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Nowadays the process of the emergence of new knowledge is accelerating, there is a constant
need for continuous improvement of the quality of education, the transition to digital
technologies. Information competence plays a key role in solving these problems. Children
who were born in modern period, develop and learn in an environment rich in information
and communication technologies and digital devices. It is for this reason that it is necessary to
make full use of new opportunities — the information potential of the Internet-at the first stage
of learning.

From the first days of school, we teach children to work with different sources of
information, as working with text, graphics, audio, multimedia, and digital information is
becoming a necessary meta-subject skill in our time.

Teachers often face the task of how to organize educational activities in such a way that it
corresponds to modern realities. One of these pedagogical technologies can be called the
educational quest technology.

Participation in the quest contributes to the formation of communication universal learning
activities among its participants, which stimulates the need for communication. The use of
quests allows teachers to move away from traditional forms of interaction between
participants in the educational process and significantly expand the scope of the educational
space.

For the first time the concept of "quest" appeared in computer games in the last century.
Kicherova, G. Z. Efimova writes that this concept refers to various types of on-line and off-
line computer games ("RPG games™), where in the presented interactive story with the hero
or heroes, the player must search for something, solve a puzzle or find the only correct
solution in a certain situation to reach the goal at any moment of the game. to the next stage.

In the mid-90s of the last century, B. Dodge and T. March (USA, University of San Diego)
developed the concept of web quests for educational purposes. University professor B. Dodge
introduced the term "WebQuest "in 1995. B. Dodge suggested using a certain search engine
in the learning process, which was supposed to find a solution to the problem with passing
through intermediate stages, at each of which it was necessary to perform some action or find
a key to reach the next level T. March considered the web quest in the aspect of cognitive
psychology, based on the works of L. S. Vygotsky on the "zone of proximal development”
and defined the web quest as an educational structure that uses links to important resources
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on the Internet and an authentic task in order to motivate students to explore any problem
with an ambiguous solution with the help of a computer program. the goal is to develop
students ' ability to work both individually and in a group, during the search and
transformation of information.

B. On his personal website "QuestGarden", Joj presented 30,000 online developments of web
quests; this resource has been translated into ten languages (Spanish, Portuguese, Catalan,
French, German, Italian, Dutch, Greek, Arabic and Indonesian).

A web quest is considered as:

> a sitle on the Internet that students work with when performing a particular educational
task™;

» a special website aimed at solving the educational problem with the search for necessary
information on the Internet, which must necessarily include technical support for the
preparation and provision of the final product, as well as include didactic tasks of a
problem nature?;

» information and communication technology, which is a didactic structure that uses special
computer programs, information capabilities of the Internet both during the execution and
presentation of the result of the quest, and the exchange of opinions of communication
participants®;

> interactive educational environment created by the teacher®;
> intellectual type of gaming activity”;

» problem task with elements of a role-playing game that uses Internet information
resources’.

We are interested in looking at the E. A. problem.Ilgumnova, I. V. Radetzky, M. V. llyushina,
who note that station games developed by I. P. Ivanov are very often referred to as" live "
quests, but a station game is different from a quest, where tasks are united by a common goal
and interrelated, it is impossible to complete the next task without completing the previous
one. The quest presents the student with a problem that needs to be solved.

Theoretical and practical substantiation of the use of quest technology in the modern
educational process belongs to the scientists: Y. S. Bykhovsky, B. Dodge, G. Z. Efimova, G.
S. Isakova, E. A. Igumnova, M. N. Kicherova, T. A. Kuznetsova, N. V. Nikolaeva, I. N.
Sokol.

The quest can be designed for both group (3-5 people each) and individual work and will
develop competitiveness and leadership among schoolchildren’.

As a result of the analysis of scientific and methodological literature, we have identified the
differences between team and group work. A comparative analysis of group and individual
work is presented in Table 1.

