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Luthier transports players back to the beight of classical music in Western
Europe, where the art of the instrument was upheld equally by skilled
craftspeople, noble patrons, virtuoso performers, and famous composers such
as Bach, Mozart, and Beethoven.

Your family of artisans will pursue prestige by satisfying patrons’ requests for
Jine instruments, moving performances, and necessary repairs. In exchange,
patrons will reward you with gifts so long as their patience endures. But be
warned, patrons who do not see returns on their patronage will lose patience
and—if ignored too long—abandon you, diminishing your family's prestige.

Over the course of the game your family of workers will grow and secure more
patrons, obtain plans to build beautiful instruments, secure the materials, crafl
them on youwr workbench, rebearse performances, complete repairs, and more.
Rival families will contest your prestige as players maneuver lo claim coveted
First Chairs in the Orchestra,
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The best artisans will hone their crafts, please their

patrons, and garner prestige enough to attract even P
royalty's notice. So grab your chisel and an apprentice *

or lwo and hone your art!
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BEGINNER GUIDE: If this is yvour first time playving Luthier, we recommencd
pairing this book with the walkthrough detailed in The Rehearsal booklet.
it guides a 3-4 plaver group through the first round of play to teach the basic
phases of the game. It relies on this book for some of the game setup and
later mechanics of the game, so keep this rulebook handy as a reference.
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- Luthier’s Solo rules are also included in The Rehearsal booklet.
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Award Markers (12)
(3 per color)

Player Cubes (12)
(3 per color)
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Place the main board in the center of the table. Use the
sicle with more card slots for 3-4 plavers and the reverse
side for 1-2 player games.

Mix the public award tiles. then randomly draw and place
tiles face up at the top of the board. For 4 player games use
4 tiles and for 2-3 plavers use 3. Return the rest to the box,
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Shuftle the following decks. then place facedown on the

main hoard: patron cards I on top of 11 (a), instrument

qards (b). performance cards (¢), and repair cards (d).
Shuffie the patron I and II decks separately, placing I
down first and 1 on lop of it.

Draw and fill all patron cards, instrument cards,
performance cards and repair card slots.

Only fill the 4 & space in four player games.

Place the round track
token on round 1.
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set the round | market card (Ml1) aside, face down, then
shuffle the rest of the market deck and place it face down
on the round 1 card. Then flip the market deck face up so
the round 1 card is revealed and place it on the market
location. The round 1 card has average prices.

Shuffle the following decks and remove cards until each
deck size is equal to players plus one: Royal Patron Deck,
Reputation Specialty Worker Deck., Performance Skill
Specialty Worker Deck, and Craft Skill Specialty Worker
Deck. Return removed cards 1o the box and place these four
decks face down nearbv. A 4-plaver game would include 5
cards in each of these decks.

Two Player Setup

Randomly draw one Orcbestra Pit setup card:

tokens in the relevant spaces of the Orchestra.
'#? Remove one of each instrument card from

Orchestra, and reshuffle the deck.

‘*’ Discard the Orchestra setup cards to the box.,
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Place spare tokens in corresponding First Chairs in
the Orchestra

Ex: Filling award tiles from left to right, cover the
leftmost tile's middle award spot., the next tile's
rightmost award spot. and the final tile's leftmost
award spot,

e Set aside tokens in one color to use as spare tokens

els.’ Place spare instrument, performance, and repair

the deck for each instrument token placed in the

'*' Place spare award markers on the 3 public award
tiles, blocking the designated achievement level.

Place spare award markers on public awards cards,

£/
Alternative Two Player Setup Using Solo Al

Il you'd prefer to add a third player into your two
plaver games of Luthier, vou can play against the
solo AL Set up the game for 3 players. replacing
one of the players with the AL See solo rule
booklet for how to run the Al

8. Place resources within reach of all players. This includes

coins, materials (animal, wood, metal), and inspiration,

9. Place the five performance dice (two white, two black,
one purple) near the main board.

10. Place the score board nearby

Details about the locations on the main board and their
actions are found on p. 14. A glossary of the icons is on p.28




Player Setup F! |

L. Give each player the following, in their color

Wworkbench Plaver Board

©G

Public award tokens (3)

worker chips (1-5 and 3 specialty chips)
Apprentice chips (3)

Family crest tokens (4)

Cubes (3)

Market Cart token

Prestige Token

Instrument, performance, and repair tokens

Playver reference cards (2) not pictured

SICICIOIVIOICIC,

2. Place the following locations:

‘*’ Public award tokens on their workbench board icons
‘2!:' Worker chips #1, #3. and #5 near workbench board

ﬁk* Cube on each of the leftmost patron patience rows on
their workbench board

‘*’ Prestige point marker on the O spot on the scoreboard.
blank side face up

‘*' Mainboard placements:

@ 1urn marker on Turn Order Track in the Balcony (turn
order will be set later)

@ Reputation marker on the leftmost
Reputation Track spot

e Performance marker on the bottom-most Performance
SKill Track spot

@ Craft marker on the bottom-most Craft Skill Track spot

@ cart token to the left of the market deck on the
Market Board

& Apprentices near the Market Board

3. Set aside the following near your workbench
for later access:

f> Worker chips #2 and #4

el Specialty workers chips

‘a!e Instrument, performance,
and repair tokens




L

,_'
i

W1

4. Deal each player the following:

@ 2 instrument cards @ 2 patron cards
@ 2 luthier family tiles @ 4 personal goals

. Running Out of Cards

If a deck ever runs out of cards, shuffle the discarded cards of
that type to form a new deck. For patrons, you can add discarded
patron Land 11 cards logether for simplicity,

5. Each player should then do the following, in any order

Choose one of the two luthier family tiles, returning the other
to the box.

"*" Place the luthier Family tile in top left location of workbench
plaver hoard, face down so the setup information is visible

*:%.' Take starting resources as printed on the tile

Choose two of the four personal goal cards, returning the
others to the box.

Choose one instrument card, returning the other to the bottom
of the instrument deck.

Choose one patron card and immediately place it in one of their
workbench patron portrait spaces, receiving the placement
bonus (4 money, | material, or 1 apprentice). Discard the other.

Resolve the setup on the back of the chosen luthier family tiles,
following turn order to resolve any contested choices (step 6).
The starting abilities are one-time use.

6. Rearrange the turn order markers on the main
board, following the numbers printed on the luthier
Jfamily tiles, lowest to highest. Lowest number will be
the starting player. Hand the starting player
the resolution board. Afterwards, flip the
luthier family tile face up.

— ) Turn Order Number (Lowest goes first)
it atill exiats todayt ll
19 28 0@ 20 1& ,$— Starting Resources

Drww 53 Patron Ciandd and may
larep L Beturm others, o kop
o b bosmy o ek
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[/‘J kb b B d Each plaver has a workbench player board in front of them for the game, f
O'r e nc Oar This board has a number of different gameplay functions: 4

Luthier Family
Where vour luthier family tile will
be placed.

