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~•~ An introductory guide with instructions and game rules ~•~
tarot & poker deck

Greetings from the Colorado Standard Playing Company
ABOUT 
As you may know, The Colorado Standard 
Playing Card Company is based in Boulder, 
Colorado. Designed for people who work 
and play hard, we hope you enjoy the new 
take on traditional family card games. The 
cards and illustrations are based on the 
Havoc’s Children steampunk epic by C.T. Hutt 
and feature landmarks around Colorado. 
May you yet embark on a great journey with 
The Dreamer or celebrate a long weeks end 
with Revelry and good friends.  

IN THIS GUIDE
OVERVIEW 
Page 1: About & Overview of  The Cards

FAMILY GAMES:
Page 2: Basic Rum Game Snake Oil 
Page 3: Advanced Rum Game Snake Bite
Page 4: Advanced Round Game Black Widow

THE CARDS: 
Four Main Suits
Each of  the four main suits are important symbols of  
our day. All the cards cary a “pip” under the face value 
of  the card to identify the card’s primary suit. The four 
pips are shown below with the names by which they are 
most commonly known. 

SEEDS 
Sometimes called ‘Beans’ by cowboys and 
plain folks. 

BLADES

GEARS

BOTTLES
Sometimes called ‘Beakers’ by your federal 
scientists, preachers, and other such fancy 
Chantry types.  

The embedded “Omen” suit
Just as some words have two meanings, some of  the 
cards have two suits. As you’ll see, in your Colorado 
Standard Playing Card Deck, some of  the cards will 
have a full-card illustration and Omen name. These 
Omens are used for fortune telling and to bring rules 
and effects into common games. 

The first 52 cards 
In each suit, Seeds, Blades, Gears, Bottles, and 
Omens, there are 13 cards that progress as follows: 
A,2,3,4,5,6,7,8,9,10,J,K. In some games the Ace can be 
high, low, or either. For face cards that are not Omens, 
you will see that Jack cards carry the images of  great 
leaders of  old, Queen cards carry images of  heriones 
well-remembered, and the Kings are generals from 
bygone times. It will be easy to tell a face-card from an 
Omen card as face cards have a white background. 

The 3 “Drama” cards 
To complete the Colorado Standard Playing Card deck, 
there are 3 Drama Cards. Beware these jokers - in 
most games they are hard to play. The Drama Cards 
are marked with a D for their face value, carry a pip 
indicating their suit, as well as an Omen name and 
illustration. The Drama cards ensure an equal number 
of  Omens in each of  the 4 main suits. 
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Rum Games

Snake Oil 
GAMEPLAY: 
Normally played by dealing seven cards to each player 
(2-4 players) and revealing one card. 
GOAL: 
Win points by creating sets of  3 or 4 cards. 
WINNER:   
Snake Oil hands are normally played until a player 
reaches the winning score of  800.  
FIRST TURN: 
The first player is clockwise from dealer. The first 
player draws from the revealed discard stack or the 
hidden cards in the deck.  
TURNS: 
Players take turns drawing from the topmost of  the 
revealed or hidden cards. Each turn, a player discards 
so as they always start and end each turn with 7 cards.
END THE HAND: 
Players seek to create a set of  three and a set of  four 
cards out of  their 7 cards. A card may not count in 
two sets at the same time. Once the sets are achieved, 
a player ends the hand by declaring Snake Oil and 
reveals their cards. 
SCORING THE HAND: 
All players reveal and score their hands once Snake 
Oil is declared by any player. Any card in a set of  3 
or 4 is worth positive points. Any cards count against 
the player as negative points. Players tally each hands’ 
scores throughout the game. Hands are played until a 
player reaches or exceeds the winning score.  
POINT VALUES: 

              Aces: 
Face cards:

Number cards:
Omens: 

Drama Omens:

15 points
10 points
5 points
Double point value above
0 points

ILLUSTRATIONS OF SEVERAL SETS   

Special set: 
 All four mounted horsemen 

“The Four Horsemen”  

3 of  a kind 
face value
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3 card run

Rum and Rummy Games are one of  the most popular played in homes across the Federated 
Terratories. The most basic version is herein described, often called Snake Oil. Many families play 
with additional house rules, so once you are familiar with the basics you do as you see fit. 

