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A FRIENDLY NOTE 
ON TERMS: 
The Bargello-inspired patterns in this game 
can be created using various yarncraft 
techniques. To keep things simple and 
accessible, we’ve chosen terms that we 
hope will feel familiar to the widest 
audience, even if they don’t all tie together 
perfectly! We think the real joy of Bargello 
lies in its vibrant patterns and colours, 
however you make them. We hope this
game inspires you to get creative too!  

You are a celebrated yarncrafter drawing 
inspiration from Bargello designs across 
the ages – from the groovy patterns of the 
1970s, to the elegant 17th-century chairs of 
the Bargello Palace, and even fresh, modern 
reinterpretations.

Your admirers are eager to see their 
favourite patterns and colours brought 
to life in your creations. With thoughtful 
planning, the collaboration of your 
dedicated assistants, and even a spot of 
help from fellow crafters, you’ll create 
gorgeous tapestries that best fulfill the 
wants and whims of your patrons.

AIM

3
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COMPONENTS

6 Shop boards - A to F

NOTE: One side of each shop board has text to 
help remind you of the action that can be taken 

there, the other a feline friend to say ‘hi’ to!

1 Bargain box tower

26 Commission cards

20 Equipment cards

6 Queue blockers 1 Scraps board

NOTE: Follow the QR 
code for assembly 
instructions!

4 5
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NOTE: They are optional, but if you wish to 
add stickers to your thread cubes, please add 

only 1 sticker per cube!

150 Thread cubes

40 Tapestry cards

5 Studio boards

20 Assistant pieces – 
4 sky blue, 4 seafoam green, 

4 shampoo pink, 4 sherbet yellow, 
4 sienna brown

1 First player token 1 Bag

NOTE: Follow the QR 
code to create your 
own!

4 5
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I.	 Place all the threads in 
the bag and mix it up!

II.	 Place the shop boards 
from A to F in the middle 
of the table. 

C.   At CUSTOM CREATIONS, shuffle the 
commission cards and place them              
face down as a deck on the left-hand 
‘tray’ marked “deck”.  

SETUP

F.   At FINISHES, shuffle the tapestry cards, draw 5 and place 
them face up in a line to the right of the shop. Place the 
rest as a face down deck at the right-hand end of the line. 

A.   At  AWL YOU WANT, 
nothing needs doing! 

D.   At DARN GOOD THREAD, 
randomly draw a number 
of threads according to 
the player count      shown 
on the shop. Place these 
threads on the shop.  

6 7
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NOTE: Add a 
4th assistant 
if playing with 
only 2 players.

D. 1 commission 
card from the 
deck, which 
only they may 
look at.

C. 3 assistants 
of the same 
colour.

A. A studio, which they place on the 
table in front of them with room for 
cards to the left, right, and below.

III. Pass each player:

IV. Place the scraps board 
near the FINISHES shop, 
then randomly draw 
3 threads to be placed 
on it.

NOTE:  The exact placement of the shops 
does not matter, just try to keep them in 
reach of all players.

B. The bag, from 
which they 
randomly draw 
3 threads, to 
be placed in 
the basket of 
their studio.

B.   At BOBBINS & BASKETS, shuffle the 
equipment cards and place them face 
down as a deck to the left of the shop. 
Draw 3 of them and place them face 
up in the slots beneath the shop.

E.   At ENDS & ODDS, assemble and place 
the bargain box. Then randomly 
draw 10 threads from the bag and 
tip them in. Any threads that fall out 
immediately are returned to the bag. 

VI. Randomly choose a 
starting player and give 
them the first player 
token.

V.   Place queue blockers in 
any queue spots not used 
by your player count      .

6 7
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NEEDLE
Your "needle" is where the magic happens - 
only threads placed here can be turned into 
the gorgeous tapestries you need to win!
 
You can add threads to your needle at either 
end, but it can only hold up to 6 threads.

BASKET
Your "basket" is where you 
store threads you want to 
use later.

The order and placement 
of threads in your basket 
doesn’t matter, but it can 
only hold up to 4 threads 
in total.

If you ever end up with 
more than 4 threads, 
choose which extras to 
send to scraps until you’re 
back to 4.

YOUR STUDIO
To win a game of Threaded, you’ll need to 
make tapestries. To do so, you’ll depend on 
your needle, basket, and assistants. All of 
these are housed in your studio, so please 
take your time with reading these sections 
in particular. 

Once you are familiar with your needle and 
basket, you may find it helpful to read about 
when you will be able to collect and move 
thread (p.14), or MAKE tapestries (p.17).

