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The Postulate Game 

 

Premise 

 

In the Postulate Game, players combine postulates to create logical structures and 

simultaneously seek to steal, undermine and subvert their opponents’ logical 

structures in order to possess the most and largest structures in the game. 

 

 

Background 

 

The Postulate Game is based on the Letter Game: word-making and word-taking. A 

good description of the Letter Game and the strategies that may arise may be found in 

Period Piece by Gwen Raverat, on pages 243-245 of the 2002 Faber and Faber 

Paperback edition. 

 

In the Letter Game, many letter tiles are placed, face down, in the centre of the table. 

Each player then takes it in turn to turn over a tile. At any point after a tile has been 

turned, any player who can make a word of three letters or more out of the face-up 

letters in the centre may shout out that word and then, taking the tiles, put that word in 

front of them. 

 

In addition, instead of forming a new word, a player may steal the word of another 

player. A word may only be stolen by both adding one or more letters and changing 

the meaning. A player may add to one of their own words in the same manner. 

 

Any dictionary word may be used, including plurals and all parts of verbs, but proper 

nouns are forbidden.  

 

 

Equipment 

 

250 postulate tiles 

500 linking straws 

60 special play cards 

 

 

The postulate tiles 

Each postulate tile consists of a long, thin rectangle, blank on one side and with a 

postulate on the other. All postulate tiles appear identical when face down. 

 

Examples of postulates include: 

 All men are born equal 

 The moon is made of green cheese 

 Necessity is the mother of invention 

 We are naught but brains in a jar 

 The ends justify the means 

 The potato is the greatest vegetable on earth 

 We shall return to the moon 

 I think, therefore I am 
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 The Earth’s resources are limited 

 Slavery is wrong 

 If God did not exist, it would be necessary to invent Him 

 

 

Some postulates appear on more than one tile. 

 

The special play cards 

 

There are six types of special play cards, distributed as follows: 

 

14 x Hold this truth self-evident 

12 x Leap of Faith 

10 x Discover new evidence 

10 x Destroy through ridicule 

8 x Undermine premise 

6 x Subvert 

 

 

How to play 

 

Begin with all the postulates face down in the centre of the table. Each player then 

takes it in turn to turn over a tile. At any point after a tile has been turned, any player 

who can combine three or more postulates together in a logical structure may shout 

out “Postulate” and then, taking the tiles, without hesitation combine them in front of 

themselves to create a logical structure. 

 

For two postulates to be combined it must be possible to argue reasonably that one 

implies the other. The connection need only run one way, not both. For example: 

 

All men are born equal > Slavery is wrong  

 

Note that, a logical structure need not read from right to left; it could consist of one 

postulate in the centre implying two others, for example: 

 

I think, therefore I am < We are naught but brains in a jar > All men are born equal 

 

In addition, one may have two or more postulates together implying a third, that they 

could not imply on their own, for example 

 

The Earth’s resources are limited      > 

       

Necessity is the mother of invention >     We shall return to the moon  

 

The moon is made of green cheese   > 

 

 

Challenge 

If challenged upon a logical connection, the player who created it must be able to give 

a convincing justification in no more than fifteen seconds. Should they fail, their turn 
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is forfeit and the postulates are replaced, face up, in the centre. Should they succeed 

the challenger may not play until another player has created, enlarged or stolen a 

logical structure. 

 

Stealing other structures 

Instead of forming a new logical structure, a player may steal the structure of another 

player. A structure may only be stolen by both adding one or more postulates and 

changing the shape of the structure – i.e. one may not simply add a postulate on the 

end or insert it between two others in a chain.. A player may add to one of their own 

structures in the same manner. 

 

Special play cards 

Each time a player creates a new logical structure (as opposed to adding to or stealing 

one) they earn another special play card. A player may have a maximum of three 

special play cards in their hand at once; if they ever find themselves holding more 

than this then they must discard any excess at the end of their go. 

 

A special play card may only be played on a player’s turn, before a tile is turned over. 

There is no limit to the number of special play cards that may be played in a turn. 

 

The cards have the following effects: 

 

Hold this Truth Self-Evident 

May be played upon any postulate in a structure. The card remains attached to that 

postulate for the remainder of the game. The card prevents the structure from being 

Ridiculed, Undermined or Subverted, though it may still be stolen in the normal 

manner.  

 

Leap of Faith 

A player may use a Leap of Faith to connect two postulates that could not otherwise 

be connected. Should the structure containing a Leap of Faith be stolen, the Leap of 

Faith may remain if these two postulates remain in the same position relative to each 

other but will otherwise be lost. 

 

Discover New Evidence 

A player who Discovers New Evidence may turn over a postulate tile from the central 

pile and look at it without revealing it to the other players. If, using this tile and the 

other face-up tiles, they are able to make a new structure or steal or add to an existing 

structure then they may do so; if not then they should replace it in the centre, face-up. 

 

Note that after Discovering New Evidence, whatever the result, the player should, as 

with all other special play cards, continue with their turn as usual, including turning 

over a new tile from the centre. 

 

Destroy Through Ridicule 

May be played upon any postulate in any structure other than those protected by a 

postulate whose Truth has been Held Self-Evident. The postulate is removed from the 

structure and placed, face-down, into the central pile. If this results in all or part of the 

remainder of the structure being unviable (i.e. lack of logical connections or under 

three postulates in size) then all unviable postulates are placed face-up in the centre. 
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Undermine Premise 

May be played upon any structure other than those protected by a postulate whose 

Truth has been Held Self-Evident. The player may disassemble the structure and, 

using these tiles and those in the centre, add to any of their existing structures. They 

may not steal other players’ structures. At least one of the tiles from the Undermined 

structure must be added to one of the player’s structures; any unused postulates are 

placed face-up in the centre. 

 

Subvert 

These cards may be played whenever there is a postulate face-up that means the 

opposite of a postulate in any structure other than those protected by a postulate 

whose Truth has been Held Self-Evident. The old postulate is taken from the structure 

and removed from the game and the new postulate is placed in its position – even 

though it could not normally go there. The player playing the card then takes 

possession of the Subverted structure. 

 

Should the Subverted structure be stolen at some point in the future, the existing 

connections to the rogue postulate may be kept intact; however, any new connections 

must be formed as normal, making it more difficult to rearrange, and hence to steal, 

this structure. 

 

 

Finishing the game and scoring 

 

The game is complete when all postulates have been turned up and no new structures 

can be made. 

 

Scoring takes place at follows: 

- For each structure: 1 point 

- For every postulate above three in a structure: 1 point 

- For a completed ring (minimum four postulates): bonus 2 points 

- For interlinked rings: bonus 5 points 

- [Optional: for a structure that closely resembles or duplicates something in 

history or culture; e.g. the American Constitution, the plot of A Grand Day 

Out]: bonus 3 points. 

 

 

NB: A ring is defined as a chain of at least four postulates, at least two of which it 

would not be possible to link to each other directly. Interlinked rings consist of two 

rings, each of at least four elements, that cross each other on two non-adjacent 

postulates. 


