


BEGINNER GUIDE: If this is your first time playing Luthier, we recommend 
pairing this book with the walkthrough detailed in The Rehearsal booklet. 
It guides a 3-4 player 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.

Luthier transports players back to the height 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 
fine 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, craft 
them on your workbench, rehearse performances, complete repairs, and more. 
Rival families will contest your prestige as players maneuver to claim coveted 
First Chairs in the Orchestra.

The best artisans will hone their crafts, please their 
patrons, and garner prestige enough to attract even 
royalty’s notice. So grab your chisel and an apprentice 
or two and hone your art!

Luthier's Solo rules are also included in The Rehearsal booklet
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Reversible Player Boards (4) Player Aids (8)
Solo Aid (1)

Rulebook (1)
The Rehearsal (1)

Public Award
Tiles (15)

Luthier Family 
Portrait Tiles (8)

Resolution Board (1)

Patron Cards B (12)

AI Action Cards (18)

1-2 Player Cover-up Tiles (2)

Royal Patron 
Cards (9)

AI Guild Cards (8)

Instrument 
Cards (39)

Patron Cards A (18)

Personal Goal 
Cards (18)

Market Cards (16) 

Performance Tokens (32) 
(8 per color)

Repair Cards (24)

Specialty Worker 
Cards (21)

Worker Chips (20) 
(5 per color) 

Performance 
Cards (24)

Orchestra Setup 
Cards (9)

Repair Tokens  (32) 
(8 per color)

Specialty Worker
Chips (12) (3 per color)

Instrument Tokens (32) 
(8 per color)

Market Cart Tokens (4) 
(1 per color)

Performance Dice (5)
(1 purple, 2 black, 2 white)

Apprentice Chips (12) 
(3 per color) 

Family Crest Tokens (16) 
(4 per color)

Multiplier 
Cards (4)

Score Modifier Tokens (4) 
(1 per color)

Material Cubes (84) (30 white, 
30 natural wood, 24 bronze)

Components

Main Board (1) Market Board (1)

Round Tracker 
Dome (1)

Round 
Tracker (1)

Inspiration 
Tokens (24)

Coins (30 $1; 
20 $5; 15 $10)

Award Markers (12) 
(3 per color)

Player Cubes (12) 
(3 per color)

Prestige Point Trackers (4) 
(1 per color)
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1.	 Place the main board in the center of the table. 

2.	 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 players use 3. Return the rest to the box.	

	 Complete the two player additional setup steps now if 		
 	 playing with two players.

3.	 Shuffle the following decks, then place facedown on the 
main board: patron cards A on top of B (a), instrument 
cards (b), performance cards (c), and repair cards (d). 		

	 Shuffle the patron A and B decks separately, placing B 	
	 down first and A on top of it.

4.	 Draw and fill all patron card, instrument card, 
performance card and repair card slots. 		
Only fill the 3-4  and 4  spaces when playing with that 

number of players.

5.	 Place the round track token on round 1.

1

2

4

4

5

6

7 9

7

8

Game Setup

3.a

3.c

Example of the setup for a 4 player game
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Two Player Additional Setup

Randomly draw one Orchestra setup card:

Lay the 1-2 Player cover-up tiles over the Perform (3.c) and Repair (3.d) 
location spots, covering the draw deck space and next card space.

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

Place spare instrument, performance, and repair tokens in the relevant 
spaces of the Orchestra, occupying the First Chairs. 

Remove one of each instrument card from the deck for each instrument 
token placed in the Orchestra. For example, if an instrument token is 
placed on the Cello space, remove one of the two Cello cards.

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

Discard the Orchestra setup cards to the box. 

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.

Details about the locations on the main board and their 
actions start on p. 14.

6.	 Set the round 1 market card (M1) 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.

7.	 Shuffle the following decks and remove cards until each 
deck size is equal to players plus one: 

Return removed cards to the box and place these four 
decks face down nearby. A 4-player game would include 5 
cards in each of these decks. 

4

4

8
Alternative Two Player Setup Using Solo AI

If you’d prefer to add a third player into your two player games 
of Luthier, you can play against the solo AI. Do not complete the 
two player additional setup steps above. Instead, set up the game 
for 3 players, replacing one of the players with the AI. See solo 
rule booklet for how to run the AI.

3.b

3.d

•	 Royal Patron Deck 

•	 Reputation Specialty Worker Deck

•	 Performance Skill Specialty Worker Deck

•	 Craft Skill Specialty Worker Deck

Place spare tokens in corresponding 
First Chairs in the Orchestra.

Place spare award markers on public 
awards tiles. Ex: Filling award tiles 	
from left to right, cover the left-most 
tile's middle award spot, the next tile's 
left-most award spot, and the final 	
tile's right-most award spot.

Orchestra Setup Example
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Player Setup
a

b

e g h i

1.	 Give each player the following, in their color:

Workbench Player Board

Award markers (3)

Worker chips (1-5 and 3 specialty chips)

Apprentice chips (3)

Family crest tokens (4)

Cubes (3)

Market cart token 

Prestige point tracker 

Instrument, performance, and repair tokens

Player reference cards (2) not pictured 

Score modifier token

2.	Place in the following locations:

Award markers on their workbench board icons

Worker chips #1, #3, and #5 near workbench board

Cube on each of the left-most patron patience rows on 
their workbench board

Prestige point tracker on the 0 space of the score track 

Mainboard placements:

One family crest token on Turn Order Track in the 
Balcony (turn order will be set later) 

One family crest token on the left-most 		
Reputation Track spot

One family crest token on the bottom-most 
Performance Skill Track spot

One family crest token on the bottom-most 	
Craft Skill Track spot 

Market cart token to the left of the Market Board

Apprentice chips near the Market Board

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

a

b

f

c

g

d

h

e

i

j

k

a

b

c

d

e

f

a

b

e

c

f

Worker chips #2 and #4 

Specialty worker chips

Score Modifier Token

Instrument, performance, 
and repair tokens
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4.	Deal each player the following:

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 
player board, 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, 1 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: 

Follow the numbers printed on the luthier family 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.

2 instrument cards     2 patron cards   

2 luthier family tiles 4 personal goals 

I II

III IV

I II III IV

c

d

k

f

d

Turn Order Number 
(Lowest goes first)

Starting Resources

Starting Ability
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Luthier Family		
Where your luthier family tile will 
be placed. 

Workbench Board

Patron Row								      
Where you place active patrons. Each player may have up to a maximum of 3 
active patrons. Immediately upon placing a patron card, 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. 10 for more on patron gifts and patience. 

Roughing Bench	
Left side of workbench, 
2 slots for instrument 
cards, one spot for 
worker chip. 