Patron Row
Where you place active patrons. Each player may have up to a maximum of 3
active patrons. Immediately upon placing a patron carcl. players receive the
bonus located on that space (4 money, 1 material, or 1 apprentice). The patience
cube is located below each active patron, which is moved one space to the
right at the start of each round. Players receive the gift located directly above

| that cube on the patron card, See p. 16 for more on patron gifts and patience,

Roughing Bench | ] Materials Storage : I | Finishing Bench
Left side of workbench, Your storage has a maximum capacity of 9 materials of any Right sicle of

2 slots for instrument type. If at any point during the game yvou gain materials workbench, 2 slots for
ards. one spot for that take you above this limit, vou must discard materials of instrument cards, one
worker chip. vour choice to the general supply until you have exactly 9 spot for worker chip.,

materials, You can discard unwanted materials at any time.
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Award Benefits  three locations
covered by a public award token. Upon
claiming a public award a player may
remove one of the three tokens to claim
the benelit. The benefits include:

@ Permanently unlocking three @ Selecting a royal patron from the
additional material storage and roval patron deck, and
gaining a free material at the
start of every round. @ Gaining the purple performance

tlie on all performance rolls, which
provides added resources.



Game 0verview

The goal ol Luthier is to earn the most prestige points over
the course of the game. You will earn prestige in a variety

of ways, such as by making new instruments on vour
workbench, satisfying vour patrons, performing music, and
repairing instruments. You will also be able to earn prestige
by completing your personal goals and beating your rivals to
the public awards and coveted First Chair positions.

The detailed rules are covered in the coming pages, but bere
is a brief overview of the game.

Round Overview

Luthier takes place over six rounds. At the start of each
round, advance all active patron’s patience cubes and receive
gifts, remove instrument cards from either workbench,
taking them in hand, and add up to two desired instrument
cards onto the roughing hench from yvour hancl.

Each round is made up of two phases:

Planning Phase

Choose which locations to send yvour workers to this roundl,
deciding where you will use your highest skill workersin
order to compete for priority at that location and unlock
location bonuses.

Resolution Phase

Activate locations one at a time and perform one of the
available actions in priority order, such as acquiring new
patrons or instrument cards, performing. repairing, or
making new instruments for your active patrons.

At the end of each round update the turn order. prepare the
main hoard, allocate any gained specialty worker cards,
advance the round marker, and gain new worker chips in
relevant rounds.

Tl
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A luthier is an arlisan crafter who specializes in
building and maintaining stringed instruments.
The instruments commonly associated wilh lutbiery
are primarily built owt of wood and include violins,
iolas, cellos, double basses and guilars.

‘Game End J=

The game ends alter the sixth round has been
completed. In addition to the prestige earned during
the game, you score additional prestige for the
following:

el First Chairs occupied in the Orchestra
e Instruments left on your finishing bench
‘*’ Personal goals

‘.i" Lifetime powers from patrons (1)

'5-' Specialty worker cards

E&' Leftover resources

Whoever has the most prestige wins the game. In
the event of a tie. whoever has the most money after
converting resources to points wins. If there is still a
tie. the tied players share the victory.




Resources

This is any sort of expendable item in the game,
which includes:

Materials

Animal Wood Metal

Animal, woodl, and metal are the three different resources
used to craft instruments and fulfill repair orders in the
game. Animal, usually the cheapest material in the game,
represents bone, hide, gut (strings), ivory, hair, and other
animal-cerived materials. Wood represents various types
of wood such as maple, pine, and mahogany. Metal, usually
the most expensive material in the game, represents hrass,
copper, silver, iron, and gold.

Horse bair is still the most commaonly used material
Jor bows. 11 bas tiny barbs tbat will grip sirings

giving performers beller control of tbeir sound.

Inspiration

A resource used for increasing the chance of success
during a performance, (o assist in repairs, to access cards
in Tier 11 and 111, and reducing costs at the Market. Players
can spend as many inspiration tokens as they have in their
supply.

Inspiration tokens represent good fortune,
charismatic sweet talking, and extra work
spent while burning the midnight oil when
the creative sparks are flying!

Money

The resource used to purchase materials in the game, hire
new apprentices, advance up skill tracks at the Market, and
access Tier 1 and 11 rows. Plavers can earn money

in a variety of ways, such as placing tokens in the
Orchestra Pit, performing, and selling materials at

the Market,

Tracks

There are three different tracks players may acdvance:
Performance, Craflt, and Reputation. Whenever an icon
representing a track is shown, the plaver should move

their marker along that track and claim any benefits
immecdiately. When unlocking an effect, some are
immediate one time bonuses and others are cumulative
and enabled for the rest of the game, Specifie tracks are
explained in the sections detailing the locations where they
can be advanced.
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Styles of Music
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Classical Romantic

Baroque

The three different styles/eras of music (Baroque, Classical.,
andd Romantic) are found on patron cards, performance
cards, and the Orchestra Pit and can contribute towards
both personal goals and public awards,

5
The vast majorily of the weslern arl music canon
(performed frequently today) comes from these
three periods of music. The Baroque period occurred
roughly belween 1600-1750, the Classical era
belween 1750 and 1820 and the Romanlic era over
1he course of the 191h century.




Personal Goals

Goals offer scaling prestige points
based on achievement. Completed
goals earn plavers points during
end game scoring based on the
highest level achieved, ignoring
the levels below it. Goals are
private until end of game scoring,
Goal icons are explained on pg. 32, I 3

Start of Round

At the start of each round perform the following steps on
vour workbench board hefore moving into the Planning
Phase.

Workbencb Boards

‘*’ Gain any Start of Round bonuses. 6

q};: Gain patron gifts: Advance each active patron’s patience
cube one step to the right and gain any resources statec
above the new position.

ﬂ? Place up to two instrument cards from vour hand onto
vour roughing bench (the left side of vour Workbench
Boardl has space for two). You may also take instrument
cards currently on either bench back into your hand if
vou need to create space for different instruments.

Note: any resources spent roughing an instrument are lost
when it is removed from vour finishing bench.

o’/ b
Patronage was crucial as musicians transitioned
Jrom the servanl-class 1o freelance artists
responsible for the beautiful instrumenls we
cherish loday. Some creative liberties were laken lo
represent some of ouwr patrons.

- 7

Gifts & Patience

Patrons award gifis for their patronage as long as they have
patience, At the Start of the Round, players must advance
patience cubes beneath each patron card and claim the

gift above the cube. If the patience cube advances to the
final space, the patron loses patience and leaves: Discard
the patron card and deduct 3 prestige points for each
unsatisfied requirement (primary and secondary). Players’
prestige cannot go below zero, Patron requirements are
explained in the Salon section,

Patrons with more than one requirement reset their

patience completely each time a requirement
o

1S satishied, Once all their requirements are

satisfied, the patron is complete! See page 24
for resolving completed patrons.

(DETE
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Patience Cube Example
s)

On Blue's first turn, the patience cube moves
one space to the right, below the wood icon,
and they gain a wood resource. Next round, the
patience cube will advance again and Blue will
claim an animal cube,

In the subsequent round. if Mendelssohn has not
had at least one of their requirements met, they
will lose patience with the blue plaver, costing
them 6 prestige (3 per unfinished requirement).




Planning Phase

In the Planning Phase you will decide how to use vour
workers this round, including which locations o send vour
more skilled (higher number) workers to.

