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ABSTRACT 

This thesis examines how gamification can be deliberately aligned with didactic principles in 

English language teaching so that goals, content, and learning activities form a coherent whole. 

Drawing on constructive alignment, self-determination theory, and CEFR competence 

descriptors, the paper argues that the educational potential of game elements depends on their 

explicit linkage to communicative outcomes and evidence-based feedback. The study adopts a 

design-based synthesis of the literature and proposes a classroom model in which points, badges, 

narrative quests, and collaborative roles are treated as carriers of learning intent rather than 

superficial incentives. The analysis shows that goal transparency, calibrated input complexity, 

task authenticity, formative analytics, and autonomy-supportive choice can transform gamified 

routines into meaningful practice for diverse proficiency levels. The article concludes with 

implications for equitable assessment, workload sustainability, and ethical use of learner data in 

everyday EFL contexts. 

KEYWORDS: Gamification, constructive alignment, CEFR, English as a foreign language, formative 

assessment, motivation, didactics. 

 

INTRODUCTION 

The promise of gamification in language education often rests on its capacity to increase 

engagement, yet engagement alone does not guarantee learning. Without didactic grounding, 

game points and leaderboards tend to reward speed or persistence rather than linguistic 

competence. English language teaching provides a particularly sensitive context because learning 

outcomes are communicative, cumulative, and distributed across skills. Constructive alignment 

offers a remedy by insisting that what students are asked to do, the materials they encounter, 

and the criteria by which success is judged must be logically connected to intended outcomes. 

When game elements are positioned within this framework, they cease to be decorations and 

become vehicles that structure practice opportunities, cue feedback, and signal progression 

toward stated goals. Self-determination theory further explains why such designs can sustain 

effort: learners persist when they experience autonomy, competence, and relatedness. In a 

gamified environment, autonomy emerges through choice of pathways and roles, competence 

through transparent mastery indicators, and relatedness through cooperative quests and peer 
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mentoring. CEFR descriptors supply common targets for alignment by expressing outcomes as 

observable communicative behaviors. The argument developed here is that didactic alignment 

transforms gamification from a motivational overlay into an organizing principle for purposeful 

language learning. 

The aim of this article is to formulate and justify didactic principles for aligning gamified elements 

with goals, content, and learning activities in English language teaching, and to articulate a 

practical model that supports measurable communicative growth across proficiency levels while 

preserving equity and authenticity. 

A design-based synthesis was conducted drawing on research in gamification, motivation, 

assessment, and instructional design. Sources include empirical reviews of gamification 

effectiveness, theoretical accounts of learner motivation, CEFR competence frameworks, and 

models of constructive alignment and learning design. The synthesis mapped typical game 

mechanics—such as points, badges, narrative progression, time-bounded challenges, and social 

roles—onto EFL outcomes expressed as CEFR-aligned descriptors. The methodological lens 

treated each mechanic as a design constraint that must encode a learning intention, specify the 

knowledge resources required, and produce evidence suitable for formative assessment. 

Illustrative classroom scenarios were constructed to show how a single objective, for instance 

narrating past experiences, can be instantiated through leveled texts, scaffolded prompts, and 

role-play activities while preserving the same analytic rubric. The criteria for evaluating the design 

were goal transparency, cognitive congruence between content and tasks, timeliness and 

informativeness of feedback, autonomy-supportive choice, and opportunities for collaboration. 

The synthesis indicates that transparent goals are the primary anchor of a didactically sound 

gamified course. When objectives are stated in CEFR-aligned terms and translated into rubrics, 

game progress ceases to be arbitrary and becomes a record of competence acquisition. This 

redefinition changes the meaning of points and badges: they function as micro-credentials 

signaling mastery of sub-skills, not mere participation tokens. The second finding concerns 

content calibration. Input texts, lexical sets, and grammar foci require gradation that mirrors the 

cognitive and linguistic demands of the target outcome. Gamified quests are most effective when 

the difficulty curve is gentle and explicitly tied to linguistic complexity, for example by moving 

from guided retelling with visual support to spontaneous narration with evaluative language and 

pragmatic markers. 

A third finding relates to activity design. Authenticity matters because communicative 

competence develops when tasks elicit purposeful language use under constraints that resemble 

real contexts. Narrative quests, information gaps, and role-based missions work when they oblige 

learners to mobilize target forms for a comprehensible purpose rather than to accumulate score. 

Such tasks yield rich evidence for formative assessment if they are coupled with analytic rubrics 

and quick feedback loops. The power of gamified systems lies in their capacity to generate and 

visualize this evidence. Dashboards that reflect rubric categories, audio commentaries that 

pinpoint intelligibility issues, and micro-challenges that recycle emergent errors turn gameplay 

into deliberate practice. Autonomy and relatedness provide the motivational glue. Choice among 

task variants allows learners to regulate cognitive load, while cooperative mechanics such as team 
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objectives and rotating mentor roles invite advanced students to support peers in ways that 

reinforce their own competence without entrenching fixed hierarchies. 

Ethical and equity considerations delineate the boundaries of valid design. If leaderboards 

valorize speed, they risk penalizing reflective learners and non-native processing rates. To 

mitigate this, progress displays should foreground improvement trajectories and mastery 

thresholds rather than rank permanence. Data collection must remain proportionate and 

pedagogically justified, and public visibility of analytics should be optional. Teacher workload 

sustainability also conditions adoption. Low-tech implementations using paper passports, simple 

badge matrices, and structured peer feedback can honor didactic principles as effectively as 

platform-based systems when alignment is carefully planned. The overarching result is that 

alignment converts the game layer into a formative infrastructure: goals define the arc, content 

sets the affordances, activities orchestrate performance, and feedback closes the loop. 

Didactically aligned gamification in English language teaching is not a cosmetic addition but an 

integrative architecture in which goals, content, and activities cohere to cultivate communicative 

competence. Transparent outcome statements, calibrated input, authentic tasks, and informative 

feedback are the key levers, while autonomy-supportive choice and collaborative structures 

sustain motivation. When these conditions hold, badges represent genuine mastery, points track 

progress against rubrics, and quests become meaningful rehearsals of target language use. 

Future work should investigate long-term retention, cross-context transfer, and professional 

development models that help teachers design and maintain such systems with fidelity and 

reasonable effort. 
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