

Cook serve delicious 2!!1 is an engaging, and highly challenging cooking/restaurant management simulation game. It is an experience which immerses the player in the high intensity, high stress environment of running a restaurant. Between juggling; cooking, prepping, chores, and serving customers new dishes, all with different key binds, the player finds Cook Serve Delicious 2!! to be an immensely stressful and challenging experience. Not only does the game challenge the player with; timers, different food, and customer expectations, but the player challenges themselves to get a higher score, better medals on nights, and more points (money) to spend on upgrades.
The player is immediately greeted with the vibrant visual style of the game from the moment of opening. With a colourful title screen, and a somewhat comedic opening story, the tone for the game is immediately set, as shown in Fig.1. The story of the game begins with the owners of the restaurant from the previous game being caught embezzling funds, causing the player to go into a high rise and start from square one. The whole intro sequence is drawn beautifully, and in Vertigo Gaming Inc’s token, uncanny style. Throughout the tutorial, and the first few nights of the game, the player comes to understand the speciality of Vertigo Gaming Inc’s visual style, the food. Each food model and topping in this game is beautifully drawn, with distinct, vibrant colours which adds to the overall, immensely satisfying, feel of the game. Not only is the visual style unique and appealing to the player, but the audio and visual design/feedback also creates an overall satisfying experience. During the nights of the game, every key bind, every action, has some kind of audio cue or sound to go along with it. Every time a player adds an ingredient to a plate, there is a satisfying sound and a visual dropping of the food onto the plate, which makes everything feel impactful. The “Rush Hour” portions of the night, where the level gets more hectic also uses this mechanic. The music will change from a soft, calming jazz, to a more hectic, faster tempo soundtrack to create that air of intensity during the Rush Hour. The audio and visual feedback also increase in speed and make the player feel as though every action they are carrying out must be done quickly. 
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Fig.1 Screenshot from Cook Serve Delicious 2!! opening sequence.
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Fig.2 Screenshot from Cook Serve Delicious 2!! during a night.

