan: Check the clock, act according to the time left, score, and player positions. You don’t want to give the runner ups a chance to be dealer and make a final big hand. 
East 1/2: Clock is ticking in your favor, try to make small play, and start defense immediately after someone reaches. 
East 3/4: No time, go for the biggest hand possible or try to get renchan so you have the best scoring chances in the last hand
Else: 1/2: Prolong the game if it seems that others have bad hands, and keep defending. If you’re just a push away from 1st place, try to make it! 
Else 3/4: Check the clock, if there are enough time, try to get 2nd place, count the amount needed for it (cases of tsumo, direct and non-direct hit) and try to make it using the non-direct as a base reading. if that requires way too much, use tsumo, etc.
8th (Last) hand

Any: 1/2: Try to end this fast and neatly, without risking any amount of score, you have achieved your goal for the moment, and this is the base for the next tables. 
3/4: Try to make the best of it, any possible amount of score gained at this point is a plus. It’s going to take great effort in the next table to regain lead.
After the first table

Thank your fellow players for the game, and start preparing for the next table, and check the overall scores if possible and see how you rank among the opposition, and set the bar using that as a reference.

Yakuman Tournament Strategies

Because the tournament is kind of short, scoring big hands will surely be one of the main goals. If you score a yakuman in one table, you’ll absolutely gain at least 32000 from the hand and 9000 uma bonus, meaning at least 41000 points which in the table of 20 players will be quite a lot. If the chance of scoring a yakuman hand is even relatively possible, you should go for it. 

Let’s say you have 7pairs hand coming 1-away, but you pick up a third of a kind, you should check the ponds and see if you might get more of them in order to get dual pon wait for the 4 Concealed Triples(Su Anko).

 To go for kokushi musou, minimum of 8 different tiles would be a good thing, though if you happen to have every wind and dragon in your hand (7) you should start discarding one suit, except the terminal tiles, and go for Half Flush(honitsu) or the kokushi, whichever tiles you happen to draw. 
Three Big Dragons(Dai Sangen) is much more difficult to get than these other two, but you should stick to them if you happen to have at least 4 of them, but only if the case is 2,1,1. 3,1,0 Situation Isn’t nearly as good, because the chance even for Small Dragons(Sho Sangen) is relatively small.
The other Yakuman hands are quite rare, but things to keep in mind are for example that all-green hand doesn’t require the green dragons in EMA rules. The Small winds would be the next possible Yakuman to get, and the minimum amount of tiles to start aiming for that is probably somewhere around 6, 2,2,2,0 or 2,2,1,1, maybe even 2,2,1,0.

Tournament Hand Strategies Part 1
As noted before, big hands are the thing to go for in most cases to achieve the distance required for the first place. Hands like All Triples(ToiToi-Ho) should be made only if you have the triple dora stacking it up to mangan level hand, or have the 3 Concealed Triples(San Anko) at the same time. 

By utilizing the red fives and dora, even the smaller hand combos like All Simples(Tanyao) + All Chow(Pinfu) can be made into a big hand.

The hand consisting only of 1han, like Honor Triples(Yakuhai) should probably only used to speed up the game and try to keep the dealer position. Although this might conflict with the Strategy 1 – Turtle Tactics, It is wiser to widen the gap to other players with larger blows than 1han hands, because players in the other tables might score mangans while you retain in your fast small hands.

The most effective hands should have doras to cover the lack of hand combinations, because people will notice when you go hands like Half Flush(Honitsu), and start being more careful about discarding that suit and the honor tiles. Although I think European riichi players tend to be less careful than the Japanese players with their discards. 
Tournament Hand Strategies Part 2

In the beginning of every hand, you should check your shanten number, and act according to that. If the situation seems good, you should go for hand worth at least 5000 points (40 base 3han for non-dealer, 30 base 3han for dealer). Easiest hands for this would be: 
Riichi + Terminals and Honors (Chanta)
Riichi + All Chow(Pinfu) + Dora pair or Pure Double Chow(Ipeko) and Dora 
Honor Triple (Yakuhai) + Doras

All Triples (ToiToi-Ho) + Red Five/Dora pair or Concealed Triples(San Anko)
Half Flush (Honitsu) + Honor Triple(Yakuhai)
7 pairs(Chitoitsu) + 2x Dora or Riichi + Red Five

Riichi + Mixed Triple Chow(Sanshoku Doujun)

Comments About Different Hands In Tournament Situation

I will comment the hands people usually tend to go for, in my own opinion. These are probably the only hands worth mentioning.
Riichi-Nomi: Riichi only hands value is completely hanging on the ura-dora and possible ippatsu and tsumo. If you consider yourself super lucky, this might work, otherwise it’s only useful speeding up the game in the last hands while you have the lead.

