setscreen ('graphics:max;max')

procedure drawfrog (var xcord, ycord : int)

    drawfilloval (xcord - 7, ycord + 3, 3, 3, 2)

    drawfilloval (xcord + 7, ycord + 3, 3, 3, 2)

    drawfilloval (xcord - 7, ycord - 5, 3, 3, 2)

    drawfilloval (xcord + 7, ycord - 5, 3, 3, 2)

    drawfilloval (xcord, ycord + 9, 2, 3, 38)

    drawoval (xcord - 7, ycord + 3, 3, 3, 45)

    drawoval (xcord + 7, ycord + 3, 3, 3, 45)

    drawoval (xcord - 7, ycord - 5, 3, 3, 45)

    drawoval (xcord + 7, ycord - 5, 3, 3, 45)

    drawfilloval (xcord, ycord, 7, 8, 49)

    drawfilloval (xcord - 3, ycord + 2, 1, 2, 7)

    drawfilloval (xcord + 3, ycord + 2, 1, 2, 7)

end drawfrog

procedure drawterrain

    drawfillbox (0, 30 * 1 + 25, maxx, 30 * 13 + 25, 8)

    drawline (0, 30 * 1 + 25, maxx, 30 * 1 + 25, 7)

    drawline (0, 30 * 7 + 25, maxx, 30 * 7 + 25, 7)

    drawline (0, 30 * 13 + 25, maxx, 30 * 13 + 25, 7)

    drawfillbox (0, 0, maxx, 30 * 1 + 25, 2)

    drawfillbox (0, 30 * 13 + 25, maxx, 30 * 15 + 35, 2)

end drawterrain

procedure drawnos (var bonusnosx, bonusnosy : int)

    drawfilloval (bonusnosx, bonusnosy, 10, 10, 9)

    drawoval (bonusnosx, bonusnosy, 10, 10, 7)

    drawline (bonusnosx - 5, bonusnosy + 5, bonusnosx - 5, bonusnosy - 5, 30)

    drawline (bonusnosx - 4, bonusnosy + 5, bonusnosx - 4, bonusnosy - 5, 30)

    drawline (bonusnosx + 5, bonusnosy + 5, bonusnosx + 5, bonusnosy - 5, 30)

    drawline (bonusnosx + 4, bonusnosy + 5, bonusnosx + 4, bonusnosy - 5, 30)

    drawline (bonusnosx - 5, bonusnosy + 5, bonusnosx + 5, bonusnosy - 5, 30)

    drawline (bonusnosx - 5, bonusnosy + 6, bonusnosx + 5, bonusnosy - 6, 30)

end drawnos

procedure drawtime (var bonusfrex, bonusfrey : int)

    drawfilloval (bonusfrex, bonusfrey, 10, 10, 12)

    drawoval (bonusfrex, bonusfrey, 10, 10, 7)

    drawline (bonusfrex - 5, bonusfrey + 5, bonusfrex + 5, bonusfrey + 5, 30)

    drawline (bonusfrex - 5, bonusfrey + 4, bonusfrex + 5, bonusfrey + 4, 30)

    drawline (bonusfrex + 1, bonusfrey - 5, bonusfrex - 1, bonusfrey + 5, 30)

    drawline (bonusfrex - 1, bonusfrey - 5, bonusfrex + 1, bonusfrey + 5, 30)

    drawline (bonusfrex, bonusfrey - 5, bonusfrex, bonusfrey + 5, 30)

end drawtime

procedure rikochet (var xball, yball, xsign, ysign, neg, pos : int)

    if xball > maxx then

        xsign := xsign + neg

    elsif yball > 30 * 13 + 25 then

        ysign := ysign + neg

    elsif xball < 0 then

        xsign := xsign + pos

    elsif yball < 30 * 1 + 25 then

        ysign := ysign + pos

    end if

end rikochet

procedure powerup (var bonusnosx, bonusnosy, xcord, ycord, nos : int)

    if xcord > bonusnosx - 10 and xcord < bonusnosx + 10

            and ycord > bonusnosy - 10 and ycord < bonusnosy + 10 then

        randint (bonusnosx, 10, maxx - 10)

        randint (bonusnosy,30 * 1 + 30, 30 * 13 - 10)

