Attachment 6


Materials:

· Dice: One for each student

· Ten stations plus the Freedom Station

· Game Worksheet

Directions:

· Students roll dice to determine their next move.

· Students follow the directions on the directions at each station according to the roll of their dice.

· Before going onto the next station, students write down their destiny according to the roll of the dice.

Note: Due to time constraints, stations can be eliminated.

Preface:  

You are a slave that is about to leave your owner’s home in Tennessee to seek freedom in Canada.

Underground Railroad Game Worksheet
Name ________________________________________________ Period _________

Roll  1
_________________________________________________________________

Roll 2 
_________________________________________________________________

Roll 3 
_________________________________________________________________

Roll 4
_________________________________________________________________

Roll 5
 _________________________________________________________________

Roll 6 
_________________________________________________________________

Roll 7
_________________________________________________________________

Roll 8 
_________________________________________________________________

Roll 9
 _________________________________________________________________

Roll  10________________________________________________________________

Roll 11 _________________________________________________________________

Roll 12 _________________________________________________________________

Roll  13_________________________________________________________________

Roll 14 _________________________________________________________________

Roll 15 _________________________________________________________________

Roll  16________________________________________________________________

Roll 17 _________________________________________________________________

Roll 18 _________________________________________________________________

Roll  19_________________________________________________________________

Roll 20_________________________________________________________________

Station 1
	If you roll 

a one:
	You have identified your first conductor and followed him as instructed.  Move to the next station.



	If you roll 

a two:
	You left on a Sunday and had a full day’s head start before it was noticed that you were missing.  Move to the next station.



	If you roll

a three:
	You posed as a slave for your light skinned friend and boarded a train. Move to the next station.



	If you roll 

a four:
	The evening you intended to leave, your master decided he needed you to accompany him to town.  You missed your connection and were delayed.  Do not move on to the next station.



	If you roll

a five:
	You begin your journey on your own. You keep to the woods and out of sight of all humans. Move to the next station.



	If you roll 

a six:
	You decided not to go because the risk was too great.  Do not move to the next station.




Station 2
	If you roll 

a one:
	You are being followed by slave catchers with “Negro Dogs” making you back track and to cross a river to cover your scent.  Do not move to the next station.



	If you roll 

a two:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.



	If you roll

a three:
	You were slowed down by a very dark, rainy night.  You did not make your next station by daylight and had to hide in the woods all day.  Do not move to the next station



	If you roll 

a four:
	Luck is with you!  You were able to distract the “Negro Dogs” by rubbing onion on your feet.  Move to the next station.



	If you roll

a five:
	You left in the fall and were able to find food in the fields.  Move to the next station.



	If you roll 

a six:
	You hid in the back of a wagon and made great progress.  Move to the next station.




Station 3
	If you roll 

a one:
	You left in the fall and were able to find food in the fields.  Move to the next station.



	If you roll 

a two:
	You hid in the back of a wagon and made great progress.  Move to the next station.



	If you roll

a three:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.



	If you roll 

a four:
	Slave catchers caught you.  Return to the start of the game.



	If you roll

a five:
	You encountered a cold spell causing you to shiver uncontrollably without proper outdoor wear.  Do not move to the next station.



	If you roll 

a six:
	You are slowly getting discouraged, but other members in your group kept you going. Move to the next station.




Station 4
	If you roll 

a one:
	Slave catchers caught you.  Return to the start of the game. 



	If you roll 

a two:
	You are ready to turn back, but the conductor won’t let you because you will put the rest of the group in jeopardy.  Move to the next station.



	If you roll

a three:
	The weather is so hot and there isn’t any water.   You are getting very weak.  Do not move to the next station. 



	If you roll 

a four:
	Luck is with you.  You were able to beg some food off of a nice white lady.  Move to the next station.



	If you roll

a five:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.



	If you roll 

a six:
	You left in the fall and were able to find food in the fields.  Move to the next station.




Station 5
	If you roll 

a one:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.