Finishing Bench 
Right side of 
workbench, 2 slots for 
instrument cards, one 
spot for worker chip.

Materials Storage                                                                              
Your storage has a maximum capacity of 9 materials of any 
type. If at any point during the game you gain materials 
that take you above this limit, you must discard materials of 
your choice to the general supply until you have exactly 9 
materials. You can discard unwanted materials at any time.

Award Benefits—three locations 
covered by an award marker. Upon 
claiming an award a player may remove 
one of the three markers to claim the 
benefit. The benefits include:

a c

b

Permanently unlocking three 
additional material storage and 
gaining a free material at the start 
of every round. 

Selecting a royal patron from the 
royal patron deck. 

Each player has a workbench player board in front of them for the game. 
This board has a number of different gameplay functions:

c

ba

Gaining the purple performance 
die on all performance rolls, which 
provides added resources.
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Running out of Cards or Resources

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 A and B 
cards together for simplicity.

Materials and Inspiration are 
intended to be unlimited. If you run 
out of these, use a multiplier card to 
temporarily increase the quantity.

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

First Chairs occupied in the Orchestra 

Instruments left on your finishing bench

Personal goals

Lifetime powers from patrons (B)

Specialty worker cards 

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.

Game Overview
The goal of 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 your 
workbench, satisfying your 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 here 
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, and add up to two desired instrument cards onto the 
roughing bench from your hand.

Each round is made up of two phases:

Planning Phase

Choose which locations to send your workers this round, 
deciding where you will use your highest skill workers in 
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 
patron 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 board, allocate any gained specialty workers, advance 
the round marker, and gain new worker chips in relevant 
rounds.

Game End

A luthier is an artisan crafter who specializes in 
building and maintaining stringed instruments. 
The instruments commonly associated with luthiery 
are primarily built out of wood and include violins, 
violas, cellos, double basses, and guitars.

Place this token next to the score 
track when you pass 50 prestige 
points. Flip it over when you pass 
100 prestige points.

Score Modifier Token
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Tracks
There are three different tracks players may advance: 
Performance, Craft, and Reputation. Whenever an icon 
representing a track is shown, the player should move 
their marker along that track and claim any benefits 
immediately. When unlocking an effect, some are 
immediate one-time bonuses and others are cumulative 
and enabled for the rest of the game. Specific tracks are 
explained in the sections detailing the locations where they 
can be advanced.

Styles of Music

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

The vast majority of the western art music canon 
(performed frequently today) comes from these 
three periods of music. The Baroque period occurred 
roughly between 1600-1750, the Classical era 
between 1750-1820, and the Romantic era over the 
course of the 19th century.

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

Materials

Animal, wood, and metal are the three materials 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-derived materials. Wood represents various types 
of wood such as maple, pine, and mahogany. Metal, usually 
the most expensive material in the game, represents brass, 
copper, silver, iron, and gold.

Horse hair is still the most commonly used material 
for bows.  It has tiny barbs that will grip strings 
giving performers better control of their sound.

Inspiration

A resource used to increase the chance of success during a 
performance, assist in repairs, access cards in Tier II and III, 
and reduce 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 II and III cards. Players can earn money in 
a variety of ways, such as placing tokens in the 
Orchestra, performing, and selling materials at 
the Market.

Gold

Copper

Silver

{r-nat} {r-wood} {r-ntak}
Animal Wood Metal

Baroque Classical Romantic

Reputation

Performance Craft

{coin}
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Personal Goals
Goals offer scaling prestige points 
based on achievement. Completed 
goals earn players 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 p. 29.

Start of Round
At the start of each round perform the following steps on 
your workbench board before moving into the Planning 
Phase.

Workbench Boards

Gain any Start of Round bonuses. 

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

Place up to two instrument cards from your hand onto 
your roughing bench (the left side of your Workbench 
Board has space for two). 

Patronage was crucial as musicians transitioned from 
the servant-class to freelance artists responsible for the 
beautiful instruments we cherish today. Some creative 
liberties were taken to represent some of our patrons.

Inspiration

Gifts & Patience 

Patrons award gifts for their patronage as long as they 
have patience. At the Start of 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 on p. 16.

Patrons with more than one requirement reset their 
patience completely each time a requirement 
is satisfied. Once all their requirements are 
satisfied, the patron is complete! See p. 23 for 
resolving completed patrons.

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 player, costing 
them 6 prestige (3 per unfinished requirement).

Patience Cube Example

{round}

At any point during the game you may take instrument 
cards currently on either bench back into your hand if 
you need to create space for different instruments. Any 
resources previously spent roughing an instrument are 
lost when it is removed from your finishing bench.

{rt-arrow}
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Planning Phase
In the Planning Phase you will decide how to use your 
workers this round, including which locations to send your 
more skilled (higher number) workers to.

In turn order, take turns placing exactly one of your 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 your worker chip. Apprentices 
only increase the skill of the worker 
they are assigned to.

Once all players 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 performing 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 grows. 

Instrument making was often a family practice during 
these eras.  Fathers, sons, and brothers often trained, 
apprenticed, and worked alongside each other in the 
family business.  Heinrich Steinweg and his sons founded 
Steinway & Sons in 1853 in New York City.

Apprentices

A resource used to boost the skill of your 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, 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.

Both musicians and luthiers were seen as craftspeople, 
so apprenticeships were the primary means to access 
advanced training. Early in his career, Guarneri was 
famously an apprentice for Amati.

Resolution Phase
In the Resolution Phase you will reveal all the worker chips in 
each of 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 player 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. 

When a roughing or finishing bench location is activated, 	
only the active player resolves that location. This does not 	
cause other players' bench locations to activate.

If you 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 order.
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Once per Resolution Phase, on any of your turns, you may go 
to the Market to acquire or sell the materials needed to repair 
and make instruments, hire apprentices, and invest in training. 
When you take this action, move your market cart token from 
the left of the board to the right of it, to show that you have 
taken this action this round. Going to the Market does not 
require a worker chip. Each player will independently choose 
when to go to market, and doing so takes up their entire turn, 
so they may not also activate a location until their next turn, 
if they have workers left to activate. Turns can continue while 
players visit the Market to keep play moving.

Resolution Board

Pass the Resolution Board between players according 
to turn order after a location is resolved. This will help 
keep turn order clear as multiple players take location 
actions on a single player’s turn. 

If 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 players have passed, the Resolution Phase is finished 
and it is time for end of round cleanup.

Priority Order

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

Determine each worker’s skill at the location. If you have 
any apprentices at the location, then your worker’s skill is 
increased by one for each apprentice placed with it.

The first player to perform the action is whoever has a 
worker with the highest skill at that location, regardless 
of placement order. Then the player 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.

