
 

 

 

 

 

 

 

 

 

 

 

 

  



CatalExit 

a Matrix Game about the 2017 Spanish constitutional crisis 

by Tim Price. 

Introduction 

This is a Matrix Game intended to explore the issues and options surrounding the 2017 Spanish constitutional crisis, 

in the run up to Regional Elections on 21 December 17 to appoint a new Catalan Parliament following the suspension 

of the previous Parliament. It is the product of only a few hours exploratory game design taken from the 

Connections Netherlands 2017 conference on 14 Nov 2017.  

Background 

The 2017 Spanish constitutional crisis, also known as the Catalan crisis, is an ongoing political conflict between the 

Government of Spain and the Government of Catalonia under President Carles Puigdemont—the legal government 

of Catalonia until 28 October 2017—over the issue of Catalan independence, starting after a law intending to allow a 

Catalan independence referendum was denounced by the Spanish government and subsequently suspended by the 

Constitutional Court until it ruled on the issue. The events have been described as "one of the worst political crises in 

modern Spanish history". 

Puigdemont's government announced that neither central Spanish authorities nor the courts would halt their plans 

and that it intended to hold the vote anyway, sparking a legal backlash that quickly spread from the Spanish and 

Catalan governments to Catalan municipalities—as local mayors were urged by the Generalitat to provide logistical 

support and help for the electoral process to be carried out—as well as to the Constitutional Court, the High Court of 

Justice of Catalonia and state prosecutors. By 15 September, as pro-Catalan independence parties began their 

referendum campaigns, the Spanish government had launched an all-out legal offensive to thwart the upcoming 

vote, including threats of a financial takeover of much of the Catalan budget, police seizing pro-referendum posters, 

pamphlets and leaflets which had been regarded as illegal and criminal investigations ordered on the over 700 local 

mayors who had publicly agreed to help stage the referendum.  

Tensions between the two sides reached a critical point after Spanish police raided the Catalan government 

headquarters in Barcelona on 20 September, and arrested fourteen senior Catalan officials. This led to protests 

outside the Catalan economy department which saw Civil Guard officers trapped inside the building for hours and 

several vehicles vandalised. The referendum was eventually held, albeit without meeting minimum standards for 

elections, amid low turnout and police crackdown, resulting in hundreds injured. 

On 10 October, Puigdemont ambiguously declared and suspended independence during a speech in the Parliament 

of Catalonia. The Spanish government required Puigdemont to clarify whether he had declared independence or not, 

to which it received no clear answer. On 21 October, it was announced by Prime Minister Rajoy that Article 155 of 

the Spanish Constitution would be invoked, leading to direct rule over Catalonia by the Spanish government once 

approved by the Senate. 

On 27 October, the Catalan parliament voted in a secret ballot to unilaterally declare independence from Spain, with 

constitutionalist deputies boycotting the vote, considered illegal for violating the decisions of the Constitutional 

Court of Spain, as the lawyers of the Parliament of Catalonia warned. As a result, the government of Spain invoked 

the Constitution to remove the regional authorities and enforce direct rule the next day, with a regional election 

being subsequently called for 21 December 2017 to elect a new Parliament of Catalonia. Puigdemont and part of his 

cabinet fled to Belgium after being ousted, as the Spanish Attorney General pressed for charges of sedition, rebellion 

and embezzlement against them. 



Abbreviated Matrix Game Rules 

What are Matrix Games?  

Matrix games are different to normal Wargames. In a 

Matrix game, there are few pre-set rules limiting what 

players can do. Instead, each is free to undertake any 

plausible action during their turn. The chances of 

success or failure, as well as the effects of the action, 

are largely determine through structured argument 

and discussion. This process allows for imaginative 

game dynamics that are lively and open-ended, and 

yet also grounded in reality.  

In a Matrix Game, you use words to describe why 

something should happen, the Facilitator or the 

players (or both) decide how likely it is, and you might 

roll a dice to see if it happens (but equally, in the face 

of a compelling argument, you might not need to). If 

you can say "This happens, for the following 

reasons..." you can play a Matrix Game.  

Matrix games are particularly well-suited for complex 

conflicts and issues involving multiple actors and 

stake-holders, varying interests and agendas, and a 

broad range of (diplomatic/political, military, social, 

and economic) dimensions. The game system 

crowdsources ideas and insight from participants, 

thereby fostering greater analytical insight. 

