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Library of Congress Cataloging-in-Publication Data
Freedom! [computer file]. — Version 1.0.

1 computer disk : sd., col. ; 31/2 in. + 1 manual.
System requirements: Apple II; 128K RAM; ProDOS; 1 disk
drive; color monitor recommended but not required.

Title from title screen.

Ed. statement from disk label.

Copy-protected.

Audience: Grades 5-9.

Issued also on 5 1/4 in. computer disk.

Summary: A discovery-learning simulation in which
students assume the roles of enslaved African Americans
trying to escape to freedom.

“A-315"—Disk label.

1. Afro-Americans—History—Study and teaching

(Elementary)—Software. 2. Afro-Americans—History—

Study and teaching (Secondary)—Software. 3. Slavery—

United States—History—Study and teaching

(Elementary)—Software. 4. Slavery—United States—

History—Study and teaching (Secondary)—Software.

I. Minnesota Educational Computing Corporation.
[E184.7) 305.5 92-29137
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MECC Software License Information for Apple II Products

The information below pertains only to the software and documentation accompanying this notice.
The rights and obligations you have with regard to other MECC products may differ from those

described below.

Software piracy is a crime. According to U.S. Copyright Law, illegal reproduction of software

can be subject to civil damages of up to $100,000 and criminal penalties, including fines and
imprisonment. You should carefully read the terms and conditions of this agreement before using
this package. Use of any portion of this package indicates your agreement to these terms and
conditions. If you do not agree to these terms, return the package to your place of purchase.

The rights and obligations you have regarding the use of this software package depend on whether or not

you are a current MECC Apple I Member. MECC Apple Il Members have license agreements with
MECC that grant them rights that non-members do not have. If you are not sure if you are currently a
MECC Apple I Member, contact your computer coordinator or MECC to determine your status.

CURRENT MECC APPLE II MEMBERS ONLY

If you are currently a MECC Apple II Member, this section applies to you.

Permitted Uses
You may:

e make unlimited copies of this software and its
documentation, provided that:
(1) all copies of disks are made using a current

and le
(2) an official MEC

MECC COC,P

System,
bel containin

information provided by the MECC Label
Utility is affixed to each disk that is copied,
(3) only complete copies of manuals are
distributed, with the exception of student

worksheets;

Prohibited Uses
You may not:

* use this software in any locations except those

specified by

your Member License Agreement;

o transfer the software and all rights under this
agreement to another person or entity;

* modify the software except as permitted in the
normal use of the product;

* reverse engineer, disassemble, decompile, or
make any attempt to discover the source code

of the so e;

¢ translate or create derivative works based on

¢ load and operate the software on more than

one computer at a time, provided that the
software allows such use;

install this software on a file server and run
the software on a file server, provided that you
have purchased the appropriate MECC file-
server installation so e (network utility).

the software;
fvetlé\gée' ofl::vcure, or alter any n&ﬁce of the
software copyright or other proprie
rights related to thggla.lgzlge; proprietary
sub-lease, sell, lend, rent, or lease any portion
of the software;
copy any portion of the software except as
permitted by your Member License Agreement;
transfer the software or anradirect roduct to
any person or entity in violation of the United
States Export Administration Act.

Local Hard-Disk
Privileges

Copy Privileges

m

1

Multiple-Loading

File-Server
Privileges

m

Privileges

m

N

FILESERVER =

Provided that you use a current,
legal MECC Copy System, you
may make as many copies of the
MECC software as you like.

You may load the software on a
Jocal hard disk if you purchase
the appropriate MECC utility.

= =y=1

If the software permits such use,
you may load the software onto
more than one computer ata
time (“load and go”).

R

You may load the software on
a file server if you purchase
the appropriate MECC file
server installer software.




NON-MECC APPLE I MEMBERS
If you are not a MECC Apple I Member, this section applies to you.

Permitted Uses
You may:

make a backup copy of the software for
archival purposes;

install this software on a file server and
execute the software on a network on more
than one computer, provided that the total
number of computers simultaneously usin,
the software does not exceed the number o
copies you have purchased, and that you use
the appropriate MECC file-server installation
software;

transfer the software and all rights under

Prohibited Uses
You may not:

¢ load and operate the software on more than
one computer at a time;

® I

software except as permitted in

the normal use of the product;
* reverse engineer, disassemble, decompile, or
make any attempt to discover the source

code of

e software;

¢ translate or create derivative works based on

the software;

¢ remove, obscure, or alter any notice of the
MECC software copyright or other

this agreement to another person along with proprietary ri ted to the package;
a copgr:fethis agreement, ;l))rovided thft ou * sub-license, 55}: lend, rent, or lease any
supply MECC with written notice and the portion of the software;
other party reads and accepts this * copy any portion of the software except as
agreement. permiitted for archival purposes or transfer to
another medium;
¢ transfer the software or any direct product to
any person or entity in violation of the
United States Export Administration Act.
Copy Privileges Local Hard-Disk Multiple-Loading File-Server
_ Privileges Privileges Privileges

m

- il

:h:

You may install this software on a file
server and use it on tnore than one
computer if the total number of
computers simultaneously using the
software does not exceed the number
of copies that you have purchased.

ol

You may make a single copy to You may load the software ona
be used for archival purposes local hard drive if you purchase
only. the appropriate MECC utility.

=9 ==

You may not load the software
onto more than one computer
ata time.

Limited Warranty
ProDOS products: MECC warrants that the accompmyi:gsb disks will operate on an Apple Ile or later computer with 128K of RAM.
GSOS Products: MECC warrants that the accompanying disks will operate on an Apple IIGs or later computer with 1M of RAM and
:mpﬁatesystem software. You may return this package with proof-of-purchase within 30 days for a full refund—no questions
For 90 days after purchase, MECC will replace free of any defective original disk. After 90 days, MECC will replace a
defective disk at a nominal charge for the lifetime of the product (three years following the product’s discontinuation). Except as
specifically set forth above, MECC disclaims all other warranties, either expressed or implied, including but not limited to implied
warranties of merchantability or fitness for a particular purpose. This limited warranty gives you specific legal rights, and you
may also have other rights, which vary from state to state. as specifically set fourth above, MECC and its distributors will
in no event be liable for any damages whatsoever, either direct or indirect, including but not limited to loss of business profits,
income, or use g‘g‘ah. hsSome states do not allow ex;:hsion or};y{agnﬁ;fu incid I:nta(l xr” o minhal damages; therefore, the
limitations set in this agreement may not a to you. e ter, Inc. (“. es no warranties, expressed or
implied, including without limitation theyimpliy Jarrzxoﬁes of merchantability and fitness for a particular purpose, regarding the
Apple software. Apple does not warrant, guarantee, or make any representations regarding the use of or the result of the use of the
Apple software in terms of its correctness, accuracy, reliability, currentness, or otherwise. The entire risk as to the results and
performance of the Apple software is assumed by you. The exclusion of implied warranties is not permitted by some states. The
above exclusion not apply to you. In no event will Apple, its directors, officers, employees or agents be liable to you for any
consequential, incidental, or indirect damages (including damages for loss of business profits, business interruption, loss of
business information, and the like) arising from the use of or the inability to use the Apple software even if Apple has been advised
of the possibility of such damages. Because some states do not allow the exclusion or limitation of liability for consequential or
incidental damages, the above limitations may not apply to you. Apple’s liability to you for actual damages from any cause
whatsoever, and regardless of the form of the action (whether in contract, tort [including negligence], product liability, or other-
wise), will be limited to $50.

