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About the Game

You play as Jacob Mallard, a K9 from the NYPD narcotics unit.  There's been an increase in the amount of crack being distributed in your precinct, and as top dog it is your job to put a stop to it.  Everyone knows that Guillermo von Swagen is the major distributor/importer of the drugs, so it's him your after.  You need to infiltrate his distribution center and collect as much evidence as possible in order to put him away.

Gameplay

Since you play as the dog, you cannot shoot.  However, the guards can.  Every level has a bag of crack in it, and you need to collect the crack and make it to the end of the level with out getting shot.  If you do, the game is over.  The guards remain at their post and do not chase you, and can only shoot if you're in their line of sight, so use this to your advantage.

Graphics

We selected a top down view for this game so that you could see the entire level and figure out where to go.  Unfortunately, it is rather difficult to draw a dog from a top down perspective, so he looks a bit goofy.  We tried to make the dog, the crack, and the guard stand out as much as possible from the background so that they are easier to see.

Level Design

We designed the levels to present a challenge to the player.  We put in narrow hallways an choke points to test the players reflexes, and put the coke bags in awkward spots to add a strategy element to the game.  Once the crack is collected you can move on to the next level via the opening that appears in one of the walls.
