Bilging

When a ship is at sea, water creeps into the hotadigh cracks in the ship. It is the bilger's fob
remove this water before it affects the ship. Tigiher the bilge level, the slower the ship camdlta
and the harder it is to get sailing tokens duriatjles.

The bilging puzzle is typically the first one agii& learns when playing Puzzle Pirates mainly tmcau
of the simple controls and rules. However, bilgm@lso one of the trickiest puzzles to mastertdue
its severe devotion to efficiency.

I = The puzzle itself is a mix between the games Bdpve
' : and Panel de Pon (also known as Tetris Attacke Th
playing field is filled with differently-shaped mes.

The number of different pieces can be five, six, or
seven, depending on the skill level of the bilg€here
are also special bonus pieces that will be disclisse
detail later. Moving the mouse across the playieig
moves a cursor around the screen that highlighas tw
pieces at a time. Click the mouse to swap the two
pieces. When three or more pieces of the sameshap
are lined up, they are cleared from the board.

As in Panel de Pon, pieces may only be swapped
horizontally, and you can swap pieces as many tases
you wish. As in Bejeweled, the playing field nevens
out of pieces since new ones will float up from the
bottom of the screen to replace any cleared pieces.

As you puzzle, the water level in the puzzle wellect
the amount of bilge in the ship at that time. Bgec
underneath the water will flip slower than piecbse\ae
the water. In addition, crab special pieces arehmu
| harder to clear with a high water level.




Special Pieces

In addition to the normal pieces, a few speciat@sewill float up on occasion that affect your tabar
certain ways.

The blowfish piece can be useful for disruptingagsant board with few possible clears. When
swapped with another piece, these guys puff updasttoy all nearby piecs in a 3x3 area.

The crab piece is an annoyance. Crabs cannot d&gpgd with other pieces, making them immobile
obstacles. To get rid of it, clear pieces aboeectiab to get it above the water line, where it saurry

away.
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The jellyfish piece is extremely useful and valgabiWhen swapped with another piece, the jellyfish
will destroy all of that piece that exists on tteald. Be careful not to flip two adjacent jellyfjsince
this will destroy all jellyfish on the board'




Combos and Chains

It is possible (and very recommended) to clear niwse 3 pieces at a time in one flip. Doing sa is
bit more difficult but results in a higher score.

Clear 4 and Clear 5 combos are pretty self-exptapatLine up
four or five of the same piece and clear themakwapping in a
piece in the middle.

A better combo is the 3x3, which involves clearinwg
sets of three at the same time. This is usualhedry
clearing two sets of different pieces, but can &kso
done by clearing the same type of piece in anT or
shape.

Higher types of these combos, such as 3x4 andasgFprmed the
same way.




Bingo combos are formed when, in addition to an $li@pe, another
set of pieces is cleared. These combos usuallygaahe most points
for the effort and are usually the best ones tosfa.

Sea Donkey combos are formed by clearing two L/T
shapes at the same time. These are extremelguliiffo
set up since they require a row with exactly treaeh of
two types of pieces.

added in vertically. The highest possible comba is

S \/egas”2, which clears two 3x5's in a gigantic ldepiclear.

B These combos, while valuable, are usually too iciefit to
gilset up for them to be worth the effort.

A chain is formed when pieces are cleared, makiaggs below
float up and clear another set of pieces. In Kaarple at left,
when the 3x4 shown is cleared, the dark blue pieckerneath
will rise up and clear the two dark blue piecethattop.

In general, chains are a convenient little bonuswiearing
pieces, but are not worth setting up on purposeedinere is no
score multiplier for higher chains.




| ntroduction to Flip Value

One way to view the scoring of the bilging puza¢a measure the goodness of a combo by how many
flips it would take to "break even" (that is, neitlgaining nor losing points). This number of lig

called the Flip Value of that combo. As long as yan clear the combo in less flips than the flip

value, your score will go up. This makes efficigtite main goal of bilging.

As an example, let's consider the 3x3 combo, whasha flip value slightly above 3. Using 3 flips,
could clear this combo and have roughly the samoeedbat | did. Clearing it in 2 flips will makeym
score go up (possibly moving up a color on theqrarénce indicator). Clearing it in 4 flips will kex
my score go down.