The games themselves are not intended to be fiercely 

competitive, with obvious winners and losers. Instead 

they operate with the players working to generate a 

credible narrative. It is from examination of this 

narrative after the game that the players gain insights 

and understanding of the situation being portrayed. 

The player roles have objectives that will probably 

place them in conflict with other players, but it is 

perfectly possible for all of the players to achieve at 

least some of their objectives by the end of the game. 

Where did they come from?  

The Chris Engle Matrix Game was created in the USA 

by Chris Engle, and first published in 1992. Chris 

wanted to create a system by which it was possible for 

a player to "role-play" anything from a single person 

to an entire country. Chris felt that previous numbers-

ridden game designs essentially missed the point (and 

anyway were too complicated and boring). What he 

wanted was a system that could take into account 

anything the players though was relevant, including 

intangible elements such as culture, beliefs, and 

perceptions of themselves.  

Thus, the basic idea of the Matrix Game was formed. 

Over the years the actual "matrix" of cue words has 

been dropped, but the name has stuck. Like all good 

ideas, the Matrix Game is very simple in concept, but 

has huge potential in that it can be adapted to fit any 

game setting. Matrix Games have been used by the 

UK MOD with the Unmanned Underwater Vehicle 

capability, education of Consultants in UK MOD 

Procurement systems and in the preparation by HQ 

ARRC for the deployment into Bosnia. They have even 

been used by the US DOD, McGill University in 

Canada, the UK Air Warfare Centre, Joint Forces 

Command and the Defence Academy of the UK, as 

well as numerous other organisations all over the 

world. 

How to Play a Matrix Game  

In a Matrix Game, actions are resolved by a structured 

sequence of logical "arguments". Each player takes 

turns to make an argument, with successful 

arguments advancing the game, and the player's 

position. There are a number of ways you can do this, 

depending on the size of the game and the purpose 

(each has their own strengths and weaknesses), but 

the one recommended for this game is: 

The "Pros and Cons" System 

In this system, each argument is broken down into: 

• The active Players states: Something That 

Happens and a Number of Reasons Why it Might 

Happen (Pros). 

• The other Players state: A Number of Reasons 

Why it Might NOT Happen (if they can think of any) 

(Cons). 

The game needs a Facilitator to adjudicate on the 

arguments, but if you have a limited number of 

players, you can take it in turns to be the Facilitator – 

this works out much better than you might imagine 

and helps reinforce the idea that your role in the 

game might be in conflict with others, but you are all 

working together to generate a credible narrative. 

The advantage of this system is that you formalise the 

Pros and Cons of an argument and the role of the 

Facilitator becomes that of ensuring that the Pros and 

Cons carry equal weight - perhaps making compelling 

reasons worth two Pros and two or three weaker 

reasons against only worth one Con. You need to 

ensure you don't end up with a laundry list of trivial 



reasons, or the player re-stating a reason already 

accepted in a slightly different way in a desperate 

attempt to gain points.  

One very useful benefit of the "Pros and Cons" system 

is that it provides reasons for failure should the dice 

roll not succeed. You can also more easily run the 

game with very knowledgeable players.  

Notes about arguments  

The important thing to remember in a Matrix game is 

that arguments can be made about anything that is 

relevant to the scenario. You can argue about your 

own troops or about the enemy, the existence of 

people, places, things or events, the weather, plague, 

disease or public opinion. The actions and 

consequences of arguments are reflected in the 

placement of the generic counters on a map 

(examples are enclosed below), forming narrative 

markers for the game; or by writing the results on a 

whiteboard or flipchart so the players can keep track 

of what is going on. 

Some things can seem a little odd to new players – 

"how can he argue about my troops?" – It is true, he 

can't give them orders, but he could argue that their 

morale and motivation are low because they haven't 

been paid in months. The only criteria for judgement 

is the likelihood of the event taking place. With a bit 

of imagination, common sense and rational thinking, 

it is possible to present persuasive arguments as to 

what should happen in any scenario - from traditional 

military campaigns to the strange world of defence 

procurement. 

A common error in Matrix games is for a player to 

argue about another player being influenced by 

something or them agreeing to a course of action. The 

player is present and can simply be asked – so that a 

little time between turns to allow the players to 

negotiate with each other (in secret if necessary) 

makes for a better game. It might be that a player 

wants to argue that all parties come to negotiations – 

in which case let them state their case, then ask the 

other players if they want to come along. If they agree 

then the argument is an automatic success. 