THREE TYPES OF SETS:
Of  a Kind: Of  a kind sets are 3 or 4 cards that are all 
the same number  or Omens of  the same suit. 
Runs:  Runs look like a straight flush in poker, 3 or 
4 cards in numerical progression that share the same 
suit (all seeds, all blades, all gears, all bottles, or all 
Omens). Aces can be high or low but not both at the 
same time. 
Special sets: Special sets are hard to collect but 
rembering them can give you an advantage. Common 
rules define special sets as all 4 Mounted Horsemen 
(The Tyrant, Anarchy, Blight, and Legion) or all 
3 Dramas (Calamity, Redemption, and The Guy).  
(Some familys have other special of  a kind hands 
they describe in advance and allow in their games. 
A common such hand is The Wedding: The Lovers, 
Revelry, and The Dreamer.)

3 of  a kind 
Suited Omens
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Special Set: 
All 3 Dramas

“High Drama”

4 card run

~•~ Game Play and Rules  ~•~
family games
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~•~Family Games and Game Play ~•~
An Advanced Rum Game: Snake Bite 

Snake Bite 
GAMEPLAY: 
Normally played by dealing seven cards to each player 
(2-4 players) and revealing one card. 
GOAL: 
Win points by creating sets of  3 or more cards. 
WINNER:   
Snake Bite hands are normally played and counted 
until a player reaches the winning score of  2500.  
FIRST TURN: 
The first player is clockwise from dealer. 
TURNS: 
In each turn, a player must draw. The player may then 
lay one or more plays, may build on one or more runs, 
or may choose not to lay or build. The player must 
discard one card at the end of  their turn -- the player 
must be able to discard to win the game. The discard 
area should be kept tidy and must show all discarded 
cards in the order they were played. 
DRAW: 
The player may draw the top card of  the discard 
area or the top card of  the hidden cards in the 
deck. The player may pick up mutiple cards from 
the discard area according to the following rules: 
1) the player must pick up a continuous series of  
discarded cards including the top-most card (the most 
recently discarded card). 2) the player must be able 
to immediately lay a play or build on a run with the 
bottom-most card from the series of  cards picked up. 
LAY A PLAY: 
During the turn, a player may lay down a set of  3 
or more cards including Runs (like suited straights 
in poker), Of-A-Kind, and Special Sets according to 
house rules. Players must keep the areas where they 
lay their sets separate from one another to enable ease 
of  scoring at the end of  the hand. 
BUILD ON A RUN  
During the turn, a player may build on another players 
run. For example: if  the first player has layed a play of   
the Jack, Queen, and King of  blades, then during the 
second player’s turn he or she may lay the ten or Ace 
of  blades in his or her own play area and will earn 
that card’s point value at the end of  the hand. 
DISCARD: 
Play one card face up on the discard area, taking care 
not to cover previously discarded cards. 
END THE HAND: GO OUT
To end the hand, a player must be able to play all of  
but one of  the cards in their hand by laying sets or 
building on other players runs. They discard the final 
card face down. 

              Aces: 
Face cards:

Number cards:
Omens: 

Drama Omens:

15 points
10 points
5 points
Double the value listed above
20 points

Once the basics are learnt from Snake Oil, adults and grown children can move on to play Snake 
Bite. Some families even play with pennies for points in this game that can be extended through 
many an winter evening depending on how high the winning point goal is set. Try setting a 1000 
winning point goal for a game of  a half  hour’s time or a 5,000 goal to while away an evening. 

ILLUSTRATIONS OF SNAKE BITES

3 of  a kind played 

3 of  a kind 
Seed Omens 

played
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Snake Bite  
4th queen claims 

all queens

Snake Bite  
4th Seed Omen 

 claims all Seed Omens

SNAKE BITE: CLAIM 3 OF YOUR KIND 
The snake bite is a counter attack which any player 
can issue during another player’s turn. If  a player lays 
down 3 of  a kind (either 3 cards with the same face 
value or 3 Omen cards of  the same pip suit), another 
player can immediately snake bite (play the fourth 
matching card to claim the set for their own). The 
player claims all four cards, lays them in his or her 
play area, and will count the full set’s points at the end 
of  the hand. A snake bite must be immediate. A run 
cannot be claimed in this manner, only 3 of  a kind.  

SCORING THE HAND: 
All score their hands any player has gone out. Any 
card in a set of  3 or 4 is worth positive points. Any 
additional cards built on a run is worth positive 
points. Any other cards still in hand count against 
the player as negative points. Players tally each hands’ 
scores throughout the game. Hands are played until a 
player reaches or exceeds the winning score. 

