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Abstract: This study examines the use of gamified rubrics as an alternative approach to self-assessment in higher
education, with a focus on their application in English language instruction. Based on theoretical perspectives of
educational gamification, self-regulated learning, and reflective pedagogy, the research introduces a modified
rubric design that incorporates visual elements, level-based progression, and achievement-oriented feedback.
The study follows a qualitative, practice-based research design that includes classroom observations, analysis of
students’ self-assessment artifacts, and reflective feedback collected during instructional practice.

The results demonstrate that the implementation of gamified rubrics leads to increased student engagement in
self-assessment activities and promotes higher levels of reflective awareness. Learners demonstrated greater
confidence in evaluating their own performance, a clearer understanding of assessment criteria, and less anxiety
related to evaluation. The findings suggest that gamified rubrics can effectively reframe self-assessment as an
interactive and learner-oriented process, thereby enhancing the overall quality of assessment practices in higher
education.

Keywords: Gamified rubrics, self-assessment, higher education, learner-centered, learner autonomy, reflective
learning, educational gamification.

Introduction: In the context of ongoing reforms in Process. As a result, students frequently engage with

self-assessment superficially, focusing on grades

higher education, increasing attention is being directed

toward instructional approaches that prioritize learner  instead of using assessment criteria as a guide for

involvement, independence, and the development of reflection and improvement. This situation indicates a
skills.

educational models extend beyond the transmission of

need to reconsider how self-assessment tools are
designed and applied in academic contexts.

transferable academic Contemporary

subject knowledge and place particular emphasis on
students’ ability to regulate their own learning, think
critically, and reflect on their academic experiences.
Within this framework, self-assessment has emerged
as a key pedagogical practice that supports students in

monitoring  progress and  assuming  greater
responsibility for learning outcomes.
Despite its recognized pedagogical value, self-

assessment in higher education is often implemented

in a limited or formalized manner. Traditional
assessment tools, including conventional rubrics, tend
to position learners as passive recipients of evaluation

rather than active participants in the assessment
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One potential solution to this challenge lies in the
application of gamification principles to educational
assessment. Gamification refers to the integration of
game-related elements such as visual progress
indicators, levels, and achievement-based feedback
into non-game learning environments. Previous studies
have demonstrated that gamification can enhance
motivation, engagement, and persistence by making
learning processes more interactive and meaningful.
However, while gamification has been widely adopted
in instructional activities, its application to self-
assessment rubrics, remains

tools, particularly

relatively underexplored.
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Rubrics continue to play a central role in higher
education assessment due to their capacity to clarify
expectations and promote transparency. Nevertheless,
when presented in traditional textual formats, rubrics
may fail to encourage genuine learner engagement or
reflective  use. Redesigning rubrics  through
gamification offers an opportunity to transform them
from static evaluative instruments into dynamic
learning supports that facilitate self-assessment and
reflection. Therefore, the present study aims to
investigate gamified rubrics as an innovative approach
to self-assessment in higher education, with particular
reference to English language teaching. The article
seeks to examine their pedagogical potential, explore
students’ engagement with gamified rubric-based self-
assessment, and propose a methodological framework
for integrating gamified rubrics into university-level

instruction.
METHODOLOGY

The present study is based on a qualitative, practice-
oriented research design aimed at exploring the
effectiveness of gamified rubrics as a tool for self-
assessment in higher education. The methodological
framework combines classroom-based
implementation with reflective analysis in order to
examine how gamified assessment tools influence
students’ engagement, motivation, and self-evaluative
The

conventional rubric-based self-assessment practices

behavior. research focuses on comparing
with a gamified rubric approach integrated into regular

instructional activities.

The
undergraduate students majoring in English language
The
participants’ language proficiency levels ranged from

study was conducted with second-year

teaching at a higher education institution.

B1 to B2 in accordance with the Common European
(CEFR).
Gamified rubrics were implemented during regular

Framework of Reference for Languages
English language courses, including speaking, writing,

and project-based tasks, where self-assessment
constituted an integral component of the learning

process.

