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A Thought appears in the mind! But what is a 
thought? It is believed to be a neural connection 

in the brain. It seems like one neuron tells another: 
«Dude, I have an idea! Gimme five!» and friendly slaps 

it on a shoulder with an axon. The neuron replies, 
«Now that’s cool, I’ll tell everyone!» and pulls the 

axon to other neurons.

So that is how a neural network appears. But there 
can be a lot of thoughts. Sometimes several thoughts 
are born in a human’s brain at the same time. And it 
is great, if these thoughts at least do not contradict 

each other! After all, this may result in a brain 
explosion…  And that’s what “Big Brain Bang” board 

game is all about!

The brain is represented by a gaming table. Players 
add neural network fragments to it, and each player 
is trying to promote his own Thought. Do you think 

that it’s easy? Not by a long shot! You will need to use 
your dexterity together with tactic planning. That’s 

because new neurons appear in a place where thrown 
dice land. The key to victory is an accurate throw: 

«Hey, dude, that was my idea!»



3

THE GOAL OF THE GAME
Each players’ aim is to create a larger neuron network. 
Every piece of the network earns victory points for its 
owner. The winner is the player with the most victory 
points at the end of the game. Thematically, having 
most points means that the Thought that you were 
promoting, has successfully flashed in the brain and 
has reached man’s consciousness.

GAME COMPONENTS
• Neuron Networks: 40 tiles in three sizes
• Clever Thoughts: 8 pawns
• Brain Explosion: 12 tokens
• Brain Burner: one for all players
• Thought Throw-ins: black, red and white dice
• Brain Block: Big Brain Bang game box
• Brain Explorer’s Handbook: Big Brain Bang 

rulebook

Brain, aka the game table, is not included
in the game box.
It just won’t fit into it.

GAME SETUP
1. You will need a table of any shape. The size of the table should be not less than 

that of a coffee table and not larger than that of a dining table. Free the table 
of all the trash! This will now be the space where new Thoughts are born. This is 
the Brain!

2. Find a place outside of the Brain to store all the game components. Place the 
Neuron tiles in three piles, according to their size. Place three dice, the Brain 
Burner, and a closed game box nearby.

All that we are is 
the result of our 

Thoughts.

A Thought 
appeared in my head. 

Now I’m going to 
think it through!
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3. Each player takes two Clever Thoughts 
pawns of a chosen color and two Brain 
Explosion cardboard tokens, placing Brain 
Explosion tokens green side up. In a two-
player game, each player takes three Brain 
Explosion tokens.

4. Determine the first player. To do this, place 
the box in the center of the table and put 
the red or the black dice on top of it. Then 
all players should drum on the table until 
the dice falls down of the box. The player 
closest to the fallen die becomes the first 
player.

Alternative variant:  select the most reliable 
player (if none, use the first variant). He takes 
a die, puts his hand over the center of the 
table and releases the die straight down. The 
player closest to the fallen die becomes the first 
player.

Useful idea: an optimal game table size can be 
determined by using the game box as a measuring tool. 

For a two-player game a 2x2 table will fit (a table 
that is two boxes long and two boxes wide), and for 
three and more players a 3x3 table will be enough.

An empty 
head is never 

visited by a clever 
Thought!
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HOW TO PLAY
Further down the rules we will tell you — and even show you! — how to play Big 
Brain Bang. 
Hereby the authors assume full responsibility to explain you the rules of Big Brain 
Bang clearly. The quality and composition of Thoughts that you are going to 
promote is entirely on your conscience!

THE GAMEPLAY ORDER
1. Dice throw-in — “Hey! I have an idea”
2. Neural network inception — “Hmm, I like this Thought!”
3. Developing and destroying neural networks — “Dude, that was my idea!”
4. Repeating the three first phrases — “Wait! I didn’t tell you everything yet!”

Special action: Brain burner — “That’s it! My mind is blown!”

The first player completes his turn, after that the next player sitting clockwise takes 
a turn.

DICE THROW-IN
The player chooses two dice out of three. Then 
he throws-in one of the dies onto the Brain, 
which used to be called a table (pic. 1).

1

Good 
thoughts 

visit everyone, but 
they don’t stay at 
everyone’s head.
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When throwing-in the die, your hand should not be above the table (pic. 2 and 3 
– correct throw-in, pic. 4 and 5 - wrong). Alternatively, you can throw-in the die, 
putting it on your open hand and then hitting the edge of the table with the lower 
part of your hand (pic. 3).

4 5

2 3
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Before you throw-in the die, 
you may place the Brain Block 
(aka the game box) on the 
table. The box will become 
the natural obstacle that will 
prevent the die from falling off 
the table and will help you to 
direct it to a needed location.

