
 SUECA  
RULES OF THE GAME 

IMPORTANT NOTE: This document is a summary of Swedish game rules; The full game rule book is available on the 

official website of the Portuguese Swedish and Domino Federation (FPSD). 

 

1. CODE OF ETHICS 
 

Any action of an unsportsmanlike nature during the games, in its place or in the surrounding areas, will be considered a violation of 
the Code of Ethics, and the Kitchener Portuguese Club Inc. (KPCI) may issue a punishment, such as loss of game(s) and/ or expulsion 

from the championship/ tournament/ facilities.  Mutual respect between all players, referee (s) and / or spectator (s) is a requirement.  

This should be the goal of each player and referee to represent the sport and positive form. 

 

Play must be conducted in an orderly manner and all players should beware of abusive and overt behaviour that disturbs the course of 

the game.  It is considered abusive behaviour audible attitudes, such as strong strokes on the game table, stamping of feet, deep sighs, 

beeps, and other situations considered abusive. 

 

Behaviour that is not part of the game of Sueca is not permitted, namely the conversation between the players and between the players 

and the audience / spectator (s) during a game or match. 

 

2. THE CARDS 
 

2.1 The deck of cards must be provided by the Kitchener Portuguese Club Inc. (KPCI) and must be in perfect condition to play 

without being marked or damaged. 

 

2.2 A standard fifty-two card deck (52) is used in which all eights (8), nines (9), and tens (10) of all suits are removed, and the deck is 

played with exactly fourty (40) cards. 

2.3 There are four (4) different suits, which are designated as follows: spades , hearts , clubs , e diamonds . 
 

2.4 The order of the cards in each suit considering their advantage value is as follows (from lowest to highest):

 
 

2.5 Points are awarded to some cards and the value of the point cards is as follows: 

a) The value of the “Ace”  is eleven (11) points; 

b) The value of the “Bisca, Manilha or Seven”  is ten (10) points; 

c) The value of the “King”  is four (4) points; 

d) The value of the “Jack”  is three (3) points; 

e) The value of the “Queen”  is two (2) points; 

f) The other cards do not have any value, that is the “Two” , “Three” , “Four” , “Five” , e “Six” , all 
being worth zero (0) points.  

 

2.6 It is always  mandatory to shuffle and cut the deck of cards.  The shuffling of the cards must be done at the game table level, 

except in cases of impossibility (motor disability, other situations to be analyzed) so that all elements of the game table can 

observe this act. If this is not respected, the referee or an opposing player may demand the repetition of the act. 



 

3. PLAYING OF THE MATCH/ GAME 
 

3.1 In order to start a game, the four (4) players must randomly select one (1) player to draw four cards from the deck.  A player is set 
to shuffle the cards, the player to their right cuts the shuffled deck and the next player deals the four cards.  The first card is dealt 

to the player on its right and so on.  The highest card defines the first player to deal.  In the event of a tie, the first highest card that 

came out defines the first player to deal. 

 

3.2 For the game to start the cards have to be prepared, in which both pairs have to shuffle them.  First, the partner of the player that 

is going to deal the cards (the “dealer”), shuffles the deck; secondly, the player to the left re-shuffles the deck; thirdly, the partner 

of the player that re-shuffled the deck cuts he deck; and, lastly, the player that is to deal the cards, deals the cards.  A variation of 

this rule is permitted, if approved by all four (4) players before the first card of the game is played – such a variation would be the 

player to the right of the dealer would shuffle the cards, and that player’s partner would cut the deck before the dealer deals the 

cards. 

 
3.3 The dealer must announce in a soft voice to the other players at the table whether he will choose the trump card from the top of 

the deck or the bottom of the deck.  If the dealer chooses trump from the top, it will keep the first ten (10) cards, starting the 

remaining deal to its left.  In the case the dealer chooses trump from the bottom, the right hand distribution begins and the last ten 

(10) cards are kept by the dealer.  A variation of this rule is allowed if it is approved by the four (4) players before the first game 

is played - this variation may be that the dealer does not announce how it will choose trump. 

 

3.4 The game is played counter-clockwise; that is the first player to play a card is to the right of the dealer.  The first player to play is 

free to play the card of their choice. 

 

3.5 The dealer must collect the trump card as soon as the player on his right plays their first card and before the dealer plays its first 

card (see 6. Penalties for failure to do so before the start of the second round). 
 

3.6 A trick is won by the player who plays the highest card of the starting suit except in cases where there is one trump or more in that 

trick, as it will be won by the highest trump.  The player who plays the highest card according to the trump card or points 

mentioned above, wins. Only one person from each pair is responsible for collecting cards on each trick its team wins. Tricks won 

are grouped according to the sequence of being played and must remain in order of played, face down until the end of the game 

(see 6. Penalties if collected tricks do not remain in order of played).  Each game is made up of ten (10) tricks and a game ends once 
all ten (10) tricks are collected.  

 

3.7 The player who won the previous trick starts the next trick only when the last trick is collected from the table (see 6. Penalties if a 
trick is started without the previous trick being collected). 

 

3.8 After a card has been played on the table it is considered a hole (i.e.: played) card and the player may cannot retrieve nor pick it 

up again (see 6. Penalties in case of infringement). 

 

4. SCORING 
 

4.1 A game is won by the pair with the most points and not the pair with the most tricks.  Point cards within the tricks won are 

counted according to the values described above.  The maximum score of all cards in play is one hundred and twenty (120) 

points. 