Govemment End Users

If this software is acquired by or on behalf of a unit of the United States Government, this provision applies: The software (a) was
developed at private , is existing computer software, and was not developed with government funds; (b) is a trade secret of
MECC for all of the Freedom of Information Act; (c) is “restricted computer software” submitted with restricted rights in
accordance with subparagraphs (a) through (d) of the Commercial Comguter Software-Restricted Rights clause at 52.227-19 and its
successors; (d) in all ts is proprietary data belonging solely to MECC; (e) is unpublished and all rights are reserved under
copyright laws of the United States. For units of the ent of Defense (“DoD"), this software is licensed with “Restricted
Rights” as that term is defined in the DoD Supplement to the Federal Actxia'ﬁon Regulation 52.227-7013 (c) (1) (ii), Rights and —
Technical Data and ter Software and its successors, and: Use, duplication, or disclosure is subject to restrictions as set

in subdivision (c) (1) (ii) of the Rigas in Technical Data and Computer Software clause at 52.227-7013. MECC, 6160 Summit Drive

North, Minneapolis, Minnesota 5: . If this software was acquired under GSA schedule, the U.S. Government has agreed to
refrain from changing or removing any insignia or lettering from the Software or the documentation ulatistymvidedorﬁom

producing copies of &e manuals or media (except for backup purposes and in accordance with the terms of this Agreement).
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The Productata Glance

Freedom! is a discovery-learning simulation in which students assume the
roles of enslaved African Americans trying to escape to freedom. The
program takes place in the slave states of Delaware, Maryland, and
Virginia in 1830. The African American experience is not trivialized by
having students collect points: the reward is simply making it to freedom,
and the only other possible results are re-enslavement and death.

Curriculum Area:
Subject:

Topic:

Grade Range:
Program Type:

Required Hardware:

Classroom Use:

Learning Objectives:

Social studies

U.S. history

African American studies; Underground Railroad
59

Discovery-learning simulation

Apple I series computer with 128K RAM; color
monitor recommended but not required

Individual students or small groups

to collect, organize, record, and interpret data
in order to solve problems of escape

to determine directions from observing and
evaluating indicators such as star locations and
where moss grows on trees

to predict the relationship between various
groups of people and whether they will help or
hinder the effort to escape

to be able to summarize one’s experiences and
communicate the results of escape efforts in
reports (at teacher’s option)

1



The Product at a Glance

Concepts Addressed
in or Related to

Freedom!:

enslaved African Americans constantly tried
to escape

many Southerners were against slavery and
helped slaves to escape

many white Northerners did not believe
black people were equal to them and often
helped recapture blacks trying to escape
slavery; many white people did so simply for
the reward money

white people were not the only people to
hold slaves; some American Indians and
even some free blacks also did

some white people were also enslaved
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The Productin Detail

. Resume a Journey

Instructions

. Inforrmation

Quit

treedom! Instructions

This program provides a problem
solving sirmulation in which you
assumc the role of an enslaved
African American trying to excape
to frcecdoue.

The simulaotion takes place in the

slave states of Virginia. Maryland.
and Decloware. The date 15 1830.

The situotions you cncounter and

the actions you rmust tahe to be

successful ore bLased on hiztorical
data.

Presx SPACE BAR ¢to continue

 Frecdom Achicvers w\\‘ -

| treedom Travel Screen

Here you sce the
pictures and clues
that help you escope.
These include your
“cloch™ - the sun and
stars you can estimote
the time by.

l

The Main Menu

The Main menu displays six options.
Option 1, Freedom!, is the historical
simulation. Option 2, Resume a
Journey, lets students resume a saved
simulation. Option 3, Freedom
Achievers, provides a list of those who
have used this disk and made it to
freedom. Options 4 and 5 provide
instructions for using the program and
information about the product. Option 6
ends the current session of Freedom!
You can select Management Options by
pressing Control-A at the Main menu.

On-Line Instructions

When you choose Option 4 of the Main
menu, you see the first screen of the
Instructions sequence. This option
provides you with directions for using
the simulation. Most of the instructions
included are. ..

.. sample screens that explain the
major areas of importance on the Travel
screen.



The Product in Detail

trecdorn' Intorcacation
Uerzion 1.0

Frecdom! is a prograrm for students
of history and soccial studies in
grades S - 2. though older

students and odults cun use it with |

good cffect.

You can use it a4 g aimulation for
individuaol students or for
cooperative-leurning groups.

rMonagement Options arc ovailable.
See the monual for information on
accessing and u=ing these options.

Prcss SPACE BAR to continue

‘ mmx[gug%l%% pa

. Besume o Journcy

. Instructions
. Information

. Quit

When you choose Option 5, you see the
first screen of the Information sequence.
This option provides a product
description, student objectives, a
summary of the manual’s contents,
credits, MECC’s address and phone
number, and a color-monitor
adjustment screen.

Freedom Achievers

Freedom! does not have a High-Score
List; that would trivialize the African-
American experience. There is,
however, a list of the people who have
used the simulation and actually made
it to freedom. This is called the Freedom
Achievers List.

You can clear this Freedom Achievers
List with a selection in the Management
Options menu. Get to Management
Options by pressing Control-A (press
the A key while holding down the
Control key) at the Main menu.
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The Product in Detail

Using the Simulation

Most of your activity will center around traveling. There are, however, a couple things
you should do before you leave your home plantation.

N 2one 1
(Easy to
difficult)

|
|
\
. Zone 2 ‘
(Casy to |
Mmcdium) |
. Zone 3 \
(Difficult) ‘ \
. Zone 4 ! ! | ‘
(Easy) ‘

>

Hho would you like to be?

. Vixit Aunt Nancy.,
the Big House cooh.

Viait Uncle Virgil,
the blochsmith.

4. Visit Aunt Molly.
the herb doctor.
Ask the master for
a possx

. Run o Frcedom!

: Heturn: Sclecct
€sc: Moin Menu

When you first enter the program,
depending on how one of the
Management Options is set up, you
might be able to determine where you
will start the simulation. The program
then shows a map of Virginia,
Maryland, and Delaware and indicates
the location of your beginning
plantation.

