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ABSTRACT

This paper explores the foundations and implicatiaf interpreting videogames as
representational procedural artifacts. Where oewipus work established a method of
proceduralist readingsclose readings of videogames that emphasizestiresentational
power of a game’s rules, to interpret videogamentionally authored to represent, this
study attempts to apply the method to a game wds the classic arcade game
BurgerTime Interpreting BurgerTime provided a challenge to the proceduralist
perspective that required investigating its outaits and assumptions. In the end, a
comprehensive reading is achieved by consideriaggimeplay of expert players: those
who understand the rules of a game the most.
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INTRODUCTION

Designers, players and theorists all advocateghates areneaningful What exactly is
meant by this is a subject of some dispute, butishi® be expected as meaning itself has
been a subject of philosophical controversy throughistory. There are many ways that
a videogame can be interpreted, or said to mearpro&ghes involve academic
disciplines spanning from game studies itself km $tudies sociology, psychology and
others.

While these perspectives are illuminating and irtgadr some believe that these
perspectives too often ignore, or underemphasigeractivity, an essential element of
videogames. Specifically, processes and rules dien aunacknowledged. As one
example, Kennedy's discussion dfomb Raiderprimarily discusses the game’s
relationship to issues of feminism that result frima game’s visuals (Kennedy, 2002).
While perspectives like this are certainly valuabhted help us understand hovemb
Raider functions in culture, it does not help us underdtomb Raideras a procedural
artifact.

Bogost describes a game’s procedural meaning psoitedural rhetoriqBogost, 2007).

The most ready examples of procedural rhetoricfamad in simulation games like
SimCity To playSimCitywell is to act in accordance with its procedursdeations about
the workings of cities and societies. The procedomaaning ofSimCity consists of its

rules.

However, procedural rhetoric is often misused aimglinderstoodTreanor, 2009). There
are many reasons for this. For one, most desiglermt seem to consider the procedural
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rhetoric of their games and those who do are exgarew territory. Also players, which
for the most part have had a youth full of literatalasses, are unequipped to recognize
procedural meaning as it takes place within a dyoaaystem, rather than in a static text,
as in literature and film.

There are some designers who intentionally settoutreate procedural meaning in
games that can be said to be part ofpraceduralist movement (Bogost, 2009).
Interpreting proceduralist games involves carefui)king the system’s rules and
dynamics into consideration. In previous work,afework for performingroceduralist
readings was presented which demonstrated how a videogamgés, dynamics,
thematic mappings (visuals), along with the intetprs aesthetic and cultural
assumptions can be synthesized to form an intewat Through this framework,
interpretations are understood and justified wieeaning derivations hierarchical
arguments about the meanings of a game that dwitake as much of the game as
possible into consideratigiireanor, Schweizer, Bogost, & Mateas, 20fiture 1).

The mathematical proof-like structure of meaningivddions is necessitated by the
systematic nature of videogames. Without carefidbtablishing assumptions and
relationships between components of an interagystem, and what role they play in a
proposed meaning, it is easy to create selectiterpretations that do not stand up to
scrutiny and thus do not help us understand homake better procedural rhetoric or in
general help us to understand our medium betteg. <Doh example is Poole’s claim that
Pac-Manis a game about rampant consumerism in Americadoas the player’s goal of
relentlessly collecting dots in a seemingly endigsssuit of pointgPoole, 2000). With
meaning derivations, interpretations such as thesshown to not carry much weight by
pointing out facts about the game that do not stippe claimed meaning. In this case,
among other things, the interpretation does notjaalely explain the role of the ghosts
that chase the player. Furthermore, one of the gakey mechanics, that upon colliding
with the larger dots (thpower pellety the power shifts and ghosts are sent running fro
the player who can now collide with them for pojrssignored.