If two or more players have the same skill at a location, 
then priority order between these players is determined 
by the order in which their workers were placed, starting 
with the first worker placed. 

If you have multiple worker chips at the location, they 
are each treated as an individual worker, following above 
priority rules.

Each location has a primary action and locations on the main 
board have alternate actions. After you have completed a 
single location action (with the exception of the Balcony), 
take your used worker chips back. Any apprentices used are 
returned to the Market. 

In the Planning Phase, Blue placed 
their #1 chip on this location first as 
well as two apprentices, then Red 
placed their #5 chip on top, and then 
Yellow placed their #3 chip. 

Priority Order Example

2.	Priority order established based 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. 	

1.	 Worker chip stack and initial ordering
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Market

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

When you go to the Market you may buy as many of each 
material type as you can afford, paying the current price 
stated for each. Place materials bought into your storage. You 
may also sell as many of each material type as you have in 
your 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 also allows you to hire apprentices for 4 money each 
and to train your family, advancing on either the Performance 
or Craft Skill Track once for every 15 money spent. 

The market board includes the range of material costs above 
the market deck so you can see if that material is currently 
cheap, average, or expensive. Animal costs 1-3, wood 2-4, and 
metal 4-6.

Inspiration Tokens

Each individual material 
cube, apprentice, or skill track 
advancement purchased at the 
market can be discounted with 
inspiration tokens at a 1:1 ratio.
Doing so does not change the 
sell price.

{colon} {-}1{coin}

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.

Spending inspiration represents haggling on pricing and 
convincing apprentices that the training you can offer 
them is worth more to them than payment!

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

1.	 Update the turn order track based on the priority order of 
worker chips that went to the Balcony this round. If players 
did not place any worker chips at the Balcony, then they will 
be behind all players who did in the turn order track. The 
turn order between players who did not place any worker 
chips at the Balcony does 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 
your player reserve. 

4.	 Reset all Market cart tokens back to their stable on the left 
side 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 I. 

Note: At the end of round 3 discard all remaining patron A 
cards from the draw deck to reveal the first patron B card.

7.	 Slide all patron cards, instrument cards, performance cards, 
and repair cards currently present in Tiers II and III into all 
available spaces, based on the number of players. Draw new 
cards face-up to fill all empty spaces from each respective 
deck.

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

Note: when moving the tracker to rounds 3 or 5, all 
players will retrieve an additional worker chip (2 and 
4, respectively) from their personal reserve to show the 
growth of their family.

2{coin}

1313



Specialty Workers

Each track in the game has a location that allows players to 
gain a specialty worker. Immediately upon advancing to that 
location on the track, choose one card from the 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 a unique ability exclusive to that 
worker for the remainder of the game. Whenever used, the 
specialty worker has the skill equivalent to the standard chip 
placed on its specialty worker card. 

Players earn 1 prestige point for each specialty worker card 
obtained during the game, as part of endgame scoring.

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 you have there, following 
priority order. The locations also have a bonus which you will 
receive after you’ve performed an action with a worker chip 
of 4 skill or higher.

The main board loosely represents a Symphony Hall, 
although we’ve taken liberties to include various 
locations that weren’t always present in such buildings 
historically.

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

Tier I: Cards that are face up in these locations 
are always available to players and do not 
require additional resources to access.

Tiers II & III: Cards that are face up in these 
locations are only available to players who have 
passed certain locations on the Reputation 
Track (see p. 20). Players may access these 
cards before unlocking them by paying any 
combination of inspiration and money: 4 for 
Tier II and 8 for Tier III. 

Search: If an apprentice was assigned to the worker chip, 
players 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 first 
matching card found into hand, and return all other cards 
maintaining the same order. Sending an apprentice to 
fetch something specific takes time, so after the action is 
completed, including the location skill bonus, remove the 
apprentice used from the game, meaning they are no 
longer available to that player. 

I

I I

I I I

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 used 	
to complete a repair.

Specialty Worker Example

Luthiers required specific types of high-quality resonant 
and seasoned wood such as maple and spruce to make 
their instruments. Sometimes exotic woods like ebony 
(which was imported) were used for decorative parts 
of instruments.  Their costs fluctuated depending on 
availability, geopolitical events, and other factors.
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{p-noble}

{p-compose}

Salon

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

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.

Alternate Action: Take 2 inspiration and 1 apprentice if 
possible from the Market.

4+ Skill Bonus: May move one patron patience 
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 already in the left-most space, so players who 
placed a new patron with the main action may use this 
bonus on their newly acquired patron. 

The youngest luthier dons their finery and rubs 
elbows with nobles and famous composers, seeking a 
new patron for their family business. The head of the 
family smooths over delays and reassures impatient 
performers their instruments will be finished soon.

Patron

There are four different types of patrons. Each patron has a 
primary requirement which can only be fulfilled by making 
an instrument of the matching family type. Some patrons 
also have secondary requirements which are more flexible 
and can be fulfilled with a crafted instrument, suitable 
performance, or repair. Players may have a maximum of 
three active patrons at any time, but there is no limit to the 
number of completed patrons a player can have. Patrons 
provide gifts while their patience lasts and a lifetime power 
once completed. Patrons (A) have ongoing and start-of-round 
effects, while patrons (B) have endgame scoring bonuses.

{p-perform}

{p-royal}

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

Performer

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

Composer

Composer patrons have a primary  
requirement and one secondary 
requirement, and provide gifts in the form 
of apprentices and materials. Composer 
patrons (A) have lifetime powers which 
modify various actions and rules in the 
game, for that player. Composer patrons (B) 
award endgame points for repair tokens in 
the Orchestra, specialist workers unlocked, 
tracks completed, or awards scored.

Noble

Noble patrons have a primary requirement 
and two secondary requirements: they 
are more demanding than composers, but 
provide gifts equal to their expectations in 
the form of money. Noble patrons (A) have 
lifetime powers which provide start of round 
materials, apprentices, or money for that 
player. Noble patrons (B) award endgame 
points for instruments or patrons completed, 
or increase the number of First Chairs held.

Royal

Royal patrons can only be obtained by 
claiming a public award and removing the 
award marker next to the royal patron icon 
on your player board. Royal patrons only 
have a primary requirement. These patrons 
provide gifts in the form of prestige points, 
and have lifetime powers which provide start 
of round prestige points for that player.

{wkr4up}
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a
c

g

b

Guild

Obtain new plans to craft instruments, or find spare metal to 
build your current ones.

Main Action: Take one of the available face-up 
instrument cards into your hand. You will be able to place 
it onto your workbench at the start of the next round.

Alternate Action: Take 1 metal material from the general 
supply and place it in your storage.

4+ Skill Bonus: You may take 1 material of 
your choice and may immediately place one 
instrument plan from your hand onto the 
roughing side of your workbench, including newly 
acquired plans.