The program then asks whether you are
male or female.

You will then see one of a number of
screens that set the mood: “It is 1830. You
are an enslaved African American....
You hear that there is a place far to the
north ... .. You decide that you want
freedom!”

Learning from the Elders

You could leave your plantation right
away, but there are a number of things
you really should first learn from the
elders.

Visit each of the elders by selecting his
or her name on the menu and pressing
Return.



The Product in Detail

2. Do uuh have
anygthin’ thot'd help

—~e?

. Can yuh give rnec
some advice?
How ¢c'n I tell which
way i3 north?

5. Hhére ¢n 1 get
surec runcy?

Move Returm Sele

c: Hhere 40 Go menu

Visiting tlders

"Yow have work to do.

Can’t let you go.™"

write, you hove been
able to lecarn what o
pass loohs likhe.

You write a pass for
yoursclf that permits o
visit to your cousin on

‘[l the nmeaxt plantation.

Space Bor: Continuec

After the elders greet you, you can use
this menu to ask them for information
and advice. In some cases, these four
people provide absolutely essential
information for survival on the journey.

You can also ask for items you can use
as you travel, such as money, fishhooks,
and cayenne pepper.

Asking the Master for a Pass

There are some other options on the
menu that you can use when you visit
the elders. You can ask the master for a
pass, and there is a possibility that he
will give it to you. If he does, you have a
couple of days during which you need
not fear the slave catchers—the dreaded
“patrollers,” who make a living from
chasing down runaways.

Note: This option is not available if the
master is selling you tomorrow.

Forging Your Own Pass

You may even have the option to write
yourself a pass!

Of course, this option is not available if
you cannot read or write.
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The Product in Detail

lraveling

IYou zce a :;-g;\ saying:

|
|
|
|
|
I
|
|

Traveling

Select the Run to Freedom! option from
the same menu you used to visit the
elders. You are finally on your way!

The space at the bottom of the screen
has reminders of the standard
commands available to you. Use the
arrows to turn left and right. This is the
way you change the direction in which
you travel. Press the Return key to move
forward in whichever direction you are
facing.

The upper left corner usually provides a
view of the sky. During the day, you will
see the sun at some location in the
daytime sky. After sunset, you will see
the moon near the horizon (early
evening), in the sky (night), or with a
rooster (pre-dawn). You can learn to tell
the time by watching this corner
carefully. Time advances in three-hour
intervals.

Be sure to seek cover before daylight,
when the patrollers are especially
active. Do this by selecting Actions and
use the menu provided to eat and sleep.

The lower left corner shows special
commands available to you. The most
common of these special commands
(sometimes the only one shown) is
Actions, which you reach by pressing
the appropriate number key. There is
additional information about Actions
later in this section.
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"sign soying: |

ZC?)’nC\-

i

HWHH

As you travel, you will encounter major
cities, as well as towns, villages,
plantations, and individual
establishments (such as farms, cabins,
stores, mills, churches, and inns). Some
of the people in these places may help
you. It is worth trying; just knock on
their doors.

If you—as a character in the
simulation—cannot read, the city limits
signs and mailbox names are presented
in unreadable characters.

Your goal is to find freedom by traveling
north to Pennsylvania or west-
southwest to Cherokee country. Be
careful not to go into North Carolina. It
borders on southern Virginia, and you
will automatically be recaptured there.
(You will not be wamed first!)

Many things may happen to you as you
travel. Think before you act, and use the
tools available to you.
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Actions

do you want to

. Hait and rest

. Eat

. Give yourself first
aid

. Check your bundle
. Orient yourself

Return:Selec

Esc:Travel

t

w’

Staying Alive

There are four special indicators on the
left side of the screen. These are the
Nutrition, Health, Stamina, and Injury
indicators. The first three indicators
show a number from 0 through 99.You
must maintain these three at reasonable
levels. If these indicators get too low,
you must rest, eat, or give yourself first
aid. Go to the Actions menu to do these.
If all three go to zero, you have died!

The Injury indicator does not provide a
scaled number but rather gives you a
verbal description of the worst injury
you have at this time. To provide relief
for injuries, go to the Actions menu and
give yourself first aid.

Actions

The major special command in the
lower left corner of the screen is Actions.
The Actions menu provides options to
rest/sleep, eat, find directions, give
yourself first aid, and examine the
contents of your bundle (the runaway’s
equivalent of a backpack).



The Product in Detail

Hhere do you want to
sleep?

Nin o barn|

. in @ shollow gully

. in a grain storage
building

. in a hedge

Hhat do you want to

. Sleep

3 Hait_and rest |

. Eat |
. Give yourseclf first |
|

aid
. Check your bundle
. Orient yoursclf

You are in flat country.
How will you get your
food?

i Forage |

. Snarec a smoll
animol

. Fish
. Toke food from

your bundle

10

Rest/Sleep

If you select the option to sleep, you can
choose where you want to sleep. Where
you choose to sleep determines the
quality of sleep you get, that is, how
rapidly your Stamina indicator gets
raised. You will be able to sleep up to a
maximum of 10 hours. After that, you
just won’t be able to sleep any longer.

If you can no longer fall asleep, you can
choose a different option to wait and
rest until nightfall. The program asks
how long you want to rest.

After you respond, the requested
allotment of time will pass. When the
time is up, you have the option to rest
some more or to do other things.

Eat

If you select the option to eat, you will
be able to decide how you want to find
your food. You can always forage for
food. If you are carrying any food in
your bundle, you can take it out and eat
it. Or if you have the necessary items in
your pack (twine, knife, fishhooks), you
can snare small animals or go fishing.
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Hhe
look for food?

. in the trces

. in the brush

. in a strcam

11

If you choose to forage, you will be able
to select from four places available in
that type of terrain. Then you will find
out what food you found (each terrain
type and place has a different kind of
food available) and how much it helped
your hunger. The Nutrition indicator
will increase an appropriate amount.
Each type of food provides a certain
amount of nourishment.

If you are able to fish or snare food, each
method has a specific chance that you
will be successful. You must be patient.
Wait for the fishing pole to bend before
you press the Space Bar. Wait for the
front of the rabbit to get partially into
the snare area before you press the
Space Bar. If you are successful, the
Nutrition indicator changes
appropriately.
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Hhat do you want to

)' do?

. Sleep
. Hait and rest
‘ . Eat
T | 5. Give gourscir first
B aid

. Check your bundle

Bl Orient yourself

12

Find Directions

If you select the Orient yourself option,
you have up to three more options to
use. The program asks you whether you
want to look for the North Star (Polaris),
look for moss on trees (if trees are
nearby), or look at your compass (if you
have one).

When you are looking for the North
Star, you have to know enough about
the northern night sky to identify the
Big and Little Dippers and the North
Star. When you look in directions other
g:;gs north, you will see random star

Teacher Hint:

You might want to keep handy a book
about observational astronomy or a sky
observation handbook that has star
maps for students to use as a reference.

