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Abstract. This paper introduces a novel recruitment system that incorporates a
gamification round into the hiring process for culinary talent. In any organization,
the most valuable asset is its employees. However, HR professionals are facing
challenges in acquiring the necessary and right talent. To address this issue, many
organizations are turning to innovative technological solutions for talent
acquisition. In the realm of culinary talent recruitment, a specialized assessment
round known as the trade test practical round plays a crucial role. Gamification
is a design approach that involves integrating gaming elements or mechanics into
non-game applications or systems. In comparison to traditional recruitment
methods, gamified recruitment offers several advantages, including the ability to
identify motivated candidates and effectively evaluate candidates based on points
and badges. This pre-trade test approach allows for the identification of the most
suitable candidates who can excel in the practical assessment. Gamification
injects an element of enjoyment into the process, encouraging active participation
and responses from candidates. By leveraging Marczewski's gamification
framework, this paper portraits how to implement gamification in culinary talent
recruitment. The game mechanics employed in this gamification design are
geared towards achiever-type users and include elements such as levels,
challenges, and achievements, accompanied by game-related points in the name
of "Buns," "Cakes," "Cookies," "Laddus," and "Chocolate." The final results
showcase candidates' performance with gold, silver, and bronze Shark rankings.
Although it's important to acknowledge that this proposed concept hasn't
undergone testing, the authors have taken significant steps in establishing a
foundation. They've done so by creating a game flow chart and a user interface
prototype, informed by an in-depth comprehension of the current recruitment
process. Additionally, they've proposed a novel pattern and prototype for culinary
talent recruitment. This framework holds promise as a feasible solution in the real
world of human resources management, potentially enhancing the process of
hiring the best culinary talent.

Keywords: Gamification, Culinary, Recruitment, Game, Hiring, Points,
Assessment, Trade Test.
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1 Introduction

Gamification, the strategic integration of game elements and principles into non-game
contexts, has emerged as a promising approach to enhancing engagement, motivation,
and performance across various domains. As an innovative method for transforming
traditional processes and activities into more interactive and enjoyable experiences,
gamification has garnered increasing attention from researchers and practitioners alike.
At its core, gamification leverages elements such as points, rewards, competition, and
progression tracking to tap into intrinsic human motivators, fostering a sense of
achievement and mastery (Deterding et al., 2011). By applying game mechanics to non-
game scenarios, it aims to captivate participants' attention, encourage their active
participation, and ultimately drive desired behaviours. The landscape of recruitment is
undergoing a significant transformation with the integration of gamification—an
innovative approach that leverages game elements and mechanics in recruitment
processes. As organizations seek to attract top talent and enhance candidate
experiences, gamification has emerged as a powerful tool for engaging prospective
employees and assessing their skills and suitability for roles. Gamification in
recruitment involves elements such as challenges, assessments, simulations, and
rewards, all designed to create interactive and engaging experiences for candidates. By
providing a dynamic and immersive way to evaluate candidates' capabilities and fit for
a position, gamification has the potential to revolutionize traditional recruitment
methods. The culinary industry, characterized by its dynamic and creative nature,
continually seeks exceptional talent to maintain its reputation for culinary excellence.
Traditionally, the process of acquiring and selecting top culinary talent has followed
conventional methodologies. However, the landscape of talent acquisition is
undergoing transformation, with culinary organizations increasingly exploring the
application of gamification—a strategic approach that integrates game elements and
mechanics into recruitment processes. The integration of gamification in culinary talent
hiring represents a shift toward more engaging, immersive, and effective talent
acquisition strategies. By infusing game elements such as challenges, assessments, and
rewards into the recruitment process, the culinary industry aims to better evaluate and
engage prospective candidates.

1.1  Relevance and Significance

The application of gamification in culinary talent acquisition is both relevant and
significant in today's competitive culinary landscape. The culinary profession demands
a diverse set of skills, including creativity, adaptability, teamwork, and innovation.
Traditional hiring methods, such as standardized interviews and assessments, may not
fully capture the dynamic essence of culinary expertise. Gamification offers a novel
approach to assessing candidates by immersing them in simulated culinary scenarios.
This approach not only enables organizations to evaluate candidates in contexts that
closely resemble real-world culinary demands but also enhances candidate engagement
and motivation throughout the hiring process (Deterding et al., 2011).
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Table 1: Working Paper Objectives

To understand the concept of
gamification in talent
recruitments

This objective involves in understanding the concept of
gamification and its relevance within the context of talent
recruitment

To identify problems faced during
culinary talent hiring

This objective aims to identify and learn the challenges and
issues commonly encountered in the process of hiring culinary
talent.

