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Abstract. This article explores quest technologies as an innovative tool in education, aimed at making
the learning process more engaging and effective. The paper examines the origins and evolution of quests in
the educational sphere, starting with web quests introduced by Bernie Dodge, and moving towards modern
applications. It describes the main stages and types of educational quests, along with their structure and
specific features. The influence of quests on the development of critical thinking, creativity, and teamwork
skills among students is analyzed.

Keywords: quest, educational technologies, active learning methods.

Modern educational technologies increasingly incorporate gaming approaches, with quests taking a
prominent place among them. Their origins are connected to the development of computer games and
pedagogical strategies that began to be actively applied in the late 1990s. Professor Bernie Dodge from the
University of San Diego first proposed quest technologies as a tool promoting independent problem-solving
through intermediate stages of task completion [Klimova, Makarova 2023, p. 428]. Subsequently, the quest
became the foundation for numerous educational approaches aimed at developing cognitive and creative
skills in schoolchildren and students.

The term "quest” was introduced by Bernie Dodge, who developed applications for integrating the
Internet into the educational process. Initially, web quests were not intended to deeply immerse students in
learning but rather served as a way to capture children’s attention through game elements. Games became a
key component of this process, as the interactivity of quests allowed students to absorb information more
easily by engaging in logic and role-playing games [Safonova 2018, p. 83].

The main principles of quest technologies were detailed by Thomas March, who suggested their use
for solving complex problems with ambiguous answers. According to him, quests motivate students not only
to search for information but also to transform it into more sophisticated knowledge, fostering critical thinking
and teamwork [March 2000, p. 54].

A significant contribution to the development of quests in education belongs to the works of L.S.
Vygotsky, particularly his theory of the zone of proximal development. According to this theory, students are
capable of solving tasks beyond their current knowledge and skills with the support of a teacher. Quests,
according to March, serve as that support, helping students structure their learning activities and successfully
solve assigned tasks [Vygotsky 1966, p. 62].

Quest technology is inherently universal and can be applied in various fields of knowledge and for
audiences of different ages. Its foundation lies in the structured organization of lessons according to a specific
algorithm. Achieving the desired result is only possible by following all the technological stages that constitute
this model.

The basic model of quest technology consists of several stages:

Introductory Stage: Participants are introduced to the rules, storyline, roles, and objectives of the quest.
Recommendations for task completion and their sequence are provided.

Role-Playing Stage: Each participant works individually within their role, aimed at achieving a
common result. Participants complete tasks according to their assigned characters.

Final Product Creation Stage: Upon completing the role-playing activities, participants create a final
product that demonstrates the results of their collaborative work.

Reflective Stage: Participants analyze and summarize the experience gained during the quest.
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Conclusion Stage: The quest's outcomes are summarized [Kisamieva 2021, p. 13].

Depending on their structural features, educational quests can be divided into the following categories:

Sequential quests, where participants face puzzles in succession. Solving each one provides clues for
advancing to the next stage.

Project-based quests, which foster research activities among students in an engaging, game-like
format.

Exploration quests, where participants not only progress through stages but also collect clues that may
be needed to complete tasks [Tanova, Evseeva 2016, p. 355].

The basic quest model implies a technological cycle that includes selecting a theme, formulating a
problem, and developing a storyline based on a journey. It is also important to plan the route stages, tasks with
a common goal, and a system of hints.

There is also a general classification of quests, which includes the following types:

Linear quests, where solving one problem leads to the solution of the next.

Storm quests, where participants independently choose how to solve tasks using control hints.

Ring quests, essentially linear quests adapted for multiple teams starting from different points
[Radnatarova 2023, p. 55].

Quests in lessons help students develop information competencies and foster a positive attitude toward
their work, as well as promote goal-setting and independence.

Web quests typically have the following structure:

Introduction, outlining the participants' roles and work plan.

Main task, with a clear definition of the end resullt.