Ya. S. Bykhovsky, G. S. Isakova, E. M. Shulgina, G. L. Shamatonova

%E, A. Ilgumnova, |. V. Radetskaya

®A. A. Vlasova, Yu. N. Zarubina, A. A. Karavka, G. L. Shamatonova

“T. A. Kuznetsova

°G. Z. Efimova, M. N. Kicherova

°A.V. Yakovenko

"Ya. S. Bykhovsky, N. G. Budanova, A. A. Vlasova, Yu. N. Zarubina, G. L. Shamatonov
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Table 1-Comparative analysis of group and team work
Group Team

Team members believe that they were
brought together for convenience, each
works independently of the others,
sometimes at odds with the rest

Team members are aware of their
interdependence. They do not spend time
fighting for a "place in the sun" or trying to
succeed at the expense of others

Team members are self-focused,
involved in group planning Team

not

Membersare committed to goals that they
themselves have defined and formulated

Group members do not understand the
role of others

Team members work in an atmosphere of
trust, open expression of ideas and opinions
is encouraged When disagreeing,

Team members are told what to do
without asking for their opinion on how
best to solve the problem

Each team  member invests their
knowledge and talent in achieving common
goals

We are interested in the research of N. G. Budanova, V. V. Schmidt, N. A. Nikolaeva, E. A.
Igumnova, I. V. Radetskaya, A.V. Yakovenko, who describe quest technology as a project-
type technology, because the student needs to have the skills of searching and analyzing
information, the ability to store, transmit, compare, and on the basis of It is necessary to
justify new knowledge, i.e. students receive educational " products "(from solving the
problem in the form of an answer to a question to creating multimedia presentations, videos,
websites, booklets, etc.).

Please note that the quest has a clearly defined didactic task, a game plan, a leader (mentor),
clear rules, and is implemented in order to expand and deepen students ' knowledge and
skills.

O. V. Pankova notes that quest technology first of all immerses the child in the educational
environment, allow you to interest the child by creating a process similar to a game with
active search on the Internet or other sources, such as textbooks, didactic materials, posters,
presentations, developments, etc.

E. A. Igumnova and I. V. Radetskaya in their research understand an educational quest as an
integrated technology that combines the ideas of the project method, problem-based and
game-based learning, team interaction and ICT, combining a purposeful search for the main
problem and a series of auxiliary tasks with adventures and a game based on a specific plot.
Scientists have developed a technological map of the educational quest in the logic of
research learning technology (from the problem statement by teachers to the ways to solve it,
the presentation of the result by students and reflection) (Table 2), which became the basis for
us when developing quests.

We agree with the authors that modern educational quests should take into account all types
of knowledge and their structural components, which will ensure the success of the
implementation of educational standards.
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Table 2-Technological map of the educational quest (based on the research of E. A.

Igumnova, I. V. Radetskaya)

Structure elements

Quest development requirements

1

2

Title

It should be concise, attractive, and original.

Quest focus

Indicate the subject of study or one of the areas of educational
activity as a priority-patriotic, environmental, aesthetic, etc.
(monoquest) or a group of academic subjects and a set of
educational directions (interdisciplinary or complex quest)

Goal and objectives

The goal is generalized and should be diagnostic. When defining
goals and objectives, the reference point is educational standards

Duration An educational quest can be designed for one lesson, a series of
lessons, a week, a camp shift, or any other time period
(short or long).

Age Taking into account the age characteristics of students

of students/target| (preschoolers, primary, primary or high school students, young

group people, adults) and their educational needs, including health
specifics, interests

1 2

Legend A legend is a fictional story about events or personalities that

precedes the start of the game. When developing it, creativity is
encouraged: exaggerating events, changing famous characters,
etc. So, thanks to imagination, you can find yourself in any place
or create a planet in the quest

Heroes ' Quest

The authors of the quest offer a list of heroes and their
characteristics. Quest characters can be either completely fictional
or real. The choice of roles of quest participants is prescribed by
the rules: drawing lots, dividing by any sign, depending on the
purpose and content of the quest

Main task/ main idea

The main task should be of a problematic nature. When
developing the main task, you can take into account the types of
tasks by J. E. Farreney. Creativity and inspiration will help you
diversify your task types

Plot and promotion

The plot is a series of events in the game (the basic scheme), for
example, a sequence of stages, stations, for passing through which
promotion rules are developed, and bonuses or penalties can be
applied (bonuses and penalties for elementary schools, preferably,
should be spectacular). It is advisable to include traditional
elements in the plot: exposition, beginning, development of the
action, climax and denouement.