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

a

e

b

f

c

g

d

{wkr4up}

Patron Requirements

Patron secondary requirements can be satisfied by making 
an instrument of the matching family type, with specific 
performances (matching the patron’s style/era) or specific 
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, you don’t need to specify 
which it counts towards until you complete that patron—you 
have some flexibility!

Strings instrument OR
Baroque performance OR 
Strings repair

Winds instrument OR
Baroque performance OR
Winds repair

Percussion & Keyboards instrument 
OR Romantic performance 
OR Percussion & Keyboards repair

Any time you add a token to the Orchestra 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 
can fulfill it: they are satisfied and their patience resets.

Patron's Musical Era

Patron Name

Patron Type

Primary Requirement

Secondary Requirement

Patron's completion reward

Lifetime powers on the back of 
the card match the front

c

d

e

f

g

ba

{gift}
Gifts from patron, aligned 
with the patience cube

Patron Deck Order

If the patience cube reaches this space the patron 
will immediately leave, reducing your prestige 1616



{inst-r}
Rare 

Instrument

Instruments

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

Instrument name & type

Roughing material cost

Finishing Material Cost

Prestige value and completed 
instrument token

This violin is a Strings instrument. 
It requires 1 animal and 1 wood to 
rough out, then 1 wood to finish. Once 
finished, it will earn the player 2 prestige points and a placed 
instrument token in the Orchestra. See “Finishing” on p.22, 
“Orchestra” on p. 24.

Perform

Show off just how valuable your instruments are, or find 
some spare strings to help you craft.

Instrument Card Diagram

{inst-p}
Percussion & 

Keyboards

{inst-b}
Winds

{inst-s}
Strings

{inst}
Instrument

a

b

c

d

Main Action: Choose an available performance card. 
Roll the two white performance dice and add together 
the results with your 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 you achieve a score that includes 
prestige, add the points gained to the score track. Finally, 
if you score a medium or high performance, place 
a performance token of your color in the Orchestra 
matching the style of music for that performance and 
claim its bonus (see p. 24 on the Orchestra).

•	 If the performance level was medium or high and the 
music style matches a patron’s unfulfilled secondary 
requirement, you may assign the performance 
card to that 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 requirement (see p. 23 on 
completing a patron). 

•	 If not assigning the performance to a patron, discard 
the card.

Alternate Action: Take 3 animal materials from 	
the general supply and place them in your storage.

4+ Skill Bonus: Move up one step on the Performance 
Skill Track. Because you perform the worker action 
before the track advancement, you will not gain any 
newly obtained track benefit for that action. If you 
place two worker chips, however, advancing after your 
first worker’s action may aid your second worker!

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 your roll!

Luthier’s performance types are associated with distinct 
repertoires 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 symphony and concerto were 
genres more often connected with court performances.

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 player 
is only limited by the total number they have in their 
supply. Players choose to spend 
inspiration after rolling/rerolling. {bang}{colon}{+}{note}

{wkr4up}

a

b

c

d
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Improvisation was fundamental to composing and 
performing Baroque, Classical, and Romantic music 
in its time (even if this music is largely performed 
without it today). The dice rolling is meant to bring the 
unpredictability of performing into this action.

Performance Skill Track 

This track represents the musical 
skills players can learn. Players 
can advance on this track by 
achieving the special bonus at the 
Performance location or paying at 
the Market.

Immediate: Gain 2 prestige 
every time you would advance 
further on this track.

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

Ongoing: May reroll a second die 
each performance (may be the 
same die).

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: Replace 1 white 
die with 1 black die (all future 
performances use 1 white & 1 
black).

Ongoing: May reroll 1 die each 
performance.

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!

During the Resolution Phase, the Blue player activates 
the Performance location and selects the Baroque 
performance card (P1). Blue has advanced on the 
performance track enough to roll one black die and one 
white. They roll and score 5 notes (4 from the black, and 
1 from the white) and add the skill of the worker (3) for 
a total score of 8. 

Performance Example

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. 

Blue gains 2 money and earns 1 prestige point, claiming 
the money from the general supply and advancing their 
prestige point tracker on the score track. They also get 
to place a performance token in the Baroque section of 
the Orchestra, and the performance was good enough 
to satisfy an unfulfilled Baroque patron’s secondary 
requirement if they have one.

Starting Position

{completed}
{market}
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{wkr4up}

Repair

Fix, refinish, and repair instruments to showcase your skills, 
or find spare wood to help 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 your color in the 
Orchestra matching the instrument 
family for that repair and claim its 
bonus (see p. 24 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. Place 
it on your 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. 23 on completing a patron).

•	 If not assigning the repair to a patron, discard the 
card.

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

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

While luthiers are celebrated for building instruments, 
maintenance is an important part of their business.  
Seam repairs, sound post adjustments, and bow 
rehairing are all crucial if instruments are going 	
to resonate at their full potential!

Craft Skill Track 

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 paying at the Market.

Immediate: Gain 2 prestige 
every time you would advance 
further 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 
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: Each worker on your 
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.

Balcony

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

Main Action: Score an available level of a public award 
that you have qualified for.

Alternate Action: Take 6 money from the general supply.

Alternate Action: Take up to 2 apprentices from the 
Market if possible.

Starting Position

Inspiration Tokens

For every two inspiration 
tokens spent from their supply, 
players can reduce the material 
required to repair by one.

2{bang}{colon}{-}1{r-any}
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This track represents players' 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 position

Immediate: Gain 1 apprentice (if possible).

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

Ongoing: Access Tier II 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 each time you finish an instrument. 

Ongoing: Access Tier III cards for free.

Immediate: Score an available level of a public award that you 
have qualified for. Recurs each additional track advancement.

Immediate:  Gain 2 prestige and then move your token back 	
to the previous space, triggering the public award bonus again.

Reputation Track 

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 your worker chips placed here during 
the Resolution Phase, place them on the turn order spaces in 
priority order at this location. If a player sent multiple worker 
chips to the Balcony, only their highest priority worker is used 
to determine turn order. At the end of the round, the turn 
order will be updated based on the worker chips here. 

a

b

c

d

e

f

g

h

i

Turn Order Example

If the worker placement at the Balcony location occurred in the 
same fashion as the Priority Order example on p. 12, 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, players move the turn 
order markers to reflect the priority order before reclaiming their 
Balcony workers. Return any accompanying apprentices to the 
Market.

{wkr4up}

b
a

h
i

c f
ed

g

The new turn order will be Red, Blue, Yellow, as established by the 
Priority Order, and Gray last because they did not place a worker at 
the Balcony location.