POINT VALUES DIFFER FROM SNAKE OIL:  

R
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~•~Family Games and Game Play ~•~
Round Games

 

Black Widow 
GAMEPLAY: 
Games last about 5 to 15 hands. Each hand of  the 
game progresses as players play into and take tricks of  
suited cards per the rules below. 
GOAL: 
The goal when taking a trick is to take as few “Blades” 
as possible. Blades delivered in tricks are counted at 
the end of  each hand. 
WINNER: 
The winner of  the game will be the player who has 
taken the fewest blades when any player reaches 200 
Blades total. Use a notepad to keep tally across hands. 
GAME SETUP:
 The first hand is dealt according the following pattern. 
All Drama Omens are removed from the deck. An 
even number of  cards is dealt to all players. To do this 
for a 3 player game, the 2 of  Gears must be removed 
play. For a 5 player game, remove both the 2 & 3 of  
Gears.  
PASS: Players may pass 3 of  their cards to another 
player. Note: In the first hand dealt, pass clockwise. In 
the second hand, pass countercockwise. In the third 
hand, pass across. In the fourth hand, all player hold 
their cards and no passing occurs. This pattern repeats 
through out the game. 
START THE HAND: 
The first trick is always gears. The player holding the 
lowest Gear, normally the two of  gears, starts the trick. 
Cards that deliver or reduce blades cannot be played 
in the first trick. In clockwise order, every player must 
play a card into the trick. Players must follow suit 
unless they have no more of  that suit. 
TAKING A TRICK: 
The player who plays the highest card of  the suit that 
was led takes the trick. 
TURNS: 
Whomever takes a trick, leads the next trick and 
therefore determines the suit of  the next trick. Blades 
cannot be led until the first “broken blade” is played 
e.g. when a player has no cards in the led suit and 
chooses to play a blade. Players starting a trick with 
an Omen card should call whether the suit is led or 
whether Omen is the suit to follow. This does not 
apply to the first trick which is always gears. 
END OF HAND: 
When all cards have been played, players count the 
blades from the tricks they have taken.  The tally is 
recorded. 
AT THE END OF THE GAME: 
The next hand is dealt and game play continues until 
any player breaches 200 and ends the game. The 
winner is the player who has the lowest tally of  blades. 

COUNTING BLADES TAKEN IN TRICKS: 
1 blade delivered per card in the blade suit:  
Each card in the suit of  blades delivers 1 blade to the 
player who takes them in a trick.
7 blades per black widow:  
The black widows, the Queen of  Seeds and the Queen 
of  Bottles, each deliver 7 Blades when taken in a trick.   
Falling in love:
If  either Revelry or The Lovers are taken in the same 
trick as a Black Widow, then that widow is said to fall 
in love and she delivers no blades. 
The Jack of  Seeds 
The Jack of  seeds displays the pen, mightier than the 
sword, and therefore reduces a player’s tally of  blades 
by 7 when taken in a trick. Subtract 7 blades. Assasin’s 
The Assasin’s Gift: 
The Assasin’s Gift is a high risk counter strategy to 
avoiding blades. If  a player succeeds in taking all cards 
that deliver blades in any hand, he or she is said to buy 
the Assasin’s Gift. A succesful “buyer” tallies no blades 
to their own score, but instead assigns the hand’s count 
of  delivered blades to each of  the other players. In any 
given hand, this may be an Assasin’s Gift of  13, 20, or 
27 blades. A great deal of  strategy is required to ensure 
that no other players are delivered blades in their tricks. 

FREQUENT QUESTIONS:
Do I need to take the Jack of  Seeds to buy the Assassin’s Gift?  
The Jack of  Seeds can be taken by another player and 
does not impact buying the Assassin’s Gift. 

Can I buy the Assassin’s Gift if  a Black Widow falls in love? 
If  a Black Widow falls in love (is paired in her trick 
with Revelry or The Lovers) then she delivers no 
blades this hand and does not need to be taken by 
the player acquiring all delivered blades to buy the 
Assasin’s Gift. 
A frequent “buyer” strategy is to disarm a black widow 
by playing The Lovers or Revelry into a Black Widow 
trick if  they know they don’t have the high card to take 
the trick. 
Similarly, if  a rival player knows they cannot prevent 
the “buyer” from taking the black widows or any other 
blades, he or she may disarm the Black Widow before 
she is taken by the buyer in order to lower the total 
number of  blades in the Assasin’s Gift.  

Are there any Assasin’s Gift strategies? 
Generally, to succeed in buying the Assasin’s Gift, a 
player needs very strong high cards in Seeds, Bottles, 
and Blades. A player frequently needs a large number 
of  medium high to high blade cards, or to have a long 
string of  cards in the same suit to control tricks. 

Round Games, or games played in suited tricks, remain a popular variety of  game for families the 
world over. The following game, Black Widow, is said to be based on the line from an old murder 
ballad, “...she came in to play, a black window in a dark game of  hearts.”