Even if these mechanics were addressed in Pootglgrent, a proceduralist reading
carries little weight if it does not address thsudls, dynamics, theme and aesthetics of a
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Figure 1. In a meaning derivation, meaning is forme by the synthesis of
observations pertaining to dynamics, theme (visudlsand aesthetics. All of which
ground outin the game’s mechanics and the interpreter’s culiral assumptions.
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game. What does it mean that most playeBaif Manenact a dynamic where they let
the ghosts get very near them before they eatithédts to ensure that they can consume
as many ghosts as possible while the power petieep up is in effect? Also, that the
enemies are themed as ghosts, along with the alilagsociations that ghosts carry,
should not be ignored. Poole’s interpretation doatsaddress the thematic mappings of
Pac Man In previous work on interpretingaboom!(Activision, 1981) it was shown that
thematic mappings alone are crucial in establishilegning in what would otherwise be
a meaningless abstract game. By simply applyinfedint thematic mappings, it was
shown thatKaboom!can be about protection, rescuing, stealing, coimgpeand many
other conceptéTreanor, Mateas, & Wardrip-Fruin, 2010). Similarllge abstradieelings
and subjective judgments that result from beingebahrough a maze, the aesthetics, are
facts that are interpretable. A meaning derivatisnwhere the possibly limitless
observable aspects of a game with meaning poteatial threaded together into
comprehensive and rigorous arguments for a meaning.

The rigid and limited scope of the components amreid in a proceduralist meaning
derivation is inspired by the process of game desiggame designer can manipulate the
rules, dynamics, theme and aesthetics of a gantleeiprocess of trying to represent a
meaning. Other potential components, such as hayep@ subvert the game’s rules, are
not considered as these are not aspects thatgndesian directly control. For example,
dynamics formed by goals other than the game’'sdtgbals are not usually considered.
Likewise, meaning derivations are not used to arfijmea game’s meaning within a
culture or society. For example, that a game igqulaby one minority over another, or
how a game influences culture, is not consideredcdeluralist readings are somewhat
analogous taclose readingsin literary analysis that privilege the game’s hmagics.
However, unlike close readings, proceduralist negslistrive for comprehensiveness and
consistency. Obvious observations about a gameldshmi be overlooked or omitted
from consideration without reason and all assumgtiand interpretations that contribute
to a proposed meaning should not contradict oneéhanoln general, a proceduralist
reading is a convincing and logical argument forirgerpretation that emphasizes the
materiality of a videogame: its processes.

Of course, a game with a convincing proceduratiating does not guarantee that it will
always be interpreted in that way by everyone. Thow proceduralist reading would
provide the means to nail down any points of disagrent between interpreters, as all
assumptions and components of a claimed meaningclaggly stated. Convincing
meaning derivations may have nothing to do with aléhor’s intent. This is partially
because relatively few, outside of newsgame arghamt designers, consider processes
as a representational component for authorial egpe, and also because procedural
systems, with their emergent dynamics and the sl nature of code, cannot be said
to mean anynething. Anything said about a computer program lsarunderstood as a
metaphorical narration of its abstract processagdA1997). In other words, any claim
that a game means something is only as strongeasrgiument that supports it.

The proceduralist approach toward videogame inggion has been shown to be a
promising perspective for understanding the arguabique way that games can produce
meaning. However, the implications and foundatiohthis approach have not yet been
fully explored. This paper reports the difficultiend discoveries experienced by
performing a proceduralist reading on a very pactujame:BurgerTime(Data East

1982). In interpreting this game, which was almosttainly never intended to be the
subject of a close reading, the proceduralist patbe faced many challenges. If the
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Figure 2. A screenshot fromBurgerTimethat shows the chef (top right), the
plates (across the bottom), the burger parts (stagd vertically on platforms
above the plates), and the enemy foods (labeled).

rules and mechanics of a game can be interpretezbassentations, what happens when
a game is interpreted that seems to not have aaying? These following attempts to
interpretBurgerTimeshed light on the implications of the procedurgtistspective and
ultimately reaffirm the proceduralist assumptiorattta game’s rules are pivotal in
forming its meaning.

READING BURGERTIME

BurgerTime(figure 2) is a 1982 arcade game createdbya Eastthat is still found in
many arcades. Like other arcade games from thaitésaa 2D platformer structured as a
series of levels with the overall goals being teaadte through levels and achieve the
highest score possible. Each level contains difteaerangements of staggered platforms
with ladders connecting platforms on different icat layers. The player controls the
movement of a chef being chased by pickles, egdsahdogs. Upon colliding with any
of these three foods, the chef falls over and thgep loses a life. To help prevent this
from happening, the player has a limited ability dimect clouds of pepper which
momentarily stun these enemies. Occasionallyostaty icons of French fries, ice cream
or coffee appear on the game board which replehisichef's supply of peppers.

