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DETECTIVE
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Could you solve the cases and survive the perils of being
a detective. Find out by playing this game.

Firstly you are briefed on the correct number-plates for
the cars and trucks you are likely to see. Then you are
stationed near a main road, watching cars and lorries
travel past.

You are looking for a stolen vehicle whose plates have
been changed. When you see a car or lorry you suspect,
you must call up by radio the two squad cars in the area,
and tell them to set up a road-block.

If you time it right, the suspected vehicle, which veers off
the road when it sees you are interested, will be caught.
If your suspected vehicle was stolen and you catch it, the
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driver comes quietly and vyour score increases. If
however you catch a vehicle which has not been stolen,
the driver dresses you down, and your score decreases.
If you do not catch the suspected vehicle, then you are
told whether your suspicions were correct but your score
is unchanged.

How to play

Press C when you have read which cars and lorries have
which number plates. You will then see cars and lorries
travel by with the number plates they have attached to
them displayed below the road. When you see a vehicle
which you suspect has got the wrong number plate, then
press A to get the white car at the top of the screen to set
up a road block, or Z to have the other white car set up a
trap. You may do this continuously, by trying to set up the
road block just as the suspected vehicle passes by.

If you catch the vehicle you will hear police-car sirens as
the other squad cars approach. Then you are told the
result. Press RETURN to play again.

Programming hints

The cars and lorries are made up of two user-defined
characters next to each other. They are animated, or
made to travel along the road, in line 450. They are
animated by PRINTing them in successive positions
along the road, preceded by a space to erase the back
half of the previously drawn vehicle.

You can make the game more difficult by making the
vehicles whizz past faster. To do this reduce the value of
Kin line 400.
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(0] REM DETECTIVE

@] REM COPYRIGHT (C) G.LUDINSKT 1983

O MODE 5

O DIM VS (6),C(6),PS$S (6),VMS (6)

O B=128:BL=0:RD=1:GR=2:WH=3:35C=0

o vbpu 19,GR,2,0,0,0

(0] GOTO 200

@] REM

O REM U.D.G. CALCULATOR

O REM REM

O DEF FNB (NS)

(0] TEFE =

(0] FOR =0 T O 7

@] TE=TF+ (2"L) * VAL (MIDS (NS, 8—L, 1))

(@] NEXT I

(6] =TEFE

(@] REM

(@] REM CAR AND LORRY SHAPES

(0] REM

@] vDU 23,224, FNB("OOO0O1111"™) ,FNB ("OO

oo") , FNB("OOOO100O0O0") , 255, 255,255,255
("O0Oooo1100M")

O VDU 23,225, FNB (" 1110000") ,FNB (" OO

oo") , FNB("OOO10O0OOO") , 255,255,255, 255
("OO0OO0OO0O110M"™)

@] vDU 23,226, FNB("11000000") ,FNB (" 11

ocoo") , FNB("11001000") , FNB("11001111"™)

, 255,255, FNB("11001110")

O VDU 23,227,255, 255,255,255,255, 255

,FNB ("01110001")

(0] CAS=CHRS (224) +CHRS$ (225) :LO$S=CHRS (2

CHRS (226)

O C(l)y=WH:P3$S (1)=" "+CAS:C(2)=RD:P3$ (2

"+CAS:C(3)=2:PS$S (3)=" "+CAS

O FORI=1TO3:C(I+3)=C(I) :PS(I+3)=" v+

NEXTT

(0] PROC_START

@] REM

O REM DRAW FIELDS, ROAD, POLICE CARS

O REM

(6] COLOUR B+BL:COLOUR WH:CLS

0O GCOL O0O,GR:PROC_BLOCK (O, 300, 1280, 60

0O GCOL O0,BL:PROC_BLOCK( (O, 300, 1280, 60

(6] PROC_MIX

O COLOUR B+GR:COLOUR WH: PRINT TAB (O,

AS; TAB (O, 14) ;CAS :COLOUR BL:PRINT TAB

0) ;CAS; AB (10, 30) "Score ";sScC

@] COLOUR WH:PRINT TAB (O, 27) "Call upP
A oxr V4 "

(@] REM

(@] REM LETS CARS TRAVEL AT ONG ROAD

(@] REM

(0] COLOUR B+BL :K=20

@] J=RND (6)

O FOR I=0 T O 17

O ITFE I=0 THEN COLOUR C(J) :PRINT TA

21) ;PS (J) :COLOUR B+BL:COLOUR WH:PRIN

AB(6,24) ;VMS (J) :FOR D=1 TO 5000 :NEXT

@] COLOURC (J)

