	"GOLD CROWN"
OFFICIAL DIRECTIONS! 

THESE ARE THE OFFICIAL DIRECTIONS FOR "GOLD CROWN"
A COMIC BOOK WAR GAME BY HELEN OF TOY, CO. 

The following text was copied directly from an original Helen of Toy "Gold Crown" Directions Sheet. 

The directions are provided here to help all researchers and fans of Helen of Toy War Games who may have lost their original directions or perhaps found an incomplete game and have always wondered how to play Gold Crown properly. 

GOLD CROWN 

eG. Copyright 1966, 1969 

HELEN OF TOY, CO., COMMACK, NY 11725 

1. 1 KNIGHT IN ROW ONE IS KILLED NO KNIGHT MOVE 1 

2. 2 KNIGHTS IN ROW 2 ARE KILLED NO KNIGHTS MOVE 2 

3. 3 KNIGHTS IN ROW 3 ARE KILLED NO KNIGHTS MOVE 3 

4. 4 KNIGHTS IN ROW 4 ARE KILLED NO KNIGHTS MOVE 4 

5. SPY DROPS DRAWBRIDGE 

6. RAM OPENS GATES IF ON DRAWBRIDGE AND RETURNS TO BOXES 3 AND 4. 

7. CLOSE GATES AND RAISE BRIDGE. 

8. YOUR KNIGHTS ON THE WALL ARE KILLED NO KNIGHTS MOVE 8 

9. YOUR KNIGHTS ON THE SIEGE DECK & TOWERS ARE KILLED NO KNIGHTS MOVE 9. 

10. 1 KNIGHT IN ROW 1 SCALES THE SIEGE DECK OR MOVE 10 

11. 2 KNIGHTS IN ROW 2 SCALE THE WALL OR MOVE 11. 

12. FIRE THE CATAPULT OR MOVE 12. 

OBJECT 

Your objective is to overthrow a tyrant King who plans to strip powerful Barons like yourself of your lands and title. Therefore, you and the other Barons have agreed to a synchronized assault, each will independently attack a different wall of his castle. If the plan succeeds, you will divide his wealth and lands among you; however, you have also agreed that the Baron capturing the King’s Gold Crown will become the new King and will receive the largest share...beware of your treacherous allies. 

CONTENTS AND PREPARATION 

The plastic battlefield is washable, wrinkle-free and upset proof when used properly. Dampen your water-proof table with a sponge and spread your battlefield on it. Gently wipe the sponge outward from the center of the battlefield to its edges until it is smooth. After you enjoyed your game, remove and refold it for compact storage. 

Place the battlefield between the players and place the Gold Crown in the center of the castle. 

Each player receives 32 Knights of the same color and 1 Baron on horseback, 1 Goat Head Ram, 1 Base and Catapult (each piece has wheels), 1 Base for a Drawbridge and 2 Gates, and 5 “Boulders” for Ammunition. 

ASSEMBLY 

CATAPULT 

Hold base with prongs down. Push cup section up through base with cup hollow facing the “winch” front end. Snap in rear wheels. Put ammo in cup then place thumb and forefinger to each side of the base and roll forward abruptly - catapult will fire automatically. 

GATES AND DRAWBRIDGE 

Two gates and a drawbridge will be attached to each base. The prong on the gates will be placed into the holes provided and the drawbridge will be snapped into the base prongs. 

ARROW SPINNER 

In the center of the numerals 1 through 12 found on the game box, you will find a hole provided for the prong extending from the spinner. Push this prong into the hole and position the washer inside the box so that you may press the prong into the washer. The arrow should now be secure and spin freely. 

The box will be placed between the players to the side of the battlefield. 

BATTLE LINES 

Barons on horseback are placed on boxes containing a shield. 

The gates and drawbridge are closed and placed in the box with the numeral 1 with the drawbridge facing the numeral 2. 

Place ram in boxes 3 and 4. 

Your 32 men are placed in every box having a horizontal dash. 

The 16 Black Knights are the King’s Guards. 12 are placed in the castle on the black boxes with the white triangles. Four will be placed on the white triangles in the towers. Once placed these men will never move unless they are killed and removed form the board. 

The catapult can fire from any position behind your lines off the battlefield. 

MANEUVERING 

The players start the game by spinning the arrow. The player with the highest number wins first turn and so on. 

Before each turn the players must spin to determine if he may move or the amount of moves he may make. 

Instructions covering all possibilities are listed above. In some instances, you have a choice and can take your pick. If you cannot comply your turn is over. 

A player only moves his own pieces unless attacking. 

Knights may move forward, backward, diagonally and sideways. Moving from 1 box to any adjoining one is one move. 

You may move any knight or knights to total the amount of your move. 

The four boxes diagonally located between the corner of the battlefield and the tower box separates the different Knights. No moves may be made in these four boxes. 

