
Setup
Shuffle the Role Card Deck and deal a Role Card to each player, who places it 
on the corresponding Player Mat in front of them.  

Place Slaves Cubes  onto the lightened spaces of the Plantations on 
the game board. Select and shuffle the Slave Market Cards that match the 
number of players in the game, then place them face down on the Slave 
Market deck space. Draw cards to fill the three empty spaces below the Slave 
Market deck, and place the indicated number of slaves on each Market Card. 

If playing with 1 or 2 players, remove the Abolitionist Cards that indicate 
they are for use with 3 or 4 players. Then separate the General (tan) and 
Reserve Cards (white) into three Period Decks and shuffle a number of 
Opposition Cards (red-orange) into each Period Deck, according to the 
number of players:

Players 1800-1839 1840-1859 1860-1865

3 or 4 4 cards 5 cards 3 cards
1 or 2 3 cards 4 cards 3 cards

Place the three shuffled decks in the matching Period columns on the board. 

Deal out 5 cards from the first Period deck to the five spaces of the  
Abolitionist Queue. During setup, there should only be one Opposition Card. 

Place the Victory Conditions board that matches the number of players on 
the game board (white boards are for a normal game or red boards are for a 
more challenging game).

Each player starts the game with $8. Randomly determine a Lead Player and 
give them the Lead Player Lantern token.

Place the 5 Slave Catcher Tokens on their corresponding colored starting 
spaces on the game board. Place the dice on the table.

Place the grey Conductor Tokens onto their corresponding spaces in the 
Period columns. Then add Conductor Tokens on top of the grey tokens up to 
the numbers listed on the table below, according to the number of players. The 
totals listed include the grey tokens. 

Sequence of Play
1. Slave Catcher Phase
The lead player rolls the Slave Catcher and Movement Dice. 

If the ‘walking slave’ symbol is rolled on the Slave Catcher Die, none 
of the Slave Catchers move and the phase ends. If a Slave Catcher’s 
symbol is rolled, check the Movement Die to see the direction and 
distance it moves. The white arrows indicate westerly movement and 
the black arrows indicate easterly movement.  The appropriate slave 
catcher marker is moved the same number of spaces as the number of arrows 
on the Movement Die or until it reaches the end of its path. It only captures 
slaves on the final space it ends its movement. Slaves on spaces that were 
passed over are not captured. Captured slaves are placed consecutively on the 
Slave Market Cards, beginning with the bottom card and continuing upwards.

2. Planning Phase
Players may take up to 2 Tokens from the active Period Column(s) on the 
Token Board.   

Support Tokens cost $10 and their purchase fulfils one of the 
game’s Victory Conditions. When all Support Tokens from a 
Period Column have been purchased, the next Period Column 
also becomes active and its Tokens and Abolitionist Cards 
become available to the players.  

Conductor Tokens cost the number of dollars indicated above 
the Token, inside a gold circle. They allow players to move 
slaves during the game. 

Fundraising tokens are free. The green Tokens raise $1 for each 
slave on a green Southern space or city, while the blue tokens 
raise $1 for each slave in a blue Northern city.

3. Action Phase
During the Action Phase each player, starting with the current lead player and 
going clockwise, may take several actions in any order. After all players have 
taken their actions, the game proceeds to the Slave Market Phase.

Action: Pass and Collect Money
A player may pass their Action Phase, relinquishing any actions to instead 
take funds from the bank: $3 in the first Period, $4 in the second Period and 
$5 in the third Period. 

Action: Playing Tokens
You may play up to 2 Conductor and/or Fundraising Tokens during your 
Action Phase. 

Conductor Tokens allow a player to move a specific number of slaves a 
specific number of spaces along any of the paths on the board. When a slave 
finishes its movement, if the space has a gold coin with a number above it, the 
player takes that amount of money from the bank. 

If the space is connected to one or more paths that feature 
colored slave catcher paths, the slave catchers that match 
the color of the connected path move 1 space along the 
matching path towards the slave. 

Rules Summary

 Players Token Period 1 Period 2 Period 3
   1800-1839 1840-1859 1860-1865

  Support   1 1 1 
 1 Conductor   3 2/2 1/1 
  Fundraising 1 2 1 

  Support   2 3 2 
 2 Conductor  5 3/3 2/2 
  Fundraising 2 3 2

  Support   3 6 3 
 3 Conductor  7 4/4 3/3 
  Fundraising 3 4 3 

  Support   4 8 4 
 4 Conductor  9 5/5 4/4
  Fundraising 4 5 4 
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PAY

ORDER OF PLAY

1. Slave Catcher Phase - roll the Slave 
Catcher and Movement dice.

2. Planning Phase - Take up to two tokens.
3. Action Phase - Starting with the Lead 

Player: Use Role, play two Tokens, and  
buy Abolitionist Card (any order).