In turn order, take turns placing exactly one of yvour available
worker chips Face down on one of the location spaces either
on the main board or on your workbench board. You cannot
place worker chips on another player's workbench locations.
If there are already tokens on a location, then any new chips
are placed face down on top of the existing chip(s) to form a
stack.

You may place more than one of your worker chips on each
location space, but only one per turn. In the Resolution Phase
each worker chip will act independently, so you will be able
to perform the location's action as many times as you have
workers in that location following priority order,

When placing a worker chip. you may also place up to three
apprentices at the same location, if you have them, on top of
vour worker chip. Apprentices only
increase the skill of the worker they
are assigned to.

Once all plavers have placed all of
their chips the game moves into the
Resolution Phase.

Worker Skill

The higher the number on your worker chips, the higher
their skill, the more bonuses they receive, and the more
capable they are at performung and crafting, Your #5 worker
is the head of your Luthier Family, while the lower numbers
are their family members taking up the trade.

You begin the game with worker chips 1, 3, and 5, but gain 2
and 4 as the rounds progress, time passes, and your family
Erows,

O000®
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Instrument making was oflen a family practice
during these eras. Fatbers, sons, and brotbers often
trained. apprenticed and worked alongside each other
in the family business. Heinrich Sleinweg and his sons

[founded Steinway & Sons in 1853 in New York Cily.

Apprentices

A resource used to boost the skill of vour worker chips.

You may have up to a maximum of 3 apprentices at a time,
When placed with a worker, each apprentice adds one to
that worker’s skill at that location during the Resolution
Phase, potentially helping you gain priority over your rivals
or unlocking location bonuses, Multiple apprentices can be
placed with a single worker. Apprentices are used once and
then returned to the Market. You cannot gain an apprentice
if you have 3, including those in your supply. those involved
in the action currently being resolved, and those placed with
worker chips at an unresolved location.

- R
Both musicians and lulbiers were seen as craftspeople,
so apprenticeships were the primary means 1o access
advanced Iraining. Early in bis career, Guarneri was
Jamously an apprentice for Amati,
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Resolution Phase

In the Resolution Phase vou will reveal all the worker chipsin
each ol the locations, one by one, and players will be able to
perform the associated action in priority order.

In turn order, take turns to activate a location on the main
board or plaver board, or go to the Market. You may only
activate a location where you have at least one worker chip.
When a location on the main board is activated, reveal all
worker chips at that location, while maintaining the order
in which they were placed. To do this, lay the chips in a row
on the Resolution Board, the bottom chip goes to the far left
(opposite the open end), and each subsequent worker to its
right, Then establish priority order.,

If vou are the only player to have worker chips at a location,
then only you get to execute the action for the location. If you
have multiple workers, they must still be resolved in priority
aorder.,
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Priorily Order

I multiple worker chips are at a location, determine the
priority order, reorcdering the chips from left to right starting
with the highest priority, and then perform the action for the
location in priority order:

o Determine each worker's skill at the location. If you have
anv apprentices at the location, then vour worker's skill is
increased by one for each apprentice placed with it.

t;{;,* The first plaver to perform the action is whoever has a
worker with the highest skill at that location, regardless
of placement order. Then the plaver with the second
highest skill at that location gets to perform the action,
and so on until all players who placed worker chips at
that location have resolved their actions.

‘-‘4&' I two or more plavers have the same sKill at a location,
then priority order between these plavers is determinecl
by the order in which their workers were placed, starting
with the first worker placed.

*:a:re If vou have multiple worker chips at the location, they
are each treated as an individual chip, following above
priority rules,

Each location has a primary action and locations on the main
board have alternate actions. After vou have completed a
single location action, take vour used worker chips back. Any
apprentices used are returned to the Market,

|

E

Alternate Action

For each worker location, including
the main board and the workbench,
players can always take 2 money
when resolving their worker instead
of another action in the rare event
they cannot or do not wish to
complete the listed actions.

———— TR PR

Once per round, on your turn, instead ol activating a location,

vou mav o to the Market to acquire or sell the materials
needed to repair and make instruments, hire apprentices,
and invest in training. When vou take this action. move vour
market cart token from the left of the board to the right of it.
Each player will independently choose when to go to market.
Turns ¢can continue while players visit the market to keep
play moving.
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In the Planning Phase, Blue placed
their #1 chip on this location first as
well as two apprentices, then Red
placed their #3 chip on top, and then
Yellow placed their #3 chip.

2. Priority order established hasecl on skill, then
placement. When this location is activated,

regardless of who activates it, Red will get
to perform the action first as they have
the highest skill with their #5 chip. Then,
Blue will get to perform the action next, as
their #1 chip with two apprentices is the
same skill as the Yellow #3 chip, and
they placed their chip before Yellow
and therefore have priority. Finally
Yellow gets to take the action after

Red and Blue have gone.




Market

The materials animal, wood, and metal are available lor
purchase and sale at the market. The price of each material
is stated on the market chart and will fluctuate at the start of
each round according to the newly revealed market card.

When you go to market you may buy as many of each material
type as you can afford, paying the current price stated lor
each, Place materials bought into your storage. You may

also sell as many of each material tvpe as vou have in vour
storage, gaining the current price stated for each. Discard sold
materials to the general supply. You cannot buy and sell the
same material in a round.

The Market location also allows you to hire apprentices for
4 money and to train vour family, advancing on either the
Performance or Craft Skill Track once for every 13 money
spent.

Inspiration Tokens

These costs can be reduced
with inspiration tokens at a 1:1
ratio per individual resource,
Doing so does not change how
. much vou can sell them for.

b

Spending inspiration represents baggling on pricing
and convincing apprentices thal the lraining you can

affer them is worth more lo them than payment!

Market cards include the range of
material costs above their current
cost 50 you can see if that material
is currently cheap, average, or
expensive. Animal costs 1-5, Wood
2-4, ancl Metal 4-6.

Pass the Resolution Board between plavers according to turn
order alter a location is resolved, This will help keep order
clear as multiple players take location actions on a single
plaver's turn,

I a player has no more workers to resolve and has already
gone to the Market or doesn’t wish to, they may pass their turn.
Once they pass, they may take no more actions during the
Resolution Phase.

Once all plavers have passed, the Resolution Phase is finished
and it is time for end of round cleanup.

R

Luthiers required specific types of bigh-quality resonant
and seasoned wood such as maple and spruce lo make
their instruments. Someltimes exotic woods like ebony
(which was imported) were used for decorative paris
of instruments. Their cosis fluctualed depending on
availability, geopolitical events and olber faclors.

End of Round

If this is the end of the sixth round, proceed to end of game
scoring. Otherwise, do the following:

1. At the end of each round update the turn order track

based on the priority order of worker chips that went to
the Balcony this round. IF plavers did not place any worker
chips at the Balcony then they will be behind all players
who didl in the turn order track, The rn order between
plavers who did not place any worker chips at the Balcony
(loes not change,

2. Retrieve any leftover worker chips.

3. If you received a specialty worker card during this round,
assign one of your available numbered worker chips to
the specialty worker card. This chip is now permanently
assigned, face up. to this card for the rest of the game.
Take the specialty worker chip with that card’s icon from
vour plaver reserve. Plavers earn | prestige point for each
specialty worker obtained during the game, as part of
endgame scoring.