What makesBurgerTimestand apart from other classic arcade platformerf®und in
each level's goal. Placed throughout the levelpdaites. On the platforms directly above
each plate are various layers of burgers: bunsiepatomatoes and lettuce. When the
chef runs across the entirety of one of thieseger parts it falls to the platform below
the one it was resting on. If there is a burget para platform directly below a falling
burger part, both fall to the next platform, cregtia cascading effect. When all of the
burger parts fall on to all the plates below théie player moves on to the next level,
which contains different arrangement of platformd burger parts.
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Below are a few attempts at making sensBuwfgerTimeand its rules, dynamics, theme
and aesthetics. The meaning derivations will notaseformal as in previous work
(Treanor, Schweizer, Bogost, & Mateas, 2011). Thisartly for the sake of brevity and
partly because the meanings proposed will notieagtenough to warrant the rigor.

Broad Strokes

Given that the goals are to complete levels andageigh score, and that forming all
burger parts into complete burgers progressesléyempto the next level, it is reasonable
to assume that the player will attempt to run axtbe tops of all of the burger parts on
the game board. Given that the player’'s avatanemed as a chef and that the parts that
are formed into burgers are themed as buns, tos\d&itice and beef patties, it might be
said thaBurgerTimes a game about a chef preparing burgers.

To believe this meaning, the interpreter must actepmetaphor that running across the
tops of burger parts is analogous to cooking opamiag the food. This metaphor is
supported by the thematic mappings of the gamehafs are known to cook, and the
various burger parts are the sort of thing thatef gvould work with to create an entree:
a burger. Furthermore, the relatively bland, orntbkessness, of the game board’'s
platforms and ladders can be treated as merelyostipgp the ludic metaphor, and thus
can be rendered as invisible to the interpreterditahally, there is a thematic
consideration in that the only means the chef basotlide with burger parts is to run
over the top of them. Because of the unsanitatyrallassociations with feet, it could be
claimed that the game is about a chef preparingdrarin an unsanitary way.

However, this interpretation can be accused of ewyipy the same sort cdelective
interpretation as PooleRBac Maninterpretation. The reading does not hold onceenodr
the game is taken into consideration. Particulaaly,considerations pertaining to the
game’s enemies are omitted and unaccounted ftinelthef's contact with burger parts
is supposed to be understood as a metaphor foirgokhy does contact with the hot
dogs, pickles and eggs cause the chef to look yoyhapd the player to lose a life?

Breaking Out the Shoehorn

One might argue that the chef is ordypposedo be preparing burgers, as if some
undepicted customer ordered a burger and not ddgptTo touch (cook) any other food

would be a waste of time as the chef would not eparing what was ordered. This

interpretation relies on many assumptions aboug#ree’s diegesis that are hardly even
hinted at and it is thus an unconvincing meanirguarent. Furthermore, it still doesn’t

address the antagonistiehaviorof the enemy foods. Why do they try so hard to enak
the chef collide with them?

The following interpretation attempts to avoid suatge leaps in reasoning while still
trying to take a more comprehensive consideratiobthe game. Given that collisions
between the chef and hot dogs, pickles and eggsesabe player to lose a life, it can be
expected that players will avoid collision with $gee enemy foods. This and the
movement behaviors that have the enemy foods follmvchef's movements bring an
anthropomorphic sense to the enemy foodfedislike the enemies do not like the chef
and thus do not want him to be successful. Becthgsehef is trying to prepare burgers,
and the enemy foods do not want him to be sucdegsfthaps they do natant the
burgers to be made.
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Given that hamburgers, hot dogs, pickles and eggslapopular American foods, one
might argue that the enemy foods are competing with hamburger for the chef's
attention and thus their ability to fulfill a prepd item of food’s purpose: to be eaten.
Thus BurgerTimecould be a game about the ubiquitous nature obtlrger, and how
other neglectedfoods must compete for thgitate share This (quite large) interpretive
leap introduces questions such as why the enendsface volitional where the burgers
lay still waiting to be prepared. While we couldtgmtially conjure up answers to this
guestion, the assumptions required to get to thumtpwere perhaps already too
unreasonable. Furthermore, much of the game Isleftilunacknowledged. Given this
context, how does it make sense that pepper sloescompeting foods? Why does
colliding with the French fries give the chef mangportunities to bail himself out with
these peppers? Why is it so hard for the chef¢apes?

