The costumes are named c0 (the white one), c2, c4, ¢8, and so on, up to c2048. You can make the

different costumes different colors as in the real game.
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Six regular variables and one list variable.

Scripts Costumes Sounds
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Make a Variable

- &

sat wvaluel tnﬂ

change wvaluel hyn

show wvariable valuel

hide variable valuel

Make a List
:
add to board




define AddRandom w

forever

sat col to picltrandnln'ﬂtnﬂ
3

set row to pil:kriiu:lnlnntnﬂ

|2
set didit to [
*

addﬂ to board

adllm to board
AddRandom 9

TrySetRandom | col | row

i didit = [l  then

AddRandom & e
[;Inp this script

define TrySetRandom

GetBoardValue c© r
if value :ﬂ then

SetBoardValue ¢ r w
b

set didit to [

define GetBoardValue c© r

set wvalue to item c —ﬂ *ﬂ + r  of board

define SetBoardValue © r v

replace item c —“*ﬂ-l- r of board with w




when leftarrow  key pressed when up arrow  key pressed
define TryMove dx dy - o
TryMove @9 B ryMove [ -1 ]
set didany to m

forever when right arrow when down arrow

f set didit to ﬂ TryMowve 'ﬂ ﬂ TryMowve ﬂ 'n
3

TryMoveOnce dx dy

key pressed

F
i didit =[] then

didany = [ then

stop this script

3
set did any to

define TryMoveOnce dx dy

set col to n
rep-;eal a'
set  row to

ml;;ai'ﬂ

TryMoveOnceAtlocation | col [ row  dx dy




define TryMovelDnceAtlocation ¢ r  dx

GetBoardWalue ¢ r

if value = ﬂ then
-
this script

if :-I-dx-‘-:nr l:-l-dx:?nr r-I-dv-:ur r-l-dvblhen

stop this script

set valuel to walue

GetBoardValue | ¢ [+ dx

if value =[]  then
SetBoardValue ¢ r 'm

SetBoardValue | ¢ [+ dx wvaluel

[ 2
(set didic  to [
alse

if value > ] and value = valuel  then

SetBoardValue ¢ r ﬂ
13
SetBoardValue | ¢ + dx valuel * 'B

k
set didit to [l



define DrawBoard

set col to n
repeat 'ﬂ

sat row to
I

repeat'ﬂ

go to x: GS0F +  col * y: B - rn-*
L

switch costume to c0
b

GetBoardValue  col ' row
| 3
sat value to abs of walue
3
SetBoardValue col ' row | walue

not  wvalue = ﬂ then