You can place the box 
horizontally or vertically. Two 
rules need to be applied: the 
box should not come of the 
table’s edge and it should 
not stand on neuron network 
tiles (pic.6 – correct, pic.7 –
wrong!).

If, after the throw-in, the die flew over the 
edge of the table, landed on an already 
placed neural network tile (pic. 8) or by 
some miracle landed on the top of the 
box, on a lamp or got stuck in the air 
— nothing happens. That was just an 
unlucky throw, it can’t be helped!

If the die did not reach the table (and 
sometimes it happens), the player must 
throw again. Misfire! Let’s try this again.

If the die has landed on an empty space 
on the table, the player places a neural 
network tile. Hooray, success!

6

7

8
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NEURAL NETWORK INCEPTION
Successfully thrown die determines where on the table you should place the neural 
network.
To do this, take a neural network tile from three stacks placed outside of the Brain, 
corresponding to the thrown die.

You can place a small (teardrop) neural 
network tile on the red die, a medium 
(square) tile on the black die, a large 
(rectangular) tile on the white die.

When placing a neuron network tile, the die 
should fit into the hole of the tile. You are free 
to place the tile any side up. You are free to 
rotate the tile as you wish, provided that the 
die will not move a bit! If a tile has two holes, 
you can use either of them (pic. 9, 10, 11).

After you have finished making mental tricks 
with the tile and have gently removed the die, 

10 11

9
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the tile is considered to be firmly embedded in 
the Brain. You can’t move it anymore.

What is the best way to arrange a tile and what 
will it lead to? Read on!

DEVELOPING AND DESTROYING 
NEURAL NETWORKS
A neural network consists of one or more tiles 
that touch or overlap one another. The player, who 
has Clever Thoughts pawn placed on a network tile, 
owns the entire network connected to that tile.

When you are trying to place a tile in the Brain’s space, one of the following 
happens:

1. The tile that you place is not touching other tiles
In this case, if you wish, you can place one of your Clever Thoughts pawns onto 
it (pic. 12). This is your neuron network now, 
carrying your Thought through the winding 
alleys of the mind!

If both of your thought-pawns are already stuck 
in the Brain, the tile that you place will belong 
to no one. Probably, it will become a part of 
someone’s neuron network in the future!

Sometimes, when you place a new tile on the 
table, it touches one or several neutral tiles. 
If you have an unused Clever Thoughts pawn, 
we would like to congratulate you! If you place 
it on the placed tiles, you will conquer the 
whole network at once.

12

Bold Thoughts play 
the role of first-row 
checkers in the game: 
they are dying, but 

ensure victory.

It is better to 
keep your thoughts to 
yourself, especially if 

they’re not yours.
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2. The tile that you place is touching 
the tiles of your neural network

If the tile that you place on the table is touching 
your neural network, it becomes a part of it. A 
reminder: you own a network, if your Clever 
Thoughts pawn is placed on it.

Sometimes new tile joins two neural networks 
that you own. In this case these networks form 
a single network and you can get one of the 
pawns (of your choice) back  (pic. 13). From 
now on, you will be able to use it again!

3. The tile that you place is touching someone 
else’s neuron network

This is a tragedy. The tile that you place joins the neuron 
network of another player. You desperately rotate it in 
all the different way, trying to avoid the tiles of your 
opponent (while he grins mischievously), but to no luck!

4. The tile that you place is touching your and someone else’s 
neuron network at once

Let there be thunder, let there be a battle! Two thoughts won’t be able to pass through 
this. Therefore, one of them should step aside. But which one?

Here is the logic explanation. Bigger neuron network 
tiles are more lazy and static. Smaller ones are 
more aggressive and cocky. Smaller tiles earn less 
victory points in the end of the game, but they are 

much better at promoting your Thought. 

Sometimes 
it turns out 

that there was no 
Thought, moreover it 

was forgotten.

13

I think
therefore

I am.
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Thought combat breakdown:

Big (rectangular) tile wins only when 
it fights the tiles of the same size (pic. 
14).

Medium (square) tile shreds big and 
medium tiles to pieces (pic. 15).

Small (teardrop) tile can beat any other 
tile in the game (pic. 16).
The defeated tile is removed from the 
table. It will not be used in the game 
anymore. 

Please remove it carefully, to avoid moving the tiles of 
nearby neural networks.

If your tile has gutted the tile that had a thought-
pawn of another player, then the player has to move 

14 15

16

Everyone 
has silly Thoughts, 
but a clever man 

never speaks them 
out.
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the pawn to any other tile of that same 
network (pic. 17). If that was the last tile and 
there is no place to move the thought-pawn 
to, it should be returned back to its owner.