Arguments are for measurable actions – if the players 

want to negotiate with each other, they can do that in 

between turns. 

Sometimes players get carried away with their 

arguments and try to do several different things. This 

isn't allowed in a Matrix game – you only get to do 

one action a turn because part of the insight comes 

from deciding what the highest priority is. The action 

itself could be large (like a general mobilisation of the 

Militia), but it must be a single action, so mobilising 

the Militia and providing the Police with heavy 

weapons would be two separate actions – which one 

do you want to do first? 

If two arguments are in direct opposition ("This 

happens" - "No it doesn't") they represent a Logical 

Inconsistency since they cannot both be true. The 

earlier argument has already happened, so it is 

impossible for it not to have happened. The later 

player may argue that the event is reversed, but this 

tends to make for a poor narrative in the game and 

should be discouraged. 

Reasonable Assumptions and Established Facts 

It is important that the Facilitator understands the 

difference between "reasonable assumptions" in the 

game, such as the proposition that well trained and 

equipped Special Forces soldiers are going to be much 

more effective in combat than untrained protestors; 

and "established facts" which are facts that have been 

specifically mentioned in the game briefings or have 

become established during play as the result of 

successful arguments.  

The former can be deployed as supporting reasons 

(Pros and Cons), but the latter need to have been 

argued successfully in order for them to be included. 

Many inexperienced players will make vast all-

encompassing arguments full of assumptions that are 

not reasonable. For example: It is not a reasonable 

assumption that an unarmed Protestor counter could 

fight off trained Police. It is reasonable to assume that 

the Police are trained, armed, equipped and quite 

capable of dealing with a group of protestors (after 

all, that is their job). It would be necessary to argue 

for large number of Protestors, argue that they had 

weapons of some sort or argue that they were 

especially devoted or fanatical about their cause, for 

them to have a reasonable chance of beating the 

Police.  

Of course, you might argue that your Protesters 

undergo special training, get access to firearms, or are 

simply fired up with enthusiasm by the powerful and 

impassioned speech from their leader, so they get a 

bonus. In this case, you should mark the counter with 

a +1 or something similar (depending on the strength 

of the argument) to show their improved status. 

 

 



Game Length and Turn Length 

The game should last a minimum of 6 turns as it is 

essential that sufficient turns are allowed to develop 

the narrative and force the players to have to live with 

the consequences of their actions from earlier in the 

game.  Each turn represents a deliberately vague 

period defined by the game Facilitator and the 

arguments are the "headline events" that took place 

in the period.  

In this case the turns represent a period of "about a 

week" leading up to the regional elections. 

End of Turn "Consequence Management" 

At the end of each game turn (a cycle of player 

arguments) the Facilitator should go over those 

successful and failed arguments that have generate 

new "established facts" in the game. They should also 

review situations that are on-going, such as the 

generation of refugees from fighting or the arrival of 

new recruits to a popular cause. If these have not 

been countered during the turn by a successful 

argument, the Facilitator should make them continue 

until someone does make an argument to stop them.  

It might also be that some of the arguments, when 

considered as a whole, will have additional or even 

unintended consequences that are reasonable to 

expect to arise. It is therefore worth taking time to 

consider the consequences of the players’ arguments 

beyond their immediate results. Invite the players to 

consider the events of the turn, suggest possible 

consequences and then agree on the most likely that 

should be taken forward to the next turn.  

In some games, it is worthwhile having an individual 

(if you have one to spare) who is particularly 

experienced about the sort of subject that the Matrix 

Game is focussed on, make “the law of unintended 

consequences” arguments at the end of a turn. This 

can help to formalise the process and provide good 

examples to widen the players’ understanding of the 

consequences of their actions. 

Inter-Turn Negotiations 

As we have already said, the actual “arguments” of 

the Matrix Game are about actions that take place in 

the course of the game. In most cases, the actors 

represented by the players may well want to engage 

in face to face negotiation with each other in an effort 

to strike a deal. Players attempting to make 

Arguments saying that they want to “influence the 

Prime Minister” are essentially pointless if the Prime 

Minister is represented by another player. If they 

want to strike a deal, then they had better head off to 

a quiet corner of the room and try a little influence in 

real life. Of course, if a player wants to make an 

argument about a position or group not represented 

by another player, they are welcome to do so in the 

normal way. 