 

4.2 Scores are awarded as follow: 

a) From zero (0) to sixty (60) points = zero (0) scores; 

b) From sixty-one (61) to ninety (90) points = one (1) scores; 
c) From ninety-one (91) to one hundred and twenty (120) points = two (2) scores; 

d) In case of winning all ten (10) tricks = four (4) scores 

 

4.3 If there is a tie of sixty (60) points it is considered a null game and no pair will score a game.  In this case, a new game is needed 

and the dealer will be the next player. 

 

4.4 In every game there is a game sheet which must be correctly completed and signed.  The game sheet must be completed by a 

player at the game table.  Opponent players must always carefully check the markings on the game sheet.  The game sheet must 

always be on the game table.  In the event of a mistake in marking a result on the score sheet, the letter “S” must be placed in 

brackets above or below the incorrectly marked score(s), meaning that these score(s) are suspended.  For the eventual execution 

of one or more scores (i.e.: no longer in suspension), the letter “S” must be crossed out.  The winning pair must submit their 

completed and signed playing sheet, signed by both pairs, to the referee.  If it is found that any player has deliberately altered the 
game sheet, that player/ pair will be immediately penalized for the loss of all scores of that mach and may be excluded from 

playing future games. 



 

5. RENUNCIATIONS 
 

5.1 If any player does not follow suit, either voluntarily or involuntarily, and has cards of that suit in their hand, that player is 
committing a “renunciation.” 

 

5.2 If a renunciation is discovered by the opposing pair (not by a referee nor a spectator), play shall be stopped immediately in order 

to review the tricks.  If the renunciation is confirmed, the pair of the player who committed the act immediately loses four (4) 

scores in favour of the opposing pair. 

 

5.3 Should the renunciation be found to be false, the accused pair will gain two (2) extra games, regardless of the outcome of the 

continuation of the game. 

 

5.4 Once a new game has commenced, claims of a renunciation(s) made in previous matches are not accepted. 

 

6. PENALTIES 
 

6.1 For timekeeping purposes, the time on the portal www.horadomundo.com will be used.  The pair who voluntarily or involuntarily 

presents themselves late to the corresponding gaming table shall be penalized as follows: 

a) Up to five (5) minutes late, no penalty shall apply; 

b) From five (5) to ten (10) minutes late, the pair will lose two (2) scores to its opponents; 

c) Over ten (10) minutes late, the match is lost, and the opponents will be awarded the maximum score. 

  

6.2 It is expressly prohibited any conversation between players of both pairs during the development of a match.  All comments 
should be made at the end of a match and never for more than one (1) minute, and should be moderated and in a suave tone of 

voice.  Anyone who incurs an infraction will first receive a warning as long as it has no direct influence on the course of the 

game/ match.  In case of recurrence or dialogue with direct influence on the course of the game/ match, there is a penalty of two 

(2) scores in favour of the opposing pair and the game continues to proceed normally until the end, and scored as normal. 

  

6.3 A player may only get up from the game table with the referee’s permission for a period of time to be determined according to his 

situation.  A player who rises from the game without authorization will be considered abandoned a defeat to the pair is applied 

using the maximum result. 

 

6.4 The dealer must collect the trump card as soon as the player on his right plays their first card and before the dealer plays its first 

card.  Failure to do so before the start of the second round is considered a hole card (i.e.: considered a cad played, and cannot be 
retrieved nor picked up in anyway). 

 

6.5 The player who won the previous trick starts the next trick only when the last trick is collected from the table.  If a trick is started 

without the previous trick being collected, the offending player will be penalized with a warning and in case of a recurrence by a 

player of the same pair, that pair will lose one (1) score to its opponents.  The game continues to proceed normally until the end, 

and scored as normal. 

 

6.6 The maximum time a player has to play a card is twenty (20) ten (10) seconds.  If a player/ pair feels that an opponent is taking 

longer than is allowed, they should request a referee attend to the game table.  Penalties for irregularity of playing time applied by 

the referee may range from a verbal warning to the loss of four (4) scores for each irregularity. 

 

6.7 In the event of a player playing out of turn, the pair of the offending player will be penalized with one (1) score being awarded to 
the opponents.  The game continues to proceed normally until the end, and scored as normal. 

 

6.8 A player who plays a card and it goes off the table or falls to the ground will first be warned, and in case of recurrence by a player 

of the same pair, that pair will lose one (1) score to its opponents.  If the referee indicates that the behaviour was intentional, the 

offender will be penalized for misconduct and will be subject to a more severe penalty. 

 

6.9 After a card has been played on the table it is considered to a hole (i.e.: played) card and the player cannot retrieve nor pick it up 

again.  In the event of infringement, the player is first warned, and in case of recurrence by a player of the same pair, that pair 

player will lose one (1) score to its opponents. 

 

6.10  Tricks are grouped according to the sequence of play and must remain face down until the end of the game.  It is not allowed to 
see the cards of the tricks that have already been collected, nor change their order, otherwise the opposing pair will win two (2) 

scores.  The only exception to seeing the last trick played is if no new cards have been placed on the table.  In the case of a game 

where there may be renunciation, mixing of the collected tricks automatically results in a penalty of four (4) scores in favour of 

the offender’s opponents. 

 