4. Reset all market cart tokens back to their stable the left sicde
of the Market.

5. Refresh the market by discarding the top card to reveal the
next market card.



6. Discard all face-up patron cards, instrument cards,
performance cards and repair cards in Tier 1.

Note: Al the end of round 3 discard all remaining patron |
cards from the draw deck to veveal the patvons (I1).

7. Slide all patron cards. instrument cards. performance
cards and repair cards currently present in Tiers IT anc 111
into all available spaces. basecd on the number of players.
Draw new cards [ace-up to fill all empty spaces from each
respective deck.

8. Advance the round track one step and then proceed to the
start of the next round.

Note: when moving the token to Rounds 3 or 5, all players will
relrieve an additional worker chip (2 and 4, respectively) from
their personal reserve to show Whe growlh of their family.

Specialty Workers

Each track in the game has a location that allows players to
gain a specialty worker. Immediately upon advancing on
the track. playvers choose one card from a specialty worker
deck associated with that track, unlocking that worker at
the end of the round. By permanently assigning one of their
numbered worker chips to the chosen specialty worker card
at the end of the round, players gain a new specialty worker
chip with unique abilities for the remainder ol the game,
Whenever used, the specialty worker has the skill equivalent
to the standard chip placed on its specialty worker card,

- -

Specialty Worker Example - }
3
1
;
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Blue has advanced three times on the craft skill track
and unlocked the craft skill specialty worker. Because
it's the 4th round of the game, they have their #2
worker chip and choose to place it on the specialty
worker card they've selected. Now whenever they
place their craft skill specialty worker chip, it will
count as 2 skill and gain the card’s benefits if they
place their craft worker chip at the Repair location.

Main Board Locations

Each of the five main board locations has a choice of actions
and you may perform one of them when that location is
activated for each worker chip yvou have there, following
priority order.

Note: The locations also bave a bonus which you will receive after
vou've performed an action with a worker chip of 4 skill or higher.

J 8
The main board loosely represents a Sympbony Hall,
altbough we've taken liberties lo include various
locations [hal weren't always present in such buildings
historically.

“1 /g

Four of the five main board locations have tiers that limit the
access of the available cards.

ol Tier I: Cards that are faceup in these
locations are always available to plavers and
tlo not require additional resources to access.

‘.'T? Tiers II & IIL: Cards that are faceup in these
locations are only available to plavers who have
passed certain locations on the Reputation
Track (see pg 13). Plavers may access these
cards before unlocking them by paying any
combination of inspiration and monevy: 4 for
Tier 1T and & lor Tier 111

ﬁz If an apprentice was assigned to the worker chip, plavers
can pay a sum of 10 money and/or inspiration to look
through the deck for a single card, looking only at the back
of each card for either the instrument type, musical era, or
patron type they desire. Take the card in hand, return all
other cards maintaining the same order, and remove the
apprentice from the game,




. Salon

Allract new patrons to support your craft with gifts, or find
inspiration and apprentices by networking.

All the patrons in Luthier are real people or patrons of
music, During these eras, all composers performed and |
all performers composed. However, whenever possible.,
patron requirements are assigned based on historical
associations.

Ff"'_"‘*_—- _ T
@ Performer J

Performer patrons only have a primary
requirement, and provide gifts in the form
ol apprentices and inspiration tokens.
Performer patrons (1) have lifetime powers
that enhance musical performances for
that player. Performer patrons (I1) award
endgame points for performance tokens in
the Orchestra.

‘*' Main Action: Take one of the available face up patron
cards and immediately place on an empty patron space
on your workbench board, gaining the placement bonus
stated. If you do not have any empty patron spaces on your
workbench board then you cannot take this action. Composer patrons have a primary
1 I o requirement and one secondary
‘*' Alte;nate Action: Take 2 inspiration and 1 apprentice if requirement, and provide gifts in the form
possible from the Market, of apprentices and materials. Composer
patrons (1) have lifetime powers which
mocdify various actions and rules in the
game, for that player, Composer patrons (I1)
award endgame points for repair tokens in
the Orchestra, specialist workers unlocked,
tracks completed, or awards scored.

o i —
Qg‘ Noble 1l
LY i)

Noble patrons have a primary requirement
and two secondary requirements: they

are more demancling than composers, but
provide gifts equal to their expectations in
the form of money, Noble patrons (1) have
lifetime powers which provide start of round
materials, apprentices, or money, for that

player. Noble patrons (II) award endgame
Patron points for instruments or patrons completed.
or increase the number of First Chairs held.

There are four different types of patrons. Each patron has a

———

| Composer

| T—

cube on your player board one step to the left

and immediately gain any one gift the patron

offers. This bonus can be obtained even if the patience
cube is alreadv in the leftmost space, so plavers who
placed a new patron with the main action may use this
bonus on their newly acquired patron.

'*‘ 4+ SKill Bonus: May move one patron patience @-}-

A4
The voungest luthier dons their finery and rubs

elbows with nobles and famous composers, seeking a
new patron for their family business. The bead of 1be

Jamily smooths over delays and reassures impatient
performers their instruments will be finished soon,

S

primary requirement which can only be fulfilled by making ]ﬂ
an instrument of the matching family type. Some patrons also I}
have one or (wo secondary requirements which are more s
flexible and can be fulfilled with suitable performances or Roval patrons can only be obtained by
repairs, Players may have a maximum of three active patrons  claiming a public award and removing the
at any time. but there is no limit to the number of completed award marker next to the royal patron icon
patrons a player can have. Patrons provide gifts while their on vour plaver board. Roval patrons only
patience lasts and a lifetime power once completed. Patrons have a primary requirement. These patrons
(1) have ongoing and start-of-round effects, while patrons (11) provide gifts in the form of prestige points,
have endgame scoring bonuses, and have completed effects which provide

start of round prestige points for that player.




Patron Requirements Guild

Patron secondary requirements can be satisfied with specific  Obtain new plans to craft instruments, or find spare metal to
performances (matching the patron's stvle/era) or specific build your current ones.

repairs (matching the instrument type they are seeking).
Only the specified performance or repair type will satisfy the
patron’s requirement. If a performance can satisfy multiple
requirements for a single patron, vou don’t need to specify
which it counts towards until you complete that patron—you
have some flexibility!

Baroque performance OR

String repair

Winds instrument OR i § ! GUILD
Baroque performance OR . R
Winds repair -

_ _ ¢ Main Action: Take one of the available face up
B U Ol instrument cards into your hand. You will be able to place

ORRIMANUE PETIOEMANCC it onto vour workbench at the start of the next rounc.
OR Percussion & Kevboard repair

*:k Alternate Action: Take | metal material from the general

supply and place it in your storage.
@+

ol> 4+ Skill Bonus: You may take | material of
vour choice and may immediately place one
instrument plan from vour hand onto the
roughing side of your workbench, including newly
acquired plans. if there is space.

L

| The master luthier strolled past inexperienced craflers
who were nervously awaiting their chance to see
whether their work mel the standards of the guild.

Any time vou add a token to the Orchestra Pit by making

or repairing an instrument or achieving a medium or high
performance, if one of your patrons requires that type of

instrument, repair, or performance, and it is unfulfilled. you
an fullill it: they are satisfied and their patience resets.

