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from Bless Me, Ultima
Rudolfo A. Anaya
Story Synopsis: A young boy sits at home with his family when a friend comes over to tell them that a mob, convinced that she is a witch is coming for the boy’s grandmother.  The boy’s father and the friend must convince the mob of the grandmother’s innocence not just in this situation, but for all time.   
Objectives: 

· Students will identify different types of persuasion used by the characters. 

· Students will examine and evaluate the effectiveness of each persuasive attempt. 

· Students will participate in a game in which they must defend their own innocence or convince their peers of another’s guilt. 

· Students will reflect on persuasive methods that are most efficient and effective. 

Activity: “Mafia”, a game of persuasion (20-45 minutes)

Played in games of more than 6 and less than 16, students are assigned the roles of townsperson, sheriff or mafia member.  The mafia takes turns “killing” townspeople at night.  During the day, townspeople work together to discover who the mafia members are. Students put each other on trial and must use persuasive reasoning to convince the other players of their innocence. Town members vote to “execute” one member per day. The game is over when the mafia or townspeople win. 

If you are uncomfortable with the terms “Mafia”, “kill”, etc.  You may make up other names.  

Some people play “werewolf” and have the townspeople be “sheep” with a “shepherd” instead of a sheriff.  

Discussion Questions:
1. Why might father say, “I had to support your family”? What does this imply about father? 
2. Do the actions in the story seem reasonable to you?  Why or why not? 

3. What does the story tell you about the cultural beliefs in the supernatural in this community? 

4. Why not just show la Grande’s stringed bag and disprove Tenorio and the men? How would it have changed the outcome of the story?  

5. Saving face is important in many Latino communities. How does father help Tenorio save face? 

6. What place does belief (in the supernatural or in anything) have in your life? 

7. What does the owl represent? 

8. Literary choices:  telling about the broken cross – what question does it pose?  The story ends on an unknown.  Do you like this type of ending or would you rather know one way or another?  

Examining Language:
List and give examples of ways of persuading that father and Narciso used to persuade Tenorio of Ultima’s innocence.  How effective is each method?  
· Anger
· Violence

· Humiliation/Shaming

· Reasoning

· Logic

· Tricking

How do we prove things to people?  How do we persuade people to believe us or do what we want them to do? 

Activity: “Mafia”, a game of persuasion (20-45 minutes)
Played in games of more than 6 and less than 16, students are assigned the roles of townsperson, sheriff or mafia member.  The mafia takes turns “killing” townspeople at night.  During the day, townspeople work together to discover who the mafia members are. Students put each other on trial and must use persuasive reasoning to convince the other players of their innocence. Town members vote to “execute” one member per day. The game is over when the mafia or townspeople win. 
If you are uncomfortable with the terms “mafia”, “kill”, etc.  You may make up other names.  

Some people play “werewolf” and have the townspeople be “sheep” with a “shepherd”.  

Materials:  
 “Mafia” Reproducible Master – copied on cardstock so that the names are not 

 visible through the paper and cut into pieces.  Laminated if desired. 
Roles:  
Narrator – controls the action of the game, does not participate in voting
Mafia – unknown to everyone but the narrator, participates in voting

Sheriff  - unknown to everyone but the narrator, unless he/she chooses to reveal him/herself.  
   This would make them a target of the mafia, but might give the person more persuasive 
    ability to get rid of mafia members.  Participates in voting. 
Townspeople – everyone except the narrator either IS or PRETENDS TO BE a townsperson.  

 They are “blind” at night, and vote during the day. 
Directions: 

1. Instruct the students that they will be playing a game in which they will need to make persuasive arguments. 

2. Have every student in the group choose a card so that no one else can see it.  Have them keep their card face-down throughout the game. 

3. Instruct students that they are the members of a small town.  Depending on the size of the group there are either one or two mafia members whose identities will remain a secret.  There is also one sheriff who will try to help the townspeople.  Mafia members will “kill” townspeople, and the townspeople will try to decide who the mafia members are based on the order of people who “die”.  
4. Have everyone go around the circle and say “I am a townsperson”, regardless of what their card says.  Instruct the students to watch for people who may be lying.
5. Tell the townspeople “It is night”.  All the students must put their heads down on the desk or close their eyes and not peek. 
6. Say “Mafia, wake up”.  The mafia members will put their heads up and silently agree on someone to “kill”.  Once they have chosen, say “Mafia, go to sleep”.  

7. Say “Sheriff, someone has died”.  The Sheriff puts his/her head up and points to a person he/she suspects may be Mafia.  Nod to that person if they are correct or not.  Then say, “Sheriff, go to sleep”.  

8. Announce to the Townspeople, “It is morning”.  Everyone puts their heads up.  Tell them who was “killed” in the night.  

9. At this point, it is up to the townspeople to start conjecturing on who they think is the mafia.  They can take turns saying “I think it is X… because…”.  

10. At any point, one person may say “I put X person on trial”.  If someone else seconds the motion, that person is on trial.  The townspeople state why they think that person is mafia and the person has a chance to defend themselves.  Once they have finished their defense, the townspeople vote using thumbs up/thumbs down.  A tie means the person lives.  Thumbs down means the person “dies”.  

11. Once a person is “dead”, they may stay awake during the night to see who the mafia and sheriff are, but they may no longer participate in the game in any way. 

12. Repeat steps 4-9 until there are either no mafia members left (townspeople win) or no townspeople left (mafia wins). 

Tips and Hints:  

Remind students throughout the game that they are trying to be persuasive.  How can they convince other people of someone’s guilt? How can they convince other people of their own innocence?  

The sheriff may choose to reveal themselves to the group, which would give them the power to say, “I KNOW that X person is in the mafia”, presumably because they guessed correctly in the night.  However, anyone can claim to be the sheriff.  Obviously, this would make them a target for the mafia. 
Do not let the game become mean-spirited or too personal.  This game can be a lot of fun if played correctly.  It can also get out of hand if there are personality issues among the group. 
Reflection:  It is important to do the reflection with the students, otherwise it is just a game.  

Was there any deception in your game?  Did anybody pretend to be the sheriff who wasn’t?  Did you suspect the mafia but end up not voting to kill them? How many times did the mafia win?  How many times did the townspeople win?  Who was the most successful at convincing other people?  What tactics did they use?  Can this be applied to real life?  
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