To develop the gamified rubrics, traditional assessment
rubrics were systematically redesigned to include
elements commonly associated with game mechanics.
These elements included visual indicators of progress,
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clearly defined performance levels, symbolic icons, and
achievement-oriented descriptors. Instead of focusing
on deficiencies, feedback within the rubrics was framed
as progress toward higher levels of performance. This
design aimed to increase transparency, reduce
assessment-related stress, and encourage students to
engage more actively with evaluation criteria. Students
used the gamified rubrics independently to assess their
own performance upon completion of learning tasks.
The rubrics were also used as reflective tools, allowing
learners to identify areas of strength, recognize aspects
requiring improvement, and plan subsequent learning

actions.

Data were collected through multiple qualitative
sources to ensure a comprehensive understanding of
the
classroom

research context. These included systematic

observations, analysis of students’
completed self-assessment rubrics, reflective learning
journals, and written feedback obtained through
questionnaires. In addition, comparative observations
were conducted to identify differences between
traditional self-assessment practices and gamified

rubric-based self-assessment.

The collected data were analyzed using qualitative
content analysis. Students’ reflective responses and
self-assessment records were examined to identify
recurring patterns related to motivation, engagement,
and  attitudes
data
triangulate findings and enhance the credibility of the

reflective  awareness, toward

assessment. Observational were used to
results. This analytical approach made it possible to
evaluate the pedagogical potential of gamified rubrics

within a higher education context.
RESULTS AND DISCUSSION

The analysis of the qualitative data obtained during the
implementation of gamified rubrics revealed several
notable outcomes related to students’ engagement
with self-assessment practices. One of the most
prominent findings was a visible increase in learners’
motivation and willingness to participate in self-
The
structured nature of gamified rubrics encouraged

evaluative activities. interactive and visually

students to consult assessment criteria more

frequently and to approach self-assessment as an
integral part of the learning process rather than as an
additional formal requirement.
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In addition, the use of gamified rubrics contributed to a

higher level of metacognitive awareness among
students. Learners demonstrated an improved ability
to recognize their own strengths and identify specific
areas requiring further development. This clearer
understanding of performance criteria supported more
realistic and attainable goal-setting. As a result, self-
assessment evolved into a purposeful reflective
practice that guided students’ learning decisions and

promoted continuous improvement.

Another significant outcome was the positive shift in
students’ attitudes toward assessment. The gamified
format reduced feelings of stress and anxiety
commonly associated with evaluation, particularly in
speaking and writing tasks. Students reported greater
confidence in assessing their own work and showed
increased openness toward reflective analysis. The
emphasis on progress and achievement, rather than
errors and deficiencies, created a supportive learning

atmosphere that encouraged honest self-evaluation.

From a pedagogical
highlight the potential of gamified rubrics to transform
By
combining transparency with motivational elements,

perspective, these findings

assessment practices in higher education.
gamified rubrics fostered active learner involvement
and supported the development of learner autonomy.
The results are consistent with existing research that
underscores the motivational and affective benefits of
gamification in educational contexts, particularly in
relation to engagement, self-regulation, and reflective

learning.
CONCLUSION

The findings of the present study indicate that the
integration of gamified rubrics into self-assessment
practices offers a valuable pedagogical alternative in
higher education. By transforming conventional rubrics
into interactive and visually structured tools, gamified
rubrics encourage students to engage more actively
with
meaningfully in the evaluation of their own learning.

assessment criteria and to participate

This approach shifts the role of assessment from a
teacher-controlled procedure to a learner-oriented
process that supports reflection and autonomy.

The study demonstrates that gamified rubrics
positively influence learners’ motivation, engagement,
and metacognitive awareness. Students showed
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greater confidence in assessing their own performance,
clearer understanding of expectations, and a more
constructive attitude toward feedback. By emphasizing
progress and achievement rather than deficiencies,
gamified rubrics contributed to a supportive learning
environment that reduced assessment-related anxiety
and promoted continuous improvement.

Furthermore, the results suggest that gamified rubrics
can be effectively implemented in higher education
contexts and adapted to different instructional settings
and proficiency levels. Their flexible design allows
educators to align assessment with learner-centered
pedagogical goals while maintaining transparency and
consistency. Future research may extend the present
study by incorporating quantitative methods and
examining the long-term impact of gamified rubric-
based self-assessment on academic performance,
learner autonomy, and sustained reflective practice.
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