Sometimes the program will show you
individual trees. At other times, you
will see groups of trees. In both cases,
you must know how moss actually
grows on single trees or on trees in large
stands.

While looking for moss, the arrow keys
take you in a circle around the tree or
trees that are visible.

Teacher Hint:

Moss grows only on the north side of
solitary trees. It grows all around trees
in a group, but more profusely on the
north sides.
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Actions

Hhat do you want to
do?

. Sleep
. Hait and rest
. Eat

I
i
|
I

. Chech your bundle

. Orient yourself

Esc: Traovel

13

If you have a compass, you can easily
tell which direction is north. Simply use
the arrow keys to turn the compass
needle until it points upward to the
special symbol (an arrowhead) on the
edge of the compass. You will be facing
north at that time.

Once you are facing the direction you
want, use the special Travel command
to return immediately to the traveling
screen, or use the Escape key to leave
step-by-step through the menus. You
will reappear in the Travel screen facing
that direction.

Give Yourself First Aid

You can select the option to give
yourself first aid. First aid will take care
of minor injuries, and it will fix major
injuries (e.g., broken legs, gunshot
wounds, etc.), but only enough to allow
you to travel. Total healing requires the
medical attention of people at
safehouses. The program notifies you
what the first aid accomplished.
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AS“‘;’)‘c!cc Bar:Continue

You sce a sign saying:

14

Open Bundle

If you select the option to open your
bundle, you have no further options.
You are shown the items in the bundle.
If the items have a limited number of
uses, the screen tells you how many
more uses you still have for the items.

Passes and written information from
conductors in the safehouses also
appear in your bundle. You can see
them by pressing the Space Bar after
viewing the bundle contents.

When you need to see a conductor’s
note, the program provides a special
command for you to do so. You can then
compare the note contents with signs
you see and try to decipher the name of
the next conductor on the Underground
Railroad.
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éﬂ'ﬂﬂ ’

I
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Patrollers (Slave Catchers)

As you travel, you must be very careful.
Patrollers are all over. They make their
living by capturing runaways and
returning them for the reward. They are
generally very cruel men. Often, they
would rather see you dead than let you
successfully escape.

To escape from patrollers, you should
run or, if the opportunity occurs, hide.
Use the special commands provided in
the lower left corner of the screen.
Generally, you have a good chance of
escaping when you hide.

The patrollers often have dogs to help
them track you down. It is much more
difficult to escape from the dogs than to
get away from humans alone. Hiding
from dogs hardly ever works. Your best
chances are to run through streams or to
sprinkle cayenne pepper on your tracks.
When the snifﬁng dogs reach the
cayenne, they will not be able to track
you for hours, and you can easily get
away.
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““Lootc for the cabin of
Mr. Becher, with a blach
Jockey statue with Tit

lantern.

“"Here’'s a0 note with

nxXXY £€X2 1tL

1
|
i

Spac 'c"'b'o';l'i'(Si;‘r'{'{i'}‘{Ué“”"""""'"
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Safehouses—The Underground
Railroad

As you travel, you may accidentally
come across help. Some people in the
cabins, farms, and inns that you find are
conductors on the Underground
Railroad. Their places are safehouses
along the way.

Once you find a stop on this small
hidden network, you will continually
get directions for the next safehouse
until you finally reach freedom.

These “verbal” directions to the next
safehouse always appear on the screen
in normal English script.

The present conductor will give you a
note containing the name of the next
conductor. If you cannot read, this note
will appear in the same unreadable
characters that appear on mailboxes and
city limits signs. In order to find the next
safehouse, you will have to remember
the “verbal” instructions (or write your
own notes) and match the name in the
note to the name on the mailbox.

Teacher Hint:

The students can better simulate the
experience of illiterate runaways by not
taking any notes of their own.
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Once in a safehouse, you generally will
be able to eat your fill and get a good
night’s sleep. But patrollers may still
come searching. Also, some conductors
are not able to give you a bed; they
simply feed you and provide directions
to the next station.

Success

If you are traveling north, the program
notifies you as soon as you are far
enough into Pennsylvania to be safe
(equivalent to the latitude of the
northern-most border of Delaware). If
you are going west, the program tells
you when you reach freedom. (You
meet Cherokee people who take you in
or hill people who are assumed, for the
purposes of this simulation, to be
abolitionists.) If you accidentally go too
far south, you will enter North Carolina
and face certain recapture.

Quitting

You can quit the simulation at any time

by pressing the Escape key. The
rogram will then ask you if you really

want to quit; this gives you the chance

to correct an erroneous key press.

If you quit before reaching freedom, you
will be given the opportunity to save
your simulation (including indicator
levels and bundle contents). By doing
so, you can continue where you left off.
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Type Control-A (press the A key while
holding down the Control key) to access
the Management Options from the Main
menu. The Management Options menu
enables you to change the starting
location of the simulation, view or
delete saved simulations, view or clear
the Freedom Achievers List, turn on or
off the students’ ability to save
simulations, and restore the default
settings.

Change starting location

Freedom! its you to select the zone
that holds the plantation from which
students begin their escape.

As you move the cursor from one zone
to another, the s zone changes.
Default is “Student Choice.” Press the
Question Mark key for an explanation
of the zones and their difficulty (see
below).

Zone 1. Delaware and the Eastern
Shores of Maryland and Virginia
(easy-difficult).

Zone 2. Western Maryland, northern
Virginia (easy-medium).

Zone 3. Southeastern Virginia (very
difficult).

Zone 4. Southwestern Virginia, going
west to Indian country (easy); goin,
north (difficult). gome

Random. Can begin in any one of forty
plantations in V‘ Maryland and
Delaware (any di

Student choice (default settmg) permits
students to see the zone map and make
their own choices.
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After you make a selection and press the
Return key, the program provides one
page with the previously provided
information about the zone you
selected. The sample screen to the left
shows the feedback screen for selecting
the “Random” option.

View/delete saved simulations

Freedom! has two options pertaining to
“saved simulations”:

1. View saved simulations
2. Delete all saved simulations

When a student saves a simulation, the
program stores pertinent data under the
name the student gives it. This name
can be about 25 characters long so that
people can describe the simulation
situations they are saving. When you
select the option to view saved
simulations, you see the list of these
names that were stored when
simulations were saved.

Each Freedom! disk can hold 75 saved
simulations.
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If you want to delete all of the saved
simulations on the disk, select the
“Delete” option.

The program gives you a warnin,

screel:\ that do%ble—cyhecks tobe sﬁre you
really want to delete all of the saved
simulations. Select “Yes” here and press
the Return key to delete the saved data.