4. Slave Market Phase - deliver slaves to 
Plantations.

5. Cleanup Phase - Trigger/discard last 
Abolitionist Card(s). Slide and fill cards. 
Pass the Lead Player token clockwise.  
If the last slave ship has delivered, the 
game is over.
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If a slave catcher moves into a space in which there is are slaves,  they are 
placed consecutively on the Slave Market Cards, beginning with the bottom 
card and continuing upwards, cycling around to the bottom Slave Market 
Card again if necessary.

Slaves moving two spaces may not move through spaces that contain slave 
catcher tokens, but may move through spaces containing another slaves.  
Slaves only effect the space upon which they finish their movement. 

Most spaces can only hold a single slave, however, all large 
square cities can hold up to 4 slaves. 

If the last Conductor Token (colored grey) was used, it is 
returned to the board  and immediately available for purchase 
again.

Fundraising Tokens allow a player to raise funds. During the first two 
Periods, Fundraising tokens give the player $1 for each slave in a green 
Southern city or Southern space. During the last Period, blue Fundraising 
tokens give the player $1 for each slave in a blue Northern city. The large cities 
of Chicago, Boston and New York can hold up to 4 slaves, and each slave in the 
city raises $1.

Action: Buying Abolitionist Cards
You may purchase a single Abolitionist Card from the Abolitionist Queue 
during your Action Phase. 

General Cards (tan, pictured at 
left) are immediately resolved and 
discarded. 

Reserve Cards (white, pictured at 
right) are placed in front of the 
purchasing player. You may only have 
one Reserve Card in front of you at 
a time. 

Opposition Cards (red-orange, 
pictured at left) are either active 
while in the queue, triggered when 
purchased, or triggered during the 
Cleanup Phase if they have made their 
way to the last (right-most) space in 
the Abolitionist Queue.

Action: Role Card Benefits and Special Ability
A Role’s Benefits may be used each round during the player’s Action Phase.  

Action: Role Card Benefits and Special Ability 
A Role’s Special Action may only be used once during the game; once used, 
flip the card over to the other side. 

4. Slave Market Phase
Move the slaves on the bottom-most Slave Market Card to any open spaces 
in any of the Plantations. If the Plantations are filled, any remaining slaves are 
placed on the Slaves Lost Track on the Victory Conditions Card.

If the players have to add an additional slave after the Slaves Lost Track is 
filled, the players have lost the game.

After the slaves from the Slave Market Card have been moved, the card is 
removed from the game, the remaining cards slide one space down, and a  new 
Slave Market Card is flipped and placed in the empty space with the  
specified number of slaves placed on the card.

The game has eight Slave Market Cards, one for each round in the game. The 
game can be won or lost before round eight, but must end at the end of round 
eight. 

5. Lantern Phase
Discard any card that is in the right most space on the Abolitionist Card 
Queue. For 1 or 2 players, discard the cards in the two right most spaces. A 
General or Reserve Card is simply discarded. An Opposition Card will state if 
it is resolved when removed and discarded.  

Slide the remaining cards to the right and draw new cards to fill in the now-
empty spaces on the queue, starting with the right-most empty space. When 
filling the Abolitionist Card Queue, only one new Opposition Card from the 
deck may be added.

Pass the Lead Player Lantern clockwise around the table to the next player. 

Game End & Winning
The players win the game if:  

1.     they move the required number of slaves to freedom in Canada as 
specified on the Victory Conditions Card, and

2.     they purchase all of the Support Tokens in the game, and  
3.    they finish the round without losing the game. 

The players lose the game if:
1.  the Slaves Lost Track on the Victory Conditions Card is filled and 

another Slave needs to be added, or 
2.  they do not win the game before the end of round 8.

Scoring
Players wishing to compare how they play from game to game may keep score 
as follows:

• 2 points for each slave freed;
•  Minus 1 point for each slave lost;
•  10 points for freeing all the required slaves;
•  10 points for purchasing all of the Support Tokens;
•  If the game was won, 5 points for each Slave Market Card  

still left in the Abolitionist Queue.

One and Two Players
Do not add cards noted as used with 3 or 4 players when setting up  
the Abolitionist Queue. 

During the Lantern Phase, discard any cards in the two right-most spaces of 
the Abolitionist Queue.
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