In analytical games, it is important to record the 

essential elements of these discussions. What was 

suggested? Was agreement reached and why? If no 

agreement was reached what were the private and 

public reasons why the negotiations were 

unsuccessful? Analysis of these “off-table” 

negotiations and the reasons the players felt why they 

were successful or failures can provide important 

insights.  

Secret arguments  

There will be some cases where you want to hide 

from the other players the thing you want to argue 

about. It could be that you have booby trapped a 

piece of equipment you think your opponent will use, 

or that you have swapped the vital blueprints for a set 

of fake ones in case the safe is broken into. In this 

case, you simply write down your argument on a piece 

of paper, and present it to the Facilitator announcing 

to the other players that you are making a secret 

argument. The Facilitator will make a judgment and 

you will roll the dice normally, but the other players 

have no idea what it is about. 

You should be careful, however, that the players don't 

make too many secret arguments. This can ruin the 

game's atmosphere and reduce the focus, so that the 

game drags on unnecessarily. They also depend on 

the judgement of the Facilitator as to their success of 

failure, rather than being decided on a consensual 

basis from the participants. They must only be 

permitted when they refer to quite specific things or 

events. An argument about gathering information 

from a spy, in most games, will be quite a generic 

argument and should be argued openly. Similarly 

Arguing about the placement of an IED to catch forces 

moving down a route should be made openly as the 

results will take effect the same turn. It is only really 

for secret things you need to establish several turns in 

advance. 

Measures of Success 

In many arguments success or failure may not be a 

simple "Yes" or "No" proposition. There might well be 

a sliding scale of success or failure in terms of 



numbers or the quality of the outcome, which is 

usually represented by the score on the dice. If you 

needed a 7+ to succeed and rolled a double-six (12), 

this can indicate an especially notable success. 

Conversely, a roll of a double-one, it could represent a 

disastrous failure. 

More information 

There has been quite a lot of discussion about Matrix 

games, including links to example games on the 

“PAXsims” Blog that are worth reading: 

https://paxsims.wordpress.com/?s=Matrix+Game  

Professor Rex Brynen was also interviewed by the 

GrogHeads “GrogCast” Podcast, a copy of what he 

said about Matrix Games is here: 

http://grogheads.com/?podcast=grogcast-season-2-

episode-12 with the discussion about Matrix Games 

starting at the 31-minute mark. 

There is a Matrix Game Construction kit available from 

The Gamecrafter containing comprehensive 

discussion of the rules, generic pieces from which to 

construct your own Matrix games, as well as including 

2 complete games. 

https://www.thegamecrafter.com/games/magck-

matrix-game-construction-kit  

Conduct of the Game: 

The players should be formed into teams around the 

Actors in the game. They should be provided with the 

introductory background (above) and their Actor 

brief; and provided with a short period in which to 

study the brief. They should then look at the 

objectives they have been given and they have an 

opportunity to modify them before the game starts. 

One of the objectives should be a longer-term 

objective, with a reach of 4-5 years in order to ensure 

that the players address something other than short-

term goals and reactions to other player's actions in 

the game. Play should then commence in the normal 

way. The final turn should be followed by a discussion 

of the objectives, and comparison made with the 

Actor's achievements during the game  

 

Actors in the Game and Order of Play: 

• The Catalan Republic. 

• The Spanish Government. 

• The Catalan Moderates. 

• Spanish Left-Wing Socialists. 

• Catalan Far-Left Extremists. 

• Spanish Right-Wing Nationalists. 

• Russia. 

Special Rules for this game: 

The game will run as a normal Matrix Game for 5 moves, followed by a final "election" move. Voting for the 

Parliament is on the basis of universal suffrage, with all nationals over eighteen, registered in Catalonia and in full 

enjoyment of all political rights entitled to vote. Additionally, Catalans abroad are required to apply for voting before 

being permitted to vote, a system known as "begged" or expat vote.  

The parties will broadly be pro-independence, neutral or against independence from Spain (but still pro-Catalonia) 

("Catalonia is my homeland, Spain is my country"). A strong pro-independence vote will indicate the constitutional 

crisis will continue and is a severe problem for the Spanish Government. Any other result represents a slow return to 

the status quo. It is possible, of course, for the players to argue for some other alternative. 

The Election results will be decided by a single vote cast by each Actor, plus any "smiley faces" obtained as the result 

of successful arguments representing political capital earned during the campaign. 