View/clear “Freedom Achievers” list

You have the option to see and to clear
the list of “Freedom Achievers.” These
are the people who have actually
reached freedom in the simulation.
When you choose to view the list, each

‘s name is listed with the zone
from which they started.
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Save simulation option

By default, the Freedom! disk will have
the save simulation option “on,” as
shown at the left. This option is a toggle,
so the menu gives you the opportunity
to save or not save simulations.

Use the arrows to move the cursor to
select this option. Press the Return key
to turn off the disk’s ability to save
simulations.

The disk will now have the save
simulation option “off,” as shown at the
left.

With the cursor at this option, press the
Return key to turn the ability to save
simulations back on.

The final option in the Management
Options menu is to return everything to
the default settings. Default settings are
“Change starting location = student
choice” and “Saving simulations is
ON.” This option has no effect on the
saved simulations or on the Freedom
Achievers list.
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This section of the manual describes the instructional approach of
Freedom! and provides additional information about using the program
effectively in an educational setting. Information on the effective use of
Freedom! is divided into eight sub-sections: “Preparation,” “Using the
Program,” “Student Strategies,” “Classroom Activities,” “Program
Activities,” “Student Performance Evaluation,” “A Co-operative Learning
Activity,” and “Related Activities.”

Freedom! is designed for you to use in conjunction with a textbook chapter
or unit or other classroom activities on American slavery or the ante-
bellum period. You can use it at the beginning of the unit to introduce the
topic or in the middle or at the conclusion of the unit to reinforce
important principles.

The strength of any instructional software lies in the manner in which you
use it in the classroom environment. Freedom! presents students with a
problem-solving simulation that promotes discovery learning and
reinforces decision-making skills. The topic of the program is historical
and, except for field trips in the southern, eastern, or midwestern United
States, can only be re-created for students with great difficulty or expense.
(We offer some ideas on valuable activities, however, later in this section.)
Freedom! tries to substitute for real-life experience. This is the value of
historical simulation. As a teacher, you can choose to present the concepts
by using the computer, conducting hands-on experiments, or by using a
combination of these two methods.

Several suggestions for classroom implementation of the program are
given below. The actual selection and sequencing of activities is left to you
so that you can tailor the instruction to meet the specific needs of your
students. In a similar manner, the amount of direction you give to your
students will depend on their skill levels. Some students benefit from a
teacher-directed approach, while others function best when allowed to
explore and develop their own problem-solving strategies. There is a lot in
Freedom! that students can discover for themselves.
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Preparation

Although Freedom! is primarily designed for students in grades 5-9,
students of other age levels (indeed, even adults) may benefit from it.
Since many of the concepts involved in a program like this are so racially
and culturally charged, you may want to discuss the following with your
students before letting them go into the simulation:

1. Applicability. The history of every race and ethnic group shows that
everyone has had to live under or try to escape from tyranny of some
sort at one time or another. The tyrant may have been a king, a
conqueror, or a system such as slavery or serfdom. Many immigrants
to America were runaways from such tyranny.

2. Dialect. In order to maintain a “feel” for the historical period, Freedom!
uses dialect in conversations. This was highly recommended by our
consultant, an African American who leads people on overnight
Underground Railroad simulations.

3. Use of the terms “boy” and “gal.” Itis a terrible insult to call a grown
black man “boy.” And black women are just as insulted if you call them
“gal.” We used these terms in the program when pro-slavery or
prejudiced characters are speaking. The attitude of these people and
their impact upon the runaway were almost always negative.

4. The use (or lack of) the title “Mr.”or “Mrs.” A number of the
Underground Railroad “conductors” refer to free blacks but do not use
the term “Mr.”or “Mrs.” along with the person’s name. Many whites of
the period strongly believed that slavery was evil and just as strongly
believed that blacks and whites were not, and never would be, equal.
Thus, they would make great sacrifices to help runaways reach
freedom but would not give them the simple courtesy of addressing
them “Mr.” or “Mrs.”

If your students are not familiar with some of the following “country” or
southern terminology, you should also talk with them about the items
below.

1. Describe the following or have the students research them in the
encyclopedia or in outdoors and hiking manuals. Look up “pawpaw,”
“wapato,” “cattail,” and other foods in manuals such as Reader’s Digest
North American Wildlife, Susan J. Wernert, ed., Pleasantville, NY, 1984.

pawpaw (also papaw: Asimina triloba): the yellow edible fruit of one
of many “custard apple” trees. The fruit is large and fleshy.
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wapato (arrowheads: Sagitaria species): starchy tuber, somewhat
like a potato. It forms along the root system of the plant (under the
water) and, when ripe, breaks free to float on the water surface
where people can easily gather them. A major food source for
Native American peoples, it grows all over the United States in
rivers, lakes, and marshes.

cattail (Typha species): extremely common plant in marshy terrain.
In autumn and winter, rhizomes can be eaten like potatoes or made
into flour. Sprouts can be steamed. Spring shoots can be eaten raw
or cooked. Immature flowers can be boiled like corn. The pollen can
be made into a flour.

2. Provide the following definitions or have the students look them up in
the dictionary:
meadow: an open field of flat or rolling ground, generally grassy
with a few widely dispersed trees.

to forage: to wander in search of food.

potato hole: (root cellar) an underground room used for long-term
storage of potatoes and other root crops (such as carrots and
turnips).

3. Describe or show how to find directions.

Use a compass to find north. Turn the rim of the compass until the
symbol or the letter “N” is on the side of the rim opposite from you.
Turn yourself around until the compass needle points directly away
from you (to the symbol or letter “N”). The needle now points to the
north. East is to your right, west is to your left, and south is behind you.

Use moss to find north. Look at the base of a tree. Sunshine dries out
and kills moss. Therefore, moss appears most densely on the north side
of the tree, where the sun shines least. As you stand there looking at the
moss (on the north side of the tree), you are facing south. Turn around
180° so that you are looking in the direction that your back was facing.
You now face the north. In a stand of trees, there is a lot less sunshine
all around the trees, so moss grows around the trees more completely.
But the densest moss is still on the north side.

Use the North Star (“drinking gourd”) to find north. This may take
some practice. Get an astronomy handbook that has star maps. Find
the northern sky map for the present season of the year. Then search
for constellations (star formations) that you can recognize on the star
map and work your way around to the Big and Little Dippers and the
North Star (Polaris). When you see them directly in front of you, you
are facing north.
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Using the Program

Students who are new to Freedom! will benefit from a review of the
concepts included and a short demonstration of the program. The
Instructions option of the Main menu has a number of topics that may
help in this type of introduction.

There are a number of basic concepts that are important when working
with the simulation. Your students will find it much easier to learn the
basics of traveling in Freedom! if you explain these things to them first:

* There are two basic movement options: turning in place and moving
forward. Turn by pressing a right- or a left-arrow key. Move forward,
in whichever direction you are facing, by pressing the Return key.

