A few hints and tips from what I've observed :

- Don't be afraid to burn pieces. Burning stuff doesn't count in your score unless you send actual burnt pieces into the brew. 

- Brown pieces act like wild cards, but will favor black pieces if there's an equal amount of both in a line.

- Spice is your tiny god. Put as many white pieces in that line as humanly posible.

- Burnt pieces are the devil. Put one of those in your brew and you're a goner.

- Favor white pieces instead of brown pieces. Too many brown pieces in your line will hurt your score.

- Also, don't be afraid to send a black piece into the brew. It happens, and it's not worth shuffling your other lines around just so you can get rid of that one black piece. Two black pieces is too much though.

- Work in advance. Once your line fits perfectly, leave it there. The puzzle always starts with a completely black line, so you don't have to worry about that one.

- This is my personal opinion, but draging is over rated. Click once to chose your piece then think two seconds before ye move it. Then click on the other piece once yer sure of yer move. Dragging thends to move yer pieces before yer ready.

Hopefully this helps. I think what people are having a problem with is that they're trying not to burn pieces either. Think of the puzzle like this. The consumer doesn't care about what you burn, he only cares about what you've put in the rum itself.


Piece value:
White = good
Brown = neutral
Black = bad
Spice = very good
Burnt = very bad

Row value:
These rows will go up:
All white (crystal clear, the best)
All white and brown (smooth, very good)
More white than black (ok, but you want as many smooths as you can get)
Including spice in these rows gives a bonus, which is good
Including burnt pieces in these rows damages the quality of your brew, which is bad
These rows will go down:
All black, brown and/or burnt (ideal, this way you won't burn any white pieces)
More black than white (bad, this turns the white pieces into burnt pieces)
Including spice in these rows wastes the spice, which is bad

Piece movement:
Pieces will not link with other pieces of the same color
Brown and white pieces will link if the brown is below the white
Black and brown pieces will link if the black is below the brown
White and black pieces will link if the white is below the black
Count burnt pieces as white pieces (thus they do not link with themselves or white pieces)
Spice does not move
----------------------------------------


There's a quality indicator hiding in the drink. Lighter is better, darker is worse.

A few more observations on my part.

Your final score is determined by the color of the brew. The only piece that doesn't change it's color are the clear (white) ones and the spicy ones. The others go a bit like this (although this isn't really acurate) :

Brown : 1
Black : 2
Burnt : 3

So, while using a brown isn't that bad, it'll still affect your score if ye use too many.

Oh, and think of it like golf or hearts, where you want to have the least amount of points possible.

Also, burnt pieces not only act like white pieces to determine movement, they also act like a white piece to determine if the line gets sent up or down.


Actually, while it may not say Blech or anything like that, sending up a row that's entirely brown will harm you in that it'll darken the brew quite a bit. It's best to mix your browns up with the black pieces, or the whites if need be. Usually you're good if you have less than three browns in a white line.


goes from crystal clear, the finest rum, to dark brown blech. You want crystal clear. 