List of information resources needed to complete the tasks.

Roles for participants with corresponding plans and assignments.

Process description for each participant.

Evaluation criteria for quest completion.

Guidelines for information collection and presentation.

Conclusion summarizing participants' experience [Vasilenko 2016, p. 7].

Quests actively develop students' creative potential, motivate them to seek solutions, and analyze the
information they receive. During quests, students encounter logical problems that require analysis, synthesis,
and critical thinking. The use of diverse textual, graphical, and video materials helps them transform
knowledge into new forms, contributing to successful learning [Kalugina 2015, p. 3498].

The result of successfully completing a quest can be the creation of various products, such as clusters,
flowcharts, collages, bills, and other forms, agreed upon at the game's initial stage. These products serve as
proof of the effectiveness of the educational process and the participants' achievements.

Quest technologies in education offer vast opportunities for engaging students in the learning process,
developing their intellectual and creative abilities, and fostering teamwork skills. The use of quests as a
pedagogical tool promotes the integration of game-based methods into learning, significantly increasing
student motivation and making the educational process more interactive and engaging.
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NEPCHEKTHUBBI TEXHOJIOT M1 B COBPEMEHHOM CUCTEME OBPA3OBAHUS
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AHHOTanms: MacirabHble H3MEHeHHs IPoUCXoiiue B cepe 0Opa3oBaHKSA B COOTBETCTBUHU C
TCKYIIMM TIICPUOAOM, IIMPOKO OTKPBIBAIOT IIYTh MJIA Pa3IMYHbIX Ka4YCCTBCHHBLIX WHUIWMATHB U
npeoOpa3oBaHuil. B cTaThe onuchIBacTCs posib TEXHOJIOTHI B KU3HH YEJIOBEKa, a TaKkkKe B 00pa30BaHUH U
Hayke. C 3TOM TOYKHM 3peHHs] BO3HMKACT HEOOXOIMMOCTH MOBBICHTH Y(P(HEKTHBHOCTD I1eIaroruyeckoi
JIESITENIHOCTH 110 BOCIIMTAHUIO TIOKOJIGHMs, OpPraHW30BaTh €e B HOBOM KadecTBe. C 3TOM Liembro
NPETIO/IABATENISIM TIPEJICTOUT OCBOUTH HAYYHO-TIEAArOTMYECKHE OCHOBBI NHHOBAIIMOHHOM JIEATENTEHOCTH. A
UCTOJIb30BaHUE HOBBIX TEXHOJIOTMH BBIBOAWT 3HAHMS HA YPOBEHb BOSMOXKHOCTH, (POpMHUpYS IPH 3TOM
00s3aTesnbHbIN ypoBeHb. [103TOMy OCBOEHIE COBPEMEHHBIX MEAArOrMUECKUX TEXHOIOIMI MEET OO0IIbIIIoe
3HAYEHHE B TIOBBILIEHUH KBATM(UKAIMK TPENoaBaTeNsi U OpraHu3alii TBOPUECKOM Ielarornyeckoin
JesTeslbHOCTH. [IoKa3aHbl PUOPUTETHI, MOAKITFOYEHUE M WCTOJIB30BAHUE TEXHOJIIOTHIA B COBPEMEHHOU
cucreMe oOpa3zoBaHusl. PacnpocTpaHeHHe TEXHONOTM B MOBCEIHEBHOM KU3HH MOYXKET, CPEI MPOYEro,
NPEIbSBIATH HOBbIE TPEOOBAHUS K YYAIMMCS M JIPYTUM JIFOASM, KOTOPbIE Pa3BUBAIOTCA M CTAHOBSTCS
YaCThIO TPaXKIaHCKOr0 OOIIECTBA.

KiioueBble ciioBa: cucrema 0Opa3oBaHMs, WHHOBAIMOHHAs TEXHONOTWs, Kdamudukarms,
MOOMIIBHOCTb.