Sources: 

• Wikipedia 

• The Guardian 

• The New York Times  

https://www.thegamecrafter.com/games/magck-matrix-game-construction-kit
https://www.thegamecrafter.com/games/magck-matrix-game-construction-kit


Russia 

 

An analysis by the George Washington University School of Media and Public Affairs of over five million social media 

messages found that Russia and Venezuela collaborated on disseminating negative propaganda against the Spanish 

government days before the referendum. Russia's RT and Sputnik would use Venezuelan social bots that would 

typically promote the Bolivarian government in Venezuela to attack the Spanish government. Social bots, 

anonymous accounts and official state media accounts shared 97% of the anti-Spain messages while only 3% of the 

messages were shared by real social media members.  

Leaders of the George Washington University study displayed concern about the findings, stating that "democratic 

systems have the obligation to investigate these signs and implement systematic methods of monitoring and 

responding to alleged disruptions of foreign agents" and that it appeared the authors of the propaganda are the 

same as the ones who allegedly interfered in the 2016 United States presidential election and Brexit. 

The Spanish Ministry of Defence and the Spanish Ministry of Foreign Affairs and Cooperation later said it had 

confirmed that Russian actors and Venezuela had attempted to destabilize the nation and Europe by means of 

propaganda, though it would not confirm if the Russian government was directly involved and warned that similar 

misinformation actions may take place in future elections. NATO officials also made comments stating that Russia 

has been attempting to undermine Western governments through disinformation campaigns. Members of 

Catalonia's separatist groups have denied allegations of foreign interference. 

Russian Foreign Minister Sergey Lavrov said in response: "Probably they are arranging this kind of scandalous, 

sensational hysteria in order to distract the attention of their electorate from their inability to resolve their problems 

at home." Kremlin Spokesman Dmitry Peskov said on November 15: "The Spanish authorities, NATO, and the 

newspapers did not bring up a single worthwhile argument to back these claims. We consider these claims to be 

groundless, and more likely a deliberate or inadvertent continuation of the same hysteria that is now happening in 

the United States and a number of other countries." 

Objectives: 

• Inflame the crisis! 

• Weaken the Western Democratic process! 

• Undermine the EU! 

• Deny everything! 

 

 



The Catalan Republic 

You represent the pro-independence members of the Catalan Parliament, including the former President of the 

Generalitat of Catalonia, Carles Puigdemont. 

 

The Catalan Republic is a proposed secessionist unrecognized state that was declared in Catalonia on 27 October 

2017. The Parliament of Catalonia unilaterally declared independence from Spain amid a constitutional crisis over 

the 2017 Catalan independence referendum. Shortly thereafter, the Spanish Senate triggered Article 155 of the 

Spanish Constitution of 1978, which allowed Prime Minister Mariano Rajoy to dismiss the Executive Council of 

Catalonia, dissolving the Parliament of Catalonia and calling a snap regional election for 21 December 2017.  

In response, Carles Puigdemont, President of the Generalitat of Catalonia, stated that only parliaments could elect or 

remove governments in a democratic society and asked Catalans to "democratically oppose" the enforcement of 

Article 155, without clarifying what his response would be to the Spanish government's orders. 

By 30 October, work had resumed as normal throughout Catalonia as the Spanish government's takeover met with 

little resistance from Catalan authorities. Puigdemont and part of his cabinet fled to Belgium to escape action from 

the Spanish judiciary, having been formally accused of rebellion, sedition and embezzlement by the Spanish Attorney 

General. The independence declaration was suspended by the Constitutional Court of Spain on the next day. Eight 

members of the deposed Catalan government—including Puigdemont's deputy and ERC leader, Oriol Junqueras—

were ordered to be remanded to custody without bail on 02 November for posing a flight risk, with a ninth being 

granted a bail, with Spanish prosecutors seeking a European Arrest Warrant for Puigdemont and four other 

members refusing to attend the hearing. 

Objectives: 

• Independence from Spain! 

• Release of all political prisoners! 

• No return to Francoism! 



The Catalan Moderates 

You represent the pragmatic moderates in the Catalan Government, happy to enjoy the romantic dream of Catalan 

independence, but well aware of the economic realties and political implications of EU membership and the large 

corporations and banks that underpin the finances of the region. 