Knights cannot move through the castle wall unless the wall is breached. 

The Baron never leave his station until the battle is won. 

ENTERING THE CASTLE 

Although your men must be near or next to the castle’s stone outline to gain rapid entry, it would not be wise to keep more men than necessary in rows 1 through 4, as they are within range of the King’s Archers. 

When referring to #’s 1, 2, 3 or 4, you must remove as many men as is indicated, if you have less, they are all killed and removed from the row. You may only move the indicated amount if the entire row has no knights. 

DRAWBRIDGE 

The drawbridge must be lowered (#5) for the ram to be moved onto it. The ram must be on the drawbridge to crash the gates open (#6). The ram can only travel in numbered boxes. Like the knights, the ram moving from 1 box to another counts as one move. The ram and knights may be moved during the same turn. 

Knights may cross the lowered drawbridge and go through the lowered gates during their move. 

Move in as many men as possible before you are forced to raise the bridge and close the gates (#7). Any knights interfering with moving apparatus will be killed and removed. Once inside, your men may be killed on wall (#8) or on the towers and siege decks (#9). 

SCALING 

Scaling is also determined by the spinner (#’s 10 and 11) and effects only knights in rows 1 and 2. The stone line is scaled by moving your knight(s) one box forward. If in the correct position for scaling, your knight(s) will move onto the wall or siege deck. 

Because of their height, the towers cannot be scaled. 

CATAPULT 

To breach the castle (#12), you must fire a boulder inside of the castle’s stone outline. Take the boulder from the vertical row it fell on and place it on the stone line in the same row on your side of the castle. 

If the tower is breached at the white triangle, players to each side may enter this breach. 

Your knights may continue to pass through any breach marked by your boulders. Unlike crashing the gates, this entry may not be closed once opened. 

If the gates are breached, remove the doors from the base and battlefield. The drawbridge will still function but your men can only enter when it is lowered. 

Any knights in the towers nearest you are killed if knocked down with a catapult shot. Any other knights accidentally hit are to be repositioned. 

ATTACKING THE KING’S MEN 

The King’s Throne Room is in the center of the castle and is the large 9 box square containing the Crown in its center. This room is outlined in black and has a black box with a guard in each corner. Surrounding the throne room are 8 chambers. Each is outlined in white or black and has one guard. 

The masonry row outside and next to the chambers is referred to as the siege deck. When there is a masonry row outside and next to the siege deck it is referred to as the wall. 

The partly covered masonry boxes bordering the wall at the corners are tower boxes. Surrounding these masonry sections is the stoned outline of the castle. 

Once upon the wall or siege deck, your knights first objective is to attack the two tower guards nearest you. It will take 2 men to attack a guard - one will replace the guard in the same box and the other must be in a curved tower box. 

Once the 2 guards have been disposed of you may start for the chambers and then the Gold Crown in the Throne Room. 

You must capture 3 chambers to gain entry to the Throne Room. 

To capture any chamber you must enter with 2 knights. One of the knights must remove the guard and occupy his box. The other knight can occupy any other box in the chamber. 

Your knights may pass through each others chambers but not more than 2 knights are allowed to occupy one chamber. You may pass chambers without entering them by using the siege deck. 

TREACHERY 

After any player captures one chamber from the King - victory seems certain and treachery among the Barons is now possible. You can attack another Baron’s chamber by declaring treachery and entering his chamber with a stronger force than he has. 

When attacking a chamber occupied by one knight - one of your men must remove him and occupy his box. The other knight can occupy any other box in the chamber. 

When attacking a chamber occupied by two knights - two of your knights must remove and replace them and the third must enter and leave the chamber during the same move, as not more than 2 knights may occupy any chamber. 

You may attack the other Barons men in any masonry box by moving your knight into the opponents box and removing him from the board. One man can only attack 1 other during the same turn. If 2 men are to be attacked - 2 must attack not one, etc. 

BATTLE TACTICS 

If during the battle your casualties leave you with less than 9 men, you may skip your turn with the spinner and declare retreat. Pick up your men and place them in the last row near the Baron. You may pass each of your turns until you think you have favorable conditions for a Throne Room Attack. If all players retreat, each may only pass twice or the King wins the battle. 

A Baron having less than 6 knights cannot capture the Crown but may lend assistance to his allies or continue to attack his enemies. 

BARON’S VICTORY 

The Throne Room must be attacked with 6 men during one turn. When you accomplish this, all the King’s guards are removed and you have won the game. 

Remove your baron from his horse and declare him the new King by placing him on the Crown. 

KING’S VICTORY 

When all Baron’s have less than 6 men, the King has won the battle. You all will be beheaded at sunrise and you thought you had nothing to lose!! 

· Return To Gold Crown Main Page 


