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Freedom: The Underground
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Railroad 1s a co-op game for
1 to 4 players.
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Players take the role of Abolitionists to end
slavery 1n the United States 1n the mad

—— Pl S e nineteenth century.
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The objective of the game 1s firstly, to
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free slaves from southern plantations D e e K *S]lﬂre in Canada

- ~. . \
to Canada. e 2 A / N
petay ) AMOFE T
s/ 4 — e, - _
- . - == I-” e ] i.'ll .""'"-I"J r;‘.
' .f | 5 P =/ — DD

Gdnddd N

=% 2
i 1 L LTL I e iy

Sl.:we 1n' lantation
o levein'p

IR W VAN

A, Slayn Caya e Wisess © ot v
Cowilecy wred Shomenvend Wi
L. Pianming Pisse - Uk wp
%, Pecthen Visese = Disriing, =)
Thaner: Lee W, e Ty
ey W P A

& B s, Visss - j




Secondly, to purchase all Thirdly, to finish the round -
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without losing the game. ‘

Support tokens 1n the game.
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ORDER OF PLAY

1. Slave Catcher Phase - Boll the Slave
o Suppurt Tuken&.

.“] P Catcher and Movement Dice.

2. Planning Phase - Take up to two Tokens,

& game round
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3. Action Phase - Starting with the Lead
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buy an Abolitionist Card (any order).

4. Slave Market Phase - Deliver 5laves 1o
the Plantations.

5. Lantern Phase - Trigger/discard last
Abolitionist Card(s). Slide and fill cards.
Pass the Lead Player Lantern clockwise,
If the last Slave Market Card has been
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delivered, the game is over.

And 1if they did not win the

Players lose the game 1f there 1s no
game before end of round 8.

more space to add an additional slave
to the Slave Lost Track.
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Card, 1ts Player Mat and 8 Gold.

| cA Ces  Bo \ h;h e iy
I'l{* ] I | : L~ M = =,

; 17; | TLP:J' J:T;I JI |
o Pld}rﬁr oL e o .r—-“_—lll oA e

— — -
= -..'-- Chradvr aff
iAr E
’ F. Slaww &bk "
amain '

=
&1 dur wip vl Phase
51 "-| alix t Card Comy
L .,,'l.n ||"-.||_

T
Tz T g P
||||||||||| h & : Fi ey Nl vt 4
L o Moo L 1 f
- il Florgs - LEEes v
T ; 5 "‘C"—-"—'—:ﬁﬂ
A4 Preache i E._f"'-_—""‘x?
LS " i
. L
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Create the Slave Market Deck

based on the number of players.
. Draw 3 Slave Market
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Setup the Period Columns.

BTN BT Players  Token Period1  Period2  Period3

! | )\ 1800-1839  1840-1859  1860-1865
. ’:a Support 1
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.2 T o 3 - s Fundraising 1
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1. Place grey Conductor Tokens. [
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2. Based on number of players,

add the rest of the tokens. ks
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Remove the Abolitionist Cards that indicate

they are for use with 3 or 4 players.
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Each game of Freedom: The Underground

Railroad plays up to 8 rounds. ” ==
T
e TR U B e o T g
—m nALCtor }T Order of Play i
LIS )"_r | 1. SEkavr Catchior Phose I amel rosolive thee Slave Carcleer aned MMowemnment Tiee |
{}I{IJI"..“. [}II'.' l’l,.‘\,‘l’r ‘\‘ X, Manning Phaswe - Each plaver may take oo a 1aal ol teo Comduacior, Pundraisine g
. 5 ?: ir o Sup T Tk s
l-r EIHPE (—-“-IILLI'“:!- I’hﬂﬁ'u EE H‘.?u ‘ll:'l.'." Hlﬂ\.’l{ ‘.-I k. aActien Phiese - Seortimg walle thie Lead Plaver, a plaver may fabe ary or ali
Catcher and Movement Dice. aalnubng Acticn) N ANy crdes :
E - Il.ull |:. -':1 Ilu-I 0 .|.r: I.M Fi ||-!::| sl RcHcrm
2. Planning Phase - Take up to two Tokens. ' B e L ot b on, .
3. Action Phase - Starting with the Lead | R ERate Ciabals bl thone Sariial ALSTHS
Player: Use Role, play two Tokens, and | e A g e e e
buy an Abolitionist Card (any order). iy grietiyn T
; < b Slave Markel Phase - | 'eliva ik i Fiie bl
4. Slave Market Phase - Deliver Slaves to :
the Plantations. b Lamtern Phase
s 5. Lantern Phase - Trigger/discard last
Abolitionist Card(s). Slide and ill cards. 3
’ass the Lead Player Lantern clockwise. — — — -ﬁ‘
[f the last Slave Market Card has been i \ T
delivered, the game is over. A more detailed Order of Play 1s also L8
printed on each Player Mat.
Each round consists of 5 phases. - u
1. Slave Catcher Phase g = 7 e .
| A / 7 A QN AR, -
Az b : ~ £ ) n
\ . . ey T i
| --E# et "] 7 > 7 % .l"-'-ll | i _‘__1 .-,.l.—:;i_ a ¥ .
. | P\ Gl e J NC
Roll the dice to s\ == A Sl Ml o) S - Soe 7
. FAN L T i ) L — Ll
determine Slave ¢ /L Jy, Brown moves 2 ;spaces
§ - et "1

Catcher movement.