To identify the common rounds or
stages involved in culinary talent
hiring

This objective seeks to provide a comprehensive understanding
of the various stages and components involved in the hiring of
culinary talent with help of a pattern structure.

To understand the role of
creativity and modernization in
the culinary field

This objective focuses on understanding the significance of
creativity and modernization within the culinary industry.

To identify how gamification can
help in culinary talent hiring

This objective aims to identify and highlight the ways in which
gamification can provide solutions and enhancements to the
challenges faced in culinary talent hiring.

To present a  conceptual
framework and prototype with
the help existing framework

This objective involves the development, creation and
presentation of a conceptual framework and prototype that
outlines the principles and guidelines for gamified culinary
talent recruitment.

To list out the potential benefits

and challenges of integrating
gamification into culinary
recruitments from the given

prototype and framework

This objective involves compiling a comprehensive list of the
potential advantages and obstacles associated with the
integration of gamification into the culinary talent recruitment
process.

2. Literature Review

Gamification, a strategic approach that integrates game elements into non-game
contexts, has gained significant attention in various fields, including recruitment, talent
acquisition, and education. This literature review provides an overview of existing
research on gamification in these domains, identifies gaps and opportunities in applying
gamification to culinary talent hiring, and discusses relevant theories and concepts
regarding its impact on talent acquisition.
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Table 2: Literature Review

AlMarshedi et
al. (2017)

Gamification is widely employed to prompt behavioural changes and cultivate desired
attitudes across diverse domains. However, individuals from varying backgrounds
exhibit distinct responses to gamification, indicating the influence of culture in specific
contexts. This review begins by exploring how gamification shapes behaviour and then
examines the impact of culture on behaviour. Motivation's role in gamification is also
discussed. Finally, the review addresses gamification's potential for behavioural
change, emphasizing the importance of understanding behavioural change methods,
individual characteristics, and cultural and social contexts.

Hamari et al.
(2016)

The researcher conducted a comprehensive literature review of empirical studies on
gamification. Their findings indicated that gamification positively influences user
engagement and motivation in various contexts, including recruitment and talent
acquisition. The results also indicate that while gamification frequently leads to
favourable outcomes, these effects are contingent on contextual variables and user
attributes.

Van
Heuvel et al.
(2015)

den

The author introduced the concept of job crafting intervention, exploring its effects on
job resources, self-efficacy, and affective well-being. Their research emphasized how
gamified elements can empower employees to shape their work environments and
enhance their well-being

Deterding et
al. (2011)

The author defined "gamification" and explored game design elements contributing to
"gamefulness." Their foundational work laid the groundwork for understanding
gamification and its application across various domains, including education and
recruitment

Ferrell,J. Z., et
al. (2016)

This review explores gamification's potential to enhance HR processes, making them
more engaging and effective. It starts by outlining key motivational theories supporting
gamification's effectiveness, including Need Satisfaction Theories, Operant
Conditioning, Flow, and Goal Setting Theory. The review then examines how
gamification can improve four major HR categories: recruitment, selection, training,
and performance management, illustrated with real-world case studies. Finally, it
highlights crucial considerations and best practices for developing and implementing
gamified HR initiatives.

Murawski, L.
(2021)

This article addresses the gap in the existing literature regarding gamification's
application in human resource management (HRM). The author recognizes the
increasing interest in gamification but notes the absence of a comprehensive overview
of HRM-related gamification research. To bridge this gap, a systematic literature
review was conducted, examining 45 research papers. The goal is to enhance our
understanding of prior findings in this field and provide insights into the areas of
gamification application and outcomes in HRM. The article also outlines propositions
and discusses potential risks and mitigation approaches associated with incorporating
game design elements in HRM practices.




146

J. Paul et al.

2.1 Challenges faced during selection process of culinary professionals

Assessing Practical Skills: Evaluating a candidate's practical culinary skills
can be challenging during interviews or assessments. It's essential to find
effective methods for accurately gauging their cooking abilities.
Subjectivity: Culinary evaluations often involve subjective judgment, making
it difficult to maintain consistency in candidate assessment across different
hiring managers or chefs.

Taste Testing: Determining the quality and taste of a candidate's culinary
creations can be subjective and influenced by personal preferences, making it
challenging to establish uniform criteria for assessment.