The plot is limited in time both in historical terms (the game can
take place in any historical era), and physically (see the item
"Duration™)
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1 2
Structure elements | Quest Development Requirements

Tasks / Obstacles In order to promote participants along the quest plot, along with
the main task, the organizers usually develop additional tasks of
various types; it is desirable that among them there are various
types of problem situations

Yandex. Navigators | Various hints, placemarks, and landmarks that help organize a
purposeful search for children, aimed at solving both the main
and additional tasks, which were issued by the quest organizers

Resources To complete the quest, students can be offered various resources
by the organizers: references, including Internet sources,
educational websites; multimedia presentations; videos, including
social ones; electronic gadgets; videos, devices and materials, etc.

Criteria for| Criteria are developed by the teacher depending on the type of

evaluating  student| tasks offered and the educational “product™ being performed. So,

performance for developed multimedia presentations, studies, etc., you can find
requirements in the literature and introduce them to students in
advance

1 2

The result of the| The result should correspond to the completion of the main task,
ques - tion is an| for example: a problem is solved, a riddle is solved, a discovery is

educational made, and so
"product™ and on. An educational "product" can be a social video, booklet,
reflection research results, and so on.

Reflection is organized by the teacher both in various aspects
(cognitive, emotional-value, volitional and social), and with the
use of various techniques (reflexive screen, self-assessment of
work, "emoticons", etc.). The choice of reflection options depends
on the goals and objectives of the quest

I. A. Ovcharenko's clarification is worth noting that the quest can be created both within the
lesson and in extracurricular activities; it can be aimed at obtaining new knowledge on the
subject, or it can enrich or generalize, deepen the information received by students, and
allows you to consider several interrelated problems at the same time.

When designing an educational quest, the teacher must take into account the type of quest.
Depending on the plot, quests can be:

v linear (the game is built along a chain: after completing one task, children get the next
one, and so on along the entire route).

v assault missions (players receive a basic task with a list of hint points, but they can
choose their own ways to solve problems).

v’ circular (@" linear " quest, but closed in a circle, where teams start from different points
that will be the finish line for them).

Depending on the time frame, quests can be short-term (one or two classes) or long-term.
We understand quest technology as an interactive integrated pedagogical technology that
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allows us to cooperate with developing, research, information and communication and
gaming technologies, where knowledge and its structural components are taken into account
in accordance with the Federal State Educational Standard, in order to achieve certain
educational goals and is focused on taking into account individual abilities of students,
developing them as active subjects of the pedagogical process.

An educational quest is a problem - based or research-based form of conducting a class that
combines techniques of different learning models, combines a purposeful search for solutions
to step-by-step problem tasks with adventures and (or) a game based on a specific plot, and
allows you to ensure the child's self-education and self-development.

We consider it necessary to highlight the positive aspects of using quests in education:
1. Increase students ' motivation.

2. Developing mindfulness, the need to notice details.

3. The lesson material is remembered better, due to the large emotional coloring.

4. Formation of the ability to work in a group or team.

5. The ability to adjust the complexity of tasks and focus on any age and topic.

6. No high resource requirements are required.

As a result of the literature analysis, we consider it necessary to highlight some features of
working in the web quest technology.

Before dividing the students into teams, the children get acquainted with general information
on the topic being studied, so the students are immersed in the problem of an educational
quest.

The teacher selects Internet resources and formulates tasks, game situations, and problem
situations so that each team gets acquainted with only one problematic aspect of the topic.

After studying, discussing, and fully understanding the specific problem in each team,
students regroup so that the newly formed teams have one representative from each primary
team.

During the discussion, all participants in the quest will learn from each other all aspects of the
problem being discussed.

In such a discussion, students should express their own opinion, draw conclusions, and
predict the further possible course of action (if this is acceptable).

During the web quest, students must answer one general question of a debatable nature by
studying the material and discussing it.

Today, the following types of tasks are more often used when conducting web quests:

> retelling — demonstrating an understanding of the topic based on presenting materials
from sources suggested by the teacher in a new format: creating a video presentation,
poster, or story.

» planning and design — development of a plan or project based on specified conditions.

» compilation — changing the format of the received information: creating a clamshell book,
a virtual exhibition, a time capsule, a poster report, a fairy tale, etc.

» creative task — creative work in a particular genre - creating a poem, picture, poem, song,
or video.
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» puzzle, mystery story, riddle, rebus;
» evaluation — substantiation of your point of view.

» educational research is the study of various phenomena, discoveries, and facts based on
unique online sources.
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