Hayka u TexHuka cTpeMUTENIbHO pa3BUBAOTCS Onarofapsi TeueHHo BpeMeHu. Mpl HasbiBaeM XXI
BEK BEKOM TEXHOJIOrMiA. BceM HaM M3BECTHO, UTO KaK/IbIi YETIOBEK CErO/IHs HE MOYKET KUTh 0€3 IepeioBbIX
M HOBBIX TEXHOJOTMH. TEXHOIOrMM YIydIlalOT KAauyeCTBO KW3HM YEJIOBEYECTBA U HEOOXOIUMBI JUIS
Pa3BUTHUS HAYKH, JUIS TIOHATUS €€ Ha HOBBIE BHICOTHL TeM Ooiee, 3TO HANpsMYIO CBS3aHO cO chepoit
oOpazoBanus 1 Hayku. Hayka — 9T0 MOCTOSIHHO pa3BHBAFOIIMIACS TIporiecc. Pa3BuTie coBpeMeHHOW HayK!
B XXI Beke TpeOyeT He TOJIBKO TEXHOJIOTMYECKOro 00pa3oBaHust, HO M ()OPMUPOBAHHSI ITO3HABATETLHON 1
npo(hecCHOHATFHON KOMITETEHTHOCTH CJIETYIOITIETO MIOKOJICHHSI. DTI0Xa HOBBIX UICH, HOBBIX HAUMHAHWI 1
BBIBOJIOB, CBSI3aHHBIX C Pa3BUTHEM HAyKH, HECET HOBYIO MH(OPMAIMIO M HOBbIC M3MEHEHHS B HAyKe,
CBSI3aHHBIE C PA3BUTHUEM HOBBIX TEXHOJOTHH. Bee TeXHOMOrnu mosBUIIMCH Kak pe3ysIbTaT HAyKH.

Hayxka 6e3 Texnonoruii 6eccMmbicieHHa. Bee TocTvkeHnst HayKu M Tpya OTPOKAIOTCS B TEXHUKE.
Jaxxe HayuHbIe pabOTBI, HAITMCAHHbIE YYEHBIMH, HEJTb3s1 KOTMPOBAaTh 03 pazpereHust. Komms okazpiBaetcst
IJTaruaToM. JT0 ToXe OONBIIIOe TOCTHKEHHE B Hayke. Pa3BuTre TexHomoruii B Hayke. Jlpyrumu ciioBamy,
B 00JIaCTH HAyKH JJOCTaTOYHO (DyHIaMEHTAJIbHBIX IPOOJIEM.

Ipexxae Bcero, TEXHONOIMU B CHCTEME 0Opa30BAHMUSI CETOHS HE SIBJISFOTCS HOBOM KOHIIETIIMEH.
O’XUJI0 HOBOE HAIpaBJICHUE Pa3BUTHUSI HAYKU — TeXHOIOrnueckoe. CIIOBO «TEXHOJIOTHSD) UMEET Pa3sHoe
3HAYCHHE B KKIOW oOnactu. Kpome Toro, B pasHbIX CIOBapsiX 3TO MOHATHE UMEET pasHOE 3HaueHHE.
Haripumep, B HayKe MbI CBSI3bIBAEM TTOHSTHE TEXHOJIOTHUH C TIOSIBJICHUEM TeXHUKH | TaybaeBa, MakcyToBa
2020, ctp. 366]. To ectb MBI TOBOPUM, YTO TEXHOJOIHSI — 3TO COBOKYITHOCTb IPOU3BEACHUI, KOTOPBIE
UCTIOJB3YIOTCS B JIFO00M paboTe, a He TOJBKO B 0Opa3oBaHMU M Hayke. [1o3ToMy TeXHOIOTMH B HayKe
UCIIOJIB3YIOTCSL JUISL JIOCTYDKEHUsI ONPENENICHHOW LENMH, JUIsl SKOHOMUM BPEMEHH, JUISI OTKPBITUS
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