¢ When you come to a crossable river with a bend in it so that part of
the river goes away from you, there will be a special command called
“Sidestep.” This allows you the option of walking along this side of
the river or crossing it. For example, if the river bend is shown on the
left of the screen, you can cross the river directly in front of you. Or
you can sidestep to the left and walk along the left bank. The scenery
then shows the river along your right side.

¢ In the first part of the simulation, you do not have to talk to the elders.
However, they are there to help. They provide advice, the life-saving
kinds of things that a young African American would hear from their
parents, aunts, uncles, and grandparents. They also give you items
that are crucial to a successful escape. It really is worth the time and
effort to talk to the elders!

You may want to point out a couple of specific items connected with
perspective while you are traveling:

¢ When you stand at a location with a building on it, you see the build-
ing to one side or the other (for example, to your left). If you turn to
the right, you will lose sight of the building. It is now “behind” your
left shoulder, and thus out of sight. If you continue turning right, the
building will return to your field of view from the right side. As a
result, there will be times when the screen says you are at a cabin, a
mill, etc., and you do not see anything. You would see the structure if
you turned around.

e If you cross a river going straight across your path, you will not see
the river after you cross. The title at the top of the screen will still say
you are at a river. The river is now directly behind you. You could see
it again by turning around (with two right-arrow or two left-arrow
key presses).
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There are several student worksheets (pages 41-45) that you can use to
introduce Freedom! to your students. One handout, in particular, requires
further preparation to be most effective. This is the simple grid “A Map to
Freedom” (page 43). Students should plot a map of their journey by
drawing appropriate symbols in each square. They go to a different square
each time they press the Return key while viewing the travel screen. If the
students are going north, they should start their map at the bottom center
of the grid; if they are going west, start at the right center.

For variety, have students go through the program using a different
handout each time. Or have them go through as teams, each person
having the responsibility of working with a different handout. See

“ A Cooperative-Learning Activity” on page 31.

Student Strategies

As a discovery-learning simulation, Freedom! provides students with an
open environment for experimenting with and developing successful
problem-solving strategies. During classroom-testing sessions, students
exhibited a wide variety of approaches to the problem of learning the
hows and whys of survival. Common successful strategies included:
¢ Having students work in cooperative groups or pairs. Many times
teams tended to be more successful, or at least successful sooner, than
students who worked alone. There is a sample cooperative-learning
activity later in this section.
* Providing clues to students who get discouraged if they do not reach
freedom easily or quickly. Some good clues are:

1. Remind them to travel only at night (fewer patrollers).

2. Remind them that they can often bribe people at farmhouses and
cabins.

3. Remind them not to fight patrollers; the odds are against them. If
they are chased by dogs, using the cayenne pepper almost always
works (provided by Grandfather Cato or sometimes bought from
people at farmhouses and cabins). If they are being chased by

patrollers without dogs, hiding in the water gives them the best
odds of getting away.

4. Reveal that they can ask the elders the same question more than
once and get different answers and items.

5. Have them start from Zone 2 and go north or start from Zone 4
and go west.
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6. Give them a copy of the map so that they can have a better idea of
where they are and where they are going. The map is provided as
one of the student worksheets.

Although individual student approaches vary greatly, each type of
successful approach commonly features slow and careful travel. The real
secret to reaching freedom is not to get discouraged, to travel very
carefully, and to go slowly and methodically toward the goal. Some
students, however, do not readily develop these successful strategies on
their own. Classroom discussions can encourage students to share both
successful and unsuccessful strategies.

Classroom Activities

Many student-centered classroom activities can be used to complement
and strengthen the instructional objectives and processes presented in
Freedom! Some activities can be used as introductory lessons; others can
become long-term classroom activities. The selection and order of the
activities depends upon your specific classroom environment.

The true value of these activities lies in the ideas, comments, and questions
that arise from discussing shared experiences. Allow sufficient time
during and after the use of the program and each additional activity for
students to share their observations, approaches, and findings. This
interaction can be encouraged by having students work together in
cooperative groups and by informing them that discussion sessions will
follow the activity.

Discussion Sessions

Engage your students in a discussion of their findings using such
questions as:

¢ What does it mean to be enslaved?

e How bad was life as a slave? (There are documented cases of escaping
mothers who, in danger of being recaptured, killed their own
children so the youngsters could never be returned to slavery.
Apologists for American slavery often state that most (or many)
masters took loving care of their slaves. On the contrary, however,
how horrible must slavery really have been if parents were willing to
murder their own children? Slavery really was certainly not the
condition portrayed by the apologists.)
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e Were any of the races all good or all bad? (No)

¢ Did African Americans, themselves, ever enslave other black people?
(Yes, to a surprising extent. There were approximately 4500 black
slaveowners in 1830.%)

¢ Did African Americans ever turn runaways over to the authorities?
(Sometimes out of fear. Also, many would report runaways but state
that they were fleeing in a direction different from the one they
actually were. They did this to collect the reward and simultaneously
help the escape efforts.)

* Did Native Americans accept slaves into the various tribes and make
black people equal with themselves? (Yes)

¢ Did American Indians also hold slaves? (Yes, most of the
Southeastern “Five Civilized Tribes” —Cherokee, Creek, Chickasaw,
Choctaw, and Seminole—held slaves. But their system guaranteed
permanence of marriage and family and was never as cruel in its
work demands as the Southern system.)

* Did European Americans help runaways and fight the system of
enslavement? (Yes, through the Underground Railroad or simply by
giving food to people at their door.)

* Was religion ever an indicator whether a person would help someone
trying to escape enslavement? (Yes. Quakers, Jews, Unitarians, and
many Roman Catholics helped runaways.)

* Rogers, J. A., 100 Amazing Facts About the Negro With Complete Proof: A Short Cut to The World
History of The Negro. Published by Helga M. Rogers, St. Petersburg FL, 1970.

Writing Assignments

Topics
* Foods found in Freedom!—pawpaws, wapato, cattails, etc.
¢ Slavery in Virginia, Maryland, and Delaware.
¢ Different ante-bellum legal systems concerning requirements for

papers and identification for blacks in Delaware as compared to the
rest of the South.

¢ Survival skills needed in terrains found in Freedom! These terrains
are Tidewater, cypress swamp, coastal marsh, Piedmont, and
Appalachian Mountains.
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People

Source material about all of the following can be found in Charles L.
Blockson’s The Underground Railroad. The paperbound edition is from
Berkley Books, New York, 1989. The original hardbound edition was
published by Prentice Hall in 1987.