During the time that Luthier is set, the separation of social 
classes was even greater than today. Musical performances 
were also  social events, and the balcony was the most 
exclusive space in opera houses. The closest comparison 
today may be luxury boxes at sporting events!
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Public Award Benefits

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

Royal patron: Select a royal patron 
from the royal patron deck. You may 
immediately place it as with a normal 
patron, gaining the placement bonus.. 
If you do not have space for a new 
patron, you may still claim the award 
but do not select a royal patron card.

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 
you 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 obtained from other bonuses. 

The roughing side of the bench represents the initial 
phase of instrument making when the basic shape 
and structure of an instrument is roughed out and 
assembled.  The finishing side represents the intricate 
detail work and the final touches that occur as the 
instrument is completed.

Public Awards

These awards may be claimed by placing a worker at 
the Balcony location. Each public award tile has three 
achievement levels with a number of the award's criteria 
the player needs to have completed to qualify for that level. 
If the player qualifies for one of the levels on a public award 
tile, they may place an award 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 player has claimed an achievement level on one 
tile, they may not claim another level on the same tile and 
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 benefits of the removed marker 
immediately.

If you do not have the required materials 
in your storage when trying to rough or 
finish an instrument, collect 2 money and 
reclaim your worker to use again next 
round.

{coin}2

Public Award Example

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 level they have achieved.

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 round.

Blue has satisfied a public 
award requirement and moves 
one of their award markers 
onto the tile covering the 
achievement level and 
claims 1 prestige point.
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Roughing

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

1.	 Choose an instrument card on your roughing bench, 
then discard from your 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.

3+ Skill bonus: Gain two inspiration tokens. 

5+ Skill bonus: Once per action, reduce the 
material requirement of an instrument being 
roughed by one.

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 
a single turn by doing either of the following:

Place two worker chips in this location, allowing you 
to activate this location and take two separate actions 
following priority order.

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

Finishing

To the right of your workbench board is your finishing 
bench where you will finish the roughed-out instruments 
and earn the associated prestige. There is space for up 
to two instrument cards on your finishing bench. Upon 
activating a worker at the finishing bench:

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

2.	 Remove the chosen card from your finishing bench and 
do the following:

Increase your prestige by the points stated on the card.

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

Claim the First Chair and bonus if it is 
unoccupied or occupied by any performance or 
repair tokens, moving such tokens to below the line. 

If the First Chair is occupied by another instrument 
token, instead place your instrument token below the 
line in the space to mark that you have finished 
one of those instruments but it does not hold 
the First Chair, and earn 1 inspiration or 2 
money. See the Orchestra example on p. 25.

Note: Finishing rare instruments always earns a 
First Chair and the associated bonus! First Chair 
spaces for rare instruments are unlimited.

4+ Skill bonus: Once per action, reduce 
the material requirement of an instrument 
being finished by one.

6+ Skill bonus: Once per action, double the 
bonus earned when placing an instrument 
token in 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.

{wkr5up}

{wkr4up}
{wkr6up}

{wkr3up}

{chair}
{inst-r}

{rough}x2

If you need to create space on your finishing 
bench for new instruments being roughed out, 
you may take instrument cards currently on your 
finishing bench back into your hand. Any resources 
previously spent roughing an instrument are lost 
when it is removed from your finishing bench.
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Red has already finished a Double 
Bass for their patron, Chopin. It is 
tucked behind the patron card to 
remind them. They know Chopin 
will lose patience with them next 
round unless they satisfy another 
requirement or seek additional time 
by claiming the Salon bonus.

Red advances 5 on the Prestige Track and 1 on 
the Reputation Track.

Red manages to complete a 
Romantic performance at a 
medium level, completing Chopin’s 
requirements. If their performance 
had been too low, they would not 
have satisfied the requirement. 
They have fulfilled all of Chopin’s 
requirements and get to claim the 
completion reward!

Red then turns the patron card 
over and tucks it behind the 
workbench with the top of the 	
card and its ongoing completion 
bonus showing. From now on, 
once per roughing action, Red can 
reduce the roughing requirement 
of an instrument by 1 material of 
their choice.

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

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

Unlock the “finish 2x” skill from the Craft Skill Track, 
allowing you to finish two different instruments as a 
single action using just one worker. Finish them one at a 
time. Materials and any other bonuses gained from the 
first instrument can be used when finishing 
the second. The 4+ and 6+ bonuses may only 
be applied once per action, though you may 
choose which instrument they each apply to.

You may give a finished instrument to an active patron to 
satisfy one of their matching unfulfilled primary or secondary 
requirements. If you do, tuck the instrument 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 you did not give the finished instrument to one of your 
active patrons, discard this card. 

Completing Patrons

After fulfilling an active patron’s last requirement, do the 
following:

1.	 Increase your prestige by the points stated on the patron 
card for fulfilling all of their requirements.

2.	 Move forward one step on the Reputation Track.

3.	 Discard all repair, performance, and instrument cards 
from under this patron. 

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

5.	 Flip the completed patron card over and tuck it under 
the top of the workbench board with the top showing. All 
patron lifetime abilities should be visible at the top of each 
card. Lifetime abilities apply immediately once a patron is 
completed.

Completed Patron Example

Don’t forget the bonus points 
from the Reputation Track if 
you’ve advanced far enough! 

The Tchaikovsky-von Meck relationship is an example 
of enduring support from a patron. Tchaikovsky had 
the opportunity to step back from teaching to commit 
himself to composition thanks to the support from 
Nadezhda von Meck.

{finish}x2

{completed}
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Orchestra

The Orchestra awards benefits for performances, repairs, 
and crafted instruments. It also tracks crafted instruments, 
successful performances, and repairs for endgame scoring. 
It is divided into spots based on instrument type (rows) and 
musical eras/styles (columns). Rare instrument spots do not 
have an associated musical era/style.

When a Violin is crafted, the instrument 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 (B) power during scoring.

Performance/Repair tokens

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

If the First Chair is occupied by another player’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 player in that 
space, they  mmediately steal the First Chair and take the 
stated bonus.

First Chair

{chair}

A “First Chair” in a symphony orchestra refers to the 
principal musician of that section.  For example, the 
concertmaster is the principal violinist and leads 
the violin section. This includes making decisions on 
bowings for each for the strings sections as well as the 
responsibility to perform any solos.

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

If the First Chair is empty, they immediately claim the 
First Chair and take the stated reward.

If the First Chair is already occupied by an instrument 
token, they place their new token below the line in the 
space and may choose a reward of either 2 money or 1 
inspiration.

Instrument tokens

If the First Chair is occupied by a performance 
or repair token, instrument tokens steal the 
First Chair and claim the stated bonus. Move 
the other tokens below the line to signify they 
no longer hold the First Chair. A player's own 
instrument tokens can displace their own 
performance or repair tokens this way.

