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Stacked in the shape of a
formidable dragon, the
ancient tiles stand ready
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moves ahead.
Still not tough enough?
Just raise the stakes.
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And slay a dragon
that’s beaten challengers

for over 3000
for battle. And you'll You can take on # years.
need dead-on strategy other players—
to win or play against
The basics are decep-
tively simple. From 144  _
randomized picture-tiles §
of 7 different suits, you
snap off matching pairs
till you run out of tiles
O MOves.
The catch: You can WINDS —
match tiles from only the v T
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So you've got to know :

river 4-hand sentries o
} gamblers. | ; awnke \

where your tiles are.

How to play your way to

them. And how to think

two, five, even twenty
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