  

On 5 October, Banco Sabadell, the second-largest bank based in Catalonia, announced its decision to move its legal 

headquarters out of the region amid economic uncertainty over the future of Catalonia's political situation ahead of 

a projected unilateral declaration of independence the ensuing week, which had seen sharp falls in the group's share 

prices the previous day and rating agencies downgrading the region. Concurrently, CaixaBank, the biggest bank in 

the region and the third largest in Spain, also announced it was considering redomiciling outside Catalonia.  

This sparked a massive business exit in the ensuing hours, with companies such as Abertis, Gas Natural, Grifols, Fersa 

Energias Renovables, Agbar, Freixenet, Codorníu, Idilia Foods, San Miguel Beer and Planeta Group also announcing 

or considering their intention to move their HQs out of Catalonia. The Spanish government announced on Friday 6 

October that it would issue a decree allowing companies based in Catalonia to move out of the region without 

holding a shareholders' meeting.  

Within two weeks, more than 1,000 business and firms would move out of Catalonia. Simultaneously, far-right 

groups increasingly took to the streets throughout Spain in a quest to defend Spanish unity, with some gatherings 

leading to violent scuffles in Barcelona and Valencia. This sparked concerns among analysts that the Catalan crisis 

could lead to a rise of the far-right in Spain after decades on the margins. 

Objectives: 

• Regional Autonomy! 

• Economic prosperity! 

• No return to Francoism! 

 



Catalan Far-Left Extremists 

You represent the extremist wing of the Catalan independence movement. The brutal crackdown by the Madrid 

Government on the peaceful right of the Catalan people to determine their futures revealed the Francoist fascist 

state lurking just beneath the skin of the Madrid Government. 

Some of your members are from Terra Lliure ("Free Land"), sometimes referred to as TLL, an armed Catalan 

nationalist separatist organisation. Formed in 1978, the group carried out dozens of attacks that left many people 

injured and five persons dead (four of them members of the organization, dead after the explosion of a bomb they 

were preparing in four separated incidents). 

 

Terra Lliure, became known to public with a manifest in a mass meeting at the Camp Nou stadium in Barcelona in 

1981. In July 1991, Terra Lliure announced it was declaring a ceasefire and that some of its members would start 

joining Republican Left of Catalonia. Despite that, some cells kept carrying out attacks, especially due to the 

proximity to the Olympic Games in Barcelona in 1992. Also in 1991, a former member of Terra Lliure, who had joined 

ETA, was killed in a police raid after a bomb attack in Vic, Barcelona. 

In July 1992, under an order of judge Baltasar Garzón, police arrested around 40 of members of the group. Years 

later, the European Court of Human Rights ordered the Spanish government to compensate some of the arrested 

people for failing to investigate allegations of torture during the raid. The following years, the group did not commit 

any attacks and announced its dissolution on the 1995 National Day of Catalonia. 

The shock of recent events has led to a resurrection of the movement, if not in name, at least in ideology – that of 

the radical far-left independence movement. 

Objectives: 

• Independence at any cost! 

• Political posturing and legal manoeuvring are the tools of rich corporate oppressors – uncompromising direct 

action is the only real tool of the people!  

• Think up a new name for your movement! 

• The Madrid Government is a Fascist Government, hiding under a thin veneer of EU respectability – carry out 

anti-government actions to inspire the populace!  

• Seek to inspire your repressed brothers in the Basque Country! 



The Spanish Government 

The Spanish government has taken control of Catalonia, dissolved its parliament and announced new elections after 

secessionist Catalan MPs voted to establish an independent republic, pushing the country’s worst political crisis in 40 

years to new and dangerous heights. 

Speaking on Friday evening, the Spanish prime minister, Mariano Rajoy, said his cabinet had fired the regional 

president, Carles Puigdemont, and ordered regional elections to be held on 21 December. Rajoy said the Catalan 

government had been removed along with the head of the regional police force, the Mossos d’Esquadra. The Catalan 

government’s international “embassies” are also to be shut down. 

 

“I have decided to call free, clean and legal elections as soon as possible to restore democracy,” he told a press 

conference, adding that the aim of the measures was to “restore the self-government that has been eliminated by 

the decisions of the Catalan government. We never, ever wanted to get to this situation. Nor do we think that it 

would be good to prolong this exceptional state of affairs. But as we have always said, this is not about suspending 

autonomy but about restoring it.” 