	If you roll 

a two:
	You and your fellow travelers had to hide in the attic of a station house waiting for the coast to clear. Do not move to the next station.



	If you roll

a three:
	You are feeling very ill, but you must keep going.  Your progress is very slow.  Do not move on to the next station.



	If you roll 

a four:
	Slave catchers caught you.  Return to the start of the game.



	If you roll

a five:
	You hid in the back of a wagon and were able to make good progress. Move to the next station.



	If you roll 

a six:
	Crossing a river losing all of your belongings slowed you down.  Do not move to the next station.




Station 6
	If you roll 

a one:
	Your spirits are up.  The weather has been cooperating and you found some apple trees. Move to the next station.



	If you roll 

a two:
	Your feet are covered in blisters, but you must continue on.  Move to the next station.



	If you roll

a three:
	You found a cave to hide in during the day and got plenty of rest.  Move to the next station.



	If you roll 

a four:
	Slave catchers are chasing you.  You must back track to lose them.  Do not move to the next station.



	If you roll

a five:
	Slave catchers caught you.  Return to the start of the game. 



	If you roll 

a six:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station. 




Station 7

	If you roll 

a one:
	You had to hide in a barn until the coast was clear.  Do not move onto the next station.



	If you roll 

a two:
	Slave catchers caught you.  Return to the start of the game. 



	If you roll

a three:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station. 



	If you roll 

a four:
	Slave catchers caught you.  Return to the start of the game.



	If you roll

a five:
	Luck is with you.  You were able to beg some food off of a nice white lady.  Move to the next station.



	If you roll 

a six:
	You left in the winter and are cold and hungry, but you continue north. Move to the next station.




Station 8

	If you roll 

a one:
	Slave catchers caught you.  Return to the start of the game.



	If you roll 

a two:
	You have been traveling for weeks and are exhausted, but you continue on with the thought of freedom nudging you along. Move to the next station.



	If you roll

a three:
	With freedom in your grasp, you continue north knowing that you are almost in free territory.  Move to the next station.



	If you roll 

a four:
	You were slowed down by a very dark, snowy night.  You did not make your next station by daylight and had to hide in the woods all day.  Do not move to the next station.



	If you roll

a five:
	You are feeling very ill, but you must keep going.  Your progress is very slow.  Do not move on to the next station.



	If you roll 

a six:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.


Station 9
	If you roll 

a one:
	You have reached the Ohio River.  Concealing yourself in a boat, you cross.  Move to the next station.



	If you roll 

a two:
	You have reached the Ohio River.  It is very cold and there are ice flows all over.  You are delayed trying to make a decision.  Do not move to the next station.



	If you roll

a three:
	You are relying on your conductor, who follows the “drinking gourd” at night to get you to your next station.  Move to the next station.



	If you roll 

a four:
	Slave catchers caught you.  Return to the start of the game.



	If you roll

a five:
	You have reached the Ohio River.  Crossing is difficult, but you make it.  Move to the next station.



	If you roll 

a six:
	You have reached the Ohio River.  Disregarding your own safety, you jump on an ice flow to cross. Move to the next station.




Station 10
	If you roll 

a one:
	You are in free territory, but must continue moving north into Canada.  Assisted by some free blacks you make it to Lake Erie.  Move to the next station.



	If you roll 

a two:
	You are in free territory, but must continue moving north into Canada.  You make it to the Hubbard House in Ashtabula County to cross Lake Erie. Move to the next station.



	If you roll

a three:
	After you cross the Ohio River the Rankin Family assists you to the next station.  Move to the next station.



	If you roll 

a four:
	Slave catchers caught you.  Return to the start of the game.



	If you roll

a five:
	You have been doubled crossed, but you are able to escape the slave catchers.  Move to the next station.



	If you roll 

a six:
	As you progress north, you are taken to Detroit to cross the river into Canada.   Move to the next station.




Freedom Station
You did it!!!!  You successfully made it into Canada and obtained your freedom.
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