Yakuhai: The easy way out, in the start of the hand you should carefully decide if to keep the honor tiles which would provide you a yakuhai. I suggest that you discard terminals and the winds you don’t need, and after the hand has some kind of direction, you should discard the single yakuhai tiles you have. This hand should be used to break other peoples big hands.
Pinfu: By itself it’s nothing, but it’s a good base for hand combos like Ipeko and Sanshoku Doujun. You should go for Pinfu only in case you can make it go over 4hand points.

Tanyao: With EMA rules this hand must be concealed, and almost useless thanks to that. This goes to the same category with Pinfu, play this only if you can boost it up with other hands like ipeko, sanshoku or triple dora.

Sanshoku Doujun: The hand favored by many. You shouldn’t even consider this hand unless you can keep it concealed. Good combinations with this hand are Chanta, Junchan, Pinfu, Tanyao or Ipeko. The problem is that you probably shouldn’t allow this be Pinfu, basically giving it the closed wait to ensure that you’ll get the 2 hand points with 100% chance.
Chanta & Junchan: Both of these hands are quite easy to make if you get bunch of terminal connectors and honors at the start. Chanta is wise to keep concealed, but Junchan depends a bit. You can get it to mangan hand even if opened, as long as you have the right tiles.

ToiToi: This is a hand seen quite a lot because of the fact the players play CO+HK mahjong also. I myself tend to break my hand and go after it after 4 pairs or so. In order to get lots of points with this hand, is to add either doras, yakuhai, or San Anko. Go for toitoi only if you can make it to bigger than base 30 and 3 hand points.
Chitoitsu: 7 pairs, which divides the patient and the not-so-patient people. some people favor pairs instead of runs, and it leads many times to 7pairs. It is a good hand if you got the dora pair to make it worth something. The most important thing is the tile you are waiting for, you need to read the table correctly in order to foresee the tile which will come out and be your winner.
Honitsu: The little brother of Chinitsu, this hand draws people to it when they have lots of honors and quite much one suit. You DON’T want to go for this hand unless you have Yakuhai as the honors, or couple of doras if you’re lucky. Discarding order is the other suits non-connected tiles, to make sure you can change your decision if needed.

Chinitsu: The best hand before yakuman hands. Not so common, though Honitsu can be easily turned to this depending of the structure of the hand. Not recommendable hand to go for unless you feel certain that the draws bring you the right tiles and the starting hand has 8 or more of one suit, or as long as you can steal your way to victory.
Attacking and defending

Attacking in mahjong is quite difficult term to explain, because attacking doesn’t exactly mean that you disregard everything and go for the fastest or biggest hand. Actually when I think about attacking, you have to take much more to consideration. The discards, the probability calculations that you’ll draw the tiles you need, the opponents’ hands. Best way to attack and acknowledge yourself in the table is probably opening your hand, because it affects everyone’s discards because the fear strikes to them, and it limits the range of tiles being discarded.
Defending sounds easy right? Just lay down the tiles that other people have already discarded? Well yes, it’s a lot of that, but being able to read other people’s hands is a huge advantage during the game.

Reading hands

Regarding this topic, concentration and observation skills come in handy. If you are sure that opponent will always reach when he gets ready, you should concentrate on the other two. 

Judging opponents is very important, more skilled players probably are happy with their 4 han hand and don’t hope to get hand points from reverse dora or tsumo win, thus not reaching and winning when you least expect it. 

You should keep your eye on the amount people spend time thinking about discarding the tile, and if you see that one player discards several tiles instantly after draw, he is really close or ready, this only in case if the tiles are more than honors and tiles that have lost their meaning.

Reading ponds are quite difficult at least for me, but beneath are couple most common patterns:
Pinfu/Tanyao: Discarding Honors and Terminals and terminal connectors.

Chanta/Junchan/Kokushi Musou: Discarding from the area of 4-6, occasional terminal connector.

Honitsu: You don’t see one of the suits in the discard pile, possible Chinitsu if there are the honors also.

Tournament Strategy 2 – The Speed Freak – TOTALLY DOESN’T WORK
This tournament strategy is all about scoring the hands before any other players will, and it highly suggests making the fastest play possible. The other point of this strategy is making the table fear you. When you score hand or two in row, people will know that you mean business, and will be more cautious and divert their attention to you, hopefully making their own play go in pieces. 
Though this strategy suggests lots of open plays, go for them only if you don’t get stuck with bad and predictable waits, for example start chi and pon both terminal and non-terminals, people will not let go of their honors.

1st hand: You must win this hand no matter what, make an open play for anything you can get your hands on. If the hand will not provide itself with honors, try to go for sanshoku or Ittsu, anything what will get you the one point needed. The opening of the hand is suggested immediately, because it will affect the others play. Claim the win, and go for another!

When playing East: Playing east is the most critical part of this strategy, because you can just keep stacking the counters and gain small wins.

Using Dora: If possible, utilize every dora you can get, because you don’t aim for any bigger hands after all, so the small hands is good to fill up with dora for those couple of extra points.