Whilst Cook Serve Delicious 2!! is highly colourful and vibrant, a strategy often used to appeal to a younger demographic of gamers, the developers seem to be catering to a more mature audience. The range of players mainly playing the game seems to be 20-35, which seems to fit the kind of experience and gameplay given, with intense, challenging gameplay, and an overall basic control scheme. The long-play form videos I found of this game on streaming sites such as YouTube and Twitch.tv also include gamers from this demographic, so it would appear that Vertigo Gaming Inc’s marketing strategy has worked well, and they have built a loyal fanbase in the demographic they were aiming for. 
This challenge and intensity are immediately thrown at the player from night one. Whilst the starter menu of food options has a few simple key binds to memorize, such as U and S to start frying steak, even these can be difficult to remember during the intense gameplay. This becomes even more apparent during the “Rush Hour” sections of the levels, where customers who would previously come into the restaurant at a slow pace, ordering one at a time, will now flood the screen with order after order. This results in a chaotic stream of key binds for the player to remember, and all while switching between preparing orders, cooking certain foods, and ensuring that all “Chores” are completed. This creates an incredibly intense and stressful environment for the player. This environment is outlined in Fig.3. Despite this, the developer stays true to Crawford’s2 theory, that a high intensity game should be short, or have short rounds. This is especially true in this title, where the Rush Hour will only last a few minutes at most, with a calmer, longer period in between the two Rush Hours each night. The challenge is not only brought to the player through having to complete orders, but there is also a “Patience” system, which means the player must complete orders within a certain time frame or the customer will leave, and the player will lose points. On top of all of this, there is also a menu where the player can spend in game currency, earned from serving dishes, to progress, allowing them a choice of which menu items they want to prepare for that night. Higher end, late game, menu items grant the player with more points (money) from the customers, however these also come with their own additional challenge. The more money a dish is worth, the more complex key binds the player will have to remember for that dish. For example, a German Pretzel, one of the first food items the player is given on the starter menu, only has one key binds to remember, G. However, the Ice Cream Sundae item, has five key binds for each order, from a list of three pages of ingredients, each with their own binds. All of this creates an incredibly stressful and intense gameplay loop for the player, which while engaging and motivating, can also lead to burn-out and feelings of exaughstion after playing multiple nights, due to the intensity and mental strain required to earn a high score.
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Fig.3 a screenshot from Cook Serve Delicious 2!! during a Rush Hour
Furthermore, the game includes a very satisfying gameplay structure and flow. The game has one main “Campaign” restaurant, which the player owns and can fully customize with cosmetic decorations earned through getting a good score, and a full food menu, which the player will need to unlock items in the store before being able to serve them in their restaurant. This particular restaurant has a never-ending number of nights, where the player can endlessly strive to get a higher score and unlock more customisation for their restaurant, as seen in Fig.3.  The game also includes progression through nights in other playable restaurants. These restaurants are not customizable, and come with fixed menus which change each night, adding more items for the player to serve. An example of this is “Sushi Nest”, a restaurant in the game focused on Japanese cuisine and includes ten playable nights. These restaurants are appealing to the player for two major reasons. The first is that the player can experience later game food items, without having to unlock them, they only need to unlock the restaurant itself, which happens naturally through playing a certain number of nights. The second reason is that these restaurant nights come with three medals each for the player to unlock. The bronze medal, unlocked for having less than eight imperfect serves, the silver medal which requires the player to have no more than five imperfect or late serves, and the gold medal, which is attainable through getting a “Perfect Night” with no mistakes. There are also upgrades the player can gain, spending in game currency to upgrade the amount of time “Chores” such as dishwashing, or toilet cleaning take, which allows the player to spend more time focusing on completing orders and earning more money. The game has a level-based system, where players not only advance their own level through playing, which unlocks higher tier food items and restaurants, there are also levels (nights) in each of the restaurants for the player to go through. This creates a very natural progression, where each night gets harder than the last, and each restaurant has more challenging nights than the previous. The gold medals are incredibly challenging to achieve and may make many players feel disappointed in their own skill that they are unable to achieve this; however, the game has a simple, easily practiced set of key binds, which can lead to the player feeling that their skill has genuinely improved after hours of playing. For how exhausting the game can be, there is certainly an element of accomplishment after achieving a high score or gold medal. As Bjork and Holopainen suggest, games require a certain amount of challenge and conflict to be an enjoyable gaming experience, and the game does this very well. Providing consistent challenge, and system conflict for the player to overcome, making the game a very rewarding experience.
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Fig.4 a screenshot of the customisation menu from Cook Serve Delicious 2!!.
These challenges and medal systems add to the games replay value massively. The bronze, silver, and gold medals bring in an element of self-challenge, where the player is constantly striving to obtain the highest medal in each of the restaurants. The customization options of the restaurant and menu also feed into the replay value of the game, as the player may feel that they can customize their experience and change the gameplay slightly if they begin to get bored of a certain menu or restaurant theme. However, the replay value is damaged by the high intensity of the game. Many players may find themselves stressed, burned out, or exhausted after playing through a few of the night. While this may not damage a player wanting to return to the game, it may affect how long of a play session one is willing to dedicate to the game. The game may benefit from spacing out the periods of intensity more, instead of having two rush hours per night, perhaps limiting that to one would improve that sense of exaughstion felt by the player. Or have customer patience increase during the rush hour, to take some pressure away from the player. 
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Fig.5 a screenshot of the medal system from Cook Serve Delicious 2!!.
In conclusion, Cook Serve Delicious 2!! is an immensely challenging experience, full of stress and conflict for the player to overcome. Also, based on game reviews on Steam3 this sequel also seems to have improved from the previous title, creating a more satisfying and re-playable experience. The title uses challenge and conflict to create an engaging and immersive experience, with the audio and visual feedback also making the game a highly satisfying title to play. However, the amount of high intensity challenge in the game, and the stress caused from this, could prove to be a limiting factor in the game’s widespread enjoyment and re-playability. 
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. FEDERAL AGENTS RAID SHERRISODA TOER
SherriSoda executives arrested, tower shut down and evacuated

s 8 ITS BUSINESSES INCLUDING COOK, SERVE, DELICIOUS, HUNDREDS OF OFFICES AND MANY OTHERS...MORE DE

Without warning, police surrounded SherriSoda Tower. It seemed company executives were siphoning funds from the corporation, while at
the same time incurring a staggering amount of debt which drained the accounts of the tower and all the businesses inside. Everything was
put up for federal auction. Cook, Serve, Delicious! was no more.
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