Now What?

The above two attempteem to confirm the intuition th&8urgerTimeis a nonsensical
game. Of course this isn't surprising. The game & advertised by emphasizing its
absurdities:

Your job is to climb up the ladders and assemblerder of giant hamburgers.
But you've got to do it fast because you're beimgsed by killer hot dogs, sour
pickles and a very nasty fried egg. Good thing wewot your pepper shaker.
One shake and they're stunned. But just make suwrelgn't run out of pepper.
Because you know what happens then. You stop mdlimzh. And you start

becoming it!

This description of the game makes no attempt tmralize the peppers and even
highlights the game’tudonarrative dissonanc@Hocking, 2007). In fact, the game itself
almost appears to exist as a celebration of norsginen its obscure subject matter and
seemingly unrelated gameplay.

However, as shown above, aspects of this gamendatemselves to its theme. A chef is
someone who manipulates food into becoming morealtds forms of food. Likewise,
BurgerTimealso has the player take action to bring itemsoofifthat are not typically
eaten individually, into a whole, or complete, itevh food. Regardless of the other
disharmonious mechanics and themes, it seems mdasoto say that at least this
relationship willshine thougho players.

At this point, it could be that the only reasonabieerpretation (i.e. one that many
interpreters would agree on) is that the gameniplsi a poorly executed and incoherent
representation of a chef cooking burgers. The ¥alig sections will demonstrate what
was learned by forging forward in spite of this@o®n. By investigatingvhy a more
comprehensive interpretation does not seem posditée limits of the proceduralist
perspective are expanded.

COHERENCE, ROLES AND MEANING DERIVATIONS

The following section investigates the differencés function of interpretable
observations, as well as the philosophical rootsnetining derivations. Through this
deeper understanding of the proceduralist persgecten way forward for a
comprehensive interpretation is revealed.
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Dealing with Incoherence

As with all media artifacts, interpretations BfirgerTimewill vary between interpreters.
Even when socio-cultural considerations are treatedonstant (i.e. a specific context is
assumed), interpretations can vary wildly dependorg where one focuses one’s
attention. If one solely considers the movemerBwfgerTime'schef through the level,
an easy argument could be made that the game éprasentation of a chef running
around and climbing ladders. Obvious observatioich sis these are taken for granted by
most, but we should not forget that moving pixetsacscreen are merely representations.
In this case, the movement of an animated imageabfef running, moving along the top
of a narrow stationary box (the platform) is untteod as a representation of a chef
running. Even in accepting this reasonable intéagicm, one must omit violations of
expectations ranging from why the platforms aravsegly suspended in midair to why
the chef cannot move in three dimensions (as ondda@asonably expectraal chef to

be able to move).

For most, these minor departures from reality ateanproblem. This is in part because
the history of visual culture has prepared us t®ptabstract images of humans moving
as a metaphorical representation of their real dvanbvement and also because the
operational logics that underlie most classic aecgaimes are well suited for representing
real world movement and collision by the naturetafir spatial simulatiorfMateas &
Wardrip-Fruin, 2009). The aspectsBiirgerTimethat do not support the representation
of a chef running, such as the floating platforrase not likely considered to be
significant enough to factor into interpretatiomzlanost don't even notice them. These
incoherent aspects are wisaipportthe higher level metaphors that the overall megmin
are derived from. When it isn't clear where incamraspects of a game contribute to a
coherent aspect, the interpretation loses its gtihenFor example, the attempt at
interpretingBurgerTimeas being about a competition between burgers #met doods
became unbelievable because too many observatook,as why pepperotectedthe
chef, did not contribute to the claimed interprietat

As evidenced by the first, more modest, interpi@tathatBurgerTimeis a game about
preparing burgers, it is also possible that supmpretaphors are not always consistent.
Where collisions between the chef and burger pamtsin some cases understood as
cooking, in other cases collision with the enemyd® causes the player to lose a life.
Likewise, when the chef is standing on a platfoulliding with it), it doesn’'t make
sense to think that he is preparingcookingthe platform and most wouldn't interpret it
in that way. Thus, it cannot be the case that siolii with the chef can always be a
metaphor for cooking. Interpreters are willing teept a certain degree of metaphorical
inconsistency and detracting considerations thapatt metaphors that do contribute to
the overall meaning. Just how much an interpretewrilling to accept depends on the
individual, the game and the particular interpiietat