Dangerous situations: Two riichis declared, your hand is going nowhere, and because the wins you have gathered are relatively small, you shouldn’t start taking risks. One riichi on the table though, you shouldn’t be worried and go forth, as long as it’s really early in the game. Getting pummeled by mangan hand would destroy your process.

Shanten: When using the fast strategy, this is the thing to keep your eye on! NEVER go back a shanten!
Kan, oh yes you CAN’T!

Kan or Kong, adding the 4th tile to your melded pung, or making a concealed quad, is a good strategy go bump up your hand value, and mess up opponents hands, but it comes with big risks.

You shouldn’t open your hand by performing Kan, because closed hand is always the best way to go for. You shouldn’t Kan if other people have concealed hands. You shouldn’t Kan a melded pung unless you know that the tile you’re adding is absolutely safe.
You should Kan when you get 4 tiles which won’t be critical building blocks, for example terminal and honor tiles, only of course if people don’t have riichi placed. Giving the winner 2 more Dora indicators can lead to devastating results. You shouldn’t claim your concealed Kan, until you get to tempai. This way you can Kan, get the Dora indicators, and possibly the dead wall draw win, if not, just riichi.

Using Doras in your general play

Lucky dragons are the spice of the game. Even the smallest hand can grow up to be a monster if couple of Doras are attached to it. The way to get the doras in your hand are collecting the tiles near dora, so when drawn it is useful right away. Also you can make gut decisions about your pair being reverse dora, though that seldom happens.

When dora is a terminal tile, you should try get a pair to compensate the fact that the hand can’t be a Tanyao anymore. When dora is an honor tile, getting the triples would prove itself quite useful, especially if it gives you a yakuhai also.

Doras are easy to use, but what if you want to get rid of them? There are situations when they just don’t fit and they need to be discarded. Discarding dora is really hard in the final moments in the hand, so the earlier the better. It might get claimed, but at least you don’t lose points then.

Handling the tiles
In order to keep good game speed, handling the tiles is very important. Mahjong “etiquette” states that after drawing a tile, you throw your discard and after that arrange the new tile to your hand. The same rule applies when stealing a tile, discard and pick the tile up afterwards. Also let’s keep in mind that you must be careful when reaching for the tiles from the wall, you don’t want to knock tiles down from dead wall, because it will make your hand dead.

Arranging tiles in your hand

This is very important! You don’t want the opponents to see that when you steal a tile like 4man and your hand looks like 125689man, they’ll notice the 2 tiles remaining in the corner, and assume they are smaller than 4, and suit is man. So when arranging the tiles, you should put some thought to it, like making the tiles you are most certainly stealing around the edges of the hand. Also you should keep your honor tiles in the middle of the hand, unlike the traditional left side. The “traditional” style of arranging the tiles is from left to right; Characters, Bamboo, Pins and Honors. You want to mix this order every game, and if you have the smarts, the hand should be just randomly arranged.

Keeping count of the tiles

There are total of 136 tiles in riichi mahjong, after the dead wall has been cut, and the tiles divided to the players, There are 70 tiles to be drawn from the wall. In order to calculate the chances of drawing a specific tile is too difficult (for me), so I tried to find a system which would give some percentage about the chances. 
Strategy from Texas Hold’em is the amount of tiles left times 2 + 2, for example waiting to draw either 3 or 6 to your 45 run would mean 8x2+2, 18% chance if there are no 3 or 6’s at the discard piles. This doesn’t seem to make any sense for me. 
The other way which I came up with, but isn’t possibly correct, is dividing with the  “outs” of from 122(136-your hand-dora indicator) minus the discarded and claimed tiles, for example the same situation as above, and 5 rounds of discards are gone, so you remove 4x5(amount of tiles discarded per player), and you get 8/102. This gives you chance of 7.84% of drawing the tile needed next turn. 
You probably wonder:”hey there are 3 other guys and the dead wall, total of 52 tiles you can’t use, doesn’t that mess up everything?” Well that’s probably right, I am not sure about the chances, but the probability of the all tiles being in the group of 52 is 0.06%. In this formula the draw chance is lowered by the thought that half of outs are used in dead wall or opponents hands. You can change the chance of the tiles being used by changing the value of the X
(Outs/X) / 136 Tiles - Own hand – dora indicator – Discarded and claimed tiles – Outs/X
Discard order

Discarding order is one of the important points when playing mahjong. Letting go of a tile in wrong situation will lead to a dead end. The basic discard order should be Honors that you can’t use, Terminals, and after that the Honors that have lost their meaning, and after that the still useful Honors, only if the hand has gotten into some shape.
Getting rid of edge waits is painful, you have the 12 run but need the specific 3, and in these situations you should change the tiles to more middle tiles, first discarding the 1, then the 2.
The system which I like to use is that the closer the 5, the better. like 7 is better than 2, because it’s closer to 5.  1 = 9, 2 = 8, 7 = 3, 4 = 6, This meaning you shouldn’t change if the tile is either same value or less valuable, unless there are claimed pungs or kongs which would make the connecting of the current tile hard or impossible.