‘b-i‘gl the diI‘EF!:iﬁﬂ of the .

= e o F
Siwhite arrow.

e
a:l L=y S II;'- "..* §
.,*' r:; )/I." h__."-fk "qq,r
: ::LI{. ._le,l'll i
e ;}_"_”ﬁ*h-u —K
. s;_?"/‘/ .“‘:.IFI
y ]I
T Fu r:'l.l
|l :'i VI K O -#';..:f ;
/ Each Slave.Catcher onl
# Ii .-i’I . -I".
- moves alongits own path:
o -_.-:.. 1 i, f
4 \f‘&
’
F.
|
I e B .
AN If Walking Slave symbol 1s rolled,
o none of the Slave Catcher moves. o«
o
— o
; ‘fE" ) j;x':.”"*}
328
e
U AS
- ), b
e >\ ®
J B
. 7
e &
>% é7
! 4
Brown moves 1
4 . 5
space 1n the
o R . "
direction ofthe
black arrow and
reaches the'end of
its path.
£ i
—y ..




2. Planning Phase At the start of the game,

players can only buy from the | , ..
first Period (1800-1839). ‘
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Players unlock future Period
Columns only after all Support
Tokens 1n the currently active

Period Column are bought.

Buying all Support Tokens 1s a

victory condition for the game.
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When the last Support Token 1n the currently

THE NORTH STAR.
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active Period Column 1s bought....

Remove the current Abolitionist

Card Deck,

3. Action Phase == Beginning with the Lead Player continuing :
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Play a second Conductor and/or | undraising token 11 3/%4/%5b d kL
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Gain the beneht of the player's Role Card current Period.
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Conductor Tokens Conductor Token 1s the primary means for

players to move slaves.

3 different slaves can be moved m

A single slave may not be

1 space each. '\‘ 3
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" moved twice with the same
Conductor Token.
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A slave already moved can be moved

again by using another Conductor
Token, an Abolitiomist Card, or as a

. result of the player’s Role Benefit.
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While Slave Catchers can only move

along their corresponding color paths,
slaves can move along any paths,

regardless of color.
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Example continues
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Using a 2nd Conductor Token,
you can move a slave that had

previously moved.

Need to pay $1 to move
along this path
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Example continues
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If a slave ends i1ts move on a space with
$, the player immediately collects the |

corresponding $ from bank.
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Token 1s removed from
the game.

Once used, the Conductor |

Except for the last grey Conductor Tokens.

After 1t 1s played, 1t 1s returned to the board and
becomes available for purchase again.
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g Abolitionist Card

maximum 1 card on their turn.
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Cards are resolved
immediately when purchased,
and then discarded.

Except Reserve Abolitionist Cards (grey background). These are
placed on the Player’s Mat to be used at a later time. Each player

can only have one Reserve Card on their Mat at a time.
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Role Card Special Ability
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The Special Ability can be used once during the game.
Once used, the card 1s thipped over to Side I1.
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Large Square Cities
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up to 4 slaves. Every other

space can only hold 1 slave.

Capturing Slaves
T NN

Whenever a movement ends,

all slaves (1f any) on a space
with a Slave Catcher are

captured.
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Captured slaves are distributed
to the Slave Market Cards, cycled

from bottom up.
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Fundraising Tokens from first two Periods give
$1 for every slave on a Green space.
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ORDER OF PLAY

1. Slave Curcher Pl - Bl the ==
Canchice and Mevement Dhce

Fundraising Tokens from last Period give $1 for

every slave on a Blue space.

Once used, remove from game.




All slaves on the bottom-most Slave Market Card are

moved to the southern plantations.
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5. Lantern Phase

Discard right most space 1n the
Abolitionist Queue.
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Only 1 new Opposition Card can be added during this

phase. If more are drawn, shutfle back to the deck.
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Check for Victory Condition.
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You need to purchase all

of the Support Tokens.
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You lose the game 1immediately if the If this 1s not the end of round 8,

Slaves Lost Track 1s filled and another | pass the Player Lantern Token
Slave needs to be added. ‘ - clockwise to the next player.
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SLAVES LOST

The game will end after 8 rounds.

If you do not win by the end of

round 8, you lose. g You'’re now ready to play Freedom: The

— Underground Railroad. Good luck!
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Abolitionist's Quick Start Guide to Freedom: The Underground Railroad
By Cedric Chong (maxixe)

This Quick Start Guide 1s meant as an introduction to the game of Freedom: The
Underground Railroad. You can think of it as a guide to pass along to your friends to read
before going to game night. It’ll be great if the game 1s played with at least one
experienced player who knows how to handle all the exceptions and special rules.

This guide 1s not meant to be comprehensive. Hopefully 1t can be used as an aid to help

new players get into this game. Some of the things I left out include:

- Scoring.

- Money cannot be shared.

- Moving two spaces.

- Slaves cannot move through paths with Slave Catchers.
- Slaves can move through paths with other slaves.

- You can play maximum two tokens on your turn.

- Tokens can be kept to be played 1n future rounds.

Version history
[Version 1.0] First release.

| Version 1.1] Major changes to presentation style. Minor text edit to clarily some rules.

Originally posted on:
http://www.boardgamegeek.com/thread/1233723/abolitionists-quick-start-guide-freedom-u
ndergroun

Game designed by Brian Mayer.
Freedom: The Underground Railroad Copyright © 2013 Academy Games, Inc.