For the purposes of in-game examples, I'll alsmded Flip Score, which is defined as the sum ef th
flip values of all the combos cleared minus the hanof flips used. The Flip Score, then, is just a
counter showing how many flips have been used amdrany of those flips have been negated by
combos. The higher the flip score, the better.

A few flip values are shown below:

e Clearing 3 pieces has a flip value slightly beloved clearing these alone won't get your score
up.

Clear 4 has a flip value slightly above 1.

Clear 5 has a flip value slightly below 2.

3x3 has a flip value slightly above 3.

3x4 and above have higher flip values that | hawdstermined yet.

A 3x3x3 Bingo has a flip value of around 9.

Higher combos, of course, have higher values, hawven't determined them yet.

Let's see some examples.



An Example Board

Below is an example board using all seven piet#aise it to explain how to manage flip values.

First, let's look for a combo we can set up. Obsiy,
there are several to choose from, but since spge&d i
factor, you should go with the first one you firnct
meets flip value constraints.

The first combo | saw was in that group of greeuesgs
near the top. The cursor is at the first piecawap.
Swapping it will create a row of two, with two viedlly
to the left such that swapping in the lefthand gneiece
will create a 3x3. This uses 3 flips, so it wondrease
my score that much since the flip value for a 3xalso
about 3. My flip score at this point would be 0.
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Let's see another example, this time involving ragBi
combo. First, | see a possible L shape using thieew
pieces where the cursor is. Flipping that piegbtrithen
moving the white piece on the far left two spaadghtr |
can create the basis for an L shape. In additiotice
how when | move the final white piece into pladeyiil
also line up the blue pearls to the right for agdin

This process takes four flips. Since the flip eahi a
Bingo is about 9, this is a fairly high-scoring doom My
flip score right now would be 5, which means | have
earned five extra flips.




As a last example, let's look at a not-so-good ecamb
The dark blue pieces near the cursor can be aligned
an L shape if the two horizontal pieces are moeét |
the blue piece one row up is moved right one spaue,
the piece at the far left is moved right twice.

This process takes five flips. Since the flip \eafar a
3x3 is about 3, my score goes down since | used too
many flips to make it. Now my flip score would Be
since | used two extra flips to complete the combo.




Piece Alignment and Setup Values

If you are having trouble seeing potential comlyos, can use Piece Alignment to make it a bit cleare
Piece Alignment is basically using the locationgietces to find combos you could set up without
actually moving pieces around.

Consider the L shape, which is composed of threegsi horizontal and three pieces vertical. To form
an L shape, then, the board must have these pieadity available. Since the three horizontal gsec
might be easier to spot, you can look for thoseigsspecifically, then add pieces vertically tarior

the L shape.

(For ease of drawing, I'm using colors insteadnaipes.)

The red pieces marked with white, for examplethig description. There are
three red pieces in a horizontal line, along with ted pieces above to form the
vertical portion.

First, | have to decide how the finished produdt wdk. Since there are two
pieces already to the left of the vertical pie¢#sprm the combo so that the
corner is at the bottom left.

Next, | need to pick a pivot point. This is thedtion of the final swap to be
made before the combo is complete, which tells rere/to put the other pieces.
The two marked squares show the location of thetgwint I'll use. This
location means that the final red square (the ecarhthe L shape) will end up
where the yellow piece is, and | can then moveother pieces around based on
this information.

Finally, | determine how many flips it would takar fme to complete the combo.
This is called the Setup Value of the potential bomlt takes one flip each for

the two vertical pieces, and two flips for the aarpiece, making the setup value
for this potential combo 4. Since this is highwrt the flip value for this combo

(3 for a 3x3), this wouldn't really be a wise cleimless there was nothing better.

If the setup value isn't low enough, try one offiiowing:
e Try a different pivot point. Sometimes you canesélips by putting the same combo together
somewhere else.
e Add pieces to make it a bigger combo. In the eXxarapove, you could move the yellow piece
in the second row right one space to form a Bingach has a much higher flip value.
e Move on to a different area of the board and tdyfferent combo entirely.