TAPESTRY 
DISPLAY
Once you’ve made a 
tapestry, display it here. 
Until then, keep your 
tapestry cards in your 
hand. Make sure all 
completed tapestries are 
clearly visible. See p.16 
for more information on 
tapestries.

If your needle is full and 
you want to add another 
thread, you’ll need to push 
one off from the opposite 
end. Threads pushed off go 
straight to scraps.

8 9
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EQUIPMENT 
SLOTS
Store your equipment 
cards here for everyone 
to see until you use them. 
You can have up to 2 cards, 
1 in each slot. See p.12 
for more information on 
equipment.

COMMISSION SLOT
Place your commission cards face down
in a pile here. You can check them at any 
time, but keep them secret from other 
players! See p.13 for more information 
on commissions.

ASSISTANTS
These spaces are for your 
assistants when they’re not 
in a shop queue. Use them 
to claim various actions 
during the game (p.10).

If there are 3 or more 
players, you should only 
have 3 assistants.

8 9
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Izzy

Fraser

A C D E FB

I.    PLAN - When you will 
take it in turns to assign         
your assistants to a spot 
in the queue.

II.  VISIT - When, shop 
by shop and in queue 
order, any players who 
sent assistants will get 
to do an action. 

III. RESTOCK - When 
assistants will return, 
the first player will 
change, and some 
spaces will refill.

EXAMPLEEXAMPLE
During the VISIT step, the players have 
reached CUSTOM CREATIONS. 

•	 Izzy’s assistant was 
first in the queue, and 
so she takes the action 
listed first.

•	 Second is Fraser’s 
assistant. 

Once all the assistants have been used, 
play moves on to the next shop, 
DARN GOOD THREAD.        

I.PLAN
Players take it in turn to place one of their 
assistants in an empty queue spot.

•	 Start with the player who has the first 
player token and move clockwise. 

•	 Once all players have placed all of their 
assistants, it’s time to move on to the 
next phase: VISIT!

NOTE: A player can have 
multiple assistants visit the 
same shop.

II.VISIT
Shop by shop, and in the order the 
assistants are queued up, each player 
will get the benefits of that shop. 

•	 The shops are visited in alphabetical 
order, starting with A (AWL YOU WANT).

•	 Each player with an assistant at a shop 
carries out the action described there, 
once per assistant.

•	 The assistants perform the shop action 
in the order in which they are queued, 
starting with the assistant furthest to 
the left and then moving along the queue 
to the right.

TIP: You may find it helpful to track where 
you are in a turn by taking back your 
assistants once their action has been 
performed! 

Each round is split into three phases, and all players complete each phase 
before everyone then moves onto the next phase. The phases are: 

HOW TO PLAY

10 11
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Give 2 threads to scraps and add your
assistant from here to the end of another

queue, even if it is full.

AWL YOU WANT

When you move your assistant, add it to the 
right-hand end of the queue.

IMPORTANT: The assistant can always be 
placed at the end of the queue, even if there 
is no empty spot in the queue!

SCRAPS & GIVING

‘Giving’ threads means 
placing them in scraps. 

The thread may come 
from your basket or the 
ends of your needle.

There is no limit to the 
amount of thread that 
may be in scraps.

The main action of each shop is shown on the board, as well as on each shop’s header in this 
booklet. Any additional rules, notes, or examples are noted beneath the shop’s entry here.

10 11
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The three face up equipment cards and 
the face down top card of the deck are the 
available equipment. The discard pile is not 
available for selection.

Take 1 face up equipment card, 
and 1 face down card from the deck.

BOBBINS & BASKETS

Equipment 
effect

Shop
 indicator

IMPORTANT: Equipment can  
only be used either before 
any player has taken an 
action at the indicated 
shop, or when the player 
with the equipment is 
resolving one of their 
assistants.

EQUIPMENT CARDS

Every equipment card 
is single use, and gives 
the player some kind of 
benefit when used.

Once taken, equipment is 
kept face up next to the 
player’s studio until used.

They can only be used 
when the indicated shop 
is being visited.

Once a piece of equipment 
has been used, place it on 
the discard pile at BOBBINS 
& BASKETS.

If a player ever has more 
than 2 equipment, they 
must choose 1 to discard.

If the deck is ever empty, immediately 
shuffle the discard pile and place it as a new 
face down deck.

BOBBINS  & BASKETS should have a 
face down deck to its left, three face up 
pieces of equipment below it, and a face up 
discard pile to its right.

Do not refill any equipment slots until the 
RESTOCK phase.

