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THIEF’S SIDE
MONASTERY



གཏེར་མ་Gter Ma
Overview
In Gter Ma, you play one of two sides: a thief who is trying to steal a gter ma (an ancient Tibetan Buddhist 
teaching) from a monastery or the lone monk who is trying to protect it with the help of his trusty, if a bit senile, 
Tibetan mastiff.

If you play as the thief, you’ll be trying to sneak through the tall grasses into the monastery in the dead of night 
when the monks are all asleep, tiptoe past the guard dog who isn’t as vigilant as he used to be, and steal the gter 
ma from inside. Then, you’ll sneak back out and sell those sacred teachings for as much as possible on the open 
market.

If you play as the monk, you’ll be trying to stop the thief from making it into the monastery by laying traps 
on the front lawn. Being a devout pacifist, though, none of your traps will harm the thief - but they will make 
enough noise to rouse the attention of your very old guard dog, who will then fiercely protect the door, making 
entrance impossible.

 What you’ll need
     (1) The lawn grid
     (2) The trap tiles and the grass tiles
     (3) A six-sided die
     (4) A thief pawn (optional)

Set Up
Place the lawn grid on the table with the monastery end closer to the player playing as the monk (henceforth, 
“the monk”) and the other side closer to the player playing the thief (henceforth, “the thief”). First, the monk 
should place 20 “grass” tiles on the board. Then, he should place “trap” tiles on the board using up to 18 build-
actions (explained below). It is vital that every space on the grid has a grass or trap tile on it; otherwise, the thief 
will know that there is nothing in that space. Then, play is ready to begin.

When placing tiles initially, there are two key rules to remember:
(1) There must be a clear path to the door of the monastery. That is to say, a person must be able to move from 
      the porch across the lawn grid stepping only on grass tiles. These moves may be diagonal and the path need 
      not be straight.  When the other monks return from their week of travels, they will need safe passage to the 
      monastery.

(2) The number on the trap indicates the number of build-actions required to build it. For example, a trap with a 
      rating of 2 (meaning that it is avoided on a roll of 3 or more) requires 2 build-actions to construct. A trap 
      with a rating of 5 (avoided only on a roll of 6) requires 5 build-actions to construct due to its complexity.
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Game play

Night rounds
1. If you have decided to use a pawn, move it to any square on the thief’s end of the board. If you are not using 
a pawn, simply indicate what square the thief will first move into.
2. Turn over that tile. (This tile remains turned up for the duration of the night.) If it is a lawn tile, nothing hap-
pens. If it is a trap tile, it will have a number on it, from 1 to 5. The thief then rolls the die. If he rolls a number 
higher than the number on the trap tile, he has avoided the trap and play continues for the night. If he rolls a 
number equal to or lower than the number on the trap tile, the trap sounds, and the Tibetan mastiff is alerted and 
there will be no getting into the monastery. The thief must come back the next day.
3. If the thief is either on a lawn tile or has avoided the trap tile he is on, he may move to any adjacent tile. The 
rules for this tile are the same as above. If it is a lawn tile, nothing happens. If it is a trap tile, he must roll to see 
if he avoids alerting the mastiff guarding the monastery. 4. If the thief makes it to the porch of the monastery, he 
has made it in - and can sneak in, steal the treasure, and escape. He wins.
5. After one week (7 nights), the other monks will return from their travels and the gter ma in this monastery 
will be far more closely guarded. The thief will have to accept defeat for now and return the next time he no-
tices the other monks are traveling.

Day rounds
During the day, while the thief is away, the monks will notice what traps the thief has found and where he has 
walked through the tall grasses to try to get to their monastery.  During the day, they will have 6 build-actions in 
order to fortify their lawn.

 - For 0 build-actions, the monk may turn over lawn tiles, whether they are trap tiles or grass tiles.
 - For 1 build-action, the monk may dismantle a trap, changing a trap tile (regardless of that trap’s rating) back 
    into a grass tile.
 - For the number of build-actions indciated on that trap, the monk may place a new trap in the lawn.
 - The monk may also upgrade a lower-rated trap to a higher-rated one for the difference between the ratings. If, 
    for example, the monk wished to change a trap with a rating of 2 to a trap with a rating of 5, he would have to 
    spend 3 build-actions.

During the day rounds, the thief should take care not to observe what the monk is doing. Leave the room. The 
thief is asleep, and you don’t want to be a cheater.

When the monk has used his build-actions (build-actions may not be carried over from one day to the next), 
then the next night round is ready to begin.  The monk should notify the thiefthat he may open his eyes or return 
to the room.

End of the Game
The game ends when either the thief makes it into the monastery or when the lawn’s defenses have kept him 
away for seven nights.
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Some Legal Stuff

The Fonts
In this PDF, I have used three fonts. Most of the rules are in Times New Roman. The headers and game title are 
in Viner Hand ITC.  The Himalayan text behind the game’s title is Microsoft Himalaya.  All of these fonts came 
pre-loaded on my computer; as such, I assume that they are all free for public use. If thy are not, I apologize.

The Images
All of the images in this game were found through Google, with the search settings to include images that can 
be used for free and, with one exception, even free for commercial use.  If there are any issues with this, please 
let me know (doug@meltdowngames.com) and I will change them.

The exception to this is the photograph of the grass, which serves as the back of all of the tiles and the front of 
the grass tiles. This image is called “Trail in Tall Grass,” taken from Fire At Will Photography’s Tumblr. The 
original image was released under a Creative Commons Attribution-Share-Alike Generic 2.0 license.

A Few Words About Me
I’m Doug and I teach by day and, for the past year have been working with a good buddy of mine on a game, 
Gothic Doctor. The Kickstarter is live as I’m typing this, but since it ends in about 48 hours, it probably won’t 
be by the time you read this.  But, there will probably still be a free print-and-play of the game on our website, 
MeltdownGames.com. Check that out - but only if you like getting things for free.

If you have any feedback about this game or any of the other ones that I’ve worked on, please let me know at 
doug@meltdowngames.com.  For this one, though, please remember that I completed it in 24 hours, so be nice. 
I mean, be nice in general. That’s just good advice.

A Few Words About Creative Commons
this work is licensed under a creative commons attribution-nonCommercial-sharealike 3.0 unported license. 
However, if you want to make any changes, you must contact me (doug@meltdowngames.com) and send me a 
copy of your modified version. This copy may certainly be digital.


