
Peace Reel Games Presents: 
Secret Blairite - The Rules 
 
The year is 2019, the Tories have all been eaten by the biggest Tory for 

Brexit, and with a landslide victory Labour take back control. All is not 

so sunny in the Labour ranks though…  

Secret Blairite 
5-10 Players 
15-30 Mins 
 
OVERVIEW 

At the beginning of the game, each player is 

secretly assigned to one of three roles: 

Corbynista, Centrist, or Blairite. The 

Corbynistas have a majority, but they don’t 

know for sure who anyone is; Centrists must 

resort to secrecy and sabotage to accomplish 

their goals. The Blairite plays for the Centrist 

team, and the Centrists know the Blairite’s 

identity from the outset, but the Blairite 

doesn’t know the Centrists and must work to 

figure them out. 

The Corbynistas win by enacting five Socialist 

Policies or Deselecting the Blairite. The 

Centrists win by enacting six Centrist Policies, 

or if the Blairite is elected John after three 

Centrist Policies have been enacted. 

Whenever a Centrist Policy is enacted, the 

Cabinet becomes more suspicious, and Jeremy 

is granted a single-use ability which must be 

used before the next round can begin. It 

doesn’t matter what team the Jeremy is on; in 

fact, even Corbynista players might be tempted 

to enact a Centrist Policy to gain new abilities. 

 

OBJECT 

Every player has a secret identity as a member 

of either the Corbynista team or the Centrist 

team. 

Players in the Corbynista Faction win if either: 

• Six Corbynista Policies are enacted. 

OR 

• the Blairite is Deselected. 

Players in the Centrist Faction win if either: 

• Six Centrist Policies are enacted. 

OR 

• the Blairite is elected John any time after the 

third Centrist Policy has been enacted. 

 

GAME CONTENTS 

17 .......... Policy cards 

 (6 Corbynista, 11 Centrist) 

10 .......... Secret Role cards 

10 .......... Party Faction Membership cards 

1 .......... Victory Track 

1 .......... Jeremy placard 

1 .......... John placard 

 

SET UP 

Shuffle the 11 Centrist Policy cards and the 6 

Corbynista Policy cards into a 

single Policy deck and place that deck face 

down. You’ll need to give to each player a 

Secret Role card (the grey ones), a 

corresponding Party Faction Membership card 

(the red ones). 

Use the table below to determine the correct 

distribution of roles. 

 

Player # 5 6 7 8 9 10 

Corbynistas 3 4 4 5 5 6 

Centrists 2 2 3 3 4 4 

 

The Blairite Secret Role card must always be 

together with a Centrist Party Membership 

card. Make sure one of the Centrists is also the 

Blairite! 

 



WHY ARE THERE SECRET ROLE AND 

PARTY 

MEMBERSHIP CARDS? 

Secret Blairite features an investigation 

mechanic that allows some players to find out 

what team other players are on, and this 

mechanic only works if the Blairite’s special 

role is not revealed. To prevent that from 

happening, every player has both a Secret Role 

card and a Party Faction Membership card. the 

Blairite’s Party Faction Membership card 

shows a Centrist Faction loyalty, but gives no 

hint about a special role. Corbynistas who 

uncover Centrists must work out for 

themselves whether they’ve found an ordinary 

Centrist or much worse. 

 

Randomly select the first Jeremy and pass that 

player both the Jeremy and John placards. 

 

For games of 5-6 players, give the following 

directions to all players: 

• Everybody close your eyes. 

• Centrist and the Blairite, open your eyes and 

acknowledge each other. [Take a long pause] 

• Everyone close your eyes. 

• Everyone can open your eyes. If anyone is 

confused or something went wrong, please tell 

the group now. 

 

For games of 7-10 players, give the following 

directions to all players: 

• Everybody close your eyes and extend your 

hand into a fist in front of you. 

• All Centrists who are NOT the Blairite should 

open their eyes and acknowledge each other. 

• the Blairite - keep your eyes closed but put 

your thumb out into a thumbs-up gesture. 

• Centrists, take note of who has an extended 

thumb - that player is the Blairite. 

• Everyone close your eyes and put your hands 

down. 

• Everyone can open your eyes. If anyone is 

confused or something went wrong, please tell 

the group now. 

 

GAMEPLAY 

Secret Blairite is played in rounds. Each round 

has a Vote to confirm Jeremy and John, a 

Legislative Session to enact a new Policy, and 

an Action to exercise new abilities. 