The actions came hours after Spain’s national unity suffered a decisive blow when Catalan MPs in the 135-seat 

regional parliament voted for independence by a margin of 70 votes to 10. Dozens of opposition MPs boycotted the 

secret ballot, marching out of the chamber in Barcelona before it took place and leaving Spanish and Catalan flags on 

their empty seats in protest. 

Minutes later in Madrid, the Spanish senate granted Rajoy unprecedented powers to impose direct rule on Catalonia 

under article 155 of the constitution. The article, which has never been used, allows Rajoy to sack Puigdemont and 

assume control of Catalonia’s civil service, police, finances and public media. 

The European Union, the UK, Germany and the United States all said they would not recognise Catalan 

independence and expressed support for Madrid’s to preserve Spanish unity. Rajoy had earlier appealed for calm 

following the vote and promised that Catalonia would be returned to legal and constitutional order. 

Objectives: 

• The continuity of National Unity! 

• The arrest and trial of those breaking the law! 

• Avoid any economic consequences from the crisis!  

 

 



Spanish Right-Wing Nationalists 

For years, people considered him a right-wing extremist for wearing the Spanish flag on a bracelet, explained Angel 

Muñoz, a 62-year-old chauffeur, standing in central Madrid. But not anymore, he said, pointing out dozens of 

Spanish flags outside the apartments around him. Most of them have appeared in recent weeks. Nationalism has 

always been a tricky thing for Spain. The dictator Gen. Francisco Franco died in 1975. Only three years afterward did 

the country embrace a democratic Constitution. 

Nationalism is still associated with Franco, whose authoritarian rule centralized Spain after a bloody civil war that 

was one of the defining ideological conflicts in 20th-century Europe. Today, as Europe approaches the third decade 

of a new millennium, nationalism is back, for better or worse — with its warm cloak of identity as well as its 

concomitant dangers. 

Whether this wave of nationalism will awaken old demons in Spain is an open question, and one that has suddenly 

become more urgent with Catalonia’s push for independence. Equally dangerous, in the eyes of many Spaniards, is 

Catalonia’s threat to tear apart a country that is a composite of regional identities and languages — including Basque 

and Galician as well as Catalan — a reality the government and the country have never truly found a comfortable 

way to digest. 

“In America people are proud to be patriots, whereas in Spain if you say that you’re proud of your country, they say 

you’re a fascist,” said Carlotta Carro, a 24-year-old lawyer who supported the Spanish police crackdown on the 

Catalan referendum. “But now people have a reason to go out into the streets to proudly show their flag.” 

Indeed, the Spanish flag has become more visible in Madrid and other cities, as people have responded to the 

conservative government’s call to stop Catalan separatism in its tracks with their own displays of flag-waving. 

But the clashes between Catalans and the Spanish national police have lent the nationalist resurgence — on both 

sides — a suddenly volatile dimension. Before the referendum, Catalans watched online videos of Spanish police 

officers leaving for Catalonia to enforce Madrid’s order to close polling stations, encouraged by residents shouting 

“go for them.” After the vote, Spanish television broadcast images of some of the same police officers, their hotels 

surrounded by crowds shouting abuse and calling for them to leave. 

 

Objectives: 

• Crush the Catalan independence movement!  

• Ensure that this problem doesn’t spread to other parts of Spain!  

• Use the opportunity to increase your influence in the Government! 

 



Spanish Left-Wing Socialists 

Catalan secessionists have opened a second-front in their campaign against the government in Madrid, urging the 

opposition Socialists to forge a coalition to oust Spanish Prime Minister Mariano Rajoy, according to two people with 

knowledge of the outreach. 

The Socialists have so far refused to sign up to the plan, even though the Catalan groups pushing it have already 

persuaded the populist Podemos party to back it. With the Socialists on board, the alliance would have 172 seats in 

the 350-strong chamber and would look to add the Basque Nationalists to form a majority. Rajoy heads a minority 

administration with 134 deputies and can be toppled with a no-confidence motion. 

You represent the fractured Spanish left-wing socialist movements, beset with infighting and a lack of clear 

leadership and coherent policies. Perhaps the crisis in Catalonia is an opportunity to put such divisiveness behind 

you and unite to remove the neo-Fascists from power? 

 

Objectives: 

• Unite the Spanish Left-Wing! 

• No return to Right-Wing Francoism! 

• Take this opportunity to further discredit the Monarchy! 
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