Cost of Assessments: Hosting culinary assessments, such as cooking trials or
tastings, can be expensive and time-consuming, especially for small
restaurants or businesses.

Technical Knowledge: Assessing a candidate's theoretical knowledge of
culinary techniques, food safety, and nutrition can be complex, as it may not
directly correlate with practical cooking skills.

Shortlisting from Large Pools: Managing a large pool of culinary applicants
and narrowing it down to a manageable number for assessments can be
overwhelming and time-intensive.

Availability of Ingredients: Creating uniform assessments may be
challenging due to variations in ingredient availability, which can affect the
fairness of the selection process.

Limited Evaluation Time: Candidates may have limited time during
assessments, which may not reflect their true potential or skills under normal
working conditions.

Communication Skills: Culinary professionals often work in teams and
interact with customers. Assessing their communication and interpersonal
skills is crucial but can be challenging in an assessment setting.

Lack of Standardization: Inconsistencies in assessment criteria or methods
can lead to biased or unfair evaluations, affecting the selection process's
integrity

2.2 Gamification in Recruitment and Talent Acquisition

Gamification has emerged as a promising strategy for enhancing recruitment and talent
acquisition processes (AlMarshedi et al., 2017). Studies have shown that gamified
assessments engage candidates more effectively than traditional methods (Van den
Heuvel et al., 2015). Gamification offers candidates interactive challenges, simulations,
and assessments that closely mimic real-world scenarios, providing a more accurate
evaluation of their skills and capabilities (Deterding et al., 2011).
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2.3 Culinary Education and Gamification

While gamification has been explored in various educational contexts, including online
learning platforms (Hamari et al., 2016), its application in culinary education is
relatively underexplored. The culinary industry requires a unique set of skills, including
creativity, adaptability, and teamwork. These attributes are challenging to assess
through traditional methods (Huang et al., 2016). Gamification offers a potential
solution by creating immersive learning experiences that mirror the fast-paced, creative
environment of culinary arts (Deterding et al., 2011).

2.4 Gaps and Opportunities in Culinary Talent Hiring

Despite the potential benefits of gamification in talent acquisition, limited research has
specifically addressed its application in culinary talent hiring. This gap presents an
opportunity to leverage gamification to improve the recruitment of culinary
professionals. Gamified assessments and simulations can better evaluate candidates'
culinary skills and their ability to thrive in high-pressure culinary environments.

2.5 Relevant Theories, framework and Concepts

Numerous theories and concepts serve as the foundation for incorporating gamification
into talent acquisition processes. One notable theory is Self-Determination Theory
(SDT), which emphasizes the significance of intrinsic motivation in successful talent
recruitment (Deci & Ryan, 2000). Gamification effectively taps into candidates'
intrinsic motivation by affording them autonomy, fostering a sense of competence, and
promoting relatedness (AlMarshedi et al., 2017). This aligns with the overarching goal
of engaging candidates and instilling a sense of mastery in the context of culinary talent
hiring.

2. 6 Components of Gamification, elements and principles in Talent Hiring

o Engaging Game Mechanics: Gamification should incorporate engaging game
elements, such as points, badges, leader boards, and challenges, to capture
candidates' interest and motivation (Deterding et al., 2011).

e Assessment and Skill Testing: Gamification can be employed for assessing
candidates' skills and competencies through interactive scenarios or
simulations.

e Feedback Mechanisms: Providing real-time feedback to candidates during
gamified assessments can enhance their understanding of performance and
promote self-improvement (Hamari et al., 2014).

e Personalization: Customizing gamified elements to individual candidates'
preferences and abilities can enhance engagement and the overall hiring
experience

e Data Analytics and Insights: Employing data analytics enables recruiters to
gain valuable insights into candidates' behaviour and performance within
gamified assessments (Hanus & Fox, 2015).



148 J. Paul et al.

e Integration with Recruitment Process: Gamification should seamlessly
integrate with the broader recruitment process, ensuring alignment with
organizational goals and objectives (Werbach & Hunter, 2012).

e Ethical Considerations: Addressing ethical concerns, including fairness and
transparency, are essential to prevent unintended biases in hiring decisions
related to gamification.

Gamification holds significant potential for transforming talent hiring by making the
process more engaging, informative, and efficient. Implementing successful
gamification strategies requires consideration of these key components, as
substantiated by existing research in the field.