        nos += 1

    end if

end powerup

var car : array 1 .. 12, 1 .. 2 of int

var roadend : int

var roadend2 : int

var chars : array char of boolean

var xcord : int := maxx div 2

var ycord : int := 0

var carmove : array 1 .. 12 of int

var score : int := 0

var level : int := 1

var game : int := 1

var loaded := 0

var freeze := 1

var frozen : boolean := false

var nos := 1

var noson : boolean := false

var nospeed := 0

var bonusnosx := 0

var bonusnosy := 30 * 1 + 25

var bonusfrex := maxx div 2

var bonusfrey := maxy div 2

var ysign := 1

var xsign := 1

var ysign2 := 1

var xsign2 := 1

var pudelay := 0

var neg := -1

var pos := +1

const frogmove := 3

const speed := 16

const reduce := 4

for i : 1 .. 6

    car (i, 1) := 0

    car (i, 2) := 30 * i + 40

end for

for i : 7 .. 12

    car (i, 1) := maxx

    car (i, 2) := 30 * i + 40

end for

for i : 1 .. 12

    randint (carmove (i), 5, 10)

end for

loop

    rikochet (bonusnosx, bonusnosy, xsign, ysign, neg, pos)

    rikochet (bonusfrex, bonusfrey, xsign2, ysign2, neg, pos)

    drawterrain

    if score > 100 and loaded = 0 then

        cls

        locate (maxrow div 2, maxcol div 2 - 16)

        put "Shaboobala demands you to cross!"

        delay (1000)

        loaded := 1

        cls

    elsif score < 100 and loaded = 0 then

        locate (maxrow div 2, maxcol div 2 - 12)

        put "loading car variations"

    end if

    score += 1

    if score = 200 then

        frozen := false

    end if

    if frozen = false then

        for i : 1 .. 12

            if i <= 6 then

                car (i, 1) := car (i, 1) + carmove (i) + level

            else

                car (i, 1) := car (i, 1) - carmove (i) - level

            end if

        end for

    end if

    if score > 100 then

        Input.KeyDown (chars)

        if chars (KEY_LEFT_ARROW) then

            xcord := xcord - frogmove - nospeed

        elsif chars (KEY_RIGHT_ARROW) then

            xcord := xcord + frogmove + nospeed

        end if

        if chars (KEY_UP_ARROW) then

            ycord := ycord + frogmove + nospeed

        elsif chars (KEY_DOWN_ARROW) then

            ycord := ycord - frogmove - nospeed

        end if

        if chars (KEY_ENTER) and frozen = false and freeze > 0 then

            frozen := true

            freeze -= 1

            score := 100

            delay (100)

        elsif chars (KEY_ENTER) and frozen = true then

            frozen := false

            delay (100)

        elsif chars (KEY_SHIFT) and noson = false and nos > 0 then

            noson := true

            nos -= 1

            score := 100

            delay (100)

        elsif chars (KEY_SHIFT) and noson = true then

            noson := false

            nospeed := 0

            delay (100)

        end if

    end if

    if score > 300 then

        noson := false

    end if

    if noson = true then

        nospeed := 3

    elsif noson = false then

        nospeed := 0

    end if

    for i : 1 .. 12

        drawfillbox (car (i, 1) - 16, car (i, 2) - 8, car (i, 1) + 16, car (i, 2) + 8, 7)

        drawfillbox (car (i, 1) - 14, car (i, 2) - 6, car (i, 1) - 8, car (i, 2) + 6, 52)

        drawfillbox (car (i, 1) + 14, car (i, 2) + 6, car (i, 1) + 8, car (i, 2) - 6, 52)

    end for

    drawfrog (xcord, ycord)

    drawnos (bonusnosx, bonusnosy)

    drawtime (bonusfrex, bonusfrey)

    exit when game = 0

    for i : 1 .. 6

        randint (roadend, 1, 400)

        if car (i, 1) > maxx + roadend then

            car (i, 1) := 0

        end if

    end for

    for i : 7 .. 12

        randint (roadend2, 1, 400)

        if car (i, 1) < -roadend2 then

            car (i, 1) := maxx

        end if

    end for

    if ycord > maxy then

        level += 1

        ycord := 0

    end if

    for i : 1 .. 12

        if xcord > car (i, 1) - 15 and xcord < car (i, 1) + 15

                and ycord > car (i, 2) - 10 and ycord < car (i, 2) + 10 then

            put "SHPLAAAAAAAT!!!"

            game := 0

        end if

    end for

    powerup (bonusnosx, bonusnosy, xcord, ycord, nos)

    powerup (bonusfrex, bonusfrey, xcord, ycord, freeze)

    bonusnosx := bonusnosx + (xsign * (speed div reduce))

    bonusnosy := bonusnosy + (ysign * (speed div reduce))

    bonusfrex := bonusfrex + (xsign2 * (speed div reduce))

    bonusfrey := bonusfrey + (ysign2 * (speed div reduce))

    locate (1, 1)

    put "Loop :", score ..

    put "   Level :", level ..

    put "   Freeze :", freeze ..

    put "   NOS :", nos

    delay (20)

end loop

