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Roebuck

EQUIPMENT:
- 1 standard deck of (52) playing cards.
- 1 pad of paper and a pencil.
- 1 set of instructions.

INTRODUCTION:
Roebuck is a card game for four players.  The object of the game 
is to play a card in each round.  The winner is the player who 
most consistently does so.

IDENTIFIERS:
Playing cards have various things that identify them such as the 
suit and the rank.  For the Six of Hearts, the suit is Hearts and 
the rank is Six.

Two other identifiers are the color of the suit and whether the 
rank is odd or even.  (Aces, Jacks and Kings are odd.  Queens 
are even.)  When these two identifiers are paired together, they 
can be used to divide the cards into four groups.  A card can be 
‘BLACK and EVEN’, or ‘BLACK and ODD’, or ‘RED and 
EVEN, or ‘RED and ODD’.

In Roebuck, this pair of identifiers is used to determine which 
card a player can play.  Only one card with each pair can be 
played in each round.  If a Six of Hearts has been played, you 
cannot play a card that has a Red suit and an Even rank such as 
the Two of Diamonds.
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In addition, only one card from each suit can be played in each 
round.  If a Six of Hearts has been played, the ‘RED and ODD’ 
card must be a Diamond.

SET-UP:
Seat the players around the table, and place the cards at the 
center of the table.  Write the players' names across the top of a 
sheet of paper to record the scores.

The players can each shuffle the cards.  Then each of the players 
in turn cuts the cards, and the player with the high card is the 
first dealer.  (King is high, Ace is low.)  If two or more players 
hold the same high card, use the suits to break the tie.  (The four 
suits from high to low are Spades, Hearts, Diamonds, and 
Clubs.)

DEAL:
The dealer shuffles the cards, and then deals them one at a time, 
face-down, clockwise around the table, beginning with the 
player to left of the dealer.  The deal continues until each player 
has 6 cards.  The dealer places the rest of the cards face-down at 
the center of the table as a draw pile.

The players then start to play a series of rounds.  The dealer is 
the starting-player in the first round.

PLAY:
The starting-player lays a card from her or his hand face-up on 
the table and declares the card’s two identifiers.  If the card is 
the Three of Spades, the player says, “Black and Odd”.
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Then the other players each take a turn, beginning with the 
player to the left of the starting-player and moving clockwise 
around the table.

On your turn, look at the card or cards that have already been 
played in the round.  If a card in your hand has a pair of 
identifiers different from those of the card or cards already 
played and the card’s suit has not yet been played, lay it face-up 
on the table and declare the card’s two identifiers.

Otherwise, take a card from the draw pile.  If this card has a pair 
of identifiers different from those of the card or cards already 
played and the card’s suit has not yet been played, lay it face-up 
on the table and declare the card’s two identifiers.  Otherwise, 
say “Pass”, and your turn ends.

If at the end of the round each player has at least one card left to 
play, place the cards played during the round on a discard pile. 
Then the player to the left of the last starting-player becomes the 
new starting-player and the next round begins.

END OF THE HAND:
When one or more players run out of cards, the hand ends.  Each 
player still holding cards marks down the number of cards under 
his or her name on the score sheet, adding that number to any 
previous score.  Then the player to the left of the last starting-
player becomes the new dealer.

WINNING:
If any player’s score reaches 15 points, the player or players 
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with the lowest score win the game.

VARIATIONS:
1. At the end of each hand, the player or players who have run 
out of cards each score 1 point on the score sheet, adding it to 
any previous score.  The first player or players to score 5 points 
win the game.

2. At the end of each round, if a player could not play a card in 
the round, she or he becomes the starting-player for the next 
round.  If there is more than one player, the first such player 
becomes the starting-player.

3. The four Aces are wild.  They can be played in any hand.

When you play an Ace, declare the pair of identifiers and the 
suit that the card represents.  They need not match the card 
being played.

4. For a simpler game, you can play without requiring that only 
one card from each suit be played in each round.  The two red 
cards can be the same suit, and the two black cards can be the 
same suit.
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