Frederick Douglass

Harriet Tubman

Sojourner Truth

Thomas Garrett (white Underground Railroad conductor)

William Lloyd Garrison (white abolitionist)

Levi Coffin (white leader of Underground Railroad in the Midwest)
Lucretia Coffin Mott (white Underground Railroad conductor)

The Grimké Sisters (two abolitionist daughters of a slaveowner)

Dr. Alexander Milton Ross (undercover abolitionist, who personally
encouraged blacks to run away and gave them items to help)

William Still

Peter Still

Henry “Box” Brown

Eliza Harris (became a character in Uncle Tom’s Cabin)
Josiah Henson (the original Uncle Tom)

William and Ellen Craft

William Lambert

William Wells Brown

Jane Johnson and Passmore Williamson

Local Communities and Museums

)

Especially if you live in the southern, midwestern, or mid-Atlantic
areas of the United States, take a field trip to museums or historical
sites that had to do with slavery or the Underground Railroad.
Collect travel brochures and newspaper and magazine articles about
plantations and stations on the Underground Railroad. Have
students find these locations on maps.
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Interdisciplinary Activities

e Have your students create drawings, models, stories, poems, or songs
that illustrate the lives of people they have investigated: enslaved
blacks, free blacks, plantation owners, and workers on the Under-
ground Railroad as well as American Indians who lived in the South
before the government forcibly removed them.

e Listen to the old Negro Spiritual songs and encourage the students to
try to interpret the hidden meanings nearly all of them have.

Program Activities

As the target grade range indicates, the program is appropriate for
students in grade five and can challenge students in grade nine. Therefore,
please do not expect all students to be immediately successful in every (or
perhaps any) program in just one session.

Even older students may need to be introduced to this program in staged
activities over several sessions. Depending on the age and ability of your

students and upon your time limitations, you may want to follow a series
of activities similar to those described below.

How many different kinds of people, terrain, etc., can you find in the
simulation?

Research some of the different kinds of jobs people had in 1830-1850.
Keep a diary or travelogue of the simulation.

Student Performance Evaluation

How well students have performed using survival skills, thinking skills,
and problem-solving skills is often best judged by observing them as they
work. The degree to which students have been successful, however, is
directly measured by how easily they can reach freedom in the more
difficult zones (Zones 1 and 3).



Classroom Ideas

A Cooperative-Learning Activity

Having students involved in a cooperative experience while using
Freedom! provides them with excellent opportunities to work together
through the problem-solving process and apply decision-making skills.

The activity described below involves students in cooperative groups at
the computer. As they work together, students become involved in making
decisions relative to what direction to travel, how to overcome obstacles,
when to rest and eat, and how to prevent being caught. Through the group
discussions, students propose alternative approaches to a situation and
weigh the pros and cons of each alternative.

This activity provides general guidelines for structuring the interaction of
students, determining the size of the groups, and assigning roles to
students.

This activity has been designed with the following cooperative principles
in mind:

e The group must work as a team to complete a common task
and achieve a common goal.

¢ Each member has a designated responsibility to carry out to
help the team meet its common goal.

e Team members support each other by offering explanations,
asking questions, providing feedback, sharing information,
and encouraging each other to learn and participate in the
discussions.

e Teams are made up of students with varying ability levels,
ethnic and social backgrounds, gender, etc.

Familiarity with these principles and the techniques that support them will
enhance the effectiveness of this activity. For a thorough discussion of
cooperative-learning principles, consult the works of David and Roger
Johnson, Spencer Kagan, and Robert Slavin.
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Preparation

Time Required:  One class period at the computer lasting approximately

40-45 minutes.

Group Size: Three students per group. To enhance the quality of the

group discussions it is best to form groups that are
varied in terms of ability levels, genders, etc.

Equipment: One computer per group

Materials: Team Jobs sheet (see page 34)

Worksheet 2, “A Runaway’s Diary” (see page 42)
Worksheet 3, “A Map to Freedom” (see page 43)

Procedure

Introduction

1.

Prior to using the program, have students discuss the perils involved in
escaping from captivity. Some ideas students may want to talk about
include: a) considerations in planning the escape (time of day, enrolling
the aid of people, etc.) and b) major obstacles they may encounter and
ideas for avoiding or overcoming them.

Explain to students that they will be using Freedom!, a simulation
about escaping from slavery in the American South. Briefly
demonstrate the program to the entire class, explaining the various
options and how to operate the program.

At the Computer

1.

Inform students that they will be working in cooperative teams. Assign

students to their respective teams and point out that they have two

main goals:

¢ to make it safely to freedom, and

* to ensure that each member of the team participates in the decision-
making process.

Distribute to each team copies of the Team Jobs sheet (page 34), the
Diary (page 42), and the Map (page 43). Take a few minutes to discuss
the nature of each role and what each student will need to do or to say
in order to fulfill it. Point out that the first time around students can
choose the role they want to play. Each subsequent time they play
Freedom!, they should rotate roles, ensuring that everyone has a turn at
each role.
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Leader

¢ Operates the keyboard

* Recommends actions to take

¢ Ensures that appropriate preparations have been made before
escaping

Mapper

* Records traveling route on the map

¢ Informs team of changes in the status of stamina and injuries

* Makes sure group agrees whenever decisions need to be made

Journal Writer

e Informs team of changes in the status of health and nutrition

e Makes entries into diary

¢ Encourages everyone to give reasons to support recommended
actions

. Tell students that you will go around observing how well they are
working in their groups. You will pay special attention to how they are
making decisions together before taking action.

. Towards the end of the period, allow 5-10 minutes for teams to discuss
how well they worked together as a group. Encourage students to
identify group behaviors that helped them achieve the goal of the
program and behaviors that were not effective.

. Have the whole class share their successes and frustration in trying to

escape. Discuss what strategies worked and which ones did not work
and why.
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TEAM JOBS
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Leader

e Operates the keyboard
¢ Recommends actions to take

» Ensures that appropriate preparations have been
made before escaping
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Mapper

¢ Records traveling route on the map

e Informs team of changes in the status of stamina
and injuries

e Makes sure group agrees whenever decisions
need to be made
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Journal Writer

¢ Informs team of changes in the status of health
and nutrition

* Makes entries into diary

e Encourages everyone to give reasons to support
recommended actions
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Related Activities

Play a “game”

¢ Have students re-enact the institution of slavery. On the first day,
some students should be slaveowners, and some should be slaves.
(They get to trade places on the second day.) “Slaves” must serve the
“owners” and ask permission for everything throughout the day.
Form groups, for example, on the basis of eye color, but avoid the
possibility, in a mixed classroom, of the situation becoming all-white
vs. all-black. Use armbands, baseball caps, clothing colors, or some
other identifier to separate the two groups. You can even have some
students act as abolitionists, Underground Railroad conductors, and
local Indian nations to give aid to “slaves.” CAUTION #1: Do not let
all the white children be “owners” and all black children or children
of color be “slaves” at the same time. Be certain the groups are well
mixed. The possible volatility of the situation should be reduced by
creating well-mixed groups. CAUTION #2: Create basic rules (no
physical violence) before the beginning of the re-enactment. Watch
the children’s behaviors carefully and end the re-enactment
immediately if things start to get out of hand. (Remember, even
adults sometimes have a hard time handling “unlimited” power over
others.) If things do get out of hand and you must end the re-
enactment, use the experience as a teachable moment. You can reduce
bad feelings by pointing out that this is exactly how feelings of
superiority, racism, etc., arose among adults. Emphasize that they (the
children) are not “bad,” but human. Point out that these feelings can
build easily, and that this is why we must all work hard, all the time,
to reduce racism and bigotry.