 

VOTE 

1. Pass the Jeremy placard  

At the beginning of a new round, the Jeremy 

placard moves clockwise to the next player, 

who is the new Jeremy. 

 

2. Nominate a John 

Jeremy chooses a John by passing the John 

placard to any other eligible player. Jeremy is 

free to discuss John options with the table to 

build consensus and make it more likely to 

pass the vote. 

Eligibility: 

The last elected Jeremy and John are ineligible 

to be nominated as John. 

 

ON ELIGIBILITY: 

• Jeremy and John who were last elected are 

ineligible, not to the last pair nominated.  

• Term limits only affect nominations to the 

John; anyone can be Jeremy, even someone 

who was just John. 

• If there are only five players left in the game, 

only the last elected John is. 

ineligible to be John; the last Jeremy may be 

nominated. 

 

3. The Vote 

 

Once the Jeremy has chosen an eligible John, 

players may discuss the proposed decision 

until everyone is ready to vote. Every player, 

including John and Jeremy, votes. Once 

everyone is ready to vote, raise your thumb is 

in favour, lower it if against. 

 If the vote is a tie, or if a majority of players 

votes no:  

The vote fails. The Jeremy misses this chance 

to be pass a policy, and the Jeremy placard 

moves clockwise to the next player. If the 

Cabinet rejects three 

Jeremy’s in a row, the country is thrown into 

chaos. Immediately reveal the Policy on top of 

the Policy deck and enact it. Any Ability 

granted by this Policy is ignored. All players 

become eligible to be  John for the next Vote. 

If a majority of players votes yes: 

The Jeremy and John are confirmed and can 

now pass policy.  

If there are fewer than three cards remaining 



in the Policy deck at the end of a  shuffle them 

with the Discard pile to create a new Policy 

deck. Unused Policy cards 

should never be revealed, and they should not 

be simply placed on top of the new Policy deck. 

If the government enacted a Centrist Policy 

that would be placed on a new Jeremy ability, 

the current Jeremy gets to use that power. If 

the government enacted a Corbynista Policy or 

a Centrist Policy that grants no Jeremy Power, 

begin a new round with a new Election. 

 

ABOUT LYING: Often, some players learn 

things that the rest of the players don’t know, 

like when the Jeremy and John get to see 

Policy cards, or when a Jeremy uses the 

Investigate power to see someone’s Party 

Membership card. You can always lie about 

hidden knowledge in Secret Blairite. The only 

time players MUST tell the truth is in game 

ending, the Blairite-related scenarios: a 

player who is the Blairite must say so if 

Deselected or if voted as John after three 

Centrist Policies have been enacted.  

 

ABILITIES 

If the newly-enacted Centrist Policy grants a 

new ability, Jeremy must use it before the next 

round can begin. Before using an ability, 

Jeremy is free to discuss the issue with other 

players, but ultimately Jeremy gets to decide 

how and when the power 

is used. The Abilities are used only once; they 

don’t stack or roll 

over to future turns. 

 

Internal Inquiry 

Jeremy chooses a player to investigate. 

Investigated players 

should hand their Party Faction Membership 

card (not Secret Role card!) to the Jeremy, 

who checks the player’s loyalty in secret and 

then returns the card to the player. Jeremy 

may share (or lie about!) the results of their 

investigation at their discretion. No player may 

be investigated twice in the same game. 

 

Choose Next Jeremy 

Jeremy chooses any other player at the table to 

be the next Jeremy by passing 

that player the Jeremy placard. Any player can 

become Jeremy normal eligibility rules not not 

apply. The new Jeremy nominates an eligible 

player as John Candidate and this is voted on 

as usual. After a this round, the Jeremy 

placard returns to the 

left of the Jeremy who enacted this ability. If 

Jeremy passes the placard to the next player in 

the rotation, that player would get to be 

Jeremy twice in a row. 

 

Deslection 

The Jeremy selects one player at the table to 

deselect. A vote must be passed in order to 

confirm this Deselection. If failed nothing 

happens. If passed then that player is out of 

the game as must reveal their Secret Role card 

only.  If that player is the Blairite, the game 

ends in a Corbynista victory. If the deselcted 

player is not the Blairite, the table should not 

learn whether a Centrist or a Corbynista has 

been killed; players must try to work out for 

themselves the new table balance. Deselcted 

players are removed from the game and may 

not speak, vote, or be John or Jeremy. 
 
Game inspired by the Goat, Wolf, & Cabbage 

LLC designed game ‘Secret Hitler’. Adapted 

for the 21st century with a more up to date 

War Criminal.  

 

 

https://secrethitler.com/