12 13
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Draw 2 commission cards. 
Keep 1, discard the other.

CUSTOM CREATIONS

If the deck is ever empty, immediately 
shuffle the discard pile and place it as a new 
face down deck.

IMPORTANT: Each player 
may have a maximum of 
4 commissions. If a player 
ever has more than 4 
commissions they must 
choose 1 to discard.

Points granted
 per tapestry

Commission 
requirements

Commission cards grant 
victory points, the key to 
winning the game!

Once taken, commissions 
are kept face down below 
the player’s studio and are 
secret until game end.

Commissions grant victory 
points for every tapestry 
that belongs to the player 
and matches the shown 
colour combination, single 
colour, or pattern.

Multiple tapestries 
can score for the same 
commission, and one 
tapestry might also score 
for multiple commissions.

NOTE: Commissions that 
show a colour combination 
require both colours to 
be present in the same 
tapestry, but not in 
a particular order or 
adjacency.

Pattern

Single colour

Colour combination

CUSTOM CREATIONS should have a face down 
deck in the space marked “deck”, and a face 
up discard pile to its right. 

COMMISSION CARDS

12 13
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•	 Izzy takes 3 thread from her action at 
DARN GOOD THREAD (1 green, 1 brown,   
1 silver). 

Take 3 available threads. The last 
player here tips all remaining 
threads into the bargain box.

DARN GOOD THREAD

EXAMPLEEXAMPLE

NOTE: If no players went here, the player 
with the first player token tips all of the 
threads into the bargain box. 
Tip threads into the bargain box even if no 
player has an assistant at ENDS & ODDS.

•	 She places the new brown thread on the 
right-hand end of her needle, and puts the 
new green and silver thread in her basket.

•	 She then takes a yellow thread that she 
previously had in her basket, and puts it 
on the right-hand end of the needle. This 
pushes out 1 pink thread which is sent to 
scraps. 

•	 She still has 1 too many 
threads in her basket, and 
decides that rather than add 
to her needle she will send 1 
silver thread to scraps.

IMPORTANT: 
THREAD CUBES

DARN GOOD THREAD should have a number 
of threads placed during SETUP/RESTOCK.

If you’re into yarncraft, you know too much 
material can quickly become overwhelming! 
To keep things manageable, your studio has 
important rules for managing thread:

1.	 You can only move threads                        
when you get new threads. 

2.	 You can move any of your                    
threads whenever you get new threads.  

3.	 You can place thread in your basket, on 
either end of your needle, or in scraps.

4.	 You can move threads from your basket 
to your needle or to scraps, but not from 
your needle to your basket. 

5.	 You can only move threads from your 
needle by pushing them off an end, or 
when you must spend or give threads due 
to an action or equipment.

6.	 If you gain multiple threads at once, you 
can take them all before deciding where 
to place them or which to send to scraps.

7.	 Make sure to move any excess threads 
to scraps before taking another action or 
using equipment.

14 15
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IzzyFraser

EXAMPLEEXAMPLE
There are 5 threads available at ENDS & ODDS: 2 green, 1 blue, 1 pink, 
and 1 silver. Fraser and Izzy have both placed an assistant here, so they 
alternate taking threads, starting with Fraser at the start of the queue. 

Adding threads to the bargain box usually 
causes some threads to spill through. 
The threads that have spilt out are then 
available for selection at ENDS & ODDS.

If no threads are available, then none will be 
taken!

1.	 Fraser selects the 
pink thread and 
adds it to his basket. 2.	 Izzy chooses a green 

thread and adds it to 
her needle.

3.	 Fraser picks the other 
green thread for his 
second choice. 4.	 Izzy takes the silver 

thread for her second 
choice.

5.	 Fraser collects the 
remaining blue thread.

After all threads have been taken, the actions at ENDS & ODDS are complete, 
and the assistants are removed from the queue.

NOTE: Leftover threads will be cleared 
during the RESTOCK phase.

Take 1 thread at a time, in 
queue order, until all threads

 have been taken.

ENDS & ODDS

IMPORTANT: Players may wait until they 
have taken their final thread at this shop 
before choosing where to place them.

14 15
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This shop gives you 4 possible actions,  and 
you get to make 2 selections.

Once all assistants have been used, 
move on to the RESTOCK phase, p. 20!

IMPORTANT: You may take the same action 
twice.

FINISHES

Three colours

Pattern

Once taken, tapestries
are kept in a player’s hand 
until they are played to 
their display by the MAKE 
action.