¢ Go to a limited wilderness area, such as a small woods, to play a
modified “hide and seek.” Have one student act as an “owner,” a
number of other players who are “it” (slavecatchers/patrollers), and
only three or four students who take the parts of runaways.
Emphasize that if they are caught, they do not become “patrollers”
but are “punished” and “put to work.” Then, when they are caught,
get them out of the area so other runaways cannot see what happens
to them. Give everyone a chance to play all of the parts.
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Go on an Underground Railroad re-enactment

A Classroom Simulation (thanks to Kathy Wormald, Glenn E.
Livingston Elementary School, Cody, WY).

1. Give the students the option to participate in the activity.

2. Get the help of other teachers and school staff. Have them play the roles
of “friends” and “foes.” Do not tell the students which rooms are safe
and which are not. Make special signs to put on the doors of rooms of
teachers not participating.

Ms. Wormald made slips like the one below and delivered one,
appropriately filled in, to each person helping her:

Thank you for your help with the Underground Railroad.

For the activity on (day) , please be a (“friend” /“foe”)
to the runaway slaves.

Please initial the students’ cards, regardless of whether you are “Friend” or
“Foe.” The students need seven “Friend” signatures to reach the “North.” If they
receive two “Foe” signatures, they must return to the “South.” They need to get
two signatures from each wing of the school building, and one from any other
place (office, library, music room, etc.)

We will start the simulation at about (time) on (day)
and finish by about (time) _. Please allow the student to enter your room
if he or she appears at the door, and help in any way you can to get him or her to
freedom. If you are a “Foe,” you must not be helpful. Be sure you have the
student’s card in your hand before you tell them whether you are “Friend” or
“Foe.”

3. Puta sign on students: “I'm a runaway slave on the Underground
Railroad. I'm heading North to freedom.”

4. Give each “slave” a “freedom card,” which must be initialed by seven
“friends” before he or she can reach the North (the gym). Upon
reaching the gym with the seven signatures, the “slave” is “freed” and
gets a card announcing his or her freedom. The student then returns to
the classroom but cannot talk about the experience.

5. If two “foes” initial the freedom card, the “slave” must return to the
beginning classroom. They also return to the classroom, but they can
talk about their experience with students still there.

6. Have the students leave the classroom alone or in small groups at ten-
minute intervals.

7. After everyone escapes, have a class discussion about how the children
felt during the activity.
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Another Classroom Simulation (done by Gerri, Cathy, and Diane, with
help from other teachers at Eastside School in Cody, WY. Thanks again to
Kathy Wormald, Glenn E. Livingston Elementary School, Cody, WY).

1. The following letter recruited help from the teachers in the school:

Dear Teachers,

The fifth-grade classes are going to be participating in an Underground Railroad
adventure. We are going to send groups of students (“slaves”) out into the elements
attempting to reach freedom on (day/date)

We would like your cooperation in either capturing or helping to free the slaves
(passengers). We will be passing out slips of paper designating the slave to either
continue on the journey, become captured and get sent back to the masters, die of
disease, wait for weather, etc. Your job, if you choose to accept it, will be to have one
of your students answer the door as each slave or group of slaves knocks. As the
slaves receive their instruction from your student, they will either continue on their
journey (to freedom) or return to our classrooms (slavery).

We will attempt to establish a safe route (track) for the slaves to follow to freedom.
Hopefully, the safe track will become known to many slaves. Some of you will be
conductors (slave guides), stations (hiding places for slaves), terminals (northern
cities where slaves were helped to get jobs), etc. You will not take slaves into your
rooms but will give them slips of paper that will tell them where they should go next.

Thanks for your help.
Gerri, Cathy, and Diane

Please sign on the line and return this sheet if you wish to participate:

2. The teachers then made up a series of slips of paper that could be copied.
Each slip had an appropriate clip-art graphic (indicated below in brackets):
e SAFE STATION. GO TO FIRST GRADE. [House]
e SAFE STATION. GO TO SECOND GRADE. [House]
e SAFE STATION. GO TO THIRD GRADE. [House]
e SAFE STATION. GO TO FOURTH GRADE. [House]
e SAFE STATION. GO TO SIXTH GRADE. [House]
e SAFE STATION. GO TO MR. X's. [House]
e SAFE STATION. GO TO MS. X’s. [House]
e SAFE STATION. GO TO THE GYM. [House]

e LUCKY YOU! YOU FOUND A HORSE. You can move faster. Go to Mr./
Ms. Y’s Room. [Horse]

e YOU ARE SAVED! YOU FOUND HARRIET TUBMAN. She will lead
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YOU ARE SAVED! YOU FOUND HARRIET TUBMAN. She will lead
you to safety quickly. Goto_________(the final point on the track.
This should be given at the sixth-grade room.) [Black woman]

SAFE STATION. LEVI COFFIN RESIDENCE. He will take you to his
store (a major station) to hide from slave hunters. Wait five minutes
quietly in the hall and then go to sixth grade. [House]

STORM. YOU MUST WAIT. Wait for five minutes until it is over; then
move to third grade. [Storm, lightning, etc.]

SNAKE BITE! You were bitten by a snake and they left you behind to
die. Sorry. Go back to your room and do not say anything to anyone.
[Snake]

SWAMP LAND. You sank into quicksand and could not escape.
Return to your classroom. Do not talk to anyone. [Variation on
original. Show swamp scene.]

TURTLE SOUP! You are starving. You found a turtle. Take five
minutes to eat turtle soup and then go to fourth grade. [Turtle]

YOU WERE BITTEN BY A RAT IN A TUNNEL while running from
the slave hunters. You are sick and must be left behind. Return to
your master (your teacher). [Rat]

NO LONGER A SAFE STATION. Go back to your last station. [House]
YOU ARE CAUGHT! YOU WERE TOO NOISY! Return to your
master (your teacher). [Some sinister figure]

YOU DROWNED while crossing a river. Go back to your classroom
and do not give any information to your classmates. [Swimmer]
YOU'RE LOST! You must return to the last safe station on your route.
[Map of USA]

YOU HAVE JUST BEEN CAUGHT by slave hunters. Return directly
to the master (your teacher).

SAFE HOUSE. You have reached a safe station. Continue on your
journey. The next station is second grade. [House]

YOU HAVE CROSSED THE BORDER TO FREEDOM! [Original; you
select a graphic. This should be at the final, safe place, where students
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