Some artistic freedom was needed for mechanical balance, but the basic shape of 
strings in the front, percussion in the back, and woodwinds and brass instruments 
in between mirrors the typical configuration of a symphony orchestra.

{inst-s}Strings

{inst-p}Percussion & 
Keyboards

{inst-r}Rare 
Instruments

Winds {inst-b}

Baroque Era Classical Era Romantic Era{era-brq} {era-cls} {era-rom}
The First Chair bonus for rare Percussion 
& Keyboards instruments is to draw 
the top card from the instrument deck, 
alongside one inspiration and money. {card-inst}
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In another round, Red crafts a rare 
strings instrument and claims its 
First Chair space and the reward 
of one material of their choice, one 
inspiration, and one money. They 
do not bump Gray because there is 
space for an unlimited number of 
instrument tokens here, all of which 
count as occupying a First Chair for 
end game scoring.

First Chair Examples

When Red repairs a winds instrument, 
they note they can take Yellow’s Clarinet 
First Chair because they already have 
a performance token there. They move 
Yellow's token to below the line, and 
place their repair token in the First 
Chair position, claiming the First Chair 
reward of 2 money and 1 wood.

First Chair 
token position First Chair bonus

Space for all 
other tokens

Later, when Red crafts a Viola, they 
bump Gray's performance token 
from the First Chair space in the 
associated area. Red claims the First 
Chair bonus of 4 money and slides 
Gray's token to below the line.
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Game design: Dave Beck & Abe Burson

Game development: Richard Woods

Art & Illustration: Vincent Dutrait

Main Board Illustration: Guillaume Tavernier

Graphic Design: Matt Paquette & Co.

Rules writing: Cody Reimer

Music & History Consultant: Kevin Ngo

Solo Game Design: Richard Woods & David Digby

End of Game Scoring

At the end of the game, you score additional prestige points 
from the following:

First Chairs occupied, receiving prestige for every chair 
held based on the table below.

All endgame powers from patrons (B) you have completed.

Each instrument left on your 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.

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. 

Credits

In a 4 player game, Red scores 13 points for occupying six First 
Chairs. Red also had a Viola on their finishing bench, which 
results in 2 points (half of three points, rounded up). Red scored 
8 points from personal goal cards, and another 1 point from 
having 16 money at the end of the game (exchanging 10 of it for 
1 point, leaving them with 6 leftover money).

Red scored a total of 24 points during end of game scoring.

Advance your prestige point tracker on the score track 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.

Red has the following First Chairs in the Orchestra at the end of 
the game:

Harp (Rare Strings)

Harpsichord

Transverse Flute

Scoring Example

Clarinet

Natural Trumpet

Viola

1

1

2

5

3
4

6

4

2 5

3 6

Did you lose the game? Don't worry, 
there's a prize for that too—it's the 
world's smallest violin, and it's 	
playing just for you!

© 2025 Paverson Games LLC. 
Luthier is a trademark of Paverson 
Games LLC. All Rights Reserved.

Special thanks to our Maximus Magnum Opus backers on Kickstarter: Mark and Fiona, Brett Christensen, 		
Jay & Chantel Varga, Scott Headley. Alexis Ostrander Healey, David Regele, Mykalson, Mark S. Meadows, 			 
Becky & Kevin Marema, Tomoyuki Maruta, Ben Stewart, Carine COMPAIN, Deryck Beard, Ryan and Amanda Sonoda. 2626



Luthier Playtesters

Luthier Soundtrack

LizBet Allen, Seth Allison, Christian Amey, Tim Araujo*, Simon Armstrong, Beth Armstrong, Robert Atwell, Emily Bennett Beck, Seth Berrier, 
Boardgameoverlord, Andrew Boreham, Mike Bregel, Jonathan Brown*, Nathanael Bryan, Bob Buechler, Andrea Burnoski, Jim Burnoski, 
Joy Burson, Kelly Burson, Tom Burson, Angelo Cassano, Derya Çebi, Steve Christensen, Elliott Cole*, Ashley Covault, Jack Croft, David 
Cunningham*, Jason Curtis, Mark Dale, Ketan Deshpande, David Digby, Alastair Durie, Amanda Durst, Sarah Durst, Aaron M. Durst, Ben 
Ennes, Leeandra Ennes, Camille Evans, Kevin Fahey, Tim Farrell*, Ryan Favour, JB Feldman*, Colin Foster, Robert Fraher, Rae Frame, Will 
Frame, Broderick Frye, Zander Gibb, Levi Gilbert, Josh Gilbertson, Kyle Glowa, Liz Glowa, Pedro Gomez, Sarah Gomez, Jacob Goosen, Blaine 
Haagenson, Cora Hays, Denise Haywood, Josh Haywood, Kelly Hegi, Carraig Hegi, Astrid Hendra, Sarah Horn, Nathan Hruzik, Faith Huey, 
John Hume, Jon Hummer, Roy Hyde, Isabel Jarosz, Timothy Johnson, Sean Jones, Jacob Joosten, Frankie Judnick, Joel Juen, Matthew Kambic, 
Beth Kanzelman, Bob Kanzelman, Nathan Kanzelman, Cory Katzenmeyer, Bill Kennedy, Stephen Kerr, Liz King*, T.K. King, James Kozanitis, 
Bob LaBrec, Tommy Ladwig, Paul Lambas, Keith Lancaster-Wilson, Mistaki LaPlante, Claire Lettelleir, Nick Lettelleir, Katy Liester, Tim Lorow, 
Jeremy Loscheider, Jonathan Lycett, Esther Lycett, Richard Maass, Owen Maki, Chad Martin, Emily McGann, Ava McHugh, Smokey McKinney, 
Liam Meaney, Vivek Mehta, Hudson Meyer, Leslie Meyer, Rob Meyer, Gray Miller, Alexander Mont, Kent Morris, Gary Murphy, Ty Napier, Kevin 
Ngo*, Brad Nord, Dennis Northcott, David A. O'Brien, Matthew O'Malley, Mark Opdyke, Corinne Opdyke, Michael Ostrowski, David Ouellette, 
Matthew Pasch, Roman Pechhacker, Willis Peng, Stuart Perrin, Erik Peter, Scott Peters, James Peters, Melanie Peters, Paul P. Polak, Steve Pool, 
Tanya Pool, Kyra Price, Sam Rahman, Cory Rammer, Matt Rayford, Cody Reimer, Breanna Reinhart, Debz Richardson, Gaz Richardson, Efrain 
Rivera, Levi Robertson, Gavin 'Moody' Robinson*, Jason Ruona, Levi Ruona, Whisky Sarah, SASSYMANATEE, Chris Scherb, Wes Schotzhauer, 
Ellen Schousboe, Kyle Schubert, Nadine Sehnert, Beth Shimmyo, Douglas Siu*, Andy Smith, Deborah Smith, Tony Speltz, Jerry Spencer, Kevin 
Spinti, Lindsay Stamper, Will Stephens, Isiah Stinson, Kimberly Stout, Strider17, Stanley Strong, Morgan Sutter, Erika Svanoe, Mike Tangedal, 
Houston Taylor, Jordan Thomas, Michael Thomas, Benjamin Todd*, Laimonas Vilpisauskas, Abe Watson, Becca Watson, Josh Wehrheim-Gegel, 
Adam West, Neo Teng Whay*, Brandon Whited, Matthew Wigdahl, Andrew Williams, Jaymi Wilson, Sarah Wood, Thomas Woods, Matthew 
Wright, Ian Yang, and Marcin Zarycki.