2.7 Creativity and Modernization in Culinary Operations

The culinary arts are in a perpetual state of evolution, characterized by creativity and
innovation, which have given rise to a diverse array of cuisines and culinary
experiences enjoyed today. Culinary progress, from the emergence of nouvelle cuisine
to fusion and molecular gastronomy, underscores the profound interplay between
creativity, culture, art, science, and technology (Horng & Lin, 2017). Creativity is a
fundamental cornerstone of the culinary arts, echoing its significance across various
artistic domains (Jeou-Shyan & Lee, 2007). Within the realm of culinary arts, creativity
serves as a canvas for chefs to express their inner worlds and transfer their imaginative
visions onto the plate. Peng et al. (2013) define culinary creativity as the generation of
novel dishes and ideas, often pushing the boundaries of traditional culinary practices.
In this creative process, there is a dynamic interaction between external realities and
the artist's subjective experiences, a phenomenon well-documented in the broader
artistic context. In the culinary world, the transformative potential of artistic creativity
predominantly lies in the hands of culinary practitioners. Historically, chefs received
their training from experienced mentors, who, although skilled, lacked contemporary
management techniques and innovative perspectives (Jeou-Shyan & Lee, 2007).
However, a noticeable shift has occurred in recent years. Culinary education has gained
prominence, giving rise to a new generation of chefs equipped with extensive
knowledge, refined skills, and a global perspective. These culinary artisans
wholeheartedly embrace creativity as an intrinsic facet of their craft, propelling culinary
progress and elevating the culinary arts to unprecedented heights.

3. Methods and Approach

In this research, Marczewski's Gamification Framework is employed as the chosen
reference. This selection is based on the framework's simplicity relative to other
gamification models, making it more accessible for creation and implementation.
Despite its simplicity, the framework is deemed suitable for gamifying recruitment. The
authors firmly believe that individuals can be categorized into four intrinsically
motivated types: Socializer, Free Spirit, Achiever, and Philanthropist, each possessing
distinct traits. Identifying the traits of the target users allows for the design of a system
tailored to their preferences, thereby increasing the likelihood of the gamified system's
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success. This literature review underscores the potential of gamification in
revolutionizing culinary talent acquisition, drawing insights from its effective
applications in recruitment and educational contexts. The subsequent sections of this
paper will delve into the specific components and principles of gamification, its
practical implementation in the realm of culinary talent hiring, and the development of
a conceptual framework and prototype

Marczewski’s Gamification Framework

& WHAT is being gamifisd

2 Remember
% & WHY is it being gamified =Consider the User Types
0 & WHO are the users @Try to make it voluntary
+ #HOW is it being gamified @Flan for CHEATERS

) E & ANALYTICS are set up “INTRINSIC > extrinsic

B! § TESTED with users ) @Don'tbe EVIL
& @ ACTED on feedback pRememberhe U

“B= SOCIAL
# RELEASED the solution

Intrinsic Motivation RAMP
Realatedness — Autohomy — Mastery — Purpose

“Lots of things have the bells and whistles, but net the heart of 2 game”
B andrze] Marcaowski 2014 Jane MoGoniga!

Figure 1: (Source: Andrej Marczewski’s Gamification Framework (2014))

3.1 Marczewski’s Gamification Framework
During the planning phase, four key elements underpin the gamification design:
e  What is the target of gamification (What will the gamified system involve?)

e  Why employ gamification (Why opt for a gamified system?)

Who will engage with it (Who is the intended user of the gamified system?)
e How to implement gamification (How to create a gamified system?)

The planning phase serves as the initial step in defining the framework's scope and
objectives. Subsequently, the design phase follows, wherein critical elements such as
motivation, feedback mechanisms, game mechanics, user journeys, and engagement
and feedback loops are determined. However, this research specifically concentrates on
two essential components: motivation and feedback mechanisms, with a specific focus
on the Achiever user type. Achievers are predominantly driven by the pursuit of
mastery. They exhibit a strong inclination towards acquiring knowledge, developing
new skills, self-improvement, and conquering challenges. These attributes align with
qualities highly valued by employers, irrespective of their industry or organizational

type.
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Change
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Development Tools
Anonymity
Light Touch
Anarchy
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Leaderboards
Badges/ Achievements
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Lottery | Game of Chance

Figure 2: (Source: Marczewski’s User Type Hexad (2015))