O IS=INKEYS (0) :IF Isg="" THEN PRINT
(I, 21) ;PSS (J) :GOTO 480

(@] ITFE IS="H" THEN PROC_START:GOTO31

(0] GOTOS510

@] FOR D=1 T O K:NEXTD

O NEXTI :COLOURO:PRINTTAB (L7, 21) " "
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tinue™

RBS=INKEYS (6000)
ENDPROC
DEFPROC_MIX

A=RND (6) :BB=RND (6) : IF BB=A THEN GO
TO
FOR I=1 TO 6
VMS (I)=VS (I)
NEXTT
WKS=VMS (A) : VMS (A) =VMS (BB) : VMS (BB) =

ENDPROC

DEFPROC_CHASE

COLOUR B+BL:PRINT TAB(O0,21)SPC(19)
"
;

COLOUR B+GR

500 COLOUR WH: GOTO 410

510 PROC_CHASE

520 REM

530 REM FINATL MESSAGE & POLICE SIREN

540 REM

550 COLOUR BL

560 IFE EN=1 AN D (VNS=VMS$S (A) OR VNS$S=VMS
(BB) ) THEN SC=SC+1:PRINTTAB (O, 27)"It's a

fair cop, guv ." :GOTO 600

570 IF EN=1 THEN PRINTTAB (O, 27)"I'1l1l s
ue you, fool! ":SC=38SC—1:GOTO60O0

580 IF VNS=VMS (A) OR VNS=VMS (BB) THEN
PRINTTAB (O, 27) "sStolen car has gone " .:GOT
O600

590 PRINTTAB (O, 27) "Chasing wrong car

"

600 *FX15, 0

610 FOR I=1 TO 4:SOUND 1, -15,109, 10:S0
UND 1, -15,101, 10 :NEXT

620 PRINTTAB (O, 30) "Press RETURN

“W, :INPUT RBS$S :GOTO 270

630 REM

640 DEFPROC_BLOCK (X, Y, W, H)

650 MOVEX, Y:MOVEX+W, Y

660 PLOT85, X, Y+H

670 PLOT85, X+W, Y+H

680 ENDPROC

690 DEFPROC_START

700 COLOUR B+BL:CLS

710 FORI=1 T O [

720 VS (I)=CHRS (64+RND (26) ) +CHRS$S (64+R
ND (26) ) +CHRS$S (64+RND (26) ) +STRS$S (RND (10) —1)
+STRS$S (RND (10) —1) +STR$ (RND (10) —1) +CHRS (64
+RND (26) )

730 NEXT

74 0 FORI=1 T O [S) STEP 2

750 COLOURC(I) :PRINTTAB (3, 10+ (4*INT (
(I—1)/2)));PsS(I); :COLOURC(I+1) :PRINTTAB (
12,10+ (4*INT((I—-1)/2)));PSsS(I1+1)

60 COLOURC(I) :PRINT"'™"™ "LNVS (I) ;" "
; : OLOUR C(I+1) :PRINTVS (I+1) :PRINT

7 O NEXT T

80 COLOUR WH:PRINTTAB (O, 27) "Press C t
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CL=C (J) : VTS=RIGHTS (PS (J) ,2) :VNS$S=VM
s«

X=2:1¥=19:G0O0=0:X1=X:¥Y1l=Y:EN=

COLOUR WH:PRINTTAB (0O, 7) ; CAS

PRINTTAB (O, 14)CAS

IS=INKEYS (0)

IF IS="A" THEN PROC_ROAD (7)

ITFE Is="z" THEN PROC_ROAD (14)

IFE EN=1 THEN 1080

COLOUR CL :PRINT TAB (X, Y) ; VTS ;
1 PRINTTAB (X1, Y1) ™" "o
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1010 Y1l=Y:X1=X

1020 IS=INKEYS (0)

1030 IF IS="A" THEN PROC_ROAD (7)

1040 IF IS$S="2Z" THEN PROC_ROAD(14)

1050 X=X+1:IF X > 18 THEN X=2

1060 Y=Y—-—INT(2*RND (1)) :IF ¥Y<O THEN Y=19
1070 GO=GO+1:IF GO<50 THEN GOTO 950
1080 ENDPROC

1090 DEFPROC_ROAD (L)

1100 COLOUR WH:PRINTTAB (O, L)CAS; " ——————
1110 FOR D=1 TO 100:NEXT D

1120 PRINT TAB (O, L)CAS; SPC (18)

1130 IF Y=L THEN EN=1

1140 ENDPROC
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