That procedural metaphors may be constructed outspécts that do not necessarily
support the overall meaning and need aletays be applied consistently allows us to
revisit the apparent roadblocks in our previougmafits at interpretind@durgerTime
However, before this can be undergone, an exptoratf the philosophical roots of
meaning derivations will be presented to give dioectoward a new interpretation.

Interpreting the Language of Videogames

A videogame can be understood as having a langUdge perspective is alluded to in
Crawford’s notion that interactive systems are cosepl of alisten/think/speak loop
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(Crawford, 2003). A system listens and thinks wlhisnstate is modified by player
interaction. How the system presents this chandeet@layer is how a game speaks to its
player. Making sure that games listen and speadrlglés a top priority of most game
designers. Typically, this sentiment only appliesrtaking the ludic aspects of the loop
unambiguous. For example, a designer would ceytayaht to make clear to a player of
BurgerTimehow to control the chef's movement (with the kfid right directions of the
joystick), and that upon colliding with a hot ddige player loses a life.

Different than considering the ways that a gamelkpabout its internal state, it is useful
for this discussion to consider how a game comnategwhat it is trying to represent.
Our conception of a player is not solely tryingutaderstand how to play the game, but he
is also an interpreter trying to answer the quastibat does the game meaA®d the
system igrying to tell him. This player/interpreter collects obggions and attempts to
make sense of them. The game’s utterances takdothe of the components of a
proceduralist reading: mechanics, dynamics, thenmadippings and aesthetics.

Given this, Wittgenstein's concept of the languggee can shed light on how an
interpreter makes sense of his observations. #mguiage game, meaning is dependent on
context and ultimately determined by how the uttees areused(Wittgenstein, 1953).
Much like how a move in Chess does not hold anges@utside of the context of a game
of Chess, communicative acts only make sense indhtext of a rule governed activity —
a language game. Wittgenstein describes a panticatgguage game, in which when
person A says the name of some object, person IEimdl the object referenced by that
word and hand it to person A. The meaning of pers@nwords are not found in the
words themselves, but in the context of the rules govern the exchange. For example,
the command language enacts a rule where whenrpArsays a single word, person B
is to find the object the word references and hatalhim.

As an outside observer, interpreting the actionpesson A and B is only possible once
one has discovered the rules that they are enadtinghis particular example, this
requires identifying the two roles, commander assistant, as well as the way that the
commander’s words are to be interpreted - as s$tantl for “find the object referenced
by my word, and bring it to me.” Only at this pgioain the actions of persons A and B
make sense. In other words, to interpret persorwdisls as commands for person B to
hand him objects, presupposes our ability to undedshis words as being used in that
way.

Does this mean that an interpretatiorBafrgerTimethat claims that it is about cooking
burgers presuppose the ability to understand ke@tsg about cooking burgers? In some
ways, this is precisely what is stated in the gfieh meaning derivation above.
Assuming that a chef’s primary purpose is to cdbkf burger parts are made complete
when formed into a complete burger and that thé'<laetions (collision), cause this to
be the case, allows us to understand his actionse@sng the burgers. Just as one could
not understand person A and B’s actions withouteustdnding the language game they
were engaged in, without an understanding of tbies and rules outline above,
BurgerTimecannot be interpreted.

Many videogames signal the roles and rules forrjmnétation before the game even
begins. For example, understanding the abstragarag, The Marriage(Humble, 2007)
would be near impossible if the game were notdiflee Marriage For most, the title
alone immediately sets expectations about two hsmivolved in a romantic
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relationship. Once the game begins, the player &d&dse and pink square, which clearly
establishes that the two squares are meant toseagiréhe two humans, as well as their
gender. From this point of departure, the player evestigate the mechanics of the
game, utilizing cultural assumptions about scalé taeansparency, to interpret the game’s
meaning.