4. Discussion
The application of Marczewski's Gamification Framework plays a vital role in the
culinary talent hiring process. Here's a concise overview of the planning and design
phases in culinary talent acquisition

Table 3: Attributes

Attributes
SL No. Stage Description
1. Planning
1.1 What is being | In this study, the proposed activity that will be gamified for culinary
gamified? talent hiring.
1.2 Why it being | Compared to the standard culinary recruitment, a gamified round
gamified? before the trade test has several advantages such as identify motivated

candidates, evaluate people without much experience more easily
evaluate people who have diverse experience, and engage the
candidate. The difficulties encountered by recruiters in identifying
chefs, it’s because of verbal communication, learning style and the
impact of a lack of understanding from the interviewer This study will
apply gamification as a solution to these problems, so that chefs feel
confident to answer the pre trade questions and affiliates to the next
round.




Enhancing Culinary Talent Hiring with Gamification

1.3

Who is the user?

The users of this gamified system are job applicants called culinary
professionals or chefs

2. Design Development Phas

c

2.1

How it is being
Gamified?

The design in this context will specifically incorporate two of the four
design elements found in Marczewski's Gamification Framework.
These elements include Motivation, which aids in identifying User
Types within the gamified system, and Feedback & Game Mechanics,
which will be employed to scrutinize the game mechanics and its
various components

User Types

Within this system, the Achiever represents a specific user type. These
users are driven to successfully complete tasks with precision, adhere
to timelines, and achieve the highest possible scores. The Achiever's
primary goal is to conquer challenges, thereby enhancing their skills
and capabilities.

Game
Mechanics

In this gamified recruitment system, candidates earn points with names
like "Buns," "Cakes," "Laddu," "Chocolates," and "Cookies." To
qualify in the overall test, candidates must score a minimum of 3 points
from each round

Buns, Cookies,
Laddus, Cakes,
Chocolates

Applicants will receive points for each correctly answered question,
and they must achieve a minimum of 3 points in each round to win the
entire round.

Bronze  Shark,
Sliver Shark and
Golden Shark

The prestigious "Shark" distinction is granted to candidates who meet
or exceed the minimum passing standards in each round. For instance,
candidates scoring 15 or more earn the Bronze Shark, those with 20 or
more attain the Silver Shark, and those with 25 or more proudly claim
the Golden Shark

151
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4.1 Recruitment Structure Example- External Source Campus Recruitment

The authors conducted a fundamental observation and analysis of the common
recruitment practices employed by hospitality units when hiring culinary professionals.
The pattern and sequence of these practices are visually represented in Figure 3

Extemp \) INFUSING
__ GAMIFICATION
(Pre- Trade Test
Approach)

SELF-INTRO Technical Verbal
Round

Trade Test
Practical Round

l

GM & HR Round ’

Figure 3: Recruitment Structure
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4.2 Gameplay flow
Once the game rules are in place, the next step is to craft the gameplay design.

Gameplay is essentially how the game operates. In this gamified system, the candidates,
who are Culinary Professionals, act as the players. You can see the flow of gameplay

in Figure 4.

Candidate Login

i
s>

[ Pooling Process ]

[ Answered A Un-Answered ]

[ Calculating Process ]

R .
e
<>
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Figure 4: Gameplay Flow Development of User Interface Prototype:

In this section, the authors have presented the UI prototype of the proposed system,
which follows the gameplay flow diagram from the previous section. The user begins
at the login page, where they enter their Candidate ID number and consent to the test's
terms and conditions.

r 3

Culinary Talent Assessment

Candidate’s Login

P fLARY L'O({F.' ........................

Figure 5: Candidate’s Login

After the user logs in, they will be directed to an instructional page where the candidate
must acknowledge the instructions before proceeding
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CULINARY

Instruction

. Iunderstand and acknowledge
the instruction

Figure 6: Instruction and Acknowledgement

The candidate progresses through each round one after the other. After completing
round 3, they will choose one cuisine and proceed with their answers. Finally, the
candidate can review their responses and submit to view the results.