TAPESTRY CARDS

NOTE: You may not hold 
more than 3 tapestries in 
hand. If you ever take a 
fourth tapestry, discard 
1 from your hand to 
make room. Shuffle it 
into the deck.

Tapestry cards are made 
up of a pattern and set of 
three colours, shown at 
the bottom of the card.

Only tapestries in a 
player’s studio display will 
count towards a player’s 
score at the end of the 
game.

FINISHES should have 5 tapestries in a line to 
the right, as well as a deck next to the line.

CHOOSE TWICE:

SHARE, give 1 thread to scraps. Then 
take any other threads from scraps.

REFRESH, give 3 threads to scraps. Refresh the 
whole line (add any extra thread to scraps too).

TAKE, a tapestry into hand, placing 1 thread 
on each tapestry you skip. Fill the line.

MAKE, a tapestry from your hand, spending 3 
matching threads (in order) from your needle.

16 17
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IMPORTANT: Once any player has made 
their fifth tapestry, it marks the final phase 
of the game. Players resolve any remaining 
assistants and then move to GAME END        
& SCORING.

MAKE, a tapestry from your hand, 
spending 3 matching threads (in order) 

from your needle.

•	 The 3 matching threads must be on your 
needle, and be taken in the matching 
order from one end of your needle. This 
order must be the same as the tapestry, 
from left to right.

•	 Once you have made a tapestry, place it 
face up next to your studio. It can now 
count towards scoring commissions.

•	 The spent threads are returned to the bag.

FINISHES

TAKE,  a tapestry into hand, placing 
1 thread on each tapestry you skip. 

Fill the line.

•	 Tapestries are taken from left to right, so if 
you take the first tapestry, no threads need 
to be placed. If you take the third, then you 
would place 1 thread of your choice on 
both the first and second tapestry.

•	 When you place thread, it may come from 
either the ends of your needle or your basket.

•	 Take any thread that was on the tapestry 
you took.

•	 Once you take a tapestry into hand, you 
may keep it secret from other players.

•	 Fill any empty spaces in the line by moving 
each tapestry (along with any threads 
there) to the leftmost free position and 
then drawing tapestries to fill in any empty 
spaces remaining at the right-hand end.

NOTE: This means that at the end of a TAKE, 
the line should always have been refilled to 
5 tapestry cards.

•	 You do not have to fill your basket.

•	 You may take threads you gave on an 
earlier action, but not the thread that 
was just given. 

To refresh the line, do the following steps:

1.	 Move any threads on tapestries to scraps.

2.	 Place the 5 tapestries to be replaced to 
one side.

3.	 Draw 5 new tapestries and place them in 
the now empty slots, from left to right.

4.	 Shuffle the 5 replaced tapestries into   
the deck. 

REFRESH, give 3 threads to scraps. 
Refresh the whole line (add any extra 

thread to scraps too).
SHARE,  give 1 thread to scraps. Then 
take any other threads from scraps.

16 17
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IzzyFraser

FRASER’S TURN:

He selects the second tapestry 
from the new lineup and places 
1 thread from his basket on the 
tapestry he skips.

He gives 3 threads from his basket and needle to scraps. 

Fraser refreshes the entire 
tapestry lineup. He moves 
the threads on the current 
tapestries to scraps, sets 
the 5 tapestries aside, 
replaces them with 5 new 
ones from the deck, and 
shuffles the old tapestries 
back into the deck.

Fraser’s assistant is first in the queue, 
followed by Izzy’s. Both players will choose 
2 actions during their turn.

1st Choice: Fraser chooses REFRESH. 

2nd Choice: Fraser chooses TAKE.

He then adds the chosen 
tapestry to his hand.

He then moves the third, 
fourth, and fifth tapestries 
1 space to the left, and 
draws a new tapestry to fill 
the space created where the 
fifth was.

EXAMPLEEXAMPLE

18 19
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Display

Once both players have completed their actions, the assistants are removed from the queue, 
and the shop is finished for this round.

IZZY’S TURN:

She gives 1 thread from her 
basket to scraps, taking 2 
pink threads from scraps 
to her basket, and another 
to her needle.

2nd Choice: Izzy chooses MAKE. 

1st Choice: Izzy chooses SHARE. 

She spends 3 matching 
threads (silver, yellow, 
blue) from her needle 
to complete a matching 
tapestry she had in hand. 

She places the tapestry 
face up in her display and 
returns the used threads 
to the thread bag.

As she is gaining threads, 
she takes the chance to 
move 1 silver thread from 
her basket to her needle.

18 19
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•	 Restock happens after all assistants at FINISHES have 
been resolved.