The problem wittBurgerTimeis that the roles are not so well established. fittetells

us little beyond that the game will involve burgemn. This insight is confirmed the
moment the game begins, by the prevalence of thgebyarts. LikeThe Marriage the
game also establishes roles by its visuals. Theepiee of a chef sets up the expectation
that he might cook food. The presence of food eduad the game board appears to
confirm this expectation but, as discussed abdwe,game complicates this by having
mechanics that cause some foods to be the plageeiny.

Like Wittgenstein’s command language, understanBimgerTimerequires us to have a
preexisting idea ofiowthe game’s utterances are to be interpreted. Thursnability to
comprehensively interpr&urgerTimeis not necessarily indicative of the game having
no comprehensive meaning, but it could be thativa@lg do not understand the rules of
the gameenough

A WAY FORWARD

That some aspects of a game can support the mesaghet build meaning, despite
seemingly working against it, allows us to secondsy our assumption of the role that
the enemy foods are to play in the game’s mearRagher than interpreting the chef's
collisions with the various enemy foods as incohgrgiven the assumption that collision
with burger parts represents cooking, it is possthht the behavior and rules that send
the player running from the enemy foods capport metaphors rather than represent
themselves. And as discussed above, it may juiidbease that we have yet to consider,
or presuppose, the correct framing from wHthgerTimecan make sense.

A possible solution to the problem of how to intetpthe hot dogs, pickles and eggs can
be found in the same place the problem came frbe:game’s rules. The following
section describes how expert BurgerTime playerergtdnd the game in order to provide
perspectives from which new framings can be comsaieFinally, a comprehensive
proceduralist reading &urgerTimeis proposed.

Learning from the Pros

On September 192008, Bryan Wagner earned the world’s highestesémrBurgerTime
on an arcade machine, with a score of 11,512,500tpdn an interview alongside
Mappy (Namco, 1983) world record holder Greg Bond, Wagtescribes that the most
important part of getting a high score BargerTimeis to creatdight groupingsof the
enemy foods (Tuttle, 2008). By this, he means taimdate the enemy foods into
moving as a single entity by exploiting their cimgsbehavior. To group the enemies, the
player can use peppers to stun an enemy, waitrfothar enemy to overlap with the
stunned enemy and then use another pepper. Onendéingies start moving again, they
will be moving as one entity (figure 3).

The interview also states that once the enemiegjameped, a strategy referred to as
dropping becomes the best way to get the highest numbgotts. If an enemy is

standing on a burger part as the chef finishesingracross the entirety of the same part,
the enemy will fall along with the burger part ketplatforms below until the burger part
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Figure 3. A and B demonstrate how a loosely packegtoup is made into a tight pack with
peppers. C and D show how a tightly packed group cabe dropped to a plate.

and enemy land on a plate and a large number ofgpaie awarded. Doing this when the
enemies are grouped awards points for each enethg igroup (figure 3).

The tightness of groups is important for both legdihe group toward the burger part
that the player is going to attempt to drop, ad a®to make it possible for the group and
the chef to be standing on the burger part simatiasly, even if momentarily, without
the group colliding with the chef. In the interviemith Wagner, Bond describes how
unstable the groupings are “When you make a droBungerTime,the last thing you
want to do is celebrate... because they're watchmg.y’ (Tuttle, 2008). By this, Bond
is expressing the precarious nature of a grougigsion. The only thing holding a group
of enemies together, from not taking different pafftom one another, is the player’s
precise understanding of the way they chase thé Beeause of this, even when the
grouplookstightly packed, and the player is about to dramdhoup, the player must still
diligently monitor the way that they move the ch@he wrong move and the group will
split, and with that the player throws away “a whdbt of points, and a whole Iot of
peppers (Tuttle, 2008).”
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Figure 4.BurgerTime'sworld high score holder, Bryan Wagner (left),Mappyhigh
score holder, Greg Bond (right bottom), and J.D Low, onlineBurgerTime
evangelist (right top).

J.D. Lowe, anotheBurgerTimeexpert, posts his strategies for creating grougpifug
particular levels on his website for people to mefiom (Lowe). He demonstrates that to
create a grouping with all of the enemies on theeyhoard requires diligent practice and
a careful plan. His advice is to learn his straedio begin with, then to eventually
discover your own patterns for grouping. "Improngsiwhile playing the game is what
will make you a better player.”