At Paverson Games we believe that the exquisite experience 
goes beyond just the visual and tactile senses, which is why we 
create custom playlists and commission soundtracks for our 
games. Are you someone who likes to have some background 
music playing while you are experiencing your games? We 
couldn’t pass up the opportunity to create something for you 
to experience while playing Luthier—or really, anytime during 
your life! We have curated a few different options for you to 
choose from, including a commissioned official soundtrack by 
a professional string quartet, as well as a curated playlist that 
streams 70+ tracks and lasts over 9 hours, providing you with 
a tour of the many musical styles, composers, and performers 
featured in Luthier!

As a recognition of the art of the instrument and the 
resulting music, we have commissioned Cascadia Strings, 
a professional string collective from Canada, to record a 
custom soundtrack for Luthier that you can access via the 
link and QR code. 

The award-winning Cascadia Strings Collective was 
formed in 2016 as an initiative to bring diverse chamber 
music repertoire to audiences, fusing together iconic 
original works with well-crafted arrangements of popular 
music of the last century, all in the vision to bring live, 
meaningful musical experiences to new venues and 
music-lovers in Victoria, British Columbia, 
and beyond. The musicians that make up 
this group are a collective of professional 
freelance musicians, who have studied 
at prestigious conservatories and 
schools, such as The Juilliard School, 
the New England Conservatory of 
Music, Rice University, University 
of Michigan, and University 
of Toronto. The musicians 
perform regularly with 
groups such as Victoria 
Symphony and the 
Vancouver Symphony 
Orchestra.

paversongames.com/pages/soundtracks

*this person was also a solo playtester 
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Leave a lasting Luthier Legacy by achieving and recording one of these milestones! Consider pointing 
to your achievement with the baton and take a selfie to commemorate that standing ovation!

Inspirational Instances of Reputation & Prestige

Score 125+ 	
Prestige Points

Complete 6 Patrons

Make 7 Instruments

Earn 8 Performance 
Tokens

Complete 8 Repairs

Score 3 Awards at 
Highest Tier

Have 50 Money 		
at game-end

Reach the top 		
of all 3 Tracks

Inspirational Instances of Reputation & Prestige

Luthier Legacies 

Craft a rare instrument from each instrument type

Win a game without any performance tokens in the Orchestra

Win a game without any repair tokens in the Orchestra

Win a game where you had a patron run out of patience

Complete a Noble Patron with only crafted instruments

Win a game without climbing the Performance Skill and Craft Skill tracks

Complete at least one of all 4 types of patrons in the same game

Achieve the high level in three performances in the same round

Complete three repairs in the same round

Members of the Master Luthier’s Guild

NAME DATE NAME DATE NAME DATE

NAME DATE

IN A SINGLE GAME
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Awards

Romantic patrons completed (A1)

Baroque patrons completed (A2)

Classical patrons completed (A3)

Patrons completed of different types (A4)

Specialty worker cards unlocked (A5)

Repair tokens in the Orchestra (A6)

Repair tokens in different instrument 
family sections of the Orchestra (A7)

Performance tokens in the Orchestra (A8)

{era-rom}{patronComplete}

{era-cls}{patronComplete}
{era-brq}{patronComplete}

{patronComplete}{=}{p-perform}{p-compose}
{p-royal}{p-noble}

{token-r}
{token-r}{=}{inst-s}{inst-p}

{inst-b}

{token-p}

{token-p}{=}{era-rom}{era-cls}
{era-brq}

{inst-r}{place-inst}
{place-inst}
{chair} {=} {inst-s}{inst-p}

{inst-b}

{place-inst}{era-cls}

{place-inst}{era-rom}

{place-inst}{era-brq}

Performance tokens in different musical 
era sections of the Orchestra (A9)

Rare instruments finished (A10)

Instruments finished (A11)

First Chairs held in different instrument 
family sections of the Orchestra (A12)

Instrument tokens in Romantic section of 
the Orchestra (A13)

Instrument tokens in Classical section of 
the Orchestra (A14)

Instrument tokens in Baroque section of 
the Orchestra (A15)

Goals

{token-r}{inst-p}
{patronComplete}   {p-perform}  
{patronComplete}   {p-compose}

          {=}{era-rom}{era-cls}
{era-brq}{patronComplete}

{era-rom}{era-cls}
{era-brq}{=}{place-inst}

{chair}{inst-s}
{chair}{inst-b}
{chair} {inst-p}

{patronComplete}          {p-noble}

Repair tokens in Winds section of the 
Orchestra (G9)

Repair tokens in Percussion & Keyboards 
section of the Orchestra (G10)

Performer patrons completed (G11)

Composer patrons completed (G12)

Noble patrons completed (G13)

Patrons completed of different eras (G14)

Instrument tokens in different musical era 
sections of the Orchestra (G15)

Strings First Chairs held (G16)

Winds First Chairs held (G17)

Percussion & Keyboards First Chairs held (G18)

{place-inst}{inst-s}
{place-inst}{inst-b}
{place-inst}{inst-p}

  {=} {inst-s}{inst-p}
{inst-b}{place-inst}

{token-p}{era-rom}

{token-p}{era-cls}

{token-p}{era-brq}

{token-r}{inst-s}

Strings instruments finished (G1)

Winds instruments finished (G2)

Percussion and Keyboards instruments 
finished (G3)

Instruments finished from different 
instrument families (G4)

Performance tokens in Romantic 
section of the Orchestra (G5) 

Performance tokens in Classical section 
of the Orchestra (G6)

Performance tokens in Baroque section 
of the Orchestra (G7)

Repair tokens in Strings section of the 
Orchestra (G8)

{token-r}{inst-b}
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Patron Powers

Johann Pachelbel: X+1 skill on 
roughing and finishing benches

Antonio Vivaldi: Once per action, 
reduce the requirement of a repair 		
by 1 material of your choice