•	 Complete the following actions:
1.	 Restock BOBBINS & BASKETS by discarding any 

equipment remaining beneath it and then refilling 
those slots from the deck. 

2.	 Restock DARN GOOD THREAD by drawing and placing 
a number of threads according to the player count. 

      

3.	 Clear any threads remaining at ENDS & ODDS by 
returning them to the bag. 

4.	 All players make sure they have taken back their 
assistants.

5.	 Pass the first player token 1 player clockwise.

Then start a new round with the first phase, PLAN.

III. RESTOCK
Various shops will restock, assistants will return, and the 
first player will change.

GAME END & SCORING

A player’s score is based on how many times 
they have met each of their commissions 
with their tapestries. Multiply the value 
of each commission by the number of 
tapestries that fulfil it and sum these totals. 

Then add 1 point for every 3 threads 
remaining on a player’s studio.

The player with the most points wins! 
If there is a tie, the player with the most 
tapestries produced wins. If there is still a 
tie, then the player who was latest in the 
turn order of the final round wins.

The game ends at the end of the VISIT phase in which at least 
one player has made their fifth tapestry.

20 21
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  EXAMPLEEXAMPLE

There’s no tie, but if there had been, 
Fraser would have won the tiebreaker 
because he has produced more tapestries 
(5 vs. Izzy’s 4).

Fraser and Izzy have reached the end of the VISIT phase in which Fraser made his fifth 
tapestry, triggering the game’s end. It’s time to calculate their scores!

Izzy’s Total Score: 29 points.

Commission card 1
(5 points per pink-and-
yellow tapestry): He has 
1 tapestry matching this 
requirement, earning 
5 points. 

Commission card 2
(2 points per blue 
tapestry): He has 3 blue 
tapestries, earning 
6 points. 

Commission card 3
(5 points per tapestry of 
this pattern): He has 2 such 
tapestries, including the 
one that also scored for 
containing blue thread, 
earning 10 points. 

Total from commissions: 
21 points.

Fraser has 7 threads remaining in his studio, 
worth 2 additional points (1 point for every 3 threads).

Fraser’s Final Scoring: 
Fraser has 3 commissions 
and 5 tapestries.

Izzy’s Final Scoring: 

Izzy’s commissions score 
20, 2, 2, and 5 points 
respectively, for a total of 
29 points.

Final Result:
Izzy wins with 29 points, 
while Fraser finishes with 23 points.

Fraser’s Total Score: 23 points.

20 21
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•	 When you VISIT the 
shop where this card is 
placed, resolve it as an 
assistant of the player 
who placed this card.

•	 If this would cause you 
to have more than 4 
commissions, choose 
any of your commission 
cards to discard.

•	 The thread will need to 
be added to your basket, 
needle, or scraps.

•	 ‘Making for free’ means 
that you do not need to 
have or spend matching 
thread on your needle.

•	 If this would cause you 
to have more than 4 
commissions, choose 
any of your commission 
cards to discard. 

•	 You may take any card 
in the discard pile.

EQUIPMENT CARD GLOSSARY

•	 You may take any card 
in the discard pile.

22 23
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•	 Using this card acts as 
an extra TAKE. It does 
not replace an action.

•	 You may TAKE without 
using REFRESH.

•	 Don’t forget to fill the 
tapestry line after 
taking your tapestry.

•	 Rearranging threads 
means that, in effect, 
you can empty your 
needle into your basket, 
and then refill your 
needle in whatever 
order you would like.

22 23

THR_Rulebook_v1.indd   23THR_Rulebook_v1.indd   23 07/07/2025   14:3307/07/2025   14:33



© Ellie Dix, 2026

Ellie Dix has asserted her right under the Copyright, 
Designs and Patents Act, 1988, to be identified as Author 

of this work.

All rights reserved. No part of this publication may be: 
i) reproduced or transmitted in any form, electronic or 

mechanical, including photocopying, recording or by means 
of any information storage or retrieval system without 

prior permission in writing from the publishers; or ii) used 
or reproduced in any way for the training, development or 

operation of artificial intelligence (AI) technologies, including 
generative AI technologies. The rights holders expressly 
reserve this publication from the text and data mining 

exception as per Article 4(3) of the Digital Single Market 
Directive (EU) 2019/790.

ISBN: 9781472870803

26  27  28  29  30   10  9  8  7  6  5  4  3  2  1

Printed in China

THR_Rulebook_v1.indd   24THR_Rulebook_v1.indd   24 07/07/2025   14:3307/07/2025   14:33