SPECIAL CASES
Your tile may overlap (or touch) the tiles of 
several opponents at once. Well, if it defeats 
all of them, they all leave the battlefield. 
However, if your tile can’t defeat at least one of 
the tiles that it touched, then only your tile has 
to leave the battlefield (pic. 18).

Your tile may connect two networks of your 
opponents together. In this case, you decide 
yourself — which side of the imminent 
thought conflict you will support!

Your tile may connect three networks of 
different players, with one of the connected 
networks being your own. In this case, you’ll 
attack one of the networks first. Then, if your 
tile is victorious, you’ll attack the second 
network.

The network of an attacked player may break 
in two parts. In this case, the suddenly 
dumbstruck player is free to move his 
thought-pawn to any part of those two parts. 
In addition, if he 
has a second 
pawn that 
is unused, 

he may place it onto the other part of the network, 
preventing it from becoming a neutral network.

17

18
A Thought is a 

bargaining chip for 
speech and silence.
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REPEATING THE THREE FIRST 
PHRASES
After throwing a first die and doing all actions caused 
by the throw, the player throws a second die (it should be 
another die, not the same one). Again, all actions caused by 
the throw should be done.

Before the second throw, the player may move the game box to another place. Yes, 
the player can also take it off the table.

BRAIN BURNER
We don’t even know how to start telling you this. It’s just too scary! Do you remember 
the “Brain Explosion” tokens that you got in the beginning of the game?.. You may 
spend of them once a turn. This gives you the right to use the most devastating 
weapon of “Big Brain Bang”. The Brain Burner.

Declare that you are about to use the Burner. Turn one of your Brain Explosion tokens 
to its grey side. Take and throw the black die, using all the throw-in rules described in 
“Dice throw-in” paragraph.

If the throw was successful, place the 
Burner on it. Please note that the Burner 
has a round hole, unlike the square holes of 
neuron network tiles. This means that when 
you place the Burner to the table, you may 
rotate it any way that you like, until… you 
cover… neuron network tiles…with the 
Burner! (pic. 19).

After you have chosen a way to place the 
Burner, it destroys all neuron network 
tiles that it touches (pic. 20). It does not 
matter if these tiles belong to you or to your 
opponents. Because it is the Burner!

Actions chase 
Thoughts. It is better 

if actions do not 
outrun them.

19
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The destroyed tiles are discarded and are no 
longer used in the game. If neuron networks 
break apart and/or when tiles with Clever 
Thoughts pawns are burned, please follow 
the rules described in “Developing and 
destroying neural networks” paragraph.

To use the Burner, a player has to spend 
his Brain Explosion token first. It does not 
matter if the throw is successful or not, the 
token will be spent anyway. This way, each 
player has only two chances to use the 
Brain Burner (three chances in a two-player 
games).

The Burner may be used before or after 
regular throws, during a player’s turn. We remind you that it may be used only once 
a turn.

ONWARD TO VICTORY!
Your neuron networks grow and get stronger, fight off competitors and relentlessly 
promote your Thoughts, bringing you closer to victory. When the time is right, the 
Burner helps you by clearing the table space.

As the end of the game draws closer, there may be a 
situation, when only a single type of neuron tiles is 
available. From this moment on, each player makes 
only a single die throw (instead of usual two throws). 
You may still use the Burner before or after the throw, if 
you have any unspent Brain Explosion tokens.

END OF THE GAME AND DETERMINING THE WINNER
When all neuron network tiles are placed on the table or are discarded, the game 
ends immediately. It is the time for the final scoring.

As much as 
you try to catch a 
Thought on its tail, 
it will still leg it.

20
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Each player earns victory points for neuron networks (one or two), that have his 
Clever Thoughts pawns. Yeah, you can also end the game with zero points… if you 
try really hard!

• Each big neuron network tile earns 3 victory points

• Each medium neuron network tile earns 2 victory points

• Each small neuron network tile earns 1 victory point

• Finally, each unspent Brain Explosion token earns 3 points.

The player with the most points has won a hard fight. The Thought or even the 
Thoughts, that the player was promoting, are now firmly rooted in the human Brain. 
Viva! It is done!

In case of ties, the winner is the player with more small tiles. If there is still a tie, the 
winner is the one who has more medium tiles. If there is still a tie, the big tiles should 
be counted.

In the ultra-rare case when the equality persists, it is considered that there are no 
winners at all. The brain was split in two parts, unable to withstand the pressure of 
two conflicting Thoughts. Mmm... I’ll pay you back in the next game!

Success requires 
constant Thoughts 

grinding, not regular 
brain washing!
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