Joseph Haydn: At Market, 	
wood costs 1 less money to buy 	
(does not change sell price)

Wolfgang Amadeus Mozart: 		
At Market, metal costs 1 less money 		
to buy (does not change sell price)

Frédéric Chopin: Once per action, 
reduce the roughing requirement of an 
instrument by 1 material of your choice

Pyotr Ilyich Tchaikovsky: Once 
per action, reduce the finishing 
requirement of an instrument by 		
1 material of your choice

George Frideric Handel: 	
End Game 1 prestige point per 
specialty worker unlocked 

Franz Schubert: End Game 		
2 prestige points per 		
Reputation/Skill Track maxed

Fanny & Felix Mendelssohn: 	
End Game 1 prestige point per 	
award scored

Johannes Brahms: End Game 		
1 prestige point per repair token in 
Romantic section of the Orchestra

Johann Sebastian Bach: End Game 
1 prestige point per repair token in 
Baroque section of the Orchestra

Ludwig van Beethoven: 	
End Game 1 prestige point per repair 
token in Classical section of the 
Orchestra

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

Frederick the Great: At start of 
round gain 1 metal

Count von Waldstein & Baron 
van Swieten: At start of round 	
gain $5

Ludwig II & Nadezhda von 
Meck: At start of round gain an 
apprentice

House of Esterházy: End Game 	
1 prestige point per Instrument 
finished

House of Medici: End Game 1 
prestige point per patron completed

Leopold II: End Game +1 First 	
Chair when calculating prestige 	
for First Chairs held

{p-noble} Noble Patrons {p-compose} Composer Patrons

{p-royal} Royal Patrons

{p-perform} Performer Patrons

Francesca Caccini & Maddalena 
Lombardini: Add 2 to the result of 
each performance

Élisabeth Jacquet de La Guerre 
& Clara Schumann: Add 2 
prestige points to each performance, 
regardless of level achieved

Niccolò Paganini & Henryk 
Wieniawski: At start of round gain 
2 inspiration

Giuseppe Tartini: End Game 	
1 prestige point per performance 
token in Strings section of the 
Orchestra

Marianna Martines: End Game 	
1 prestige point per performance 
token in Percussion & Keyboards 
section of the Orchestra

Louise Farrenc: End Game 	
1 prestige point per performance 
token in Winds section of the 
Orchestra

Emperor Joseph II, King Louis 
XIV & Queen Victoria: At start of 
round gain 2 prestige points
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Key Term Glossary
Materials������������������������������������������������������������������������������������������ 9
Orchestra��������������������������������������������������������������������������������������24
Patience������������������������������������������������������������������������������������������10
Patron Cards ��������������������������������������������������������������������������������15
Patron, Completing�������������������������������������������������������������������23
Planning Phase����������������������������������������������������������������������������11
Perform ������������������������������������������������������������������������������������������ 17
Priority Order������������������������������������������������������������������������������12

Board Tracks Board Locations

Immediate: Gain 1 apprentice.

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

Ongoing: Access Tier II cards for free.

Immediate: Choose one of the available specialty worker cards.

Ongoing: Gain 2 prestige each time you finish an instrument. 

Ongoing: Access Tier III cards for free.

Immediate: Score an available level of a public award that you 
have qualified for. Recurs each additional track advancement.

Immediate:  Gain 2 prestige and then move your token back to 
the previous space, triggering the public award bonus again.

Reputation Track

Apprentice �������������������������������������������������������������������������������������11
Awards, Public�����������������������������������������������������������������������������21
First Chair�������������������������������������������������������������������������������������24
Finishing����������������������������������������������������������������������������������������22
Guild��������������������������������������������������������������������������������������������������16
Instruments����������������������������������������������������������������������������������� 17
Inspiration��������������������������������������������������������������������������������������� 9
Market ���������������������������������������������������������������������������������������������13

Repair�����������������������������������������������������������������������������������������������19
Resolution Phase�������������������������������������������������������������������������11
Roughing ��������������������������������������������������������������������������������������22
Salon��������������������������������������������������������������������������������������������������15
Scoring, Endgame����������������������������������������������������������������������26
Specialty Workers ���������������������������������������������������������������������14
Tracks������������������������������������������������������������������������������������������������ 9
Workbench�������������������������������������������������������������������������������������7

Worker Skill������������������������������������������������������������������������������������11

Performance Skill Track 

Immediate: Gain 2 prestige every time you 		
would advance further on this track.

Ongoing: Replace 2nd white die with 2nd black die.

Ongoing: May reroll a second die each performance.

Immediate: Choose one of the available specialty 	
worker cards.

Ongoing: Replace 1 white die with 1 black die

Ongoing: May reroll 1 die each performance.

Craft Skill Track 

Immediate: Gain 2 prestige every time you would 
advance further on this track.

Ongoing: Each worker on the roughing or finishing 
bench locations has an additional increased skill of 1.

Ongoing: Finish two instruments with a single 		
worker action.

Immediate: Choose one of the available specialty 
worker cards.

Ongoing: Each worker on your roughing or 		
finishing bench locations has an increased skill of 1.

Ongoing: Rough out two instruments with a single 
worker action.

2 {vp}

{wkrCraft}
{rough}

{wkr}+1 {rough}
{finish}

{wkr}+1 {rough}
{finish}

x2

{finish}x2

Salon

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. 

Alternate Action: Take 2 inspiration and 1 apprentice 
if possible from the Market.

4+ Skill Bonus: Move a patron's patience cube one step 
left and gain any one gift they offer. 

P. 15

Main Action: Choose a performance card to complete, 
roll dice, and gain money and prestige. If a medium 
or high score achieved, place performance token in 
Orchestra.

Alternate Action: Take 3 animal materials from the 
general supply.

4+ Skill Bonus: Move up one step on the Performance 
Skill Track. 

Perform P. 17

Main Action: Take one of the available face-up 
instrument cards into your hand. 	

Alternate Action: Take 1 metal material from the 
general supply.

4+ Skill Bonus: Take 1 material of your choice and 
may immediately place one instrument plan onto the 
roughing side of your workbench.

Guild P. 16

Main Action: Choose a repair card to complete, 
discard required materials and gain prestige. Place 
repair token in Orchestra.

Alternate Action: Take 2 wood materials from the 
general supply.

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

Repair P. 19

Main Action: Score an available level of a public 
award that you have qualified for.

Alternate Action: Take 6 money from the general 
supply.

Alternate Action: Take up to 2 apprentices from 	
the Market if possible.

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

Balcony P. 19

a

c

e

g

b

d

f

h

a c d gf

{apprentice} {lvl2} {lvl3} {award}{wkrRep}
h

2{vp}
eb