@ Patron Type

v .. LY
L0 B T IR R R R R T R R R R I R C " ! [ i i
- L b ‘e

@ Patron Name

% o B @ K B & F B B F B B8 B B B B B B B & @ @

@ Patron's Musical Era

@ Primary Requirement

[ B RN BN I L BN R R RN RN INE R BN B RN RN BN R

Palron Deck
@ Secondary Requirement

Number

@ Patron’s completion rewarl
Lifetime powers on the back of
the card matches the front

o
Ed b

Gifts from patron,
aligned wilh the
patience cube




Insirumentis

Percussion
& Keyboards

Winds .

Instrumenti Strings

& & ® § 8 ® B §F ¥ @

Instruments fall into one of three family types: Strings, Winds,
and Percussion & Keyhoards. There are two of each standart
instrument in the deck, except for the Violin which has four.
some instruments within these families are also “Rare” (as
dlepicted with a diamond icon)—there is only one of each rare
instrument in the deck. The three different types of musical
instruments are found on the patron cards, and can contribute
towards both personal goals and public awards, as well as end
of-game scoring,

mstrument Card Diagram

@ instrument name & type

"R RERE W R R RN B

@ Roughing material cost
(¢) Finishing Material Cost

Completed instrument token and
prestige value

This violin is a string instrument,
It requires 1 animal and | wood lo
rough oult, then 1 wood to finish. Onece finished, it will earn the
player 2 prestige points and a placed instriiment token in the
Orchestra. See “Finishing™ on p.23, "Orchestra”™ on p. 25.

. Perform

Practice showing off just bow valuable your instruments
are, or find some spare strings to belp you craft.

‘#? Main Action: Choose an available performance card,
Roll the two white performance dice and add together
the results with vour worker skill, including any
apprentices and inspiration spent. Gain the money from
the general supply stated on the performance card for
the total score achieved. Some performance levels also
provide prestige—if vou achieve a score that includes
prestige, add the points gained to the prestige track.
Finally, if you score a medium or high performance,
place a performance token of yvour color in the Orchestra
matching the style of music for that performance and
claim its bonus (see pg. 29 on the Orchestra).

- If the performance level was medium or bigh and the
music style maltches a patrons unfulfilled secondary
requirenent, you may assign the performance card 1o
thal active patron, fulfilling their secondary requirement,
by placing it on your workbench board, directly above
and underneath that patron, allowing for the top of
the performance card to be visible, and resetting their
patience cube or completing the patron if it was the last
requirenent (see p. 25 on completing a patron).

o2 Alternate Action: Take 3 animal materials from
the general supply and place them in your storage.,
4}
the Performance Skill Track. Because you
perform the worker action before the track
advancement, you will not gain any track benefit for that
action. If you place two worker discs, however, advancing

after vour first worker's action may aid vour second
worker!

4. skill Bonus: Move forward one step on

Performance dice are scored by counting the number of
notes on the face of each die rolled. Don't forget to add your
worker's skill and any apprentices used to the sum of the
notes from vour roll!

Inspiration Tokens

For each inspiration token spent from their supply,
players can increase the overall performance result
by one. The number of inspiration tokens spent by

a plaver is only limited by the F'F‘-_:_’r—'-mm" '

total number they have in s 1
g+
to spend inspiration after @ > -

their supply. Playvers choose '
rolling /rerolling, _—

P R

o N
Luthiers performance types are associaled with distinel
reperiloires of music. The étude or music exercise books
are examples of didactic music. Chamber music and
sacred music are linked with noble houses and the
church respectively. The sympbony and concerto were
genres more often connected with court performances,




- 7 i Performance Skill Track

Performance Example ‘
During the Resolution Phase, the Blue player activates | Thistrack represents the musical
the Rehearsal Rooms and selects the Baroque 1 skills players can learn. Players
performance card (P1). Blue has advanced on the ] can advance on this track by
performance track enough to roll one black die and one achieving the special bonus at the
white. They roll and score 5 notes '[:3 from black, 2 from ] Performance location or paying at

white) and add the skill of the worker placed at the Hall the Market.
(3) for a total score of 8.

Immediate: +2 PP every time
vou would advance on this track. —p

Ongoing: Replace 2nd white
die with 2nd black die (all future
performances, use 2 black dice).

(167740 e Ongoing: May reroll a second die
_ W“j 20 @ ' 3 each performance (may be the —»
(- 720D 28/ SAme Cie).

i Immediate:; Choose one of the
; available specialty worker cards

Blue needs 9 or higher to gain a prestige point from a
high performance, so they spend one of their inspiration
tokens to increase their result by one. They could have
rerolled, but had scored the highest possible notes on
the black die and didn’t want to risk rolling 0 notes on
the white die.

(a worker will be assigned at the

end of the round. unlocking the
specialty worker chip). _|"
Ongoing: Replace | white

clie with 1 black die (all future
performances, use 1 white & |

e e e e e g P Bl B, P e o e

) =

Blue gains 2 money and earns 1 prestige point, claiming
the money from the general supply and advancing their black).
prestice marker on the score track. They also get to R S
place a performance token in the Baroque section of the Ongoing: May reroll I die each
Orchestra Pit, and the performance was good enough performance.

to satisfy an unfulfilled Baroque patron’s secondary

requirement if they have one,

i i P il

Starling Localion

M —

The final step in the Craft and Performance Skill Tracks.
worth 2 prestige. cannot be obtained through training
at the Market. Prestige must be earned, not trained!

l150:01/t |c232ﬂl

Improvisation was fundamental to composing and
performing Baroque, Classical, and Romantic music
in ils time (even if this music is largely performed
wilhoul it today). The dice rolling is meanl to bring the
unpredictability of performing into this action.




Craft Skill Track

. Repair

Fix, vefinish, and repair instruments to showcase vour skills,
or find spare wood to belp you craft.

* Main Action: Choose an available repair card.
Immediately discard the indicated materials from your
storage as shown on the card. If you do not have the

required materials (or inspiration) for

a repair, then you cannot choose that

card. Then gain the prestige stated on

the repair card, adding the points to your

prestige track. Finally, place a repair
token of vour color in the Orchestra Pit
matching the instrument Family for that
repair and claim its bonus (see pg. 29 on
the Orchestra).

« If the repair matches the instrument family for
one of your active patron's unfulfilled secondary
requirements, you may assign the repair card to that
active patron, fulfilling that requirement, by placing
it on vour workbench board. directly above and
underneath that patron, allowing for the top of the
repair card to be visible, and resetting their patience
cube or completing the patron if it was their last
requirement (see p. 24 on completing a patron).

4]

ke 4+ Skill Bonus: Move forward one step on the Craft Skill
Track.

% Alternate Action: Take 2 wood materials from
the general supply and place them in your storage,

Inspiration Tokens

For every two inspiration
tokens spent from their supply,

players can reduce the material
required (o repair by one,

While luthiers are celebraled for building instruments,
maintenance is an important part of their business.
Seam repaivs, sound post adjusiments, bow rebairing
are all crucial if instruments are going lo resonale al
Iheir full potential!

This track represents the
instrument making skills players
can improve. Players can advance
on this track by achieving the
special bonus at the Repair
location or paving at the Market.