Round I ~ BUNS

I. Idfntifying the light (‘quipmcnt to zest the orange

NEXT

Figure 7: Round 1 (Bun)
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ROUND 2
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Cel Cel Degree Cel

pI'OCCEd

Figure 8: Round 2 (cookies)

E Round 3 (Laddll) j

1. Which Spice is expensive and grown in India

O

Procecd

Figure 9: Round 3 (Laddu)
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y

Figure 10: Select the Area of Specialisation/Kitchen

\
Round 4 (Cak(‘)
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Kashmir Kerala Lucknow Proceed

J

Figure 11: Round 4 (Cake)
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Round 5 (Chocolate )

SJES

Figure 12: Round 5 (Chocolate)

- Review and
Answered AmU:m Answer
Round- 1 6 1
Round- I g 2 Review and
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Round- IV 5 3
Round- V 7 0 %

Figure 13: Review and Forward
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Figure 14: Result

Following the point tally, candidates proceed to the final result, where their total scores
are calculated based on the Silver Shark, Bronze Shark, and Gold Shark achievements.
The prestigious "Shark" distinctions are granted to candidates who meet or exceed the
minimum passing standards in each round. For example, candidates scoring 15 or more
points earn the Bronze Shark, those with 20 or more points attain the Silver Shark, and
those with 25 or more points proudly achieve the Golden Shark.

Final Result

235 or more Ty e & crerere
i
YOUR SCORE- 22 » g

Figure 15: Final Result

4.3 Potential Benefits of Infusing Gamification
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Enhanced Engagement: Gamification makes the recruitment process more
engaging and enjoyable for candidates. Interactive challenges and rewards
keep candidates motivated and excited about the opportunity.

Skill Assessment: Gamified assessments allow recruiters to effectively
evaluate candidates' culinary skills and creativity. This helps identify top talent
more accurately.

Candidate Differentiation: Gamification allows candidates to showcase their
unique culinary talents and creativity, helping recruiters differentiate between
applicants with diverse skills and experiences.

Cost-Efficiency: Gamified recruitment processes can be automated and
conducted online, reducing the need for extensive in-person evaluations. This
can lead to cost savings in the hiring process.

Brand Enhancement: A gamified recruitment process can enhance the
employer brand, making the organization more attractive to culinary
professionals. It demonstrates innovation and a commitment to fostering
talent.

4.4 Challenges and Considerations

Technical Barriers: Not all candidates may have access to the necessary
technology or be comfortable with online gamified assessments. This can
create accessibility barriers.

Fairness and Bias: Designing fair and unbiased gamified assessments can be
challenging. Recruiters must ensure that the game mechanics do not favor
certain demographics or backgrounds.

Resource Investment: Developing gamified recruitment tools and
assessments require time and resources. Smaller organizations may find it
challenging to invest in such technology.

Overemphasis on Gaming SKkills: There's a risk that candidates with strong
gaming skills but limited culinary expertise could perform well in gamified
assessments, leading to mismatches in hiring.

Alignment with Culinary Skills: Ensure that gamified assessments closely
align with the specific culinary skills, knowledge, and creativity required for
the job. Game mechanics and challenges should reflect real-world culinary
tasks

Candidate Experience: Prioritize a positive candidate experience.
Gamification should enhance engagement and motivation while providing a
seamless and enjoyable recruitment process. Clear instructions and user-
friendly interfaces are essential.

Effective Skill Assessment: The primary goal of gamification is to assess
candidates' culinary skills and creativity accurately. Ensure that gamified
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assessments effectively evaluate these attributes and provide meaningful
insights into candidates' potential.

e Data Privacy and Security: Collecting candidate data through gamification
requires robust data privacy and security measures. Ensure strict compliance
with data protection regulations and implement safeguards to protect
candidate information.

5. Conclusion

The incorporation of gamification into culinary talent acquisition offers an innovative
and engaging method for identifying the ideal candidates for specific roles. By infusing
gamification into the recruitment process, organizations have the potential to engage a
broader spectrum of potential applicants and influence their perceptions of both the
industry and the organization itself. This shift in perspective can significantly impact
candidates' views of the organization, ultimately swaying their decision to explore job
opportunities within it. Furthermore, as businesses strive to remain competitive in
today's dynamic job market, adopting cutting-edge technologies like gamification
becomes imperative. It is vital, however, to recognize that not all gamification
implementations are guaranteed to be successful. Critics contend that gamification
presents its set of challenges and potential pitfalls, necessitating meticulous
consideration. Nonetheless, this paper furnishes a theory-based guide, incorporating a
straightforward gamification framework, to aid organizations in the effective
deployment of gamification within the culinary talent recruitment process. By doing
this, organizations can optimize their recruitment processes, reduce time constraints,
and draw in high-caliber candidates for culinary roles, thereby enhancing the entire
talent acquisition process
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