A (somewhat) Reasonable Comprehensive Reading

These expert perspectives enable new ways of uadeisgBurgerTime Particularly,
the enemy foods can be seen as assets, rathesrtbames, as their antagonistic behavior
enables opportunities to achieve the highest scBrgsert players oBurgerTimeare not
running from the enemy foods, instead they areifgathem together into groups and
onto burger parts. Also, the fact that the hot dpiskles and eggs are dropped onto the
burger parts resting on the plate, where they gdisap and award the player points,
becomes of relevance for interpretation, as crgatiis situation becomes the focus of
gameplay.

When interpreted in light of the game’s theme ofhef preparing food, these new
considerations finally provide a lens from which ean makesomesense of the game.
Creating groups, usingst the right amounfnot too much) pepper, can be interpreted as
themixing of ingredients. The dropping of these concoctiom® the plate can be seen as
seasoninghe burger with the mixture. The necessary padtewrgroup the enemy foods
might be interpreted ascipes

The two types of cooking presented, the assemidlirtbe burger and the seasoning, are
presented in ways that contribute to the interpfiia The assembling of the burger
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requires that the player methodically collide withch part, and can thus be argued as
analogous to the craft of aook The seasoning, with its free form, artful and
improvisational nature is more analogous to th@feing achef

To believe this interpretation requires that onderstands the enemy status of the foods
as supporting the metaphors that enable it. THaisiog behavior, and the fact that
collisions cause the player to lose a life, mussdsen working in the service of giving the
player the ability to mix the foods into groups.eTtact that collisions with enemy foods
cause the player to lose a life has no place @itierpretation. However, if the collisions
did not cause the player to lose a life, the playeuld only need tmot move the chef
and the foods would group on top of him. If thisswhe case, the game could not be said
to be about the relationship between the artfuid@aiag of burgers and the tactile craft of
assembling of buns, beef patties, tomatoes and&ett

CONCLUSION

This study attempted many approaches at performipgoceduralist interpretation on a
game that didn’t make it easy. Where previous Wockised on games that were created
to be interpreted (Treanor, Mateas, & Wardrip-Fr@@l10; Treanor, Schweizer, Bogost,
& Mateas, 2011), by looking @urgerTime the proceduralist perspective faced many
challenges that ultimately furthered our understamdand ability to perform
proceduralist readings. Particularly, the insightt many, possibly contradictory, levels
of metaphor at work simultaneously when a game yres representational meaning,
along with the concept that to understand a gameines the presupposition of thaes

of interpretation, inspired us to find the proceist reading foBurgerTimedescribed
above.

The proceduralist method is currently being used &b in-development videogame
design assistant tool for journalists to create sgamnes:The Cartoonist In order to
generate videogames that carry meaning, it is sacg$o have very detailed and formal
models for exactly how a game carries meaning. [€esons learned in this study have
greatly influenced the computational models thadeutie this meaningful game
generation system. Furthermore, that the comprérepsoceduralist reading we were
able to find required the knowledge of an expevieleplayer has far reaching, and
unexplored, implications to the ideas of procedthatoric and procedural literacy.

The observations and experiences of Wagner, Bodd_awe can be compared to works
from film studies which describe thexperienceof watching film. These foundational
texts in film studies, such as Balasz' detailecculsion of the close-up shot (Balazs,
1970), have greatly influenced scholarship on filnd it seems as though texts of these
sorts should be foundational to game studies a$. \ewever, beyond Sudnow’s
detailed account of becoming an expert at the iclagameBreakout(Sudnow, 1983),
little work has been done in exploring the implioas of rules as the player learns to
understand therdeeply We hope to motivate future work in game studiethis area by
demonstrating possible applications of this sorkmfwledge toward interpretation and
representation.

Finally, while our proposed interpretation BlurgerTimemay not stand up to heavy
scrutiny, we hope that it exemplifies how the prhgalist perspective can yield
unexpected and meaningful results. As shown, wheinierpreter or designeeally
takes the rules of a game into consideration, dobres very difficult to coherently
interpret or represent. Because we believe thatepiral representation can help people
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express their understanding of our complex worldlifferent ways than other popular
mediums, it is our hope that careful investigatiwil help people make and experience
more meaningful videogames.
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