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“If you were a better person, 
you wouldn’t be here.”  



“It is not enough to know that you are the descendant of 
slaves--you should also understand how easily you could 
have been the slave-master… We can approach history 
denouncing the craziness of others, or we can approach 
it trying to understand how we might have possibly done 
the same thing.” 
 

 -Ta-Nehisi Coates 
 -Senior Editor, The Atlantic 
  



For more on… 
Gigantic Mechanic: www.giganticmechanic.com 
The EMK Institute: www.emkinstitute.org 
The Compromise of 1850: America’s Great Debate, 
Fergus M. Bordewich (2012) 
 
Email Dan at:  dnagler@giganticmechanic.com 
Find us on Twitter at: @giganticmech 