Immediate: +2 PP every time
yvou would advance on this track. —

Ongoing: Each worker on the
roughing or finishing bench
locations has an additional
increased skill of 1 (a #3 worker
acts like a #5 worker when on
either workbench).

Ongoing: Finish two instruments r
with a single worker action.

Immediate: Choose one of the
available specialty worker cards
(a worker will be assigned at the
end of the round, unlocking the
specialty worker chip).

Ongoing: Lach worker on yvour — —
roughing or finishing bench

locations has an increased skill of 1

(a #3 worker acts like a #4 worker
when on either workbench).

Ongoing: Rough out two
instruments with a single worker —
action,

Slarting Localion

Balcony

Rub elbows with the elite to gain recognition, money, or
assistants.

ol Main Action: Score an available public award that you
have fulfilled.

o Alternate Action: Take 6 money from the general supply.

> Alternate Action: Take 2 apprentices from the Market,



<k 4+Skill Bonus: Move forward one step on the @"’
Reputation Track.
In addition to the actions and skill bonus, the Balcony also
allows you to change the turn order for the next round.
Instead of taking back vour worker chips placed here during
the Resolution Phase, place them on the turn order spaces in
priority order at this location. At the end of the round, the turn
order will he updated based on the worker chips here.

Turn Order Example

-
-

If the worker placement at the Balcony location occurred in the
same fashion as the Priority Order example on p. 18, this is how
turn order would be updated:

Priority order was Red first with their #5 worker, then Blue with
their #1 and two apprentices who had placed before Yellow's #3
worker. During the End of Round Cleanup. plavers move the turn
order markers to reflect the priority order before reclaiming their
* “Balcony workers.

Reputation Track

Red, Blue, Yellow, as established by the Priority Order, and Green [ast
because they did not place a worker at the Balcony location.

During Luthier’s eras, the separation of social classes was
even greater than todav. Musical performances were also
social events. and the balcony was the most exclusive
space inopera houses, The closest comparison today
may be luxury boxes at sporting events!

This track represents one’s reputation as an instrument maker
throughout the region. Players can advance on this track by
completing patrons and achieving the special bonus at the
Balcony location,

@ Starting location
@ Immediate: Gain | apprentice (if possible),

Immediate: Draw 3 instrument cards, keep 1, place the
rest at the bottom of the deck.

@ Ongoing: Access Tier 11 cards for free.

@ Immediate: Choose one of the available specialty
worker cards (a worker will be assigned at the end of the
round, unlocking the specialty worker chip).

® Ongoing: Gain 2 prestige for each completed instrument.
@ Ongoing: Access Tier 111 cards for free,

Immediate: Claim a public award that has been
achieved (if possible). Recurs each track advancement,

Immediate: +2 PP every time you would advance on
this track




Public Awards

These awards may be claimed by placing a worker at

the Balcony location. Each public award tile has three
achievement levels. If the plaver qualifies for one of the
levels on a public award tile, they may place an awar
marker from their workbench board covering the level and
advance their prestige points accordingly, If they qualify for
multiple achievement levels of the same award they must
choose which one to cover.

Once a plaver has claimed an achievement level on one
tile, they may not claim another level on the same tile ancd
no other player may claim that specific level, though they
can claim other levels on the same award tile. Removing
an award marker from your workbench board to claim a
public award unlocks the henefits beneath the removed
token immediately.

Blue places their #3 worker at the Balcony

in the Planning Phase. When that location is
selected in the Resolution Phase, Blue claims a
public award they have achieved.

Blue has satisfied a public
award requirement and moves
one of their award markers

onto the card covering the 48589
achievement level and 4
claims I prestige point.

Blue took their marker from the extra

materials storage on their workbench board.
They now have room for three additional material
resource cubes and will gain a material of their
choice at the start of each future roundl.

i i e R I

R
&

Public Award Benefits

Extra storage: Permanently unlock
three additional material storage and
gain a free material at the start of
every round.

Roval patron: Select a roval patron
from the roval patron deck. You may
immediately place it as with a normal
patron, gaining the placement
benefit. If you cdo not have space lor

a new patron, you may still claim
the award but do not select a roval
patron cardl.

Purple performance: Gain the
purple performance die on all
performance rolls. which provides
added resources.

Workbench Location

Your workbench has two different locations where only
vou can place workers: roughing and finishing, Together
these locations will allow you to make instruments, using
materials you have bought from the Market, gathered from
the main board, or other bonuses,

— &

: If you do not have the required materials

f  inyour storage. or your finishing hench is 3
' already full when trying to rough, collect 2 .

% 2 money and reclaim your worker (o use i
%' again next rounc. }
.

o A
The roughing side of the bench represents the inilial
phase of instrumen! making when he basic shape
and structure of an instrument is roughed out and
assembled. The finishing side represenls the intricale
detail work and the final louches thal occur as the
instrumenl is completed.




To the left of your workbench board is your roughing
bench where instruments are assembled before they are
[inished. There is space for up o two instrument cars
on your roughing bench. Upon activating a worker at the
roughing bench:

1. Choose an instrument card on vour roughing bench,
then discard from vour storage the required materials
as shown on the instrument card for the roughing
bench action.

2. Move the chosen card to your finishing bench on the
right side of your workbench board.

L

3+ Skill bonus: you gain two inspiration
tokens.

5+ Skill bonus: the material requirement
for one instrument is reduced by one of your
choice. The bonus only reduces the material
cost of one instrument, even if a worker is

The bonuses apply to each worker at the location and are
cumulative, so a 5 skill worker gains both bonuses.

You could potentially rough out two different instruments in
asingle turn by doing either of the lollowing:

% Pplace two worker chips in this location, allowing you
to activate this location and take two separate actions

e

following priority order.

Linlock the “rough 2x™ skill from your
Craft Skill Track, allowing you to rough
out two different instruments as a single
action using just one worker.

£

To the right of yvour workbench board is yvour finishing
bench where you will finish the roughed-out instruments
and earn the associated prestige. There is space for up

o two instrument cards on your linishing bench, Upon
activating a worker at the finishing bench:

1. Choose aninstrument card on vour finishing bench,
then discard I'rom your storage the required materials as
shown on the instrument card for the finishing action,

2. Remove the chosen card from vour finishing bench and
(o the following:

Increase your prestige by the points stated
on the card.

@ Place one of your color’s instrument tokens
in the space matching vour instrument in
the Orchestra Pit on the game board.

& Claim the First Chair and bonus if it is unoccupied
or occupied by any performance or repair tokens,

roughing two in the same action. displacing such tokens.
‘ﬁ‘_—-} '*‘ H‘”ﬂ:‘ First Chair is ﬂt"{'“'!'?jf:ﬂ h_"n. another instrument

token, mslead place your instrument token nexl
to il in the space to mark that you bave [inished
one of those instruments, and earn I inspiration
or 2 money. See the Orcbestra example on p. 25.

Nole: Finisbing rare inslrumenis always earns a Firsl
Chair and [he associated bonus! First Chair spaces

Jor rare instruments are unlimiled.

4+ Skill bonus: the material requirement +*
for one instrument 1s reduced by one. 3

6+ Skill bonus: you double the bonus @"‘

earned from the Orchestra. }

The bonuses apply to each worker at the location and they
are cumulative, so a 5 skill worker with an apprentice gains
both bonuses.

T e

"



You could potentially finish two different instruments in a
single turn by doing either of the following:

‘:iﬁ' Place two worker chips on the workbench location,
allowing you to activate this location and take two
separate actions following priority order,

‘1'?? LUnlock the “finish 2x” skill from vour Craft SKill Track,
Red has already Nnished a Double b allowing vou to finish two different instruments as a
Bass for their patron, Chopin. It is K single action using just one worker, Finish them one at
tucked behind the patron card to . o a time, Materials gained from the first instrument can
remind them. They Know Chopin ' be used to finish the second. The 4+ and 6+
will lose paticnee with them next - bonuses only apply once per worker, though

round unless they satisfy another = LT
- e : vou may choose which instrument they
I‘l"{ll.':lt‘i,'l'l'li_'l'it oar ‘.-'.l.’,"l_"l-: ‘;Ili[]ﬂ onal fme :
each apply to.

by claiming the Salon bonus.

Don't forget the bonus points
from the Reputation Track if

Red manages to complete a g :
ardg | : vou've advanced far enough!

romantic performance at a
medium level, completing Chopin's
requirements. If their performance
had been o low, they would not
have satisfied the reguirement. You may give a [inished instrument (o an active patron
hey have fulfilled all of Chopin's to satisfy one of their matching unfulfilled primary or
requirements and get to claim the secondary requirements, If vou do, tuck the instrument
completion reward! card underneath the patron card, allowing for the top of
the instrument card to be visible. Doing this will reset that
patron’s patience cube back to the left most space of their
track.

If yvou did not give the finished instrument to one of your
active patrons. discard this card.

Red advances 5 on the Prestige Track and 1 on

the Reputation Track. . Compf.eﬁﬂg Pﬂff’ﬂﬂs

After fullilling an active patron's last requirement, do the
following:

Red then turns the patron card Bl 1. Increase your prestige by the points stated on the patron

b i tm‘.k.-.:_ eI card for fulfilling all of their reqquirements.
Workbench with the top of the :

card and LR completion B 2. Move forward one step on the Reputation Track.
bonus showing. From now on,

roughing instruments costs Red | &) 3. biscard all repair, performance, and instrument cards
icssmaterial. from uncer this patron.

4. Remove the completed patron card from vour workbench
board, which will free up that space [or a new patron. and
reset the patience cube.

If;c “m?k”wky Lk mm“mm.jw =l Eranps 3. Flip the completed patron card over and tuck it under
of enduring supporl from a patron. Tehaikovsky had the top of the workbench board with the top showing. All

iveopporiunityilo step back jromn feacoing,lo.commit patron lifetime abilities should be visible at the top of each
himself 1o composition thanks lo tbe support from i

Nadezhda von Meck.




Some artistic freedom was needed for mechanical balance, bul ihe basic shape of

O rc b e s tra strings in the front, percussion in the back and woodwinds and brass instruments

in between mirrors the typical configuration of a sympbony orchestra.

The Orchestra awards benefits for performances, repairs,

and crafted instruments. It also tracks cralted instruments,
successful performances, and repairs for endgame scoring.
It is divided into spots based on instrument type (rows) and
musical eras/styles (columns). When a Violin is crafted, the

- i ”.!x-f-

LTS I.'u-
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@ Romanlic Era

@ Baroque Era "‘ﬂ_ﬁ Classical Era

First Chair

[nstrument token can be placed in either of the two Violin
spots. Each Violin spot spans two different eras, so it can
accept Performance tokens from either era. Tokens in these
spots count for a single era for each award, goal, or patron
(1) power during scoring.

¢ | Rare 15&
- mstruments | "."
Percussion &
Keyboards

Winds
AW =0

=l
|

Players claim First Chairs in the Orchestra

by finishing instruments, performing, and
repairing. Instrument tokens are placed in the
corresponding instrument space. Performance
tokens are placed based on their musical style
(columns), and repair tokens are placed based
on their instrument type (rows).

All tokens

o If the First Chair is empty. they immediately claim the
First Chair and take the stated reward
ﬂ;a If the First Chair is already occupied by an instrument

token they place their new token in the space and may
choose a reward of either 2 money or 1inspiration,

Instrument fokens

'*‘ If the First Chair is occupied by a performance
or repair token, they steal the First Chair and
claim the stated bonus. Move the other token
near the First Chair space. They can displace
their own tokens in this way.

Performance/Repair tokens

o If the First Chair is already occupied by
either their own performance or repair
token or by another plaver’'s performance
or repair token. but the active plaver does not
have more performance/repair tokens in that
space, they place their new token in the space and may
choose a reward ol either 2 money or 1 inspiration.

'E#E' If the First Chair is occupied by another plaver’s
performance or repair token and by placing a new
token in that space the active player now has more
performance/repair tokens than any other plaver. they
immediately steal the First Chair and take the stated
bonus. Move tokens around to show who has the First
Chair for that space,

N

A “First Chair™ in a sympbony orchestra refers o the
principal musician of tbat section. For example, 1be
concerimasier is the principal violinist and leads [he
violin section. This includes making decisions on
bowings for each for the string sections as well as the
responsibility to perform any solos.




First Chair Examples

When Red repairs a wind instrument,
they note thev can take Yellow's
Clarinet First Chair because they
already have a performance token
there, They decide to place their repair
token on Clarinet, claiming its First
Chair honus of 2 money and 1 woodl.
They slide Yellow's token next to their
performance token.

Later, when Red crafts a Viola, they
bump Green's performance token
from the First Chair space in the
associated area. Red claims the
First Chair bonus of 4 money and
slides Green's token beside the First
Chair space.

In another round, Red crafts a rare
string instrument and claimes its
First Chair space and the reward

of one material of their choice, one
inspiration, and one money, They
(lo not bump Green because there
15 space for an unlimited number of
instrument tokens here.




Al the end of the game, vou score additional prestige points
from the following:

‘*' First Chairs occupied, receiving prestige for every chair
held based on the table bhelow,

'*‘ All endgame powers from patrons (I1) vou have completed.

* Each instrument left on vour finishing bench is worth half
of its total prestige, rounded up.

'*‘ The highest level from each personal goal in your hand that
you have achieved, ignoring lower levels,

':Ie Each specialty worker card gained is worth 1 prestige point

The sum of unused inspiration, money. materials and
apprentices, receiving 1 prestige for every 10 and ensuring
remainders are money for tie-breakers.

S8 (68102152
12 (32|62 108 158

—— End of Game Scoring

S— e : 1 .

Advance your prestige marker on the Scoreboard to show your
final score, The player who has the most prestige wins the
game, In case of a tie. the tied player who has the most money
remaining after conversion to prestige wins. If there is still a tie,
the tied players share the victory.

Did yvou lose the game? Don'l worry,
Iheres a prize for Ibat too - it's the
world’s smallest violin, and il's

'* j'.il'mmgm:-.ij-:u vou!
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Game design: Dave Beck & Abe Burson

Game development: Richard Woods

Art & MMustration: Vincent Dutrait

Main Board Illustration: Guillaume Tavernier

Graphic Design: Matt Paquette & Co,

Scoring Example

Recl has the following First Chairs in the Orchestra at the end of
the game;

e Clarinet

ﬂ Natural Trumpet

@ Viola

n Harp (Rare String)
Harpsichord
Transverse Flute

In a 4 player game, Red scores 10 points for occupying six First
Chairs for each of their tokens. Red also had a Viola on their
finishing bench, which results in 2 points (half of three points,
rounded up). Red scored & points from personal goal cards, and
another 1 point from having 16 money at the end of the game
(exchanging 10 of it for | point, leaving them with 6 leftover
money).

Red scored a total of 21 points during end of game scoring.

Rules writing: Cody Reimer

Music & History Consultant: Kevin Ngo

Solo Game Design: Richard Woods & David Digby

b

© 2024 Paverson Games LLC,
Luthier s a trademark of Paverson

PAVERSON  Games LLC. All Rights Reserved.

G & M E 5



strings instruments finished (G1)
Winds instruments finished (G2)

Percussion and Kevboard instruments
finished (G3)

Instruments finished from different
instrument families (G4)

Romantic Performance tokens in pit (g3)
Classical Performance tokens in pit (G6)

Baroque Performance tokens in pit (G7)

Strings Repair tokens in pit (G8)

Winds Repair tokens in pit (G9)
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Percussion & Keyvboard Repair tokens in pit
(G10)

Performer Patrons completed (G11)
Composer Patrons completed (G12)
Noble Patrons completed (GL3)

Patrons completed of different eras (Gl4)

Crafted Instrument tokens in different era
sections of pit (G15)

Strings First Chairs held (GI6)
winds First Chairs held (G17)

Percussion & Kevboard First Chairs held (G18)

Awards

®

o

v

Romantic Patrons Completed (T1)
Baroque Patrons Completed (T2)
Classical Patrons Completed (13)

Patrons Completed with different types
(T4)

Unlocked speciality workers (15)
Repair tokens in pit (T6)

Repair tokens in pit with different types
(17)

Performance tokens in pit (T8)

@ »® G Performances tokens in pit with different

Tk

£

e
e

eras (T9)
LInique/Rare Instruments Cralted (T10)

Instruments crafted (T11)

ﬁ - @ First Chairs held in different instrument

£®
£®

Families (T12)

Crafted Instrument tokens in Romantic
section of pit (T13)

Crafted Instrument tokens in Classical
section of pit (T14)

Crafted Instrument tokens in Baroque
section of pit (T15)




Patron Powers

Noble Patrons

M: DD

M)
M: 58
M: 50

M: S
A @
118/
118/

1 +18

Madame de Pompadour: At
start of round gain 1 animal and |
wood

! Frederick the Great: At start of

round gain I metal

Count von Waldstein: At start of
round gain S5

Baron van Swieten: At start of
round gain S5

Ludwig II: At start of round gain

- an apprentice

Nadezhda von Meck: At start of
round gain an apprentice

House of Esterhazy: End Game

L IVP per Instrument token in pit

. House of Medici: End Game IV

per Patron completed

' Leopold IL: End Game «1 First

Chair

F o
@ Composer Patrons

@1 2

e r—r—

Johann Pachelbel: X+ 5kill on
roughing and fimishing benches

Antonio Vivaldi: Reduce
resource requirement by 1 when
repairing

Joseph Haydn: Al market, wood
Ccosts Sl less to buy

Wolfgang Amadeus Mozart: Al
market, metal costs 81 less to buy

Frédéric Chopin: Reduce
resource requirement by 1 on
roughing bench

Pyvotr llyich TchaikovsKky:
Reduce resource requirement by 1
on finishing bench

Johann Sebastian Bach: End

a: lﬁf 1 Game IVP per Repair token in

112/

Baroque section of pit

George Frideric Handel: End
Game IVP per Special Worker
uniocked

1 12/A®

1 28/0
18/

1 12/A®

Ludwig van Beethoven: Fnd
Game IVP per Repair token in
Classical section of pit

Franz Schubert: End Game 2VP
per Track maxed

Fanny & Felix Mendelssohn:
End Game IVP per Award scored

Johannes Brahms: End Game
IV per Repair token in Romantic
section of pit

@ Performer Patrons

2]

J3:+2
M 28

Y
My: 2%
J9 2@

118/060

412/l

112/ |

Francesca Caccini: Add 2 to the
result of each performance

Elisabeth Jacquet de La
Guerre: Add 2VP 1o each
performance

Niccolo Paganini: Al start of
round gain 2 inspiration

Maddalena Lombardini: Add 2
to the result of each performance

Henryk Wieniawski: At start of
round gain 2 inspiration

Clara Schumanmn: Add 2VP to
each performance

Giuseppe Tartini: End Game 1VP
per Performance token in Strings
section of pit

Marianna Martines: End Game
IVP per Performance token in P&EK
section of pit

Louise Farrenc: End Game IVP
per Performance token in Winds
section of pit

!

M: 28
M: 28
- M 2R

| Roval Patrons

Emperor Joseph I At start of
round gain 2VP

King Louis XIV: At start of round
gain 2VP

Queen Victoria: At start of round
gain 2VP
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Sequence of a Round

1. Start of Round

'J.‘? Start of Round bhonuses
* Advance patron cubes & receive gift(s)
‘*‘ Place/Remove " on Workbench

2. Planning Phase

Place Q‘ (and optionally, apprentices), one al a lime,
in turn order, until all workers have been placed.

3. Resolution Phase

Resolve worker locations. in turn order, until all
locations with have been resolved (order of
placement breaks ties)

Once per round, may go to ﬁ on turn, instead of
resolving a location,

4. End of the Round Cleanup

‘*’ Update turn order track
‘*‘ Retrieve any leflover @
‘*‘ Assign earned @‘

‘*“ Reset Market carl tokens

‘*‘ Reveal next Market card

Discard non-11 & 11 tier cards on board

Nole: Al the end of round 3 discard all remaining
palron I cards from the DRAW DECK lo reveal lhe
palvon I cards.

Slide tier 11 & 1 over and refresh

Advance Round Marker (gain new Q
rounds 3 and 5)

Icon Glossary

Strings
Winds

Percussion
& Keyboards

Instrument

“EOD

#.
A
4

/
S

Rare Instrument

Craflted
Instrument

Public Award
Apprentice

Reputation

Baroque

® @3 O &

Romantic

(L

Classical

—

Patron

Composer Patron

Performer Patron
Noble Patron

Rovyal Patron

(AN

>

——
II
=

A Y% B

Repair
Performance
Balcony

Market

Performance
Skill

Craft Skill

Finishing
Bench

Roughing
Bench

{@@tﬁ

Inspiration
Money

Prestige

WD OD

—— Key Term Glossary ———

Apprentice

Awards, Public

First Chair

Finishing 25
Guild 17
INSIFUMICIES. . . . o o i v v v e s m s nme s s snsnnsnnnss H
Inspiration. ., . 10
Market 14
B D e e oyt 1 o Sl i st e o o s 10
Orchestra 27
Patience

P A 0T TS . . v e e s im nim e o e mimn cninn e i a e e e e 16

Patron, Completing
Planning Phase
Priority Order
Performances
Repair Shop
Resolution Phase
Roughing

Salon

Workbench
Worker Skill

